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A B S T R A C T   

Gambling motives are an important element in understanding the development of problem gambling, yet most of 
the recent studies investigating their role in problem gambling have been cross-sectional. This study analyzed the 
links between gambling motives and problem gambling using a longitudinal study design. The moderating effect 
of the frustration of basic psychological needs was also assessed. The study sample with 1,022 participants 
(48.43% female, Mage = 49.50 years) was surveyed at three timepoints (T1–T3) in 6-month intervals. The 
Problem Gambling Severity Index (PGSI) was used to measure problem gambling and need frustration was 
assessed with The Basic Psychological Need Satisfaction and Frustration Scale (BPNSFS). The data were analyzed 
using a multilevel mixed-effects regression model where PGSI was the outcome variable. Gambling motives and 
need frustration were the predictors while psychological distress (measured with the 5-Item Mental Health In-
ventory, MHI-5), offshore/onshore online gambling, and socio-demographic factors were used as control vari-
ables. All the motives predicted problem gambling individually over time. In contrast, motives to escape, to win 
money, and to compete along with need frustration predicted problem gambling over time in the full model. In 
addition, money motive and need frustration had an interaction effect so that higher need frustration combined 
with money motive predicted more severe gambling problems. The results of this study provide a valuable 
longitudinal perspective on gambling motives, frustration of basic psychological needs, and gambling problems 
which can be used to develop and improve treatment efforts and programs of problem gambling.   

1. Introduction 

What motivates behavior is one of the most frequently asked ques-
tions among people, especially when it comes to potentially harmful 
behaviors like gambling. In recent years, gambling motives have started 
to gain more research interest as their role in gambling behavior and 
problem gambling have been recognized (Francis et al., 2015; Stewart & 
Zack, 2008; Sundqvist et al., 2016; Tabri, Xuereb, et al., 2022). Although 
several studies have analyzed the links between gambling motives and 
problem gambling, a majority of the studies have been cross-sectional (i. 
e., Francis et al., 2015; Hagfors et al., 2022; Mulkeen et al., 2017; 
Sundqvist et al., 2016; Tabri, Xuereb, et al., 2022). This kind of research 
can be used to identify potential correlates of problem gambling, but it 
cannot be used to deduce the temporal sequence of the variables (Busk, 
2005; Landreat et al., 2020). Moreover, gambling motives may change 
during the progress of gambling problem severity: the initial reasons to 
gamble are likely to be different than the reasons that maintain the habit 

(Blaszczynski et al., 2008; Grubbs & Rosansky, 2020). Therefore, it is 
important to investigate the longitudinal patterns of gambling motives 
and their role in gambling problems over time. This study aims to fill this 
gap by analyzing the associations of gambling motives and problem 
gambling using a longitudinal study design. 

Previous research has identified various motives for why people 
gamble. Winning money is the most fundamental motive for gambling as 
it is in the core of the activity (Binde, 2013). The temptation to gamble 
may also be fueled with other well-known motives such as enhancement, 
socializing, and escaping or distracting oneself from negative thoughts 
and emotions (Barrada et al., 2019; Francis et al., 2015; Stewart & Zack, 
2008; Volberg et al., 2017; Wardle et al., 2011). Competition and 
developing skills have also been recognized as motives for gambling (e. 
g. Binde, 2013). However, only a few studies have used longitudinal 
designs to analyze the links between gambling motives and problem 
gambling. Two Canadian 5-year longitudinal studies found that 
gambling to escape and to win money predicted not only current 
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problem gambling but also future problem gambling onset (el-Guebaly 
et al., 2015; Williams et al., 2015). Additionally, a recent study found 
that gambling to escape and positive gambling expectations predicted 
problem gambling six months after the initial assessment (Grubbs & 
Rosansky, 2020). A study by McGrath and Konkolÿ Thege (2018) 
investigated the stability versus change of gambling motives over five 
years. They concluded that notable changes were found in each motive 
category, although problem gambling was not a significant predictor for 
stability or change. 

