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EXECUTIVE SUMMARY

Brief summary ofmain findings

Casino table games

f

EGMs - game characteristics

1 Free spins and jackpots websth associated with loss of control over time and mo
spent gambling inhe focus group and survey phase

I Evidence acrss the focus group, observatiand survey phases suggested that free s
small frequent wins, low denominations and multiple lines operate together to di
losses as wins and to encourage gamblers to continue to play beyond their intende(
anticipation of the highly desible free spins.

EGMs - PIDs

1 PIDs, as voluntary features, did not seem to impacgfaonblingenjoyment for the majority
of gamblers in either the focus groups, observations or the survey phase.

1 Survey and focus group results suggest that some gaamhley be using PIDs as part

EGMs - pop-up messages

1
1

Focus group results combined with survey findings showed that the social natu
perceived control over the games linked with casino table gambling were associat
loss of control over time and monsgent gambling.

Those for whom a croupier is important spent consistently more time gambling ov
survey period.

analytic play strategies (linked to cognitive distortion and problem gambling), and sc
small number of gamblers there might be unintended consequences of PIDs.

Popup messages were reportedaid control over time and expenditure by approximal
one quarter of the gamblers surveyed who were aware ofabsages

Reported impacts of pemp messages in the survey (e.g. the reported likelihood
participants would read the informatiaggnerally had no effect on time spent gambling.
Participants who reported they would likely stop gambling or consider their gambl
response to a pemgp message did, in fact, tend to spend less money gambling ¢
(however asthe sample size wagr small these results are only indicative).
Results from all three phases showed that the information presented-up pogssages |
attended to by gamblers and ctrerefore be used to support them in making an inforn
choice on whether to contingambling.
There was little or no evidence that the compulsory-ygppnessages impacted on {
gambling satisfaction of the majority of gamblersThe observations and survey rest
converged to suggest that where gamblers are exhibiting signs of aceayadistress
related to popp messages, this behaviour is not the norm and may be indicat
potential gambling problems.
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Background

The identification of gambling harm as a public health issue in New Zealand has \‘adotos
initiatives aimedat preventing and minimising gambling harm. Given the strong association between
electronic gaming machingEGMs) and gamblingelated harm, considerable attention has been
focused on measures specific to this form of gambhkit pop-up messages andayer information

display systems (PIDS) introduced to all EGMs in New ZealaRbpup messages are a brief
compulsory break in play during which information on session length and expenditure is provided on
screen to the gambler. Rd@are a voluntary feate, where gamblers can access similar information at
any time. The present research sought to understand the impacts on gambler behaviour of these
technologiesas well as exploringhe effects of EGMgame characteristicand casinotable game
characterics on gambler behaviour.

Aims

The primary objective of the project wagofold and was to explore the effect thie followingon
gambling and problem gabling behaviour in New Zealand:

1 Gambling game characteristio§electronic gaming machines and casino table games

1 Player information displayéIDs)andpop-up messagesn electronic gaming machines

Methods

This project took a mixed methods approadgth three different phases of data collectioacle of

which informedthe following phase(s)PhaseOneinvolved a literature review and focus groups

canvass gambler and industry staff opinions and observations in relation to the effects of game
characteristics, PIDs and pop messages on gambler behavioPerspectivedrom PhaseOnewere

used to establisthe practical and theoretical focus for threvenueobservational study of gambling
behaviour in Phaséwo. Both Phase®neandTwo directly informed the development of the survey
instrument used for a prospective study of venue recruited gamblers inTPmaee Findings from

all three phases were triangulated and, therefore, it must be stressed from the outset that results from
thethree phases cannot be viewed in isolation but must be interpreted together in order to address the
aims of the study. Where discrepancies were noted in the results between the phases, the sources have
been documented and more weight was placed on tketegj data source (i.e. the survey). A brief
summary of the main findings is detailed overleaf.

Literature review

The review of availablditerature indicatedthat while affected by risk factors relevant to the
individual gambler, gambling and problegambling behaviour is essentially a function of cognitive
factors(distorted thinking about gambling) that are affectedh®y speed and frequency of rewards
within the gamegEGMs and casino table gameshhere is in principle good reasomgrounded in
behavioural scienc® suggest thahe combination obreaking play and providing informaticcould
reduce harmful gambling.As such, he PIDs and popp messages that have been introduoed
EGMsin New Zealand are in alignment with measures the litezaduggests as possibly efficacious.
While the evidence is not as comprehensive as desired, there is evidence to sugpasdiciatly
dynamic/moving pogup messages that encourage reflection on gambbéngyl reduce the incidence
of problem gamblingind perhaps assist some problem gamblers to control their gamHingever
the exact nature of the information that would be most effe¢tvprovide in popup messages
remaindesscertain
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Focus groups

Focus groups were held Wwitgamblers (including on® U o group, general community recruited
groups, and groups of current or former problem gamblers), specialist Pasifika and Asian problem
gambling service staff, and gambling industry staff representatives. Forty gamblers rtoiokspa

focus groups.Three focus groups were conducted with gambling venue staff frosgmabcasins,

and two focus groups were conducted with problem gambling service staff.

In-venue doservational study

An observational study of gambling behaviowsitu wasconductedat two casino venues and three
noncasino (pub) venues. The procedure was based on an approagrawedslyby Delfabbro
Osborn Nevile, Skelt andMcMillen (2007. A pair of researchersach conducted approximately
12 hours of observations in casinos and 12 hours of observatipusn

Survey

Gamblers (N=521) were recruited in the vicinity of casino and pub £&3d casino table gameeass

using an intercept sampling methodolpgiyey subsequentlyook part in a telephone survey. €rh
survey includedjuestions ora range of established scales and measures of gambling and problem
gambling behaviour, attitudes towards and use of game athestics, PIDs and pepgp messages,

and measures of health and psychological wellbeing and coping. -@raup of regular gamblers

who gamble weekly or more often was followed up at thesel six months after the baseline
survey.

Results
Focusgroups

Casino &ble games

Discussionof the attractive features ehsinotable gamescross all of thdocusgroups centred on
the social aspectsnd notions ofcontrol, choice and skill involved when comparedyéombling on
EGMs. Participants discusskinvolvement with others (both other gamblers and the crougighe
tables as settinghe table gamexperience apart from the more solitary EGMs. Beinglasec
proximity with others wagliscussedsincreasing theentertainment valuef the gamegexcitement,
intensity and energyas well as thélesire to gamble more or to stgambling at particular table.

One feature ofcasinotable games wamentionedas aiding control over gamblingThis wasthe
break inagame caused by hand shuffling cafuswever mostcasinotable games now use electronic
shuffling machines.Additionally, within the problem gambling groumsly, the faster pace of some
table games (e.g. blackjack as opposed to roulettellisagsseds a factor in loss of control.

Higher frequencyand problenmgamblers discussed greater amounts ofs=i€eived skill and control

over the outcome of the gar(which wasconsistent with findings in relation to the EGMs). Many of
the problem/exproblen gamblers suggested that the tables (as well as EGMs) could be played
strategically or mathematically and that they couldmay others in some competitive games. While
the formerhas an element of trutlthe discussions showed that some participamigeted that the
games could be influenced well beyahdt whichwas actually possible.
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EGMs

There was considerable consistency acrossdb&l and problem gamblgroups both in terms of
the maingame characteristiaiscussedand their relativemportance. The findings were consistent
with previous similar research, specifically in thabning small amountsfree spinslights and sound
featureswere all importanto gambling satisfactiofe.g. LivingstoneWoolley, Zazryn, Baka¢s&
Shamj 2008). The featuresdentified as importantvere alldiscussed as contributing tmmbling
more intensely and for longgreriods sometimes longer than intendedth by problem and social
gamblers alike

Free spins werdiscussedis the most attractivend importanfeature of EGM gamblingandwere
clearly associated with increased gamhlidMpny gamblersuggested they would continue to gamble
until they had attained at least some free spiReee spins were explicitly linketb the notion of
getting ¢ v awhighavasfattractivdrothio sociél and problem gamblerslowever social
gamblers werdocused onmaximising the time they spent gamblinghereas higher frequency
gambleraveremore focused opotential returns Their perception was that free spins facilitated both
goals.

There was a clear preference across participants in all gambler gmufmsver denomination
machines antbr mini-max betting styfe Howeverhigher frequency and problem gamblezgorted

making higher bets on maximum lines and had more variability in the number of lines. playeer
frequencygambles preferred a low betting amount and a more consiségproach. Gamblers
generallyseemed to realise that the perceived safetgwofdenomination machines actually led them

to gamble more or for longer than they intended. They bet more lines and more on each play than the
denomination of the machine, and rationalised this in that they were still wagering relatively little per
spin, whilst increasing their chances of winning. Problem gamhdisiussedometimes making a
change to a higher denomination machine without fully considering the implications, at the time at
least.

Jackpots and large wins werekeay feature for the higtlirequency and current/gxoblem gambler
groupsonly. This was prhaps because the higher frequency gamblennarelikely to have hadr
observedrery large wins of this typégiven the level and frequency of their plagy they needed the
larger winbecause of their level of gamblingt was clear that the jackpots and the possibility of
much larger wins were a stronger motivation for thgaeblersthan for the lower frequency
gamblers.

Popup messages and PIDs

The overall indicationfrom gamblerand gamblingindustry participantsvasthat popup messages
seem to be working as intended; they enforce a break in playrbaksroutine and could also
encourage reflection on play.High frequency and problesw-problem gambler participants
expressed views ranging from irritation through to acceptance/habituatiigh frequency and
problem/exproblem gamblersdiscussed more stress and annoyance, particularly whewmppop
messages occurred whitrey weregambling for a linked jdgot or similar feature It was, however,
evident that the pepp messages were being read by these participants, with the inforrbaing
processed in some wayMost commented on the content and perceived accuracy of the session
information providedn the popup messageln contrast, dw frequency players had either not seen
the popup messages or found them confusing.

! Minimum bets on maximum number of lines.
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However, theexpressediews were generally negative and a range of coneeassliscussed Pop-

up messages were perceived by sgambler andyamblingindustry participants to be a breach of

privacy, while avoidance behaviours by gamblers (e.g. moving machines frequently to avaja pop
messages, not engaging with the information presented), were suggestginbling industry
partidpantsto bevery common(notably, gamblerglid not mention thifsehaviouy. Many of the

behaviours thegambling industry participantsdiscussedseeing were indicative of someone
experiencing anger and frustration (e.g. gamblers swearing, shoutingfatasthfsmacking and

slapping the EGM when a pap message occurred].he majority ofgamblingindustryparticipants

drew on notions of individual responsibility for gambling behaviour to suggestbtithtpop-up

messages and PIDs are an unnecessarysincown i nt o peoplebds freedom whi
effects Such unintended effects included emreasein a pr obl em gambl er 6s e»
encouraging them to chase losses ahetering responsible gamblers from playing through
annoyance.

While there was a distinct awareness of -pppmessages among frequent gamblers gamdbling
industry participants clearly suggesting an effect on gamblers and the gambling environment, there
was a lack of knowledge about the PIDs across the gamblinggrd&df note was that@ne high
frequency and problem gambler participants reported using PIDs and other machine information to
support their O6gambtingt egi c6 approach to

In venue diservational study

During thein-venueobservatios, the importane of regularsmall winsand free spinsdiscussed in

the focus groups, wdsighlighted Hundreds of predominantly very small wins were obsewhite

gamblers maintained steady rate of gambling behavidusually with minimax betting) These

small credit wins were usail | y i n s ypaydforche spintanda®e éuch they were
di sgui s e dOftenso laage winsrwére observedth patrons typically gambig their credits

to zero. Very little reaction tothesesmall wins (apart from continued gambling behaviour) was
observed. More excitement/positive reactiomas observed among gditers in response to larger

wins andor whenafree spin featurgvas won

Free spins were frequently observed in associationmatfe intensive gambling, obvious excitement,
interest and engagement with the EGM, even when the amount gambled to win them was far more
than the amount won on the free spins. Indeed, itdiffisult to track therelationship between the
winnings and tB amount of money inserted into the machine or cashed out over the time spent
gambling Larger wins were more likely to prompt comments and smiles from other gamblers, often
due to the associated sounds attracting attentiowerall, the overwhelming olesvation was that

once they begin a gambling session (usually by inserting one or two $20 notes into theheGM)
majority of gamblerscontinuel gambling at the same rafminimum bet level and maximum number

of lines)until no credis remaired

Most ganblers did not change the games on an EGM or the EGM they were playing while the
researchers were observing them. This was in contrdstiie groupvenue staff reports of patrons
frequently changing machinesn particular to avoidoopup messages. Qhe 100 instances of
switching behaviour observed (including switching games within and between macmmoss)
gamblers were observed switching during periods of losing or after a win suggesting that switching
EGMs has more to do with patron perceptiohshe likelihood of winning, as opposed &voiding

pop-up messages.

The researchers obsedvbehaviour in relation to 22 pegp messages appearing in casinos (while
observing 18 gamblers) and 18 pgp messages appearing in pitvhile observing 11 gamblers).
Popup messages were infrequent relative to the occurrencathef potentially salient stimuli
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affecting gambling behaviourMostobservedyamblers only had a pagp messageccur once before
they changed to another adty (e.g. watcledsport ontelevision drankalcohol or coffee).

In response to pepp messages, thmajority of gambles appeagdto read the information on screen
andthenused the breakto watch otheEGM gamblers. Overt displays of frustratio or annoyance

were rarewith just two cases occuimg in casing and twoin pubs. In two casesbased on
verbalisationsthe gamblers perceived the break in play was preventing frioemwinning ajackpot.

In the othertwo other cases, gamblers were observed slapping the machine and pressing the spin
button repeatedly.Venue staff members were not observed to approach these gatobdagag

them in conversation. Approximately h a | f of the gambl ges, eicoméin n
gambling option or waited for the pap message to disappear of its own accord before continuing to
gamble in the same mannéhengamblers were seen cashing out following a-pppnessage, two
cashed out in order to change machines iicdsind two were seen to cash out and end their observed
gambling session (by moving to the bar area of the pub).

Only one gambler was observed accessing PIDs information dgaimdpling (immediately after a
pop-up message occurredpccessing liis information did not appear to have atyious effect on

the gamblingwithin that session (bet size, number of lines and the particular EGM game played
remained the same).

Survey

Five hundred and twenty one gamblers were recruited for the basetirey.s Regular gamblers
(gambled once a week or more often) were followed up at three months (n=174) and six months
(n=152) post recruitment. Participants at baseline were more likely to be male (56%), European
(66%), in paid full time employment (56%)ad obtained a secondary school qualification (38%), and
were living with a partner (34%) or as part of a family with children at home (18%). The subsamples
of regular and nomegular (gambled less than once a week) gamblers were alike in their demographi
features.

The data were examined using univariate and multivariate analyses to identify the variables that
significantly affected the time and/or money that participants reported they spent on gambling per
month. Follow up data were examined using adpeé measures General Linear Models to identify
any statistically significant trends over time.

Casino table game characteristics

Time spent gambling on casino table games

Reporting an Asian ethnicity, higher risk problem gambling (PGSI) categornhigher K-10 score

for psychological distress were identified as factors that, when combined, had an association with
longer time spent gambling on casino table games. Controlling for the influence of these factors
statistically, some features of tablemgzs were also significantly associated with time spent gambling.

If player skillandcontrol over the gameere important to their gambling satisfaction, gamblers spent
more time gambling. If dow minimum betvas important to satisfaction, gamblers gdens time
gambl i ng. Rel ated effects were seen for gambl
reported thaplayer skillandcontrol over the gambave an effect on the amount of time they spent
gambling (either more or less time), those gamblers spent significantly more time gambling than
others who reported that these two features would have no effect. The longitudinal analyses
suggested that irthe context of gambling satisfaction, reportingntrol over the gameo be
unimportant was associated with consistently less time spent gambling over time.
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Money spent gambling on casino table games

Reporting an Asian ethnicity, age group of less t@iyears or 65 years and older, higher risk PGSI
category, and higher-KO0 score predicted higher amounts spent on casino table gambling per month.
When these factors were controlled for, the results were similar to those for time spent playing table
games. Player skillandcontrol over the gamwere associated with more money spent, and if a low
minimum bet was important to gambler satisfaction they tended to spend less money. Additionally,
valuing social interaction at the tablexs important for gambig satisfaction predicted higher
expenditure. The results for the effects on the money gamblers intended to spend were also similar.
When gamblers believed thalayer skillandcontrol over the gamkad an impact, more money was
spent gambling. Whereagblers reported that tloeoupier affects their money spent (either causing
them to spend more or less money) this predicted increased expenditure when compared to gamblers
for whom thecroupier was not thought to have any effect. As with the resultstifoe spent
gambling, the longitudinal analyses suggested that repartingol over the gamt& be unimportant

to gambling satisfaction was associated with consistently lower expenditure on gambling over time.

