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Wu, A. M. S., Tao, V. Y. K., Tong, Kwok-kit, & Cheung, S. F. (2012). Psychometric
evaluation of inventory of Gambling Motives, Attitudes and Behaviors (GMAB)

among Chinese gamblers. International Gambling Studies, 12, 331-347.
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Tao, V.Y .K., Wu, AM.S., Cheung, S.F., & Tong, Kwok-kit (2011). Development of an
indigenous inventory GMAB (Gambling Motives, Attitudes and Behaviours) for Chinese
gamblers: An exploratory study. Journal of Gambling Studies, 27, 99-113.

Chen, J. H., Wu, A. M. S., & Tong, Kwok-kit (2015). Evaluation of Psychometric properties
of the Inventory of Gambling Motives, Attitudes and Behaviors among Chinese
adolescents. International Journal of Mental Health and Addiction, 13, 361-375.
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Revised Gambling Motives, Attitudes, and Behaviours Inventory (GMAB-R)

Description
The indigenous 70-item Gambling Motives, Attitudes and Behaviours Inventory

(GMAB; Tao, Wu, Cheung, & Tong, 2011) aims to identify the structure of the gambling
motives, attitudes, and behaviors among Chinese gamblers who are known as having a high
aptitude for gambling and possessing unique gambling-related beliefs like feng shui and cai
wai. The inventory was developed with comprehensive literature reviews, focus group

studies, as well as statistical tests such as exploratory factor analysis.

In 2012, the GMAB was further refined with another randomly sampled Chinese
gamblers in Macao. The major changes included adding a new motivational factor —
socialization, and the removal of a behavioral factor — casino exploration. The revised
version, GMAB-R, now contains six subscales of motives (self-worth, monetary gains,
sensation seeking, boredom alleviation, learning, and socialization), four of attitudes ( fate
and luck, negative consequences of gambling, techniques, and superstition), and five of
behaviours (impaired control, gambling involvement, arousal reaction, superstitious
behaviour, and controlled gambling). The motive and attitude items are in 5-point Likert
scale, from 1-stronly agree to 5-strongly disagree. Behavior items are in 4-point Likert scale

from 1-never to 4-always.

Sample
The original sample contained 714, (57.3% male, 42.7% female) adult Chinese

gamblers and they were randomly recruited and interviewed by phone in Macao, the only city
in China allowing casino gambling. The Cantonese version of GMAB-R was used in this

survey.

Reliability
Cronbach’s alphas were taken as an indicator of the internal consistency of GMAB-R

subscales. For gambling motives, across all six factors, the reliabilities ranged from .66 to .84.
For attitudes, the reliabilities ranged from .53 to .80. For behaviours, the reliabilities ranged
from .46 to .76. Please note that the low reliabilities found in some subscales are plausibly

because of their low scale length.
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Validity

For each of the GMAB-R subscales, its degree of association with gambling urge and
gambling problem (DSM-IV criteria of pathological gambling) was tested to determine the
validity of the GMAB-R. In the original article, the zero-order correlations between every
factor in the subscales and gambling urge as well as problem were reported. In general, people
with greater motives, more favourable attitudes, and more gambling behaviours were more
likely to report a greater gambling urge. Regarding gambling problem, all motivational
factors, except socialization, showed significant positive zero-order correlations with
gambling problems. For attitude, the correlation coefficients of gambling problem were found
significant with factors of superstition, and fate and luck. For behavior, gambling problem had
significant positive correlation with impaired control, gambling involvement, arousal reaction
and superstitious behaviour, but a marginally significant negative correlation with controlled

gambling.

Reference
The GMAB-R is written in Chinese and for academic purpose only. Users of the inventory or

its subscale(s) must cite the following reference (i.e. Wu, Tao, Tong, & Cheung, 2012):

Wu, A. M. S., Tao, V. Y. K., Tong, Kwok-kit, & Cheung, S. F. (2012). Psychometric
evaluation of inventory of Gambling Motives, Attitudes and Behaviors (GMAB)

among Chinese gamblers. International Gambling Studies, 12, 331-347.