The pathways model of problem and pathological gambling 
(Blaszczynski & Nower, 2002; Nower et al., 2022) proposes that there 
are different pathways to problem gambling where individual’s bio-
psychological disposition, past experiences, ecological factors, and 
current behavior – including gambling motives – all contribute to the 
development of problem gambling. According to the model, these fac-
tors make individuals vulnerable to problem gambling. For instance, 
cognitive processes taking place while gambling, previous mental health 
problems, poor coping skills, and having a troubled family history 
correlate with gambling problems (Blaszczynski & Nower, 2002). 
Moreover, certain characteristics of the environment, such as easy 
availability and accessibility of gambling activities, can promote heavy 
gambling involvement (Abbott et al., 2018; Blaszczynski & Nower, 
2002; el-Guebaly et al., 2015). 

The rapid rise of online gambling with easy access any time of the 
day poses a new kind of risk for developing gambling problems (Hing 
et al., 2017). Especially offshore websites form a worrisome new mode 
of online gambling (Gainsbury et al., 2018, 2019). Offshore gambling 
refers to gambling on websites that provide gambling services in a 
certain jurisdictional area without a valid license and against local re-
strictions. These websites are often heavily marketed with high payout 
rates, benefits and bonuses, and the ability to use local currency, but at 
the same time they ignore local safety standards. In previous studies, 
offshore gambling has been associated with more severe gambling 
problems than gambling on licensed onshore sites (Gainsbury et al., 
2018, 2019; Hing et al., 2021; Oksanen, Hagfors et al., 2022), making it 
a form of activity that requires special attention. 

An additional factor making individuals vulnerable to gambling 
problems could be the frustration of psychological needs. Basic psy-
chological needs theory (BPNT) is a mini theory that was developed 
within the self-determination theory (SDT; Ryan & Deci, 2000; 2017). 
According to the BPNT, satisfaction of basic psychological needs for 
autonomy (feeling of choice and volition), competence (being confident 
about one’s own abilities), and relatedness (being meaningfully con-
nected to others) promotes well-being, flourishing, and personal growth 
(Church et al., 2013). In contrast, frustration of these needs has been 
associated with increased psychological distress and ill-being (Bartho-
lomew et al., 2011; Chen et al., 2015; Vasteenkiste & Ryan, 2013). Need 
frustration includes experiences of rejection and loneliness (relatedness 
frustration), feelings of failure and doubts about one’s abilities 
(competence frustration), and feelings of being controlled and pressured 
(autonomy frustration) (Chen et al., 2015). Conceptually, need frustra-
tion has been suggested to be distinguished from low levels of need 
satisfaction, as it is, for example, different to feel low relatedness to 
colleagues than to be actively rejected by them (Bartholomew et al., 
2011; Vasteenkiste & Ryan, 2013). 

According to the BPNT, when the psychological needs are chroni-
cally thwarted, people are likely to develop various coping strategies, 
including need substitutes and maladaptive compensatory behaviors 
(Vasteenkiste & Ryan, 2013). Previous literature has associated need 
frustration with problematic gambling (Mills et al., 2021; Vuorinen 
et al., 2022), but it is still unclear how need frustration affects gambling 
behavior. It is feasible that need frustration works in conjunction with 
certain gambling motives and accelerates the development of problem 
gambling. Thus, thwarted intrinsic needs may drive toward more 
extrinsic rewards and motivate gambling behavior as a means of 
compensation. 

Building on previous findings on gambling motives, basic psycho-
logical needs, and problem gambling, this study aims to investigate 
whether gambling motives predict gambling problems over time and to 
further explore if need frustration moderates this association. Referring 
to the previous longitudinal studies, we hypothesize that gambling to 
escape or to win money predict gambling problems over time. Moreover, 
we hypothesize that need frustration moderates these associations so 
that the associations would be stronger when need frustration is present. 

2. Materials and methods 

2.1. Participants and procedure 

A nation-wide sample included Finnish participants from mainland 
Finland, aged 18–75 years (N = 1,022; 51.27 % male, 48.43 % female, 
and 0.03 % other gender). The data were collected from a panel 
administered by a European data collection company Norstat. Response 
rate in the first time point of the study (T1) was 34.60 and the sample 
matches the Finnish population aged 18–75 (Oksanen, Mantere, et al., 
2022). Data collection was conducted in three timepoints every 6- 
months, starting in April 2021 (T1). The first follow-up survey was 
conducted in October–November 2021 (T2) and the second follow-up in 
April–May 2022 (T3). Of the initial T1 participants, 66.80 % partici-
pated also in T2 and T3. 