EGM gambling- key features

Time spengambling on EGMs EGM features

More time spent gambling on EGMs each month was associated with age group (less than 20 years
and 65 years and older), higher risk PGSI categorysnaoker/infrequent smoker, gambling on both

pub and casino EGMs, and lowsmrores on the COPE subscale for mental disengagement (indicating
lower disengagement from the goal that a stressful situation is interfering with) in the multivariate
modelling procedure. Longer average EGM session length was significantly associated with
identifying an Asian ethnicity, being a noisky alcohol drinker and gambling on both pub and casino
EGMs.

When these factors were controlled for, a significant relationship remained between EGM jackpots
and time spent gambling: participants who peregiyackpots as important for their gambling
satisfaction spent significantly more time gambling on EGMs. Participants who reportdce¢hat
spins small frequent winsnd jackpotseither extended or reduced their time spent gambling spent
significantly nore time gambling than other gamblers who reported that these features had no effect.
Over time, those who reportdcbe spinsto be unimportant to gambling satisfaction spent less time
gambling than those for whom this feature was important.

Moneyspent gambling on EGMs£EGM features

The factors significantly associated with higher expenditure on EGMs were Asian ethnicity, higher
risk PGSI category, age group (less than 20 years and 65 years and older), gambling on both pub and
casino EGMs, and aWwer score on the COPE subscale for planning (indicating less planning in
response to stressful situations). When these factors were controlled for, the perceptidowthat a
minimum bewas important for gambling satisfaction predicted lower expenditeen intended
expenditure was considered, the results were similar to the time dafeesigpinsjackpotsand also

the number of playable lineassociated with higher gambling expenditure. From the longitudinal
data, the importance of thieee spinfeature was noted to be associated with consistently more
expenditure over time.

EGM gambling- PIDs and popup messages

Descriptive results showed that most EGM gamblers were aware of PIDs (69%), with 46% of
gamblers using PIDs. Approximately onérdhof gamblers who use PIDs reported that this feature

helped them control their gambling to some degree (30% time gambling, 34% money spent
gambling). This suggests that this feature is useful for gamblers and potentially working as intended
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for at leas a proportion of gamblers. Some gamblers reported that PIDs had an impact on them
stopping gambling (7%), considering the level of their gambling (14%) and reducing gambling (15%).
Although gamblers were unlikely to consider PIDs as a factor in chatiggimggambling behaviour,
participants reported them to be accurate in the information they provided, and generally did not have
any negative impacts on their gambling satisfaction (this finding was largely consistent with the
earlier focus group discussis).

More than half (260/460) of participants who gamble on EGMs reported experiencingugp pop
message in the last three months. The majority of participants reported seeumrmepsages rarely/
sometimes (59%) or often/always (38%). Where partitipeeported seeing pap messages often

or always, most (70%) reported seeing one or two in a typical gambling session; fewer participants
(15%) reported seeing more than four fgp messages per session. Four percent (4/98) of
participants reported vem staff speaking to them about their gambling. -B@pnessages were
reported to give accurate information by most participants. The majority of gamblers (63%) were
neutral when asked about the impact of-pppmessages on their gambling satisfaction (6perted

a positive impact, 25% reported a negative impact).

Time spent gambling on EGM®IDs

Multivariate analyses showed that gamblers who were aware of PIDS spent significantly more time
gambling than those who were unaware of this feature. Addity, participants who reported that

PIDs led them to increase their gambling spent significantly more time gambling than participants
who reported the opposite or no effect of PIDs. Those who reported PIDs helped them control their
time spent gambling fact spent more time gambling. Over time, where gamblers reported that PIDs
had an effect on their gambling satisfaction (either positive or negative) this was associated with
reduced time gambling.

Time spent gambling on EGM®op-up messages

Partcipants who had recently experienced fuppmessages on EGMs (in the last three months) spent
significantly more time gambling than those who had not. Experiencingipopessages was also
significantly associated with longer average gambling sessiong. rAported effect of poepp
messages on control over time spent gambling was not significantly associated with time spent
gambling, nor was the perceived accuracy of-pppnessages. Not having seen a-pppnessage in

the last three months was assodatéth less time spent gambling over time.

Money spent gambling on EGMPIDs

Participants who were aware of PIDs reported spending more money gambling. Over time, PIDs
awareness was associated with a small reduction in money spent on EGM gambleenbsiseline

and three months, and a slight increase at the six month time point. Participants who were unaware of
PIDs spent progressively less money on EGM gambling over time.

Money spent gambling on EGMPop-up messages

Participants who reportatiat they were unlikely to stop gambling when they see aupomessage

spent more money gambling than participants who reported they were likely to stop gambling or who
were neutral about peyp messages. Over time, those who were likely to reducegduibling in
response to pepp messages reduced the money they spent on gambling between baseline and three
months, before increasing again at six months, though this was not back up to the baselinéhevels.
longitudinal results show variation acrosaé points, suggesting that this impact is worthy of further
investigation. It may be that the time period used in this study was too short to observe the impact of
the popup message feature on player behaviour in detail.
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Conclusiors

The social nature and perceived contoder gamesassociated withcasino table garbling are
highlighted by the present research as potentially risky feat@agicipantsvho reported they were
influenced by social interaction at the table or by thegier (in either deriving gambling satisfaction
or impacting on theiexpenditurelspent more monegamblingon table games thgrarticipantsvho
were notattracted tothese features.The iesults suggest thathose for whoma croupier is an
importantfeature spent consistently moreme gambling over the study period. The perception that
casinotable games showcase player skill and allow control over the gamenpatantto gambling
satisfaction for gamblers who spent the most time and money gamBlggamblersvho believe
their level of skill and control cause them to spend less giambling actually spentonsistently
more timegamblingthan otheigamblers.It seemdikely that gambling at a sufficient level/frequency
is importantto developing these kinds of beliefs in skill and control, which in turn facilitate more
gambling behaviour.

In relation to EGMs, the current study identifiboth free spins and jackpais be associated with
reducedcontrol over time and money spagambling Jackpots we identifiedby this researchs a
particular enticement to begin atal continue a gambling sessidor someparticipants, while free
spins wee shown to berainducement to spend more money gamblingdarticipants whaated
themto beimportant These findings were alsmtedin thelongitudinal analyses. Withingambling
session, free spinsmall frequent wins, londenominationsand multiple lines seem to operate
together to disguise losses as wins and to encourage ganmbleomtinue to play beyond their
intended time in anticipation aofie highly desirable free spins. Contrary to their intuitive association
with controlled play, small minimum bets work together with the number of playable lines available
in the populamini-max (minimum bet over maximum lines) betting strateis strategyncrease

the diances of winning on each spin whilee chances of winning per gambaetually remain
unaffected

PIDs were unlikely to be considered by gamblers as a factmehaviour change or consideratioin

the level of their gambling They were consistently reported to be accuwete regard to the
information provided andlid not havenegative impacts on gambling satisfaction. Thus PIDs, as
voluntaryfeatures do notseem to impact on enjoyment for the majodfygamblersand were also
reported to be useful for a small proportion of those who use tfAdma.present results suggest that
some gamblers may be using PIDs as part of analytic play strategies (linked itiveatistortion

and problemgambling), and so for a small number of gamblers there mightubmtended
consequencof PIDs. Further research into the relationship between use of PIDs, session length and
return visits is warranted. Despite existingoeff to make gamblers aware of how EGMs operate,
gambl er s & Dbiregarticularbuegaedt gambl er mifundbratandings aceur S U (
either present or develagth exposure to EGMsClarification via signage (in venues orthie EGM
screefin a manner explicitly understood by gamblers might be considered.

Overall, pop up messages had minimal imgatgamblingsatisfaction Participantswho were not
gambling in harmful or risky wayseldomencountezdthem Popup messages were repattto aid
control over time an@xpenditureby approximately one quarter of the gamblers weoe aware of

them. A few gamblersindicated they would consider the impact of, redumeeven stop thir
gamblingafter seeing a pepp message Althoughthe numbers were smalthis is indicative that
pop-up messagecan workin a way that minimises harmThe information presented seerno be
attended to by gambleasid can be used to support them in making an informed choice on whether to
continue gambling. Pop-up messageappeared to bsuccessfuin enforcinga break in play for
gamblerswho have beercontinuouslygambling for a long period. At a minimyrthey provide a

short breakt h a t reduced gambl suchsad free spm® and jackptiktoould act or s
increase the risk of problegambling
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An importantconclusion of the observational and survey components of this research is that there was
little or no evidence that the compulsory pgpmessagesnpacted on the satisfaction of the majority

of gamblers. Furthemore consistent evidence for gambler engagement withupopmessages was
found. Modifications to this intervention and other alterations to EGMs to increase consumer safety
could be conislered in this light, as this was an intervention tvas opposed on the basis of its
possible impact on gambler enjoyment. The present study also suggests that where gamblers are
exhibiting signs of annoyance or distress related toymmessageshis behaviour is not the norm

and may be indicative gdotentialgambling problemspresenihg an opportunity for a conversation
about responsible gamblingzour gamblers were observed showing obvious signs of frustration and
anger in response to pap mesages. The survey results showed that 15065/99) of participants

who reportedexperiencingpop-up messages often or alwaypored seeing more thafour popup
messageper sessionndicating that they had been gambling for a minimum of about two .hduss

four percent (4/98) of respondents reported that venue Istaffeverspoken to them about their
gambling (two in pubs and two in casinof}esearchers did not observe any venue staff approach or
speak with gamblers in the observational stu@ifjus, it appears there is room for some improvement

in venue staff awareness, ahd engagement witgamblers in their venugespecially those who are
gambling for long periods of time (experiémg multiple popup messages) arttiosewho exhibit

signs of dstress or agitation in response to these messages.
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1 BACKGROUND

Gambling has been a major giit industry during the past 20 80 years. In a number of
jurisdictions including New Zealand, electronic gaming machines (EGMs) have become widely
accessible in clubs, pubs and casinos. Typically in these jurisdictions, 15% to 30% of regular EGM
participantgthose who play weekly or one often)experience gamblingelated problemsThe large
majority of people seekingpecialist help for problem gambling cite EGMs as their ,amyprimary
problemgambling modgAbbott & Volberg, 2008 Findings from he New Zealand 201Rational
Gambling Study (the firstationally representativgambling survey since 1998gtailthe prevalence

of problem and moderatésk gambling by participation in different gambling activitie©f the
participantswho hadgambled omoncasino EGM in the pasyear, 2.6 were problem gamblers

and 8.7% were moderatisk gamblers. For casino EGM pasyear gamblers,2.5% were problem
gamblers an®.1% were moderatesk gamblers(Abbott, Bellringer, Garrett, MundicPherson,
2014). Help-seeking statisticfor the 2011/2012 financial yeardicatal that of the D03 new clients

who sougpt help from aMinistry of Healthfunded problem gambling service, just under two thirds
(n=5,474) sought help in relation to EGM gamblingvith 90% identifyingClass4 pub/club sector
EGMs as problemati@Ministry of Health, 2013p The wider social and public health significance of
problemgambling has been assessed eewbgnisedAbbott, Volberg, Bellringer, & Reith, 2004
Korn, Gibbins, & Azmier, 2003Korn & Shaffer, 1998 In New Zealand this has received explicit
recognition by governmenwith the Ministry of Healthresponsible fothe development of public
health policies and strategies to prevent amdimise gamblingrelated harmgMinistry of Health,

2005, 2010a, 2013b)

The identification of gambling harm as a public health issue has led to a range of initiatives aimed at
preventing and minimising gambling harm. These initiatives include, among others, strategies and
measures such as regulating gambling availability and marketing, public education campaigns and
modifying venue and game characteristics. Given the strong dssocietween EGMs and
gamblingrelated harms, considerable attention has been focused on measures specific to this form of
gambling. This includes peyp messageandplayer information display systems (R)Owhich have

been introducedn the machines New Zealand and sonwherinternationaljurisdictions. Pogpup
messages are a brief compulsory break in play, during which information on session length and
expenditure is provided on screen to the gambRIDs are a voluntary feature, where gamblers ca
access similar information at atigne. An example of the kind of information provided by PIDs and
pop-up messages appears below.
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While there has been an increase in research to assess the likely impact or effectiveness of
preventative measures, reviews of the relevant literature indicate that the evidence base is not yet
strong (Abbott et al., 2004Williams, Simpson, & West, 2007 One approach to reducing EGM

related harm involves modifying features of the machines. From their review, Witiaah$2007)
conclude that some of these modifications fAappeas
this regardhey mention slower speed of play, elimination of early big weduction in frequency of

near misses, the number afailable betting lines and interactive features of EGMsd the
presentation of pepp messages. With respect to other alterationdthae been made or considered
Williams et al.conclude that there is conflicting or insufficieewidence regarding their impact or
potential to reduce harmFor examplespecificallyin relation to popup messagg, Schellink and
Schrans(2002 suggested that loAgrm changes in behaviour may occur after repeated exposure,
through gamblers avoiding seeing the message or by reducing play. This was demonstrated with a
small effect found in decreasing gambling expenditure and duration, butasrityghrisk players.

This finding was further strengthened when it was reported thatrisighgamblers increased
expenditure if they had not been exposed to aymmessage However, Schellink and Schrans also
proposed that gamblers may become hatdtliao the pojup message and respond to them in a
routine manner.

The Ministry of Health was interested in examining gambling behaviour in relation to PIDs and pop
up messages as well as in relation to gambling game characteristics on EGMs and ldasjaonias.
Thus, n June 2010, the Gambling and Addictions Research Centre at Auckland University of
Technology was commissioned by the Ministry of Health to conduct the research pmagstigation

into the effects of gambling game characteristics, PHId popup technology on gambling and
problem gambling behaviour in New Zealand
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2 RESEARCH DESIGN

Objectives

The primary objective of the projeatastwofold and was to explore the effect thie followingon
gambling and problem gabling behaviour in New Zealand:

1 Gambling game characteristio§electronic gaming machines and casino table games

91 Player information display&IDs) andpop-up messageen electronic gaming machines

Secondary objectives, developed in consultation thigtMinistry of Healthwere to

1 Consult with gamblers and industry staff around the experienced and observed effects of
gambling game characteristics, BlIand pop-up messageson gambling and problem
gambling behaviour in New Zealand.

1 Document the behavioural penses of gamblers to@ characteristics, pepp messages
andPIDs.

1 Produce a baselinef: demographicsncluding problem severity; game participation; and
awareness, preference and use of game characteristicap popssages andiDs with a
general poplation sample of gamblers.

1 Assess the effects of gambling game characteristicsupapessages ariDs on gambling
behaviour over time.

The research involved tloellectionof datain three phases:

Phase he
9 Literature review
1 Focus groups with gambleasid industry staff.

Phase Wwo
9 Observational study of gamblerssiiu within venues

PhaseThree
1 Survey and prospective study of general population gamblers.

The information obtained inHaseOne was used to establialpractical and theoretical foctier the
observational study inffaseTwo. Phases One andTwo directly informed the development of the
survey instrument used PhaseThree.

Phase One
Literature review

Relevant national and international literature pertaining to the influence of game charactBiBtcs,
and popup messageen gambling behaviour was reviewed and summari3ée. scope of the review
included methodologieused to assess such influerganbler and problem gamblérgews of game
attractivenessandawareness and views &iDs and popup message# the context of wider harm
minimisation measures.
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Focus groups

Focus groups were held with gamblgiscluding oneM U o-gpécific and faititated group,general
community recruited groupsindgroups of current or former problem gamb)especialistPasifika
and Asianproblem gambling service staff, agdmbling industrystaff representatives. The purpose
of the focus groups was twllect information from gamblers, key informardgad industry staff that
would add to the understanding of game characteristicsupamessages andIDs through the
documentation of different population group perspectiveéBhe information produced wadsa
informativein developing and conducting theerobservational component and tjemblersurvey.

Phase Two
In-venue doservational study

An observational study &GM gambling behaviour ksitu was carried out &vo casino venues and

across threeoncasino (pub) venues.The purpose of the observational study was to document
observable responses to key game characteristics identified in the Phase One focus groups as well as
responsgto, and observable use,#IDs and pofup messages a natural settingThe protocol and

guide for the observational study was develojpecbnsultation with venue managers avasbased

on the observable behaviours identified in Phase One, including scope for noting behaviours not
previously identified

Phase Three
Survey baseline

The third phase of the project involved surveying general population gami@arablers(N=521)

were recruitedn the vicinity ofcasino and pukGM andcasino table game areas usingirgercept
sampling methodology They thentook part in a telephone surveyhis survey included a range of
established scales and measures of: gambling and problem gambling behaviour, attitudes towards and
use of game characteristics, PIDs and-pppnessage and measures of health gosl/chological
wellbeing and coping.Questionsrelated to game characteristics, PIDs and-ymmessage were

informed by the earlier focus group work and the observational study component.