Other Reference
Tao, V.Y.K., Wu, A.M.S., Cheung, S.F., & Tong, Kwok-kit (2011). Development of an

indigenous inventory GMAB (Gambling Motives, Attitudes and Behaviours) for Chinese
gamblers: An exploratory study. Journal of Gambling Studies, 27, 99-113.

Chen, J. H., Wu, A. M. S., & Tong, Kwok-kit (2015). Evaluation of Psychometric properties
of the Inventory of Gambling Motives, Attitudes and Behaviors among Chinese
adolescents. International Journal of Mental Health and Addiction, 13, 361-375.

Modified on 20 October 2015
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Questionnaire
Motive
1. Gambling enables you to show your ability.
2. You gamble because winning gives you a sense of superiority.
3. You gamble because you want to learn playing different games.
4, You gamble to meet your friends.
5. You gamble because you enjoy the decision-making process in

¥ ® o

21.

22.
23.

gambling.

You gamble because gambling is more fun than other activities.
Gambling makes you happy so you engage in it.

Gambling makes you feel excited, so you engage in it.

You gamble to stay together with your friends.

You gamble because you want to buy certain things.

You gamble because gambling relieves your stress.

You gamble in order to seek stimulus.

You gamble to kill time.

You participate in gambling just to have a peep.

You gamble because you want chasing the losses.

You gamble because the prize is big.

You attempt to realize your dream through gambling.

You gamble to win some money for spending.

You gamble to relax.

You want to work in a casino in the future, so you gamble and want to
learn more.

You gamble to play with your relatives and friends during holidays
and festivals.

Gambling allows you to learn more.

You gamble because you want to be yourself.



Motive (cont’'d)

24. You gamble because you want to prove that you are an expert.

25. You gamble because you are bored.

Self-worth: 1, 2, 17, 20, 23, 24
Monetary gain: 10, 15, 16, 18
Sensation Seeking: 5, 6, 7, 8, 11, 12
Boredom alleviation: 13, 19, 25
Learning: 3, 14, 22

Socialization: 4, 9, 21

16
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Attitude

The chances of winning can be enhanced by researching.
Winning or losing depends on luck.

Having high intelligence can increase the chances of winning.
Gambling has negative impact on the family.

Winning chance is higher with God’s blessings.

AL e

Special numbers, colors, items or clothes can increase your chances of
winning.

Casino bankers have higher chances of winning than gamblers.
Win-lose is mainly determined by skills.

Having more experience increases the likelihood of wining.

10. Having great skills increases the chance of winning.

11. There are lucky days for gambling.

12. Winning or losing depends solely on luck.

13. Gambling drives one crazy.

14. Gambling reduces your time with your family.

15. Fung-shui directions can enhance the chances of winning.

16. Teenagers should not be allowed to gamble.

17. Winning or losing depends on destiny.

18. The insightful ones are more likely to win.

19. Gambling brings negative impacts.

20. Beingaddicted to gambling is just like dumping money into the sea.

Negative Gambling Consequences: 4, 7, 13, 14, 16, 19, 20
Technique: 1, 3, 8, 9, 10, 18
Superstition: 5, 6, 11, 15

Fate and Luck: 2,12, 17
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Behavior

You are enthusiastic of gambling.
You continue to gamble till you lose your last penny.
You borrow money for gambling.

If you win, you keep on gambling.

i » W R

You do research on various aspects of gambling in order to enhance

your chance of winning.

6. You spend more time on gambling at casinos than gambling with your
friends.

7. You gamble regularly.
You gather charms to enhance your chance of winning.
If you lose, you chase loss.

10. You can control the time and wager you spend on gambling.

11. You gamble when you are happy.

12. You commit in some behaviors which make your relationship with
your family worsened because of gambling.

13. You engage in different kinds of gambling activities.

14. You just place a smaller wager when you gamble.

15. When you win, you have strong reactions.

16. You have special rituals or behaviors to increase your chance of
winning, e.g. going to the washroom to have a change in luck.

17. When you lose, you have strong reactions.

18. Youspend lots of money on gambling.

Impaired Control: 2, 3, 4, 9, 12
Gambling Involvement: 1, 6, 7, 11, 13, 18
Arousal Reaction: 15, 17

Superstitious Behavior: 5, 8, 16

Controlled Gambling: 10, 14