Nonresponse analysis showed that those who participated in all three 
timepoints (N = 1,022) were somewhat older (49.59 years vs. 46.67 
years) than those in the original T1 (N = 1,530). There was no other 
major dropout based on gender, income, education, geographical area, 
or occupational or marital status. However, the mean rate of gambling 
problems measured with the Problem Gambling Severity Index (PGSI) 
was lower in the final sample compared to T1 (1.11 vs. 1.15) which 
indicates that the final sample is closer to the general population esti-
mates (e.g., Salonen et al., 2020). Overall, the final sample corresponds 
with the general population parameters relatively well based on the 
demographic data by Statistics Finland (Official Statistics of Finland, 
2022). 

The participants were informed about the purpose and use of the 
survey, and they gave their consent for participation by completing the 
full survey. Individual participants could not be identified from the data, 
as Norstat provided only anonymized data to the researchers. The study 
was reviewed and approved by The Academic Ethics Committee of the 
Tampere region before the first data collection. In each timepoint, the 
researchers conducted data quality checks to remove obviously biased 
response patterns from the final data. 

2.1.1. Measures 
The Problem Gambling Severity Index (PGSI; Ferris & Wynne, 2001; 

Currie, Casey, & Hodgins, 2010) was used to assess the severity of 
gambling problems in the sample. The scale is widely used in assessing 
problem gambling in general populations, including national studies in 
Finland (e.g., Salonen et al., 2020; Volberg et al., 2017; Wardle et al., 
2011). The scale consists of nine items, each assessing different negative 
consequences of gambling, such as a range of problems and harms. The 
original PGSI (Ferris & Wynne, 2001) evaluates gambling behaviors and 
harms experienced in the last 12 months, but due to the longitudinal 
approach of our study, we assessed gambling problems as experienced in 
the last six months (e.g., “Thinking about the last six months, have you 
bet more than you could really afford to lose?”). Each item of the scale is 
assessed on a four-point scale (0 = never, 1 = sometimes, 2 = most of the 
time, and 3 = almost always), higher points indicating a higher likelihood 
of gambling problems. The internal consistency of the scale measured 
with McDonald’s omega was excellent in all three timepoints (T1: ω =
0.94, T2: ω = 0.93, T3: ω = 0.94). 

Gambling motives were assessed with eight individual questions, 
each addressing a different gambling motive. The items asked about 
frequency with the anchor: “How often during the last six months…”. 
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The escape motive was measured with the three escapism items from the 
Motivations to Play Inventory (Hagström & Kaldo, 2014), for example 
“…have you gambled in order to avoid real-life social encounters or 
situations?”. Other gambling motives were chosen based on previous 
literature on gambling motives (Williams et al., 2017; Volberg et al., 
2015). The chosen items have been widely used in Finland as well (e.g., 
Salonen et al., 2020; Hagfors et al., 2022). These involved motives for 
money (“…have you gambled to win money?), competition (“…have 
you gambled to compete with others?”), excitement (“…have you 
gambled for excitement?”), social interaction (“…have you gambled to 
socialize with others?”), and competence (“…have you gambled because 
it makes you feel skilled?”). All motives were assessed on a five-point 
scale (0 = never, 1 = rarely, 2 = sometimes, 3 = often, and 4 = always) 
where higher points indicated higher endorsement of the motive. Escape 
motive scale had a good internal consistency in all three timepoints (T1: 
ω = 0.84, T2: ω = 0.87, T3: ω = 0.88). 

To measure the frustration of basic psychological needs we combined 
the frustration subscales of The Basic Psychological Need Satisfaction 
and Frustration Scale (BPNSFS; Chen et al., 2015). The scale included 
half of the 24 items of the full scale, with 4 items measuring autonomy 
frustration (e.g., “I feel forced to do many things I wouldn’t choose to 
do”), 4 items measuring relatedness frustration (e.g., “I feel excluded 
from the group I want to belong to”) and 4 items measuring competence 
frustration (e.g., “I feel disappointment with my performances”) on a 7- 
point Likert scale (1 = not at all true … 7 = totally true). The scale was 
included only at T1, but it had excellent internal consistency (ω = 0.92). 
The satisfaction subscales were left out in order to focus exclusively on 
need frustration. 