Prospective extension

A subgroup ofregulargamblers(thosewho gamble weekly or more oftenwas followed up at
three and six monthsafterthe baselinesurvey
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|3 RESEARCH METHOD S |

\ 3.1  Ethics approval |

Ethics applications for Phases One, Two and Three were submitted to the AUT Ethics Committee
(AUTEC) which is a Health Research Council accredited human ethics commiA&E EC
considers the ethical implications of proposals for research projects witAnhpanticipants. All
participant materials (i.@nformation sheet and consent form), data collection processes and other
relevant documents were submittedUT is committed to ensuring a high level of ethical research
and AUTEC uses the following primtes in its decision making in order to enable this to happen:

Key principles:

Informed and voluntary consent

Respect for rights of privacy and confidentiality

Minimisation of risk

Truthfulness, including limitation of deception

Social and cultural seitiwity including commitment to the principles of the Treaty of
Waitangi/Te Tiriti O Waitangi

Research adequacy

Avoidance of conflict of interest.

= =4 -4 -4 =4

= =

Other relevant principles:
1 Respect for vulnerability of some participants
1 Respect for property (includindniversity property and intellectual property rights).

The ethics approval for Phase One was grante@® dmay 2011 for the focus groups with gamblers
and onl Juy 2011 for the focus groups witgamblingindustry staff. The ethics approval fahe
Phase Wo in-venueobservational study was granted 28November 2011 The ethics approval for
the Phase Three survey was grantedlérjuly 2012 (letters of approvafor all three phaseare
detailedin Appendix 1).

During the research the following measuresewtaken to protect the identity of the participants:
1 All participants were allocated a code by the research team to protect their identities
1 No personal identifying information has been reported.

In addition:

9 Participantswho took parteither in focus groupsor the surveywere informed that
participation in the research was voluntary and that they could withdraw at any time, prior to
the completion oflatacollection

1 The observational study protocol was developed to enbatéhe anonymity angbrivacy of
gamblers was respected without interfering with their enjoyment of a chosen leisure/
entertainment activity.

3.2 Consultation ]

Cultural safety, integrity and appropriateness of the research process were key considerations in each
of the thregphasesparticularly in regard to the participation fU o. rRuth Herd(Te Ara Poutama
andTaupua Waiora Centre f o)proWtledadiiceorHresaarch desigise s e ar c |
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well as practical support ifacilitating a M U o-only focus group comjysing MU o community

participants and problem gambling service cliertslgai te Hauoralapuiwas also involved in the
development of theesearch desigand recruitment methodologyAdditionally, Problem Gambling
Foundationmanagers ofhe mainstreanPasifikaand Asianserviceswere consultedon the research
designand recruitment methodology

Industry representatives from two New Zealarasinos and twdlass 4(pub EGM venug trusts
werealsoconsulted andook part in Phase One focus groups, allowed acceagasmbling venue$or
the Phase Twmbservéional study and assisted with #aenue recruitment of participants for the
Phase Three survey.

\ 3.3 Literature review

The literature review was conductidmtough the following means:
9 Electronic bibliographic indexes accessed vidina database searches
9 Specialist libraries accessed via wmdsed searches and searches through personal
collections.

Electronic bibliographic indexes

A search of odine databases accessible through the Auckland University of Technology library
system was conducted to locate potentially relevant literatmeh literature search on each database
accessed varying numbers of articles. There were varying degrees of twetwapn the databases.

For titles or abstracts that appeared to be relevant to this project, full text publications were accessed
electronically and reviewed.

Specialist libraries

Various gamblingelated organisations and government departments Watsites which include
searchable databases and/or libraries, or which detail ganmblaitgd publications and reports.
These websites were searched for literature relevant to the project. Any material that appeared to be
relevant was downloaded and iewed.

The research team also has access to substantial personal libraries in relation to gambling. These
collections contain reports and articles that have not been published in mainstream literature (grey
literature) plus publications that are difflcto obtain. They also include ppeiblication reports and

articles from a variety of sources. Where relevant, these materials were utilised for this project.

\ 3.4  Focus groups \

Elevenfocus groupswvere conductedwith gamblers key informantg(for cultural perspectivesand
gamblingindustry staffto discuss how game characteristics, jpppnessage and player information
displays PIDs) relate to gambling behaviour. The purpose of the focus groups was to collect
information that would provide insightato, andadd tq the understanding of game characteristics,
popup messages arfeIDs. Related purposes wetlee documentation of different population group
perspectivesn these technologiesndto gatherinformationto assisin the developmentand condct

of the in-venueobservationaphaseand the patron surveyThus the gamblerand key informant
groupshad game characteristics as their primary focus-(pomessage andPIDs were discussed in
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this context), while thgamblingindustry groups were tmsed more towards behavioural impacts of
pop-up message and PI3.

3.4.1 Sample characteristicand recruitment

Forty gamblerstook part in six focus groups held between the beginning of August and the end of
October 2011. The participants were recruited from several scamdewere given a $50 petrol or
supermarket voucher in recognition of their tim&.sample of low and higher frequency gamblers
who had not sought help for any gambliegated harm was recruited from the general commifaity
convenience sample loosely categorised by gambling frequendyjis was achieved through
advertisements pladein public spaces such as libraries, shopping malls, community +hatirds,
universities, gambling venues, aadiclesin community newspapers. These community volunteers
were allocated into three groups via brief telephone questionnaire accordingirteelfreported
gambling frequency (those gambling less than once a week were categorised as low frequency
gamblers whereas those gambling once a week or aftmewere considered to be regular or high
frequency gamblers). No formal measure of thaioblem gambling status was undertaken.
However, immediately after each focus group all participants were provided with information on the
range of help services available to them.

Two of thefocus groups were held with current or former problem garstbleho had sought help or

were currently undergoing treatment for their gambling problems. These participants were recruited
in partnership with the Problem Gambling FoundatibiNew ZealandPGF)from their client base.

Two focus groups were held Wwithesearticipants

A dedicatedV U o fodus group was facilitated by 80 o nesearchewith participants recruited for
tha group in copaltaHawradagpeiod WMUbhi Hon Asummaryohet wor |
the groups conducted with gamidés shown irthe table below

Structure of the focus groups caducted with gamblers
Gambling frequency/status

Low (gamble High (gamble Mixed Current/
<oncea once aweek (jow and high) ex problem  Total

Recruitment source week) or more) gambler groups
Community 1 1 1 3
PGFclient base 2 2
H Pai & HauoréaTapuiand
M U o aorisumer networks 1 1
Total 1 1 2 2

Due to language and cultural differences across Asian and Pasifika groups it was not possible to
conduct dedicateébcus groupswith gamblers from thespopulations (althoug U o, rAsian and
Pasifika gamblers were invited to, and attended, the genergrablém gambler groupss indicated

abovg. To ensure Asian and Pasifika perspectives were documemeafter consultation with
subjectmatter expertsadditional focus groupgere held with Asian and Pacific problem gambling
clinical and public hedit staff and invited members of their professional netwtwldiscusscultural

issues pertaining to game characteristics.

2 All had previouslybeen categorised as problem gamblers usingPifblem Gambling Severity Index
although thatategorisatiomvas not necessarilurrentat the time of the research.
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Additionally, three focus groups were conductedhwitambling venue staffvho operate in close
proximity to electronic gaming machisend have observed player behaviours. Two groups were
held withpub staffandone groupwas conducted with casino staff.

3.4.2 Focus group procedure

The approach used was a flexibly applied N@hiGroup Technique (NGT{Delbecq, Van de Ven,

& Gustafson, 197bwhich was less structured than a standard NGT approach. Thus, the key benefit

of the NGT approach that all participants were explicitly encouraged to participate was maintained,

but the rigid structure which it have constrained discussions was adapted after consultation with

key collaborators from the Problem Gambling Foundao n o f New Zeapaated ( PGF
Hauora Tapui.

TheNGT explicitly encourages participation from all group members, preventsdhp from being
dominated by one or more individuals, generates many ideas, and can result in a clear outcome
reflective of group opinion (while minimising researcher bias).
A NGT meeting is moderated by an individwdio isknowledgeable in the subjeata and typically
consists of the following steps carried out in response to each question:
1. ldea generatiorParticipants silently and independently write down their views regarding the
topic in question.
2. Reporting: Participants take turns sharing thegteas with the wider groypghe ideas are
recorded on a flipchart/whiteboard and similar suggestions are grouped together.
3. DiscussionEach recorded idea is discussed in turn and clarification sought when required.
4. Rating/RankingParticipants privatelyate and/or rank each idea based on a specified set of
criterig the rating/ranking of each item is then tabulated and overall results presented to the
group. The results are discussed and a second round of rating/ranking may be carried out.

In practice, following the steps outlined aboitewas found thatparticipants ineach focus group
effectively engaged in a structured brainstorming and discussion session in respbesedearch
guestions. As outlined earlier, the process followed more fluid than is generally prescrilveltich
worked well with the participants. Data generatedhiyapproach provided a wealth of information

in response to the research questioftswas notedthat whilst consensus on some game features
became aparent multiple interpretations of, and experience with, both the gambling environment and
game features meant there was not always an agreedgisprifisedgame features for each question
within each of the groups. In most cases more open disoussi® required in order to draw out the
different preferences and tensions to inform our understanding of this variability in responses
generated by each group. In this way, the data were produced to suit our purpesseasidan
exploratory nature, diMing multiple ideas and laying the foundations for further testing and
validation(Jones & Hunter, 199%/an de Ven & Delbecq, 1972

Once responses had been generated, reported and discussed (Bte})sin eachfocus group,
participants were asked to rate each item on -@olt scale (0 = not important to 10 = very
important) thento identify the five items they considered most important and to rank them first to
fifth. At the conclusion of eacliocus group, charts showing the identified characteristics were
prepared fothegroup. Scores for each item were presented (based on the sum total of rating scores).
Recordings of the group discussions were transcribed by a member of the AUT team.
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3.4.3 Data analysis

The analysis of data from the NGT focus groups and reportingoltsevas carried oumainly using

a qualitative approach, taking as a starting point the lists of game features/points generated across the
groups and the ranking applied. Inductive content analyaston, 199D of the focus group
transcripts enabled verification of information collected and ranked in the meeting process.
Individual comments from participants were checked against theividodl response sheets
(participant written comments) and information oncharts (facilitator recorded).

All transcripts were read several times by two members of the research team who independently
grouped items into similar themes. Some examplethefkinds of questions returned to during
analysis were:

1 What features of the games seem to encourage gambling? And how?

1 What features of the games seem to discourage gambling? And how?

1 What features seem to affect control over gambling? And how?

1 Whatae peopl e ds.g.cognivp, bahaviewal, ¢§motional) to the pgpmessage

and PIDs technology?

 What are som#&1 U o aultural framings of game features and their impact on behaviour?
The researchers then met to compare and agree upon themlemgatisagreements by consensus of
opinion or by the creation of new, mutually agreeable, themes. Following this process the themed
items and their respective ratings/rankings were further examined &ocasgroups. Quotes from
participants were epdcted from the transcripts to help explain both individual and group thinking.
This provides improved clarity and depth in t
thematic description of [ t he ps (gambleis,rservicel prdvider s e
staff, gamblingindustry staff) in relation to the questions asked of tl{Bmaun & Clarke, 2006,
p.83). Arelated aim, specifically in the treatment of data generated with gamblers and industry staff
was to explicitly sei@h for game features and the meaning of these features in terms of behaviour to
inform the survey and observational components of the study.

he
t o

3.5 In-venue observational tidy

The second phase of the project involvedhservational study &GM gambling behaviouwithin

venues Thisoccurredat two casino venues and three fwaisino (pub) venues. The purpose of the
observational study was to document observable responses to key game characteristics identified in
the Phase One focus groups aslaslresponse t@and observable use,d?IDs and pofup messages

in a natural setting. A protocol and guide for the observational study was developed based on the
observable behaviours identified the focus groups, including scope for noting behavionos
previously identified.

A pair of researchersachconductedapproximatelyl2 hours of observations ithe two casino
venues, and 12 hours of observationthmnon-casino venues. This roughtguatel to a total 0f48
hours. Observations were reded by each researcher approximately evemnitiutes in each venue
and individual gamblers were observed for between 15 andhikfes.

3.5.1 Procedure

The procedure adopted for thpdiasewas based on an approach used successfully in Australia by
Delfabbroet al.(2007. Similar approaches have also been weféettivelyin the Uhited States of
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America(Bennis, 2004Cotte, 1997 and he Lhited Kingdom(Fisher, 1993Griffiths, 1991 Parke &
Griffiths, 200§. In the Australian studythe aim was to develop methods toritiy problem
gamblers in venues. Ake purposeof the present studywasa descriptive account of the common
responses to pegp message and PIDsour methodology was most similar to that usediejfabbro

et al (2007. The othereferencedt udi es focused on obtaining a
perspectives and experiencasd were usd in designingthe in-venueobservation protocol®r the
current studyfAppendixTwo).

Theobservatioal studyprocedure was guided by several general principles developed in consultation
with gamblingindustry collaborators:
9 Observations must be of natuyaticcurring behaviours isitu - authenticity
9 Observations mst be unobtrusiveto avoid any influence or impact on the gamblers in terms
of their gambling or their experience of the venue.
1 Privacy of gamblers and venue stafbf fundamental importance

The overall aimof the procedure wa® ensure that the research activitylm@ effect on gamblers,
venue staff or venge In pubs, two cent machines were standard (the only available machirtbe
venueghatresearchers accesh. In casing, observations focused on the highly popuolaeandtwo
cent machineso enable compé&on with pub observational dataObservations focused on patrons
gambling on these machines as participartsoss all focus groups with gamblers reported
preferences for lower denomination EGMA small pilot study wasnitially conductedn a casino
which involved discussionswith casino staff to ensure observers bkzhdnto the gambling
environment.

Researcherenteed venuesin pairs and participaté in gambling activitiesas regular patrons
Observations were conducteddifferent times eachklay (including mornings [100am- 12.00 pm],
lunchtimes [1200 pm- 2.00 pm], afternoons [®0 pm-5.00 pnj and evenings [60 pm- 8.00 pm

and 900 pm-12.00 an}). Observerslid not announce themselves or their purpose to other patrons,
staff or venuemanagement. However, where appropriatenue security staff gre aware that
observations could be occurrin@bservations were noted in a smart phone email applicatioch
gave t he ampimfEbehavioar énotedfto b&dcommon practice of GM players by our
industry advisers).

Following Delfabbro et & .42007 methodologypbservations were made continuously, imiiBute

blocks, for as long as a gambler could reasonable be observed (i.e. until they left the gambling area or
could no longer be unobtrusively observedy.total of 126 observationavas made of66 different
gambles in thetwo casin®. These casino gamblevgere observed for between 15 and 90 minutes
each with the average observation lasting 30 minutesthe norcasino venuesl13observations

were made 067 different gambles. These nofcasino gamblers were observed for between 15 and
135 minutesach with the average observatiaisolasting 30 minutes.

3.5.2 Analysis

Observatioal datawereentered into NVivo (software for organising and classifying qualitative data)
and coded foprimarily quantitative (identifying and counting behaviours observed)same high
level descriptive (describing patterns of play in the context of game characteristics, PIDs amd pop
message) analysis.

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



3.6 Survey

3.6.1 Design

The third phase of the projeicivolved a survey of gamblersThe aim of this survey componenias

to assesslemographicsproblemgambling severity; game participation; and awareness, preference
and use of game characteristics, {opp messages and player information displaysa general
population sample of gamblers. A sgtoup of regular gamblefgambled weekly or more oftemjas
re-interviewed at threeand six-montts so thatthe effects of gambling game characteristics,-ppp
messages and player information displays on gambling behasdolot be assessed over tifrend
potential interaction with other variables (measures of health and wellbeing and cogitdype
examined The survey instrument was informed by the first and second phases of the research

Screens useidcluded:

Problem Gambling Severity Index (BG

K-10

COPE (selected subscales)

NEO-PI (impulsiveness)

The Gambling Related Cognition Scale (GRCS)
AUDIT-C

=A =4 =8 -8 -8 =9

The Problem Gambling Severity Index (PGBIludes nine scored items and assesses problem
gambling in a past2-month time frame (Ferris & Wynn2001). For the current study, a past three
month time frame was used. From the&iores participants are categorised as4pooblem gambler,
low-risk gambley moderaterisk gambleror highrisk gambker.

The Kessler Psychological Distress Scale (K18 validated for screening populations for
psychological distress (Kessler & Mroczek, 1994). The instrument comprises 10 questions on non
specific psychological distress focusing on the level of anxiety and depressive symptoms that a person
may have gperienced in the previous foureeks.