Psychological distress was measured using the 5-Item Mental Health 
Inventory (MHI-5; Berwick et al., 1991). The measure includes five items 
that assess emotional health status. It is a short version of the original 
38-item version and commonly used in surveys to efficiently screen for 
general mental health and wellbeing (e.g., Elovanio et al., 2020). Items 
of the MHI-5 inquire, for example, how much of the time during the last 
30 days the individual has felt downhearted or blue, or felt calm and 
peaceful. Answer options range on a scale from 1 (none of the time) to 6 
(all of the time). Internal consistency of the inventory was high in all 
measurement points (T1: ω = 0.89, T2: ω = 0.88, T3: ω = 0.87). 

In Finland, gambling is provided by a state-owned monopoly sup-
plier, Veikkaus Oy. Offshore and onshore gambling were inquired with 
two different questions: “Have you gambled on any offshore gambling 
websites (other than websites provided by Veikkaus or Paf)?” and “Have 
you gambled on gambling websites provided by Paf?”. Paf (Ålands 
Penningautomatförening) is the Åland Islands’ own monopoly operator 
that provides online games and gambling opportunities on ships sailing 
between Finland and Sweden or Estonia. Despite the state-owned mo-
nopoly in Finland, participating in offshore gambling, that is, foreign 
gambling operators or games offered by Paf, is not prohibited under 
Finnish legislation. Answering ‘yes’ to either or both questions was 
categorized as offshore gambling, whereas answering ‘no’ to both 
questions was categorized as onshore gambling. Finally, several socio- 
demographics such as age, gender, income, education, and occupa-
tional status were inquired from the participants. 

2.2. Statistical techniques 

We conducted the analyses using Stata 17 software. Main analyses 
were conducted using multilevel linear mixed-effects regression. These 
models analyze the within-person changes and between-person differ-
ences in gambling problems over time. Within-person predictors are 
time-varying and include gambling motives, need frustration, onshore/ 
offshore gambling, psychological distress, occupational status, and in-
come. Age, gender, and education are added as between-person pre-
dictors measured at T1. 

Models 0 include only gambling motives added separately without 
any other variables. Model 1 includes all gambling motives and other 

variables in the same model. Model 2 adds to Model 1 by including in-
teractions between different gambling motives and need frustration. 

For the fixed parts of our models, we report unstandardized regres-
sion coefficients (B) and their standard errors (SE B) and the statistical 
significance of the estimates (p). Our models included random intercepts 
and random slopes for time with an unstructured covariance structure. 
For the random parts of our models, we report regression coefficients (B) 
and their standard errors (SE B), and 95 % confidence intervals. Statis-
tically significant interactions are plotted in the figure. 

Additional robustness checks of the analyses were conducted using 
multilevel fixed effects regression. Fixed effects regression is especially 
powerful when focusing only on individual variation over time as they 
exclude between-person variation. Hence, they give also better ground 
for causal inference as they are more efficient in controlling unobserved 
confounders (Brüderl & Ludwig, 2015). These analyses focused only on 
gambling motives, and they are comparable to models 0. Predictors were 
standardized. These analyses are only reported in the text. 

3. Results 

Descriptive statistics of the study sample are presented in Table 1. At 
T1, around 40 % of the participants had a bachelor’s degree or higher 
and more than half were employed. The mean score for gambling 
problems measured with the PGSI was a bit higher at T2 (2.98) than in 
the original sample at T1 (1.15) or at T3 (1.11). Gambling for money, to 
escape, and for excitement had the highest mean scores of the motives, 
respectively. The majority of the participants had gambled on onshore 
websites, while a fifth had also gambled on offshore gambling sites. 

Table 2 presents the results from the multilevel mixed-effects 
regression analysis predicting gambling problems. In Model 0, within- 
person changes in each gambling motive predicted gambling problems 
over time. Escape motive had the strongest within-person effect on 
gambling problems (B = 0.85, p < .001) when compared to the other 
motives. Model 1 included all the gambling motives as independent 
variables. Need frustration, onshore/offshore gambling, psychological 
distress, age, gender, income, education, and occupational status were 
treated as control variables. The results show that escape, money, and 
competition motives had statistically significant within-person effects 
on gambling problems. Need frustration and offshore gambling also had 
significant within-person effects on gambling problems. Higher educa-
tion, in turn, had a statistically significant between-person effect pre-
dicting fewer gambling problems over time. 

The full model (Model 2) includes all independent variables, control 
variables, and the interaction terms with motives and need frustration. 
All the significant predictors from Model 1 remained statistically sig-
nificant also in Model 2. Moreover, the results show that need frustration 
moderated the association between money motive and gambling prob-
lems (B = 0.29, p < .001) so that gambling for money combined with 
higher need frustration predicted more severe gambling problems 
(Fig. 1). None of the other interaction terms were statistically 
significant. 

Additional robustness checks confirmed the role of gambling motives 
in gambling problems. Within person effects based on fixed effects 
regression models were all statistically significant. Escapism had the 
strongest effect (B = 0.66, p < .001), followed by money motive (B =
0.30, p < .001), competition motive (B = 0.30, p < .001), excitement 
motive (B = 0.21, p < .001), social motive (B = 0.21, p < .001), and 
competence motive (B = 0.14, p =.002). 

4. Discussion 

This longitudinal study investigated gambling motives and their as-
sociation with gambling problems among Finnish adults. The moder-
ating role of basic psychological need frustration was also examined. We 
expected that gambling to escape and to win money would predict 
gambling over time, and that need frustration would moderate the 
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association between gambling motives and gambling problems. The 
results largely supported our hypotheses. According to our results, all 
the measured motives predicted gambling problems individually over 
time. In the full model, however, only escape, money, and competition 
motives predicted gambling problems over time. Need frustration, 
offshore gambling, and having a lower education (less than a bachelor’s 
degree) also predicted gambling problems. In terms of the interaction 
analysis, we found that need frustration moderated the association 

between money motive and gambling problems so that gambling for 
money predicted more severe gambling problems especially when need 
frustration was present. 

The results of this study support the previous research which has 
shown that varying motives for gambling, such as winning money, 
excitement, socializing, and escaping negative emotions are critical 
factors in gambling engagement (Barrada et al., 2019; Binde, 2013; 
Francis et al., 2015; Stewart & Zack, 2008; Volberg et al., 2017; Wardle 

Table 1 
Descriptive statistics of the main study variables (n = 1,022).  

Continuous variables Range T1 T2 T3 

M SD M SD M SD 

Gambling problemsa 0–27 1.15 3.02 1.12 2.98 1.11 3.04 
Motive: Escape 0–10 0.83 1.72 0.82 1.74 0.80 1.75 
Motive: Money 0–4 0.99 1.37 1.05 1.36 0.99 1.36 
Motive: Competition 0–4 0.48 0.89 0.51 0.94 0.49 0.90 
Motive: Excitement 0–4 0.86 1.15 0.86 1.14 0.82 1.07 
Motive: Socializing 0–4 0.43 0.89 0.42 0.86 0.42 0.85 
Motive: Competence 0–4 0.49 0.89 0.50 0.89 0.49 0.88 
Need frustrationb 12–74 32.46 13.40 32.46 13.40 32.46 13.40 
Psychological distressc 5–30 12.24 4.67 12.20 4.58 12.28 4.43 
Income 1–8 3.16 1.59 3.18 1.60 3.25 1.60 
Age 18–75 49.50 15.86 – – – – 
Categorical variables  n % yes (=1) n % yes (=1) n % yes (=1) 
Onshore online gambling 0/1 649 63.50 634 62.04 633 61.94 
Offshore online gambling 0/1 199 19.47 207 20.25 192 18.79 
Working 0/1 527 51.57 562 54.99 580 56.75 
Male 0/1 524 51.27 – – – – 
BA degree or higher 0/1 404 39.53 – – – – 

Note. 
a Problem Gambling Severity Index (PGSI). 
b Basic Psychological Needs Satisfaction and Frustration Scale (BPNSFS). 
c 5-Item Mental Health Inventory (MHI-5). 