Selected subscales from ti@OPE Inventoryprovided a measure of stable coping styles (active
coping, planning, seeking emotional or instrumental social support, behavioural disengagement and
mental disengageméhused in response to stressful life events (Carver, Scheier & Weintraub, 1989).
This inventory assesses coping responses that are expected to be dysfunctional when relied upon in a
crosssituational manner, as well as responses that are expecteduiacbonal most of the timeThe
subscales used were: mental disengagement, use of instrumental social support, active coping, denial,
behavioural disengagement, use of emotional social support, substance use, and planning.

The NEO-PI impulsiveness subscateeasures the tendency to act on cravings and urges rather than
reining them in and delaying gratification (Costa & McCrae, 2008). Participants are presented with
eightst at ement s that may describe them sulkam as 061

% Active copingand planning along with seekingsocial support for instrumental reasoase regarded as problem

focused coping styles. rigfly, active coping is the process of taking active steps to remove or radimessor,

planning is coming up with action strategies about how to cope with a stressor and to access instrumental social
support is to seek advice, assistance or informatlwout how to cope with the problem. Seeldngial support for

emotional reasonss thought to representnaemotionfocused coping style where sympathy and understanding is

sought. Coping tendencies that rely on disengagement are thought to be Ipotdysimnctional if used in

inappropriate settings or as a primary coping sty=havioural disengagementn vol ves reducing one ¢
deal witha stressor, giving up the goal the stressor is interfering witental disengagemeirvolves distrating the

self from the stresspe.g. taking on alternative activities as a form of escape.
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al ways able to keep my feelings under control 6
point scale from 6éstrongly disagreed to O6strongl

The Gambling Related Cognition Scale (GRG8)eens gamblers for a range of gamblieigted
cognitions that are common among gamblers in treatment (Raylu & Oei, 2004). This-item 23

scal e, measured from 1 (strongly disagree) to 7
numbers and col ours can hel pdLiorscsreesa smh emy gcahmebn d ens
be followed by a series of winso.

The AUDIT-C is a threeitem alcohol screen that can help identify people who whose alcohol
consumption has become hazardous or harmful to their health. The AUBIR modifiedversion

of the 10item screen developed by the World Health Organisation (Babor et al., 198%off Cut
scores indicate risky drinking among women and men.

3.6.2 Recruitment

Recruitment of participants occurred over a foanth period from August to early Bember 2012.

They were recruited by AUT research assistants outside casineoarzhsino pub) gambling venues

using an intercepapproach(with permission from venue operatordfub venues were selectedd
approached for permissidrased ortheir having the maximumumberof gamingmachines (18and

a high turnovet as a basic proxy for a high level ofngagement with the machinesntercept
guidelines(Appendix Five) were developed based on successful techniques pisadously by the
research team Well-presented and trained research assistants approached and invited patrons to
participate in the study as theyere exiting a venue.The research assistants worked closely with
venue management at each venue to ensure that neitgeingnbusinessor patron enjoyment was
disrupted. To ensure their own safety, research assistants worked in pairs, remained in sight of each
other, and were in mobile phone contact with each other and the project supervisor.

Participantswere also sought via advesgment Brief advertisements encouraging patrons who
gamble on EGMs (pulndcasino) and/or casino table games to contact the researchers and take part
in the studyweredisseminated through general community outlets (e.g. libraries, goitymotice
boads).

At the initial contact either in person or over the telephone, consent to participate, as many contact
details as possible and some key demographic and gambling behaviour information (gambling type
andfrequencyof gambling wascollected. To be elgible for inclusion, participants were required to

have played EGMs or casino table games at least once during the past six midmihsgh the
informed consent process participanere madeaware that small koha ($2 petrol voucheryvould

be providedollowing each telephone assessment.

MU o and Pacific participatiorwas monitored throughout the recruitment procesResearcher
matching (involvingM U o, iPacific and Asian research assistants in the recruitment tesass)
employed to help ensure parpation of thee population groups.Targeted recruitmertbok place
outside venues in areas of known predominance of cqrtginlationgroups (based on census data)
in central, south and eastern suburbs of Auckland.

* Obtained from the Department of Internal Affairs.
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Thenumbersof participantgresentedbelowwere those expected to kexruited
9 Baseline surveyAppendix Three)
o0 Between 50&nd600 gamblers in total recruited in the vicinity of EGM/casino table
game areas (minimum 300 from a casino and 200 from selected pubs).
0 Toinclude betwes 100 and 200 players of casino table games.
91 Follow-up surveys (Appendix Four)
0 Two hundred regular EGM and casino table game gambikosgwho gamble
weekly or more often).
0 Reinterviewed at threeand six months following their baseline interview

3.6.3 Process

All survey interviewswere carried out over the telephdmg AUT research assistant$s Mandarin/
Cantonesspeakingnterviewer was available to conduct interviews with Chinese participants.

3.6.4 Participation

Baseline survey

Seven hundred and one patrticipants were recrait@drticipating venuesFrom that groupa total of
521 participants (74%yassuccessfully contacted and interviewed at baseline.

Follow-up surveys

Within the baseline sample, 228 participamdi¢atedthat they gambled regularly (once a week or
more often). Follow-up interviewswere attempted for laregular gamblershreemonths after the
baseline surveyl76 participants (77%) were successfully interviewed at this p&atticipantsvho
wereinterviewedat threemonths were also feontactedsix months posbaseling 153 participants
(67%) were successfully interviewed at this point.

3.6.5 Data analysis

All survey responses were recorded by the interviewers on papee.data were entered intihe

SPSS 20.0 statistical packagad then exported to SAS version 9.2 for statistical analylKisy

outcome measures were identifiasltime spent gambling (minutes per montb) EGMs and table
games money spent gambling (dolkaper monthYor EGMs and table gamgandlength of EGM

gambling sessions.

Estimates of time anchoneyspent gambling per month on casino table games, casino EGMs and
pub/club EGMs were calculated by multiplying average tapent gambling per dayr dollars per

day by the miepoint of frequency categories for that activity (i.e. less than mortBlp, monthly =

1, 2- 3 times per montk 2.5, weekly= 4, 2- 3 times per week 10, more than 4 times per week

16). Therefore, measures equateat@rage time spent gambling per month and average dollars spent
per month.

From the outsegxamination of the distributions of the outcome measures demonstrated the need for
log transformation for all the outcome measures in order to adjust for the sHestréalitions with
long tails. Therefore, all analyses use the log transformed measures.
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For each of the separate castable game and EGMambling analyses, initially univariate analyses
(General Linear Modelg5LMs]) were conducted to identify theedographic, problem gambling and
psychological measures witlignificantimpact on each of the main outcommeasures (time and

money spent on gambling per monthAll factors with @ associatiorresulting in a pvalue of 0.2 or

lesswere thenincluded in tle multivariate modelling procedure. dhesults of thisnultivariate

modelling procedureidentified the confoundingactors which maintained a significaassociation

with the outcome measureghen adjusted in conjunction with all other factor3he multvariate

models incorporating the significant confounders were then used to examine the associations between
the outcome measures and game characteristics. This ensured that the statistical results were adjusted
by the key confounders.

Rather than und&king separate analyses for the PGSI groups, PGSI was included as one of the
factors of interest. As frequency of gambling was used to both calculate the outcome variables and to
classify participants as regular or aegular gamblers, it was not appriape to include frequency or
regular gamblers as a factor in the analyseRegular gamblergompleted additional followap

surveys athreemonths andix months postecruitment. These dta were examined using repeated
measuresGLMs to identify any sttistically significant trends over timeCovariate measures of
problem gambling severity (PGSI), psychological distresd@Kand other psychological measures
generally remained consistent across each of the time pointicandt demonstratanytime trends.
Therefore only baseline measures of the covariates are in the trend models.
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4 LITERATURE REVIEW

This chaptempresents findingérom the review of literature that has considered game characteristics
and the linkages with player behaviour, and the effectiveness and design of player information
displays(PIDs) and popup messages.The main focusof this reviewis on the characteristiasf
gamesand their bearing on the kinds of interactigamblerswill have with the games Research
describing the powerful effects of structural characteristics of EGMs on acquisition, development and
maintenance of gambling and problem gambling behavisupresentedAvailable researchon

aspects of table games affecting gambling behaviour is also discussed. This review argues that while
affected by individual susceptibility and risk factaedevant tothe individual gambler, gambling
behaviour (and mblem gambling behaviour) is essentiadlyfunction of cognitive factors combined

with the speed and frequency of rewards within the games that are availabteplay

4.1 Table game characteristics

The perception gpureskill involved in some forms diable games (most notably poker) is cited as a

factorin their popularity however in reality, most available games involve various measures of both

chance and skiMeyer, von Meduna, Brosowski, & Hayer, 2012T'he relative mixof chance and

skill is important for harmminimisation due to the role of cognitive distortions in problem gambling
development and maintenan@laszczynski & Nower, 2002 A recent study specifically compared
faverageo and Afexperto p o k iadividual Iskillyositwwveighed card d et e r |
distribution (luck) in poker outcomd#leyer et al.,, 2012 In Meyeretabs (2012) study |
and fAaverageo pl ayer s -itemguestiahnaifedeectoped byithe fauthdrs us i n g
with the main emphasis on prior poker experience and success. Three hundred individuals recruited

from the community (253 male) took pattieeexperts andhreeaverage players per gamepixty

hands of #AT everaagayetividh nibdetany stakes via inddual separated computers in

the same room. Hands were controlled with a balance of expert and average players :receiving

a) better than average cards, b) average cards, ¢) worse than average cards. Results showed that
expertise was not important, ag& in terms of winning Experts did not significantly outperform

average players in terms of final cash balahosvever expert players were better able to minimise

losses from worse than average cards.

In chance games, the tendency to categorigaindosses as more valuable or predictive of wins has
been termed the neariss effect. Previous research has noted the potential for these types of
outcomes to promote problem gambli(@riffiths, 1991 as well as generate specific neurological
arousal usually only occurringn pathological gamblerduring wins(Habib & Dixon, 2010. Dixon

(2010 found that participants playing simulated (electronic) roulette rated losing outcomes as closer
to winning when they were close in location and close numerically to the winomber. Sundaét

al. (2012 extended this research and examined how almost winning in electronic rapid roulette affect
subsequent betting behaviour. The authors analysed printouts of real play data from electronic
roulette terminals in a casino. They defined a near miss as a bet on a number immediately adjacent to
the winning number. There was variétygambler behawur with some gamblers less likely to bet

on numbers that were near misses on the prior spin and other gamblers more likely to bet on near miss
numbers. However, the authors founab evidence that near missesl to gamblers extending the

time spent ganiimg or to the placing of more bets.

Research has shed some light on the possible differential impact of certain game features on the
attractiveness of EGMs and table gamé&ar example,n New Zealand, it is well established that
Asian clients seeikg help for their gambling cite casino based gambling and more particularly, table
games, as the primamode of problematic gambling (sééinistry of Health problem gambling
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service user datp A recent study conducted in Mac@iiu & Wan, 201} specifically examined the

factors that discourage Chinese gamblers in Macau from playing EGMs. Liu an@®a)first

arranged focus groups with gamblers followed by a survey to assess what the relevant features might
be. Previous researglith Chinese casino patrons suggestetthey take high risks while gambling
(Ozorio & KaChio, 2004Vong, 2007 and have a tendency to seek excitement and the opportunity to
make money. If these are peristing characteristicghen the fit with table games seeagppropriate

as theycan beconsidered to be more stimulatingd sensitive to experience and slkaihd perhaps a

better option for those interested in risk taking and profits. While this seems intuitively semsible, i
remains unclear whether these supposed traits are a cultural component of Chinese gamblers or a
result of participating in games in which large wagers are made, or indeed some feature of a particular
sociceconomic group.

Li u and Wan 0 ssugfgeadtédltia) Chineses gamiless @diEGMs as less fair, less
honourable, less likely to pay out large amounts and more likely to result in quick losses.
Additionally, Chinese gamblers suggesthdtthey had little knowledge of the rules by which EGMs
operated and this knowledge was important in terms of choosing their gambling activities. The
survey suggested the five main reasons for not playing EGMs were features of the games themselves:
the difficulty in winning large amounts of monehe lack ofchallenge and excitement, overly fast
losses, andhe relatively small jackpots.Service dimensions were also important, with gamblers
citing the poor service and lack of assistance available in EGM ar&ag. participantsalso
mentionedthe need for sadalisation as a major reason for the lack of popularity of EGMs. Lam
(2012 has suggested that the strong desire to win large amounts of money is to some extent related to
the sudden financial progfity for many in China and the unequal distribution of wealth. Gambling is
often viewed as a fastack to financial prosperitfWalker, 1992 and the fundamental motivation of
risking money to win more money is perhaps enhanced among Chinese. Thi0L&rsuggests,

leads to an unusually strong desire to win, and a choice of gambling mode that offers the highest
perceived value and/or theghiest perceived chances of winning.

4.2  EGM characteristics \

There is a range of factors that individually and collectively es#iegicts on gambler behaviour.
These range from social, cultural and demographic factors to indivichahcteristics on one
spectrum, and on another include gambling industry, venugame characteristicdt is clear that
both structuraland situational characteristics of gambling activifieg. accessibility to gambling
location and type ofjamblng establishmentand arrangementsize and number of prizes) are
important factors involve¢h the maintenance of gambling behavigdbbott, 200%. Developing a
betterunderstanding ohow these varioufactorsindividually affect gambling behaviour, and how
theyinteract with each other is a substantial challenge for reseamstepolicy makers alike

With specific réerence to EGMsthe core feature underlying theoperationis a sophisticated
variation on abasic schedule of reinforcement, a variable or randatio schedule(Ferster &
Skinner, 1957 Skinner, 1958 In their standardform, variableratio schedules specify that a
reinforcer (payout) is delivered after an average number of responses (ptaigsjvell established

that these schedules result in a constant high rate of behaviour that is very resistant to extinction or
any other intervention including punishment for respondif@grster & Skinner, 1957 By
extrgpolatingthis simplest version of the variabiatio schedule to the gambling situatiome would

expect a high rate of behaviour that is extremely resistant to chaHgeever,the schedules
underlying EGMs are more complexith the magnitude of the pauts being variable and smaller

more frequent payouts such as free spins @tsairring That is, EGMs actually arrange variations

® http://www.moh.govt.nz/moh.nsf/indexmh/problemgamblirsgrdata
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along a number of dimensions of reinforcement important in maintaining behaviour, most obviously
the frequency, magnituden@d quality of reinforcemeniDavison & McCarthy, 1988 Together this

makes these schedulegen mordikely to maintain a high rate of behaviour that is very resistant to
any interventionand in the gambling contexikely to result in more time and money being spent in
any given session than was initially intended.

Some behaviour analysts have considered the issue of gambling behaviour more closely and
highlighted other empirical findings that are relevafstquestion often asked is why one contisitee

spend money in expectation of a win, when the pattern of gambling is resulting in substantial losses.
Usually this is discussed in terms of faulty cognitions around gamiblowgever the sunkcost effect

has beershown (in humans and animglsas a mee parsimonious means to understanding this
behaviour(Navarro & Fantino, 2009b In a purely experimental situation, Navarro and Fantino
showed the sunkost effect to be a robust finding essencethe sunkcost effect shows that the

more a person invests (ineih study simply number of responses and amount of time) without a
payout, the less likely they are to abandon the behaninfact, the expectation of a payout seems to

be enhanced. The linktogambly i s obvi ous, with Navarr rtmmt and Feé
the time spent gambling is a key varialilee longer a patron gambles the less likely they are to cut
their losses and stop playing. This is consistent with the experiences of gamizepsowvdes an

insight into the function and effect of EGMs well as othefiorms of gambling in which pauts are
variable and uncertain. The variability and uncertainty of payouts is, in a behavioural sense, the
fundamental feature responsible for exted play which in the longer term necessitates increased
expenditure

Goltz (1992 also showed that uncertainty and variability increagginbling persistence His
experiment focused opredictable and unpredictable gambling histories and how they affected
gambling persistence. One hundred and gty participants were recruited from an undergraduate
psychology course and randomly assigned to one of five conditions with varying ¢évelsward
predictability. Participants were informed that they had been entrusted with a $10,000 investment and
had to decide how to invest the money on a computer programme. Participants could invest or
withhold any amount of money and could cash igirtinvestment at any point. Participants were
shown all changes in the worth of the investment and all changes were recorded in terms of each $100
invested. For exampld the investment became more profitable it was increased by $10 or $30 per
$100 nvestment. The rewards given were based upon which group the participant was in, and the
predictability of those rewards was shown by the consistency of increase or decrease in investment
value. Goltz found thaparticipants inthose groupsvhich had moe consistent increases, and thus
more predictable pay out rates, were much quicker to cash in their investments than those who had
more varied rates of increase and decrease of investment value.

It is clear from these studies that in a range of experahesituations,people will abandon
maladaptive patterns of behaviour quickly if the value of persisting versus abandoning the strategy is
maderelatively salient. Adding variability or uncertainty to the contingencies makes determining the
relative profiability of a strategy more difficult, whilst maintaining the salience of potential wins.
While not often cited as such, studies such as this firmly established the principle that salient
information could well be effective in terms of assisting gambkeigaimble in a controlled manner,

as could clarifying (in an accessible manner for gamblers) the nature of various gambling products.

Direct extrapolation from basic behavioural research suggests that features such as the variable nature
of the reward sclurile, the immediacy of the rewards, the variable nature of the reward magnitude,
the extraneous rewards available, and the rapid or continuous nature of many products (most notably
EGMs) are all important factors in the development of excessive gambdisg,of control and
ultimately, problem gamblingThis is generally consistebbth with observations from those in the
gambling field and the empirical research that exisédthough there is a vast amount of basic
laboratory research into the effectsaofange of reinforcement schedules on behaviour (se&heg.
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Journal of the Experimental Analysis of Behayjioranslational and reavorld studies of this nature
remain relatively rare and where they have been conducted they are viewed with daatton
concerns over external validity. However, it is arguable that they are sometimes too cautiously
interpreted given the substantidperimentaliterature that underpins them.

While realworld studies remain somewhat rare, several have been repédegxample, Dickerson,
Hinchy, England, Fabre, and Cunninghd&®92 undertook an early investigation of 12 high
frequency poker machine players gambling with their own money in venues in the Australian Capital
Territory. Response rates and outcomes were recorded by observers; the maeren28 cent
machines with pull handles. The results suggested that behaviour was sensitive to machine events
and consistent with the basic research outlined previoaphgifically, players increased their play

rates in periods between small wins, atowed their response rate immediately after large wins.
However, the study was confounded by observers asking questions of the gamblers after large wins
and thus interrupting their egoing gambling session

Delfabbro and Winefield1999 used a similar methodology to observe a sample of approximately
60regular gamblers in a more modern setting. Datas{ween events and button presses) were
recorded using a small video camera | o982 ed nex
results were confirmed with planates decreasing after large wiakhough this was mainly because
players tended to stop for a short period and admire their winnings, rather thangoiggslowing

of play rates. What was also evidemd fundamentally importantas that almost every minute of

play contained at leasine small reward (e.g. two to five credits). These small regular rewards
maintain a high and consistent rate of respondimg slightly lengthen the gambling session as they
were not sufficiently large for the gambler to consider cashing out (endingstssion) Also
interestingwas the finding that regular players had more stereotyped or patterned betting behaviour.
They increased their bets after winning and decreased them during periods of losing, whereas no clear
pattern of betting was evident imonregular gamblers. Thus, regular gamblers seeimexdiribute

some meaning and respond to what were essentially chance local events.

In addition to these underlying scheduldg®reis a range otharacteristics of the EGMs themselves
that arealsolikely to increase their appeal and their.us&hese include the themes, music, colours,
lighting, bonus features, ease of usegsalience ofving/jackpots. Machines can also differ in terms

of the number oplayablelines (which can also be varied tey-bet) maximum bets, how credits are
obtained and so onApproaches to investigating these features can vary from observational work in
live gambling environmentée.g. Dickerson et gl1992, Delfabbro & Winefield1999) through to
controlled hborabry studies manipulatingamevariables (e.g. Delfabbro, Falzon, & Ingram, 2005)
The formermay be criticised for their lack of control and precision and the latter for questions over
the extent to which they can be generalised.

Delfabbro, Falzon, and Ingram (2005) used simulated EGMs in a laboratory study and systematically
varied lighting, play speed, sound, betting options and reinforcement schedules. Player preferences
were measured using both sedport and objective measg including the relative amount of time

spent, number of plays and return to player on each machine. The results showed that players tended
to prefer machines that were faster, provided more betting lines and sounds. Analyses indicated that a
greater nmber of lines, faster play speed and lower illumination increased either the number of plays
or time spent on each machine. The results confirmed that frequency of isviandamental in
maintaining behaviou(see Davison & McCarthy, 1988 for a reviewa}, least within a reasonable

range of variations of magnitude. In summary, Delfabbro and colleg8065) concluded their

results supported a preference by gamblers for a relatively steady stream of small immediate rewards
and a fast play speed.he lager number of betting lines provislan additional mechanism via which

the gambler can ensure there is a steady stream of small reWénreldalance between smaller bets

and multiple play lines provided relatively frequent small rewards and in doirigestended play

time on a machine
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Other research has supported these conclusions, for example 2@l manipulated the
immediacyof reward in an EGM simulation with ten pathological gamblers who played two versions
of an EGM, one with an immediate (after two seconds) payout after a win, and the other with a
delayed payout (10 seconds). Participants had to complete 30 games omaehitte before they

were allowed to stop playing. Chol(i2010 found that participants played an average of 56 games on
the immediate version of the EGM, compared to an average ofj@8és on the delayed version.
That is,delays to reinforcement (payouts) reduce their effectiveness in maintaining behaviour. In
terms of EGM design, a small delay such as that used by Choliz would not necessarily impact on
enjoyment (although this too remains an empirical questionjnbptinciple couldreduce session
length andultimately gamblingrelatedharm.

While the researchsirelatively rarethere areconsistencies in the findings An earlier study
examined the effects of manipulations of featuresiad¢o lottery terminals\({LTs) on pathological

and nonpathological gamblerf_oba, Stewart, Klein, & Blackburn, 20p1 Theresearchers looked
specifically at cash counters, speed of music, and stopping devices on VLTs. The aim of the research
was to identify features which would negatively impaontenjoyment by pathological gamblers but

have no effect on nepathological gmblers. The participants were randomly assigned to one of
three groups in which they would play four twentyjnute sets of VLTs with different combinations

of adjusted features (i.e. slow/no sound, fast/sound, control, and counter present). Participants
completed a seveitem survey detailing their subjective reactions to the VLT manipulations
including their enjoyment of the game, excitement, tenstaluiction and difficulty in stopping play.
Lobaet al (200] found that slowed sound and no sound settings decreased enjogr@iement

and tension for pathological gamblers, but had no effect ofpathological gamblers. In the faster
sound settings and the control setting, pathological gamblers found it more difficult to stop playing
the VLT than norpathological gamblersPerhaps the most interesting result came from the running
counter setting wherein pathological gamblers were very resistant to playing Wit running
counters and their rates of play were slowed, whereaspathiological gamblers were not
significanty affected by this feature chanfeoba et al., 2001l Aesthetic and auditory features of the
machines were of secondary i mg2005)stady b stii mmd De | f
noticeable effects. Lobat  eesultsfurther suggest that these effects might chasgmewhat, or

be differential, dependent on gambling experience.

Unfortunately, studies such as that reported by Delfabbed. (2005) are not as numerous as might

be expected. This is likely to be due to concerns over the external validity of experimental findings,
difficulty in accessing gambling venues, and ethical concerns over research in venues and its effects
onthe venue 6 oper ati on a mresearcheadtaveobeen .more sPeculatve in their
approach. For example, Griffitt{$993 has discussed the role of structural characteristi€sGMs

(with specific reference to the British variants of EGMS) in the development of problem, pathological
and excessive gambling. He mentions situational characteristics which make initial gambling
behaviour attractive such as positive marketing feinms, the availability of gambling outlets, and

the social pressure to gamble created by those around them. He also creates a separation between so
tt

called 6ésoftédé and dharddé kinds of gambling, wi
and sports betting which Griffith infers are
activities are those which he says are higher arousal events such as roulette, blackjack, slot machines
and dog racing events. He suggests cognitive aroussiag a main risk factor when it comes to
gambling of any sort. Recent studies have focused on measurable physiological arousal and this is an
area where technology will facilitate relatively rapidrel®pments in our understandifgg. Coates

& Blaszcznski, 2013; Harrigan & Dixon, 2010)

Nonetheless, it remains clear that the single most important feature of EGMs is the payout schedules
they use(Griffiths & Auer, 2012. These schedules exert reliable and well understood effects on
behaviourwhich arealsosupported by qudative research with gamblerd-or example, ira study

that specifically examined the relationship between game technology and problem gambling,
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Livingstone and Woolley (2008 found an overwhelming majority of problem gamblers reported
gambling small amounts on multiple or the maximum number of.lines

The Independent Gaming Authority (IGA) commissioned &ustralian Institute for Primary Care,

La Trobe University to examine aspects of the relationship between gaming machine technology and
problem gambling (Livingstone & Woolley, 2008). The authors reviewed the existing literature and
concludedthat a lage range of structural characteristics impact on gambling behaviour. The most
relevant primary structural characteristics included the core technology of the EGM, the payout
schedule which determines the number and scale of prizesnaadbehavioural sese conditions

player behaviour, and the actual operation of the game. Other primary characterigG§/of
include the configuration of line betting, credit value, the reel symbol ratio, fitment of bank note
acceptors and spin speed. Secondary ctaaistics include artworkighting and sound effects. The
authors argued the complex intetationships between these structural characteristics produce
interactive effects that shape gambling behaviour and cause problem gambling. This conclusion is
logically correct; the issue for research is whether it is appropriate to use a reductionist approach to
break down the characteristics and assess their relative importance or to study gambling behaviour in

6natural &6 settings alatidnshaps from that perspectiveu nder st and t he

As part of their report, Livingstone and Woolley (2008) conducted a series of focus groups and
individual interviews with 64 problem gamblers who had contacted South Australian gambling
services. Their first researcug st i on was: iDo particul ar gamirt
commonly in the play of problem gamblers as co
analysed the data from the top 250 perfagrSouth Australian EGM gamedhey found the four

most 6 successf ul 6Shogua nseagun &,eDolphin Treasued Indian Dreaming
(expenditure was highest for these machines).
particular characteristics of those games that distinguish them from other ga? 0 The author
the extremely common free spin feature of EGM games was very attractive to gamblers. They stated

that this feature appears to be the most important secondary reinforcement technique, resulting in
relatively high average bet sizgmrticularly in combination with the mulline (or in the case of the

Indian Dreaming the Reel Power E) betting arrangement w
possible winning combinations.

Livingstone and Woolley (2008) identified three key strumitwharacteristics as increasing the risk
associated with gamblersé consumption of EGM gan
1 High credit value games@duce high average bet levellinimum bets on high credit value
games are larger than actual average bets on low credit value, ganthessnall multiples of
the minimumbet on high credit value machines lead to very large bets (specific examples
wereShogurandShogun 2
9 Multiple or maximum line betting on small credit value games leads to increased average bet
sizes of between 20 and 50 times the minimum bet (the specific exampl®olasn
Treasure.
1 Reel betting extends the options of line betting on small credit vaaehines leading to
increased actual average bet sizes exceeding those made on comparable credit value machines
that only allow line betting (the example lisdian Dreamingi ncor por ati ng Reel
technology).

These more sophisticated structural chamstics operate as inducements to increase stake and
coverage. A range of factors including 6insurir
features and taking up opportunities to gamble reels as well asfhgate higher averageeks.

These characteristics were suggested to be the fundamental elements uniderigasgin both time

on device ancexpenditureper customer (Livingstone & Woolley, 2008According to Livingstone

and Woolley (2008)these features substantially iease the risk of excessive gambling and could

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



play an important r ol e i-problgra onhlriskrtesniodetateiskiarsli t i oni
high risk sectors of the gambler population. At a minimum it seems that these factors promote a
tendencyfoE GM gambl ers to see Oraising, increasing at

As previously mentioned,.adouceur and Sévign{2005 studed the effecs of stopping devices

(which allow gamblers tooluntarily stop the virtual reelandsee the end result of the round more
quickly) in video lottery terminals.The authorgonducted two studies, the first to determine whether
participants thought that the stopping devicedéfd the game at all, and the second to test whether a
stopping device increased the number of games played in a single session. All participants scored
four or l ess on the South Oaks GamblindgheScreen
Swinging Bdl svbich was used in the study. In both experiments, participants played at least 40 free
rounds of the VLT before they were allowed to use the stopping device. The first experiment showed
that those who used the stopping device reported greaternkusicontrol and believed the outcome

of the game would be affected by the time they chose to stop the reels. The second experiment
showed that those participants who used the stopping device played for longer periods of time and, on
average, spent moreoney than those who played without using the stopping device. Ladouceur and
Sévigny suggestetthatillusion of control, which was reported in the first experiment, is likely to be a
factor in the extended play time and increase the amount of moneybgptiiet participants who had
access to the stopping device in the second experiment.

Nearly 60 years ago, Skinn€r953 discussed how schedules of reinforcement could be designed to
ensure an optimal patronage and profit to the h@gaebling venue) The suggestion is that a

machine that has a high return to player percentage will incretremage, extend sessions aimd

the longer termreturn a greater profit to the house. Recently, Harrigan and 2@ obtained

access to the design documents (PAR sheets) used to progdiifienemt versions of the same EGMs

in Ontario, Canad&n Ontarig multiple versions of thesame game are often licensedjhe PAR

sheets they used had the characteristics of asingle game(k y L ar r y ) whichlbadgay e r ma n i
back percentages of 85% and 98%. That is, the machines return 85 or 98 cents of every dollar
wagered to the gamblers, with the remaining O6ho
intuitive that the 98% version is the fairend most beneficial for gamblers, as it has the largest

return. Harrigan and Dixon wrote a computer programme to analyse all 259,440,000 possible
outcomes (there were five reels with 47, 46, 48, 50, 50 symbols per reel). To illustrate the differences
bet ween the two designs they wused a 6égambl er 6s
arriving with $100 to gamble and making the maximum wager on each spin until they had no funds
remaining.

In addition to measures of amount of time spm number of spins and wins across 85% payback

and 98% payback simulatigridarrigan and Dixof 201 0) recorded simul ated 6
number of &ébig winsd (defi m&Hd000os thafi@rmwankrally a b al
was evidentthat the gambling experience differed little for the average (median) gambler regardless

of the pay back percentage. The mean valuesethewdence of a differende peak balance ($188

in the 85% condition compared to $314 in the 98% conditiooyveve, mean values are affected by

outliers, whereas medians are (%128 in the 85% conditioand$145 in the 98% condition)

InHar ri gan oldmdde detaled@salysethey found that players at the upper tail of the
distribution had very dierent experiences. In the 98% version of the game, those at the upper tail (in

a peak balance of more than $1,000) had substantially more spins, hours playing, winning spins,
bonus mode entries and hand pay&dditionally, in the 85% version there wefwe simulated

players (from 1,000) that had a peak balance of more than $1t0€00se more than tefold to

54 players for the 98% version. Harrigan and Dixon discussed the results in terms of the importance
of early wins and frequent payouts in tthevelopment of problem gambling. At the very least they
showed that the higher pay back machines whicface valuss eem 6f ai rer d to t he
likely a more dangerous product and mabre concern in terms of the development of problem
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gamblirg. At the very least, they have the potential to encourage longer sessions, and return visits
due to their increased Ovolatilityé (win frequen

Studiesnvestigatingg amb | er s 6 pr e f e rsdasedon differencep ih retyri ralgye E G M
presengd participants with a choice between two or more machines that differ in regard to pay pack
percentage amdr win frequency (volatility). Dscrimination of rate of payout is inferred from

different betting patterns on the machine€oates and Biszczynski(2013 recently extended

research on player prefereniog examiningboth slot machine and player characteristics (e.g. prior

slot machine experience, impulsivity and illusions of adihtas factors influencing successful
discrimination of payback and volatility A related aim was to examine mditie/credit betting

options that make palyack and volatility discriminatioevenmore difficult. Fortyeight first year

psychology studes (32 male) each were invited to play on two simulated EGMwihatthey were

toldwasa fApractised 40 spins on e mioutesessomwherdthegn f or
could choose how to divide their time between the two machines. The two &@Nable were pre
programmed with spin results derived from the same 91% pay back percentage and 56%;volatility
however because muHiine and credit betting was enabledach parti ci pantdés ses:
different payback and volatility for eeh machine at the end of the practise phase. Participants were
asked to estimate the phagick and volatility of each machine after the study.

Participants with more accurate estimapdsced more beten the machines with low volatility and

pay back This wasi nt er preted as a f g;ahapharipaitsseerhed Itol acy 0
anticipate that the lower pdack machine would eventually result in high pagk outcomes. There

was no difference between experienced andexperienced playedsaccuracy in estimating pay

back. The most commbnreporteds t r at egy t o ma x | smitclea fronv & machinegs wa
when | felt I was ahead or had themosi commah rumy | o0 s s
reported to determine when to switchsvd giwi t ched after a win of suff
highlighted that accuracy of paack estimates, but not prior experience or knowledge of gambling
strategy, influenced the degree to which participants negatively discriminateldaplychose to

place more bets on machines with low pagk) They commemdthat future research could observe

which machine events precede switches or decisions to stop gambling in order to further explore the

role of decision making heuristics like gamblers fallanyslot machine play.