Table 2 
Multilevel mixed-effects regression models predicting gambling problemsa (n = 1,022).  

Fixed part Models 0 Model 1 Model 2 

B SE (B) p B SE (B) p B SE (B) p 

Constant    1.26   0.29 <0.001 1.26 0.29 <0.001 
Within-person variables 

Motive: escape 0.85 0.11 <0.001 0.71 0.11 <0.001 0.73 0.11 <0.001 
Motive: money 0.44 0.06 <0.001 0.32 0.05 <0.001 0.35 0.05 <0.001 
Motive: competition 0.44 0.06 <0.001 0.17 0.05 0.002 0.15 0.05 0.004 
Motive: excitement 0.41 0.06 <0.001 0.01 0.06 0.820 0.01 0.06 0.855 
Motive: social 0.29 0.06 <0.001 0.02 0.05 0.702 0.02 0.04 0.708 
Motive: competence 0.29 0.05 <0.001 − 0.05 0.06 0.405 − 0.05 0.05 0.335 
Need frustrationb – – – 0.23 0.08 0.004 0.24 0.08 0.003 
Onshore online gambling – – – 0.07 0.04 0.057 0.07 0.04 0.052 
Offshore online gambling – – – 0.55 0.07 <0.001 0.55 0.07 <0.001 
Psychological distressc – – – 0.06 0.05 0.235 0.07 0.05 0.150 
Working – – – 0.02 0.07 0.806 0.02 0.07 0.728 
Income – – – 0.04 0.05 0.449 0.03 0.05 0.492 

Between-person variables 
Age – – – 0.00 0.01 0.958 0.00 0.00 0.871 
Male – – – 0.04 0.14 0.772 0.07 0.14 0.636 
BA degree or higher – – – ¡0.35 0.14 0.011 ¡0.33 0.13 0.014 
Motive: escape × frustration – – – – – – − 0.05 0.09 0.607 
Motive: money × frustration – – – – – – 0.29 0.06 <0.001 
Motive: competition × frustration – – – – – – 0.08 0.06 0.167 
Motive: excitement × frustration – – – – – – − 0.03 0.05 0.586 
Motive: social × frustration – – – – – – 0.01 0.05 0.815 
Motive: competence × frustration – – – – – – 0.01 0.06 0.908 

Random part    B SE (B) 95% CI B SE (B) 95 % CI 

Variance (time) – – – 0.17 0.09 0.06–0.49 0.15 0.09 0.05–0.47 
Variance (constant) – – – 5.51 1.06 3.79–8.03 4.97 1.00 3.36–7.37 

Note. 
a Problem Gambling Severity Index (PGSI). 
b Basic Psychological Needs Satisfaction and Frustration Scale (BPNSFS). 
c 5-Item Mental Health Inventory (MHI-5). 
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et al., 2011). Our results suggest that especially the motives to escape, to 
win money, or to compete predict gambling problems over time. This is 
in line with the Pathways model, which suggests that those with mood 
disorders and other emotional vulnerabilities may use gambling to 
narrow their focus of attention to alleviate the symptoms of anxiety and 
depression (Baudinet & Blaszczynski, 2013; Blaszczynski & Nower, 
2002; Wood & Griffiths, 2007). The money motive is also plausible, 
especially if the individual views money as a measure of success and 
extension of self-worth (Tabri, Xuereb, et al., 2022). In addition, 
gambling venues and sites offer competitive environments, which may 
appeal to some gamblers’ need to assert oneself and thus contribute to 
continuation of gambling and gambling problems (Harris et al., 2015; 
Weiss & Schiele, 2013; Young & Stevens, 2009). Understanding the 
impact of these motives is crucial in understanding how some gamblers 
develop problems and which kinds of rewarding mechanisms lure in-
dividuals to gamble. 