The little research that has been conducted into the potential motivating influence of EGM jackpots on
gambling behaviour was reviewed by Rockloff and H{@014. The review draws frona few
studies of EGM jakpots as well as literature around lottery products (similar magnitude of possible
reward in comparison to amount wagered) to theorise possible influences. The authorsdtnggest
whether theory characterises the motivating influence as rational (tatllacost/benefit of play),
biased (overweighting the remote possibility of a win in judgement on value of play) or irrational
(faulty cognition e.g. superstition, gamblers fallacy, illusion of control), the expectation is that the
availability of EGM jakpots should motivate additional consumption on those EGMs in comparison
to those without such features. Rockloff and Hing ddteat the largest prizes are seldom won.
While, as described, the impact of modest wins (in terms of increased excitemeaésamed to
continue gamblinghas been showrxperimental evidence of the effects of large wins on gambling
involvement is scant. The authors commaeeithat much more research is needed to fully understand
how the structural features of jackpots sucpragressive, deterministic, hidden, mystery, linked and
wide-area jackpots might differentially appeal to rational, biased and irrational motivations to engage
in gambling on these EGMs.
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4.3 Venue and social facilitation effects

Electronic gamingmachines

The arrangement of EGMs within venwssd social interaction among gambleas also affect play

in ways that may interact with the game characteristics already descfloe@xample, Finlay et.al

(2010 found that low information load micAgaturessuch adow and constant lighting, symmetrical
gambling layots and clustering of machines by typeere rated the most restoratiygroviding a

break from daily life) In this study pleasure waslso increased bytheseaesthetic featuresA
measure oBb pr ob |l e m g a mbyieidad gnteresting eesuttsj vatm \§omen reporting greater
problem gambling intention at the prospect of isolated machines, and a lower problem gambling
intention with a greater number of clustered machines. This result corsmastsvhatwvith results

from Rockl of f, (2018 studyontlersatial Efeect @ gamblingRockloff et al showed

that the greater the number of peers surrounding a gambler, the more time and eypmal sipend
gambling. Finlayet al.(2010) asserdthat in order to decreaser&k gambling intentions without a
decrease in restoration or pleasure, the gaming design should feature static lighting, a varied colour
scheme, clustering of machines tweme, or a symmetrical layout. It is important to note that this
study focused on imagined Hmavioural intentionss opposed to behaviours themselvigscontrast,
Rockloff et alts general finding that decreased isolation led to more gambling was lbased
observations of gamblers.

The 6Soci al F @agendradpheacomenomwhiéhfshioescthatiperformance of simple tasks

is enhanced by onlookers and others performing the same gdtizgyelevance for gambling from a

harm minimisation perspgee. Rockloff and Dye(2007) showed that the presence of others and the
ability to watch ot her s 6Thepraccited h1é partidpantsovha veege s g a
split into three groups. Each of these groups was presented with varying levels of information about

the plays and wins of other player§he first group received no information about other players, the

second groupvas exposed to the noise of winning bells permeating the walls of the room in which

they were gambling, and the third group received both noises and an instant message from the
supposed othergambseaa f t er t hey had &éwond. olalidneéamenrwith ci pant
acomputesi mul ated EGM. The EGMO6s andtheceffeots of thé nni ng
different environmental stimulissessed bgneasuring hie intensity of gambling behaviour via the

final payout of each player, average beesrmumber of trials played, and the speed at which each trial

was played. They found that participants who received both visual and auditory information placed

more bets and lost more money than either of the other two grolipsy concluded thaEGM

beting behaviour is intensified by the belief that others are gambling and winning money.

This same highly controlled environment was used in Rocldff al . 6 s ivwhi@hltirde st udy
groups of participants playesl computessimulated threeeel electraic game which produced one

win for every three minutes of plaand where players could casht at their discretian The three
groupsvaried as follows: 1) The participant was isolated during the experiment, 2) The participant
was exposed to fivpeoplegambling via video conference and one confederate, 3) The participant
was exposed to A%eople via video conference and one confederate. Participants in the first (isolated)
group gambled with smaller amounts of money, gambled more slowly, and cashedrewjuickly

and with more money than the other two groups. The second group cashed out with the least amount
of money of all of the groups, but the differemeéhe amount of money cashed out by the second and
third group was not significant. The thigdoy had the highest rate of playthe strategy of play

used by the third group allowed them a greater number of plays on the machine; it could also have
allowed them a longer play time and a longemtengagement with the machinghe presence of

® Assessing selfeported likelihood o ambl i ng beyond intended |l evels, for
play more than | .wanted to at this placeo
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corfederates (in person and on the video) wflkey importance more confederates were associated
with a higher number and rate of play and more wins (although not more money when cashing out).

Rockloff a t mbst récent study2012 hypothesised that intensification of gambliobserved

earlier may partly result from arousal caused by the mere presence of others in the gambling
environment,for examplemoving through the casino floor to other amenities. tHat study

participants gabled on a laptop simulated EGM either alone, or in the presersie @f 26 others

(blindfolded and said to be engaging in another study task). Participants were categorised for
analysis, using th@roblem Gambling Severity Index as havi n@® fwind hprgabnbé ma ¢
having fAsome probl emso. There was no uniform el
gambling intensity in the study (speed of betting, bet size). However, players wigixigting

problems with gambling, showed more pstence while losing money in both meeesence

conditions than in the alone condition. In contraéayers without problems tended to bet larger

amounts but quit early when losses mounted.

Casino table games

Several othertadieshaveindicated that social variables (presence and behaviour of other gamblers)

also influence table gambling behaviour Blascovich, Ginsberg, and Howg975 showed

paricipants playing the card gamédabkjack would bet more credits when in groups of three than

when playing alone, a result that replicated that of a previous study that had employed similar
procedures(Blascovich, Veach, & Ginsburg, 1973 Blascovich and Ginsbur{l974 employed
confederates to playldrkjack along with participants. Confederatensistently bet a low (1€ents),
moderate(30 cents) or high (50 cents) amount. Resglth owed t hat participan
influenced by the wagering of the confederates and also that wagering tended to increase across time
for all participants, even those playing alone. More receMiDougall et al. (2011) sought to

replicate these findings as well as explore whether confederate play actsadgtermined by
adherence to thikasic successful straje for bdackjack proposed by Brauii980) would influence

the gambling behaviour of participantParticipants playedidckjack eithe alone or in the presence

of a confederate.The confederate either quit early in the session or played for the entire session.
Across sessions in which the confederate played for the entire session, how much the confederate bet
per hand anthe accuray of play were manipulated. Participants gambled significantly more money
acrossa session when a confederate played the entire session than when a confederate left early in the
session.During sessions in which the confederate played for the entire segm®onumber of hands
participants played and their total amount bet
confeder at eods bet size <clearly influenced part
money when the confederate cormily placed the maximum bet than when they played the

mi ni mum. Participantdés gambling was not influe
together, these results point to a social effect on table gambling, that can facilitate (but ai§o inhib
gambling behaviour.

\ 4.4 Cognitive aspects \

A range of ognitive distortions and dissociative states been shown to result from exposure to
gambling and the development of gambling probléieneatto, 1999 Rockloff e t atlidie® s
(Harrigan & Dixon, 2010Rockloff & Dyer, 2007 on the interactios between pisiological arousal

and affect also showed that the way in which a gambler interprets physiological arousal can affect the
choices they make. The differences between probable problem gamblers and those with no gambling
problems within the positive affeand high arousal group indicate that there are cognitive differences
between the two groups. Gamblers begin justifying outcomes of EGMs, anthropomorphising
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machines, and generally becoming less and less aware of the difference between games of chance and
games of skillwhile asserting themselves as a factor into the outcome of the game tlaspitgno
influence over i{Navaro & Fantino, 2005a

Delfabbro and Winefield200549 observed 20 gamblers throughout amiiiute gambling session on

EGMs durirg which they were asked teerbalisethoughts Thethoughtswere categorised as being

either gambling related or nagambling related The gamblingrelated cognitions were categorised

as being either rational, in that they were based upon truths ofatieines, or irrationah thatthey

were untrue statements about the machines. Delfabbro and Winefield found that 75% of gambling
related cognitions could be categorised as irrational; many of these were retagedtmb | er 6 s cont
over the outcomesfdhe game, anthropomorphising the machine, or appealing to the machine to

allow them to win. The amount of irrational cognitions was not significantly impacted by wins or

|l osses. The severity of t hese partaeéstionnpi@nt sd
constructed by the researchers which suggeasi@ichone were pathological gamblerfkegardless

the participants6 cogni ti on bad alreadywepgun to digtastifroant i n t
reality.

Myrseth, Brunborg, and Eidenf1963 examined how cognitive distortions differ between
pathological and nepathological gamblers igames of chancand games of skill. One hundred and
sixty-six participants recruited from rateacks, offcourse betting facilities and online problem
gambling treatment programmes were administered the South Oaks Gambling Screen (SOGS) on
entrance into the study; 73apticipants were determined to be pathological gamblers and the
remaining 93 participants were classed aspathological gamblers. Negmathological gamblers had

a preference toward skill based games with 40 participants prefairam over games of anee,

33 preferred both types and 20 preferred chance based games. The opposite was true of pathological
gamblers with 3articipants preferring chance based games, 11 preferring both types of games and
26 preferring skiltbased games.

Along with the SOGS Myrseth et al. (2010) asked their participants to complete aiteh
guestionnaire to determine their attribution of luck to gambling and illusion of control to the gambling
scenario. They found that pathological gamblers who preferred games oé ctaned higher on the

6l uckd6 subsection of the gquestionnaire which ad
skill-based gamblers who had similar scores irrespective of their level of gambling problem
However this might be due to the meare of cognitive distortionased,assomecontrol is possible in
skill-based games whereas it is not in games of chance. Gamblers who had a preference for both skill
and chance games had higher illusions of control than other groups; this may be dugeto s
generalisation from skilbased games to chanoased games and may result in such people being
more at risk than either of the two separate groups, though it is difficult to determine which type of
gambling they wereeferring to wheranswering quesins.

Moodie (2013 reported further research into the cognitionsatial and pathologicajamblersfor
chancebased EGM gambling. Ten participants completed the SOGS; five were found to be
pathological gamblers and five were considered social gamblers. Participants were observed in a
naturalistic setting and asked to verbalise any thoughts that entered their heads, no matter how
relevant or whether it was a complete thought. Verbalisatwese recorded and coded as:

Al nadequatedo (predictions which were incorrect
per sonal contr ol over the outcome of the game),
or Ot her 0 ed weelbdlisations)c | Seweli days after the observed gambling stage,
participants completed a Gambling Beliefs Questionn#imee weeks later they received questions

which were tobe asked in a sepstructured interview which took place one week later. The
interview was an attempt to determine how persistent the irrational cognitions were in gamblers,
whether theparticipantshad early gambling experiences, and their gamblindegfies. Consistent

with Myrseth et al. (1963, Moodie (2013 found that pathological gamblers had higher rates of
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irrational cognitions than social gamblers. Pathological gamblers matezl to make frequent
referencesto skill but not to having more skill than social gamblers. This lends itself to ¢oeyth
thatsomegambleréfocus is on the machine andt with the gamblers around them.

Similar results were found in a much larger scale study by [(R@d]) into the irrational beliefs of

different types of gamblers. Participants were drawn at random from the 2002 Norwegian National
Survey on gambling habits and gambling probler@¥ 10,000 surveys sent to possible participa

4,963 responsesvere considered viable #serespondents had a history of gambling behaviour. The
submitted surveys included an irrationality mea:¢
wi || win more t han lagreed dr disagreecswattoon a fipdint Icdkert scatkeu | d b e
Nine gambling categories were included riaggrom sports betting to EGMIlayingto lotteries, and

the participant was asked to write the frequeneigs which they bet on each type of game. The

DSM-IV based NODS screen wased to classify each participaas either no sk (score of 0) at

risk (score 12) or problem gambldiscore 3 or higher)

Lund (2017 found thata high rate of gambling behaviour was a predictor for irrational gambling
beliefs irrespective of the type of gambling; the results also indicated that irrational beliefs increased
rapidly alongside gambling rates. Lund failed to identify a causal relationship but there is certainly a
link between the two factors. What is interesting to note is that EGM users had some of the highest
rates of irrational beliefs among the different typegarhblers. This may be due to the chabased

nature of these games. The rate at which irrational beliefs increased compared to gambling frequency
supports the idea that gambling featuring EGMsourages a level dissociation from the reality of
howthe machines work and the likelihood of winning.

Somed her cognitive distortions (2008 stedy & thehothandd i n |
fallacy and the gamblerds fallacy. The hot har
recent events in a series of fluctuations in human performance as being on a winning streak, whereas
the gamblerés fall acy finsgatite maturabdvdnts refbeating upan the f a
subj ect dkelihoedkof dudcesso the future Ayton and Fischer recruited 32 undergraduate

students of unknown age or gambling history and asked them to complete 200 trials of a simplified

and compurised game of roulette. Half of the roulette wheel was red, the other half was black and

the participants were asked to predict which colour would win. Participants were randomly assigned

to either forecasting (predicting which would win) or gambling (ot i ng &é moneyd on wt
would win). After each bet and before the results participamtre required to indicate, on a bar

bel ow the virtual roul ette wheel, how confident
confidenced dtemcé@tvhot alAl¢domfut comes were randomi se
actions of participants.As predicted by the hot hand fallagyarticipants who experienced earlier

multiple successes attributed their success to their own actions and theiewoafid their ability to

succeed was substantially higher thpamticipantswho had early lossge x pl ai ned by t he ¢
fallacy).

While it seems evident that cognitions are an integral aspect of problematic gambling, information has
been mounting about a potential disconnect which severe problem gasdrtersmesexperience in
relation to their cognitions Specifically, sometimethe gambler seems to become unaware of their
surroundings, of time passing or even their own physical needs. The troubling aspect of this is that it
seems akin to theel-medication or escapisranabled bydrug abuse, at this stage of gambling
dysfunctionthe EGM is not so much entertaining as it is a Aseskd form of escagde.g Anglin,

1994)

Schull (1987 describesexperienceswvhich have been relayed to higom interviews with severe

problem gamblers in Las Vegashe desribes h e no mena s uc h ataascdike Bthte Zone ¢
wherein all external stimuli such as noise or sight are nuljifegdan extreme it is somienes
described as the sensation of havi nggaohirgés bod
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behaviour such as a desire to win moaegsea as a punishment in this state the break caused by
the win takes the gambler out of O6The Zoneb6.
behaviour in order to gain some kind of measuraktereal reward; instead they seem to be taking
part in gambling to shut down their senses and their thoughts.

These selfeported experiences apartly corroboratedy Griffiths (2011 who conducted a study

very similar to that of MoodiéCoates & BlaszczynskR013. Sixty participants30 regular gamblers

and 30 nonregular gamblers, were asked to speak aloud all thoughts which came into their mind
whilst they were gambling on an EGM. As with Moo@2®13, cognitions pertaining to gambling

were classified as being either rational or irrational. Regular gamblersnotsdto have more

irrational thoughts thanonregular gamblers and although A@gular gamblers often expressed that
theycoud not think of anything to ,seguargamblersimadthe t hei r
longest periods of time without any speech whatsoever. At some,fgbagsbreals in speech wre

more than thirty seconds in length and resulted in regular gamblers saying less overall, having the
greatest number of irrational cognitions, and potentially having long periods of time without cognition

or without compulsion to express cognition. Gtiffi stated that this may be due to regular gamblers

shutting down into a kind of a@i | ot , or perhaps a Sédlldli®&)d as it
Whether this lessening of cognition increases with severity of gambling protdenasabeen seen

with irrational cognitions or whether it defines a more severe form of problem gambling is unclear. It

does, however, seem to dramatically impact upon player experience and the type of reinforcement that
gamingmachines offer.

4.5 Physiologyand arousal

Autonomic nervous systentausal is characterised by elevated heatet, galvanic skin response and
heightened senses. These physiological changes can be interpreted positively as excitement or
negatively as anxiety or fear, by the subjéctt increase susceptibility to the effects of conditioning
irrespective of the subjectds interpretation. ;
that it generalises to any stimuli presented to the subject during the state of heighteisad This

pairing of heightened arousal with a stimulus can result in an unconscious conditioned response,
wherein the presentation of the stimulus results in arpasabdtional responses or urges/cravings

This is known as respondent conditionindpaaic behavioural process established by Pg2008.

Respondent conditioning is an important factor to consider when examining gambling behaviour
because it gives an insight into the basic biological factors which influencellgibur. The thrill

and enjoyment which is characteristic of gaming machines is evident physiologically as elevated
heartrate and increased skin conductance. Constant pairings of arousal with gambling can establish a
resilient linkage between environmntal events and physiological states. Increased arousal may result

in the subject reporting cravings for gambling environments which are measurable physiologically, or
becoming increasingly aroused in gambling environments. This can occur irrespegivalef and

age, and there are many factors involved which can strengthen the bond between gambling behaviour
and physiological response.

The pathways model for the development of problem and pathological gambling presented by
Blaszczynski and NowgP002 highlighted that there are multiple type$ gamblers, and a range of
possible pathways leading to the development of gambling probldbtsszczynski and Nower
preserngdthree different gambling pathways for the development of gambling problems all of which
begin with conditioning as outlined abmv The firstpathway describes a downward spiral of
problematic gambling behaviour initiated by this conditioned arousal/excitement response in the
presence of gambling stimuli. This behaviour is then supported by cognitive distortions and financial
debt which can trigger the chasing of losses (a sunk cost effect) in the gambler. The gambling
behaviour, as well as being physiologically arousing, is used in order to fix the issue of debt caused by
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previous gamblingand as that is an unlikely result of thambling the cycle continues to progress
with the association between arousal and gambling strengthening, and the external pressure for the
gambler to win enough to resolve financial issues increasing.

The second pathway presented by Blaszczynski and Nower (2002) included emotional vulnerability

and the use of gambling as an escape frongdinebled s e mot i onal i ssues such &
emotional environments, neurochemical imbalances and poargcoppabilities. Adding this issue

into the previously described process is hypothesised to create a much more detrimental cycle wherein

not only are financial issues exacerbated bygéwbled s addi cti on, but their
vulnerabilities & increased as they begin to use gambling as a means of escaping from their
probl ems. The gambl erds problems are then incr

gambling and so the need for escape becomes more desirable and feeds into dfi@dsgataon.

The third pathwayincludes thevariable of some neuropsychological dysfunction such as attention

deficit hyperactiity disorder, which increasehe likelihood of impulsivity, and substance abuse
behaviours. This impulsive behaviour redudethre gambl er 6s resi stance t
cognitive distortions and environmental pressures making gamblers who fit this model even more
likely to develop problematic gambling behaviours or pathological gambling as it is defined by the
DSM-IV-TR.

Ar ous al i s al so $201¢9 modeliotthendeveldpment Bfr pooblem@te gambling
behaviours. Brown suggested that although schedules of reinforcement were significant in the
development of problematic gambling behaviours and gambling addictions, they were secondary to
the association diween arousal and gambling. This model is contingent on the role of arousal in
conditioning, wherein Brown suggedisat individuals have an optimal level of arousal at which
conditioning occurs, and the closer the subject is to this optimal level ditiooing, the more
vulnerable they are to stimuli within a gambling environment and its effect on arousal. Brown
suggests that even when the stimulus is not prefiemtassociation can be strengthergdthe
gambler reaching the same level of cogni@eusal which occurs in the presence of the gambling
stimuli.

Coventry and Hudso(2008 attemped to assess whether there was a significant difference between
male and female EGM players in terms of their level of arousal before, during, and after gambling as
well as the effects of gambling on sustained levels of arousal. Participargsrecruitd from a
gambling arcaddased upon previous experience with EGMs and were excluded if they had been
gambling, drinking or smoking when approached. Arousal was measured using an electrocardiogram
No gender differences were evident bhe tresults showed thdieartrate increased during play
irrespective of whether the participant won or lost more often throughout the gambling .session
However, the increases were significantly larger in participants who won more often than they lost.
These oO6winningd parti cineausthireed peak afthéadtalthan thdse whdrer an
lost more often than they won and this effect was sustained for longer after the gambling session. For
all participans, the hearrate measurement after tgambling session was significantly higher than

the baseline measurement showing that the effect of a gambling session, whether it is monetarily
successful or nots that of long lasting arousal.

The role of physiological arousal and our cognitive bekavioural interpretation of, ihas been long
established in psychologe.g. Monaghan & Blaszczyski, 2010Briefly, it seems that physiological
arousal is interpreted based on the context in which it oddosaghan & Blaszczynski, 2010
Arousal may provide different signals to gamblers with few versus many probleamblers with

many problems may interpret their arousal as a sign that they will soon lose money, while gamblers
with few or no problems may associate feelings of arousal exclusively with wi(iiungpz, Chebat,

& Suissa, 201P Rockloff and Greer(2010 conducted a study on the subjective effects of
physiological arousal as well as the level of arousal on gamblershu@weed and three participants
were recruited outside Koorana Saltwater Crocodile Far@eimiral Queensland, Australial heir
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problemgambling status was assessed usingRiablem GamblingSeverity Index and they were
randomly assigned to one of two grouttee first playda laptopsimulated EGM before entering the
saltwater crocodile farm, and the second ethithe EGM after holding @ne metre long saltwater
crocodile. Arousal was measurei galvanic skin response. After the trials were completed, the
participants completed the Positive and Negative Affect Schedule which enabled the researchers to
di stingui sh b eibterpeetationspfatheir states pf phygiotodical arousal. The EGM
was a laptop based threeel slot machine game, with four pictured fruits on each eewl had

typical noises associated with EGM pla@utcomes were controlled andrficipants could ltoose to

bet either 25, 50 or 100 cents on each reel in each round; the number of tyieds pkt size, speed

of bettingand final payouts were used to determine the effect of the interaction between arousal and
participants® s c Negaiw Aftect Scheddlde. Posi ti ve and

Rockloff and Greef2010 showed that the ietaction between affect and arousal was an important
indicator of how long a participant would play an EGM, the amount of money they would bet, the
speed of betting, and the perceived enjoyment of betting behaviouiskAfamblers with few self
reportednegative emotions placed higher average bets after holding the crpoodibaitrast at-risk
gamblers with many setkeported negative emotions placed lower bets. Low level arousal paired with
negative affect resulted in the most intense and long lasting betting behaviour (with lower bets),
which the researchemsiggestedvas a result ottempts to ameliorate feelings of boredom and low
level anxiety. The low bet size enabled them to continue gambling for long periods of time with
much less risk involved in eachud than higher betting group$articipants with high levels of
arousaland positive affect, for example, had the highest bettingasideperceived thehigh arousal

to be an indicator of future gambling successowever, his effect was not present in participants
classed as neproblematic gamblers who also had high asd@and positive mood.

Thesestudes (Rockloff et al., 2007; Rockloff & Greer, 2010) provi@enuch clearer indication of

how affect and arousal interact with one another, and howgtleemb | ietarpbetation of
physiological arousal affects theercepton of likelihood of winning and their interaction with the
gambling environment.However,thesestudes were simulationsand so itis difficult to determine

how the partici pant deétedsheirgantbling lbehamigpswhetterygantbling e a f
environments would foster a mooe lesspositive affect in gamblers. Recent biological evidence
again in simulated conditionppints to the potential neural reward value of gambling itself during
betting and in anticipation phases. For example, Amiaging studies of the brain show that the
expectation of winning and making a risky bet are rewarding and are more so for a problem gambler
than for a nofproblem gamble(Miedl|, Peters, & Blichel, 201Z2ower, Goodyear, & Crockford,

2012 van Holst, Veltman, Bichel, van Den Brink, & Goudriaan, 2012

\ 4.6 Pop-up messagesand player information displays \

In order to break the zodike state which problem gamblers seem to enter and to interrupayoeit
schedules whickanfacilitate harmful levels of gambling behaviour, compulsory breaks in plag ha
been suggested as a harm minimisation meadeoe this reason, gp-up messagewhich interrupt
continuous play on EGM#or 15 secondsave beerintroduced into the New Zealand gambling
environment they occur randomly after every 20 to 30 minutes of continuous ptayddition to
enforcing abreak in play, le popup messageprovidesinformation about the current gambling
session (money spent and won as well as time spent playinigg. ndtion is rather simple and
designed to interrupt the high and constant rate of behaviour (and the aforemerd d 6z oned
associated with the schedules underlying EGNd provide the gambler with information to assist in
making an informed decision to continue or cease gamblikga result, a small number of studies
have assessed the effectiveness of playrmation displays such as pap messagesand both
dynamic ancconstanfstaticdisplays have been tested.
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Schellink and Schran@002 collected data about interrupted play caused byympmessage and

other factors from 222 gamblers using a psedidoy aproach. The participants included gamblers

not at risk, low risk, moderate risk and problem gambléteeyf ound t hat based on t|
last time playing video lottery machines, exposure toygmmessage increased markedly with risk

for problen gambling. Problem gamblers westatistically significanthtwice as likely toexperience

pop-up message asgamblers not at risk. However, the differencevas nat significant between

players at any level of risk and exposure to-pppmessage when gamblers had $flinutes of

continuous play. The only significant difference found aften®utes of continuous play was that

gamblers not at risk were less likelyrezall/recorchaving seen a pofip message

Schellink and Schran§2002 also found tha problem gamblers were more likely to interrupt
continuous play by running credits to zero before putting in more mdmeay resetting the timing
mechanism for popp message This increased the losses reported by problem gamblers and
reduced the chamcof being exposed to pap interventions for playing periods longer than 90
minutes. They suggested that loAgrm changes in behaviour may occur after repeated exposure to
pop-up message, through gamblers avoiding seeing the message or by redugngiplay founda

small effect in decreasing gambling expenditure and duration, but only forikgplayers. This
finding was further strengthendéy increased expenditufer high risk gamblers if they had not been
exposed to a pepp message However Schellink and Schrans also proposed that gamblers may
become habituated to the pop message and respond to them in a routine manner.

Monaghan and Blaszczynsk?010 found that while haraminimisation strategies aim to reduce
gamblingrelated risks, static warning signs in gambling venues and on EGMs have little impact on

g ambl er sedsiowthaudhis and behaviours. It has been suggested that to be effeating, wa
signs must engage the gamblerdés cognitive, emot
make the gambler more likely to evaluate the intensity and duration of thei(Roakloff, 2014.

Some harm minimisation strategies héexn based on the premise that messages informing players

of odds and probabilities will be enough to influence respongyalmbling decision making.

However, research suggests that effectively communicated knowledge does not changal irration
beliefs orerroneous estimations of the chances of winfiRagckloff & Hing, 2013.

Monaghan and Blaszczynsk010 evaluated the differential effect of dynamic pgp messages

(similar to those used in computer software programmes) compzagtdtic signs and the content of
messages on participant s 6lIn tharcfiestl study 12FrbgolardsGM s and
players in a laboratory situatiamererandomly assigned to pagp or static messaged.heir second

study used aidentical methodology butvith 124 regular EGM players in an actual gambling setting.

The researchers found that pap messages encouragingselp pr ai s al such as: ADo
l ong you have been playing?bo fi D o sigpifcantlygyreated t o t |
effect on selr eported thought s and behaviour s, presum

attention to their current situation. There was also evidence that these messages encouraged
appropriate behaviounambdéfsicghsoascroMbivnggacnds
or popup boxes representéide besimethod of attracting attention to responsible gambling messages

during actual play. There were no significant differences between problem argroidem

gamblers irthese results, though the researchers suggested that this may be due to the low numbers of
problem gamblers included in the study.

Munoz, Chebat and Suis§2010 also examined the impact of warnings on gamblers who play video

lottery terminalsut from a different perspective than Monaghan ara$Bizynski (2010). Munczt

al. looked atcognitive processing of fear appeals (or threats) in warning labels to promote responsible
gambling A sample of 258 adult VLT gamblers was screened using the Canadian Problem Gambling
Index. Twelve percent ofhe participants were classified as fmoblem gamblers, 51% were
moderaterisk gamblers and 37% were problem gamblers. This high level of modiatend
problem gamblers in the study was in contrast t
Their results showed that both higher threat warnings and warnings associated with a medical source
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were most effective in enhancing depth of information processing. Depth of processing is likely to
influence positive attitude change and theory increase the likelihood of gambler compliance.
Threats included such things as family disruption, financial failures and suicide. Strong threats were
most effective with highly involved VLT gamblers. However, threats did not generate fear for less
involved gamblers. Munozt al. emphasised the stepise nature of this effect, that is, the effect
occurred between the moderate and strong threat ;réaggethreat had no effect as opposed to a
small effect.

More recently, Munoz, Chebat and Borg@912 investigated the effects of a graphic warning
picture and threat messages (involving financial or family disruption condjtion depth of
information processing, attitudes to gambling and intended behaviour. A community and service
provider recruited sample of 103 individuals (78% problem gamhdersenedvith the Canadian
Problem Gambling Index) took part in a simulaféalced exposure) session using 2 x 2 factorial
design to test: content of threat (financial and family disruption) x graphic picture (presence vs.
absence) Participantsvere administered measuresimformation processing, attitudes and intended
behaviar afterwards. The presence of a graphic enhahbeth cognitive appraisal and fear andl ha
positive effects orthe depth of informationrpcessing. In addition, graphic content owined with

the family disruptionsthreatwas more effective for changirgftitudes andntention tocomply with

the warning than other combinations of the manipulated variablé& authors suggest that both
format and content and any potential interaction must be considered in messages warning,gamblers
for examplethefinancial disruptionthreatcontent did not require an image to be effective, but family
disruption warnings did.

Whether or notany effects will be sustained in the loigrm was assessed in part by Monaghan
(2008 in an extensive literature review of pap messageand related harm minimisation messages

in EGMs. Monagharf200§ examined alcohol and tobacco health warning labels. She found that
while research suggests these may increassuocogr awareness of labels, this awareness does not
change perception of risks of hazards involved, nor does it change consumer behaviour, at least not on
its own. With tobacco where considerable progress has been made, the effects are likely due to
interventions at multiple levels. The nature of gambling perhaps swsgtedt gambérs might
respond to this type of intervention in a more efficient manner. This is because the interruption of
play from the message both prevents the player from continuaygfet a period of time and also
provides information on their gambling sessiperhaps confronting some distorted cognitidrhus,

these interruptions are fundamentally different from warning labels on consumable praadgicts
might be effective even dther warning labels have not been.

Whether threatening messages are necessary was brought into question by Jardin an@id)fert
Although highrisk threats have been shown to be effective in reducing gambling behaviour both in
nonproblematic and problematic gamblgiidunoz et al., 2010they do not assess the issue of
cognitive distortions which archaracteristic of problem gamblers. They also seem to have a greater
effect on norproblematic gamblers and as such may not be targeting the issues inherent in gambling
problems Targeting nosproblematic gamblers in this way may be effectineterms of harm
prevention Thus, as a hasminimisation intervention they might be beneficial but have less impact

on established problem gamblers. Jardin and Wulfert recruited 108 undergraduate psychology
students, 69% of whom had previous gambling experidmmeghit was not knownwhether any of

the participants were problem gamblers. Participants were randomly assigned to one of three groups:
the first receivedoccasional popp message which described game characteristics (reminding
participants that thejave no control over the outcome of the game); the second group received
occasional pojup message which were unrelated to game contingencies; and the didrchot

receive popup messages

The participants played a thoemiombetoneoneiofsemid wetldesiof ky wl
the wheel which could result in them either winning or losing equal, double, triple or quadruple the
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amount of money bet. All participants started with $500 and could bet one dollar, five dollars, ten
dollars, or twaty dollars per turn. The game was controlled by the experimentersistributed

reward in line with eight phases of triasross which wins occurred at varying frequency, with one

trial in which participants could notwinBot h t he O&édepcpgrpupve@&d ndophe
pop-up group received a pagp messagevery three trials.Jardin and Wulfert (2009) found that
participants exposed to descriptive messages about the game spent less money, played fewer trials,
were more likely to stop playg the game while they had money remaining, and exited the game
much more quicklythan the other two groups when the eighth phase was in effect. The depth of
processing effect discussed by Muredzal. (2010) was evident, in that the only effect foundhis

study was related to the content information rather than a simple interruption of game play. Whether
this type of popup messagevould be effectivefor problem or pathological gamblers with more
severe cognitive distortiorigas yet to be seen.

Alterationsto features 0EGMs beyond pojpip messagear with information that can be included in
pop-up messagehave also been investigated. Feature changes such as implementation of clocks, on
going money tallies and features commonly intrinsic to EGMich as the speed of music) have been
assessed. Ladouceur and Sévigp909 evaluated the effectiveness of two game characteristics
already in place in Canadian EGMlocks and cash displays. Thi#yght gamblers from twelve
different gambling sites were approached when they were seen to first sit down at an EGM. Those
who agreed to participate in the research completed the South Oaks Gambling Sareety-four

of the thirtyeight participants were neproblem gamblers, seven were consideredstand seven

were problem gamblers. After the gambling sesghom participants were asked to complete a survey
about their perceptions of the displays. Thetinsepili ay appeared to have | itt
control of their gambling behaviour although 89% of participants stated that they had noticed the
clock; however,73% of participants stated that time was not an important factor in their enjoyment of
gambling. In contrastthe cash display did have a perceived effect on gambling behaviour. The
majority of participantg86%) reported that they preferred the cash display more than the credit
display because it was easier for them to keep track of tleirgnof money that they had left to
gamble with. Over half of the participar{ts8%) believed that the cash display helped them control
their gambling. However, the effectiveness of these measures is questionablessliheeferred to

t h e ¢ apafedpteomssrdiher than direct measures of gambling behaviour.

A recent study canvassed 300 gamblers and theiregmifted experience of the responsible lgiamg

features of a machine type call®ue Gumthat they had been observed playing in Quiesas
Australia (Blaszczynski, Gainsbury, & Karlov, 20L3 The ecific features evaluated were:
responsible gambling messages (animated signs displayed on the gaming machine advocating
affordable play budid n o t interrupt pl ay), a fAbank winning
gambled, an alarm clock to voluntaritye-set session length with naotification when time wasaip,
demamstratormode (feature allowing continued play without inserting money) and charity donations
(the ability to donate residual funds to charity rather than continue gambliing).lesults inécated

that although most patrons were aware of the responsible gambling featBhes Glum few elected

to use them. The alarm clock was particularly unpopular and responsibdbdirgamessages were

not displayed in a prominent enough place to allogye&ading and comprehension of message.
However, atrisk or problem gamblers were more likely to find these messages impacted negatively
on their enjoyment of play than recreational gamblers. Deimatormode was the only mechanism
considered by the #hors to be potentially useful in harm reduction (though they acknowdetige
potential impact of a lack of publicity and explanation of the responsiblélgenfeaturesmight

have hadn their findings). Thelemmstratormode encouraged a break in payd provided a way

to participate in the games with others socially without spending money. However the notion of
social participatioras protective in some wagust be considered in light of the aforementioned social
facilitation effect and potentiaffect of the mere presence of others on gambling intensity.
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The focus of feature manipulation and pgpmessagef EGMs is to deter problem gamblers from
continuing to gamble and to prevent transitions from-piailem to problem gambling. In order to

do this, without too harshly impacting upon the experiences and enjoyment-pfatid@m gamblers,
features which impact directly on problem gambling have generally been the focus of evaluation
efforts, and are likely to have differential effects on probter atrisk gamblers. These manipulations
haveincluded:

1 Game play pauses as the result of a-yomlisplay which breaka period of continuous
gambling.

1 Popup messages displaying information about the oddsimiing whenplaying EGMs, an
overview of the current session (timand expenditure) and the potential health risks
associated ith problem gambling behaviour.

1 Continuous running counters which display the amount of money a player has remaining or
the amount of money they have spent so far.

While the evidence is not as comprehensive as desired, there is evidence to suggest that interventions
of this type could reduce the incidence of problem gambling and perhaps assist some problem
gamblers to control their gambling. The exact nature of thenvaton that would be most effective,
however, remainkesscertain. There isin principle good reasoigrounded in behavioural sciente

suggest thathe combination ofbreaking play and providing informatiocould reduce harmful
gambling It remainsunclear if there are specific gambldos whom this will be more effective,

what information will be effective and how that information should be deliver&tie review
presented here indicates tlghamic (movingimessaging bringing to attention the@amt of money

spent and remainingwhile also incorporating some threat elements from a medical/health
perspectiveis areasonable place to start.
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5 RESULTS: FOCUS GROUPS

Elevenfocus groupsvereconducted with gamblers, Asian and Pasifika gambling treateswices
staff, and gamblingindustry staffto discuss how game characteristics, fpgamessage and player
information displays (PIDS) relate to gambling behaviodrhe gambler groupsind Asan and
Pasifika gambling treatment services staff (cultural perspectives) ghagppgame characteristics as
their primary focus (popip message and PIDS were discussed in this context), whilegdmabling
industry groups were focused more towards behmal impacts of popip message and PIDS.
Findings from the focus groupgereusedto inform the subsequent iwenueobservationaphaseand
survey.

\ 5.1  Participant characteristics \

The If-reporteddemographic features of the gambler participants irfdbes groups are shown in
Tablel. There was relatively equal distribution of male and female participantsself-reported
ethnicity was satisfactorily repregative of gambling populations. Approximately half of the
participants seifdentified their ethnicity as NZ European. Four participants did not disclose their
ethnicity. Seven of thell MU o paiticipants took part in thd e d i ¢ at déodus gkdUpoptinei
remainingfour took partacrossthe other focugroups. The age distribution of the participamss
satisfactoryand consistent with population level researttte majority of participants were aged
between 30 and 5@ears In New Zealand, problemgambling is most common among those aged 35
to 44 years (Ministry of Health, 2008)

Table 1. Demographic characteristics of focus group gambler participants

Demographic variable N
Gender

Male 18
Female 22
Ethnicity

NZ European 19
MOor i 11
Indian 4
Pacific 2
Undisclosed 4
Age range

20- 29 years 4
30- 39 years 13
40- 49 years 12
50- 59 years 5
60- 69 years

Undisclosed 1
Total 40

Additional characteristic®f the participants in eaaf the focuggroups are detaileaverleaf
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5.1.1 Gamblerfocusgroups

Community low frequency gamblers

The nine participants comprised four males dline femaleswho gamble less than once per week
Their estimatechgeswere betweei20 and30 years and60 and70 years Participants reportedmix

of gamblingpreferences: exclusively casino table games (n=2), exclusively pub EGMs lpott3),
casino EGMs and table games (n=4).

Community high frequency gamblers

The six participants comprised four males amb femaleswho gamble once a week or marften
Their estimatechgeswere betwee20 and30 years and40 and50 years Participants reportedmix
of gamblingpreferences: exclusively casino table games (n=2jusixely pub EGMs (n=2)hoth
casino EGMs and pub EGMs (n=2).

Community mixed frequencygamblers

Five participants comprisethree males andwo femaleswho gamble once a week or maséen
(n=3) or less than once a week (n=2Zheirestimatecageswere betweer80 and40years and60 and

70 years Participants reportedambling preferences as follows: exclusively casino EGMs (n=3),
bothcasino EGMs and table games (n=2).

Current or ex-problem gamblers group one

Six participants comprisedive males andone female who currently or previously hadbeen
categorised as a problem gambler via the P@8kir estimatedageswere betwee20 and30 years

and 40 and 50 years Participants reported current or previogsmbling preferences as follows:
exclusively casino table games (n=bpth casino and pub EGMs and casino table games (n=3),
exclusively pub EGMs (n=2).

Current or ex-problem gamblers group two

Six participants comprisedwo males andfour femaleswho currently or previously had been
categorised as a problem gambler via the PG3leirestimatecageswere betweed0 and60 years
Participants reported current or previous play preferences as follows: a mix of casino and pub EGMs
and casino table games (n=1), exclusively pub EGMs (n=5).

MU o dedicatedgambler group

Eight participantg(four males andour female$ chose to take part inM U o dedicated and run focus
group Frequency ofjamblingvaried. Their estimatedageswere betweer30 and40 years and60
and70 years Partidpants reported pub and casino EGM play.
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5.1.2 Professional stakeholdefiocusgroups

Pasifika problem gambling services

This group comprisechtee participants from two Pasifil@ientedproblem gambling clinical and
public health servicesTwo participants were counsellors; one was a clinical team leader.

Asian problem gambling services

Sevenstaff from a dedicated Asian problem gamblidignical and public health servidgeok part.
Participantavereexperiencd in bothclinical work and health promotion

Pub staff, group one

Four staff who work inpub venues took part. Thegarticipantscomprisedbar managers and bar
staff.

Pub staff, group two

Six staffwho work inpub venues took part. h€se participantsomprisedbar managerdar staffand
Class 4(non-casino EGM) Societgtaff.

Casino staff group

This group comprised seven casino staff membaisiding representatives from haost responsibility
management, operations management and EGM floor attendants.

5.2 Focus group themes \

The results presented here represetiteanaticanalysis of the data focused on the leffects on
gambler behaviour ajame characteristics, pap messages and PID@&s such, the main focus is on
the game characteristiashich gambles discussed as leading to increased gambling and loss of
control, and those features that seemed to facilitate greater coRerdpectives given in the Asian
and Pasifika problem gambling service groups were taken into account when interpreting the
conversations held with gamblerparticularly those gamblers wheere current or pagproblem
gamblers. Themes aroummp-up message and PIDS argresentedwithin the context of their
intended relationship with control over gamblirapd the results of thgamblingindustry groups
focus on howparticipantsobserved behavioural responses to-pppmessagef the casino and
Class4 (noncasino EGM)ganbling environments Brief resultsof the ethniespecific issues that do

not relatespecifically to the above apresenteds well as results in relation ¢asinotable games.

When discussing specific features of EGMs that were attractive, there was considerable consistency
across the groups, both in terms of thain features and #ir rankings. These featurebave been

divided into two primary themes; those features associatedwirithing and those associated with
betting Features that can be observed unobtrusively in vemeresfocused on given the nature of

the following obgrvational study; however, there were no features comnmahtionecby gamblers

that did not fit ths criteron. The features the participants associated with increasing the
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attractiveness of gambling were also all associated with gambling more intemsefpr longer,
sometimes longer than intended. These isatepresentedith each feature and any variations from
thisarenoted.

Additional themes (not included under winning and betting) and information colleptadfically
around popup messageand PIDs are then discussed, followed by insight gained into how features of
table games were talked about. Lastly, additional issues raised Myttlieaorisumer group, Pasifika
and Asian problem gambling services groups are reported.

5.2.1 Winning

With EGMs, and other forms of gambling, gamblers unsurprisingly talked about winning as an
attractive feature of gambling. Sometimes this was in the context of personally winning:

A

iéitods al |l -apmale, mixediraguency graum

Other times it wasust observing someone winninégs would be expected, a primary motivation for
gambling and an attractive feature of gamhlinggardless of th@ambling mode, was winning
money.

ieit was attractive because | s adw |peaorpsl efTrwim niitné
female M U o grdup

Free spinson EGMs

The feature most commonly reported as attractive and important across all groups of gamblers
irrespective of frequency of gambling or problem gambling states free spinson EGMs

Gamblers talked about this feature in a variety of ways, including the notion of getting something for
nothing and a sign of better luck, or simply boo

iOne feels onedsprgioze ay ou egetntt foat HieEgdithotgh, of &6 OF
itds not money,| ty opui cgkost ysocoumeu phi anfgt. e A, femalel lons i ng s
frequency group

AiYoubr e nrdoitl moou ngget somet hing, and the free spi
telingyout hat you wereno6t wasting your monEmaewhen yc
MU o grdup

Participantsin all gambler groupslso suggest that the free spin feature encouraged people to
gamble more lines or more credits, as gamblers repdrtdtiegames occurring durinfyee spins
replicated the bets being maidemediately prior So free sping/on with fewer lines or lower credits

bet were less valued. Gamblers reported maximising credits in the expectation of free spins, or
varying the cedits bet in some predetermined way to try and ernbeiefree spins were maximised.

AWell the idea is that youdbdre on maximum credits
a couple of gods and t hen vy o uedspirs ama mhennyauxustrsitt m ¢ r e
back, put your feetupnow i f you drink, take a dr-iMprkaleand wat
currenfexproblem gambler group
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There was a clear consensn®ong gambler participants and problem gambling service providats

the free spin features encouraged more gambling, gambling for longeén aoche casesontributed

to some loss of control even in low frequency gamblerspragiouslynoted, gamblers all groups

were focused on winning something, even if they realised the free spins were relatively minor. The
free spins also seemed to foster the hope of much larger wins.

I f o hadndét of got the free spinog todrynamdgetthéd sper
ree sfenmke,.low frequency group

Others made it very clear that without the free spins, the EGMs might be a much less attractive
proposition as a gambling alternative.

nSo i f they didno6t hhateverethen that turde@ md off decauge d theught, w
whereds my chance to get a bit of -[@® mae,currenhe nt i n
exproblem gambler group.

Small winson EGMs

The second most highly ranked attractive feature of EGMSs the relatively frequent small wins,

usually in the form of credits. This was again the case irrespective of gambling frequency or problem
gambling status. The participants highlighted that, like the aforementioned free spins, small credit

wins pronoted enjoyment and fun, and extended the time spent on the EGMs. There were some
differences between infrequent social gamblers and current -@roblem gamblers, but the

di fferences were gquite subtl e. B oot nhetggfighthe ps wer
social gamblers were more concerned with maximising the time thelyggrahling.

il dondét bet B0 wWoOm beéegt moaoatgd by betting amount
longerthatlcanmaket | ast , t +tNefenmle,tlov #eguemncy grous . . . 0

The current or eproblem gamblers were more focused on management of the money they were
wagering.

Al 6d rather have a whole | ot of smal/l wi ns and
something which paysvery 50 spins and pays 50 times your b&tnd it 6s an-st énpl e r
bankrol | m-eDn raatg eumanttextproblem gambler group.

The | atter guote also highlights the -problent easi nc

gamblergperceived themselves as taking. This, with their increased perception of their own skill and
strategies related to gambling, including EGM play, is consistent with the existing literature on
problem gamblers.

As with the free spins, it was clear from tiliscussions that a main effect of the small wins was to
encourage or motivate gamblers to gamble for longeriarsme casegor longer than they initially
intended. It is clear that these smaller wins keep the possibility of winning further salieatninds

of gamblers, evefor low frequency gamblers who might never have had a large win.

i We l | when they pay out a bit you thinkGthey ar
male, low frequency group
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Lights, sounds and graphicon EGMs

This category encompasses a relatively broad array of features. Gantikia range of game

specific lights, sounds and graphic&amblerswere variously drawn to features they had not seen
before or favourite machines identifiable through key festu What was most clear was that the
modern, relatively sophisticated range of graphics and sounds were very attractive compared to older
EGMs. The sounds were frequently related to winning and free spins, and acted to build excitement
among gamblers @nonlookers and encourage use of machines anbanly the frequent and
infrequent gamblers.

il | i ke to be in the area where the features ar e
even funny, and theyor e -B, teypdlenhigh flfeqguencyegropn d si t oV e
iYou could see the gold dollars floating all/l 0oV
burst of doll ars al/l over t heGsmleMi@agrdgup. So yup,

The most exciting featuresene clearly related to winning and free spins, and gamblers (even high
frequency and problem/eroblem gamblers) spoke of the excitement they generated, even with
small wins.

iSome machines, the symbol for t habelfyoekmowsspi ns wh
i tos BONG, BONG, BONG! And it just l'ifts your
M, male,currentfexproblem gambler group

=1}

I get up and -4B maeehigivfreguancylgrouwpi n o

It is clear from numerous comments that the range of auditory and visual features built into modern
EGMs generally add to the excitement for gamblers adswhdd to the reward of a win or free spin.

Afésometi mes the music i(sotlhekres af npnonsmnt,i vyee proe)i nyf cou
win something, i f itdéds big or s ma |-1J, femalag highh at |, t
frequency group

Unlike the free spins and small wins, there were some gamblers who were less positive about the
sounds. These views tended to be expressed in the high frequency and ctprehtéar gambler
groups. The views were largely related to taking attention away from the game, disrupting the

gambl er6s concentration, othersdanttiteveauet i ng unwant ed
Al dondét | ike um the sound of the reelsé |ike |
soundétacky. .. itbés just r eall maenmiglyfiequencygroup y ou &

Jackpotson EGMs

Jackpots and large wins were not commolntyed as among the most attractive featuresEGM
games. In fact, they were only a significant feature of the high frequency and curpeabkem
gambler groups. This is perhaps because the higher frequembjega are the only ones likely to
have had large wins of this type or perhapgsdwins of this magnitude. So for most gamblers the
reality is very small wins and extended sessions with a hope of a larger win at some stage.

AYou still packpeteafothéehahd owhy hwee &draggy gamhulsien
k n o wBo female, high frequency group
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For the high frequency gamblers and the currenifeklem gamblers it was clear that the jackpots
and the possibility of much larger winsere a stronger motivation than for the lower frequency
gamblers. Many of these gamblers have had wins of this sort before and seemed to believe that their
pattern of play had some impact on their winniadthough the views expressed were quite disparate.

i | |l i ke the fuller machines, because of the |jac
going to go off faster... Yeah, yeah, because everyone is feeding the machines money, so it will go up
and up. And | always pick one like where thekiots hi g h , |l i kemobuadas wheunndt

goi ng -tSdemgle low frequency group

ioOh | think itds attractive @@héa&nnldiaké@ighe boomds
and you just feel like théhances are goingto le e t t & male, high frequency group

With respect to the jackpots, the participants talked about more social aspects of gambling, in that
linked jackpots draw more of a crowd and EGM play becomes less sadlitawysense More
interaction was repat with other gamblers with references to team play and competition. This was
all linked to increased intensity of play during these periods.

While the game characteristics discussed earlier (free spins, small wins and auditory/visual features)
all encouwaged increased gambling (in both time and intensity) and perhaps a loss of control, the
perceptions around the effects of jackpots were different. An advertised jackpot that was arranged to
pay out before it reached a certain value clearly encouragedaged attention and increased
gambling. However, the jackpot paying out to the gambler in questibtmsomeone elseesulted in

mixed comments from participantgor some low frequency gamblers, a jackpot paying out seemed

to aid control and the dision to stop gambling. However, for mgetrticipantswinning a jackpot or

seeing someone else win a jackpot