Our findings regarding the interaction between need frustration and 
money motive is also largely consistent with the BPNT. When people 
chronically feel that their needs are not being met, they develop stra-
tegies to cope with this situation, such as compensatory behavior and 
need substitutes (Vasteenkiste & Ryan, 2013; Verstuyf et al., 2012). 
People may use gambling to cope with the negative emotions produced 
by need thwarting, and this may be especially true if the individual is 
motivated to gamble for money. According to the BPNT, need substitutes 
are divided into extrinsic goals, such as popularity, physical attractive-
ness or financial success, and intrinsic goals, such as personal growth or 
contributing to the community (Vasteenkiste & Ryan, 2013). Money can 
be an appealing goal for those experiencing deficits in their self-worth 
and yearning social approval, as it represents power, prestige, and sta-
tus (Blaszczynski & Nower, 2010), and for many, gambling may seem 
like an easy way to make money (Binde, 2013; Tabri et al., 2022). 
Previous research has indeed found that those with problem gambling 
often have a financially focused self-concept and it may be a factor that 
maintains problematic gambling (Blaszczynski & Nower, 2010; Tabri, 
Salmon, et al., 2022; Tabri & Wohl, 2021). This is very much in line with 
the BPNT and implies that we must not only focus on the individual-level 
of gambling problems, but also strive to study and change the need 
thwarting environments that people might be exposed to. 

Finally, our results join a small but growing body of evidence which 
links offshore gambling to gambling problems (Gainsbury et al., 2018, 

2019; Hing et al., 2021; Oksanen, Hagfors et al., 2022). This may be due 
to both individual and website-related characteristics. Offshore 
gambling sites try to appeal to customers by offering them more diverse 
choices, products, and experiences than many onshore alternatives. 
They also include attractive payouts that often come with higher risks 
(Gainsbury et al., 2018). As gambling problems are characterized by 
high gambling involvement in general, those with gambling problems 
may be motivated to gamble on offshore websites as well (Binde et al., 
2017). 

The results of this study can be used to develop and advance the 
treatment of problem gambling. It would be beneficial to encourage 
those with gambling problems to reflect on their motives to gamble and 
how these motives may maintain the problem. Moreover, our findings 
highlight the requirement to address individual’s psychological needs as 
a part of wholesome problem gambling intervention. It would be 
important to recognize and discuss unmet basic psychological needs and 
how their satisfaction or frustration may impact behavior. Teaching 
alternative and more adaptive coping behaviors as well as helping in-
dividuals find ways to satisfy these needs in a healthy way might be 
fruitful in efforts to change the thoughts and behaviors of those expe-
riencing gambling problems. 

The current study has some limitations. First, our study is limited to 
Finland. Future cross-national studies should investigate these associa-
tions in different cultural settings and gambling jurisdictions. Second, 
although our gambling motive items were based on validated scales, 
there are other gambling motive scales that we could have utilized, such 
as the 16-item Gambling Motives Questionnaire-Financial (GMQ-F) that 
includes financial, coping, enhancement and social motives (Schellen-
berg et al., 2016). Notably, our study found that escapism and compe-
tition motives are important in gambling behavior. Hence future studies 
could also investigate the possibility of combining sub-scales from 
different scales to screen for gambling motives more broadly. Third, the 
measures are based on self-reports which can be sensitive to bias, 
especially when concerning potentially undesirable behaviors, such as 
problematic gambling. Finally, we measured basic psychological need 
satisfaction and frustration only in T1, assuming there would not be 
much fluctuation during the next year. One must be cautious with 
making statements about whether this is the case. Future studies should 
continue investigations of gambling motives with both longitudinal and 
experimental designs. We also recommend future studies to continue 

Fig. 1. Higher need frustration combined with money motive predicts more severe gambling problems.  
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investigating the role of basic psychological needs in gambling prob-
lems, as the environment may increasingly threaten the satisfaction of 
these basic needs, for example, due to increased demands in different 
areas of life, including learning, working life, and the digitalization of 
social connectedness which may ultimately interact with gambling 
motives. 

5. Conclusions 

This study investigated the association between gambling motives 
and gambling using a three-wave longitudinal study-design. The results 
showed that gambling for money, to escape, and for competition pre-
dicted gambling problems over time. It was also found that the frus-
tration of basic psychological needs moderated the association between 
money motive and gambling problems. The results highlight that gam-
blers’ psychological needs should be better acknowledged and 
addressed in prevention and intervention work, as they are likely 
attempted to be satisfied by gambling, especially if motivated by money. 
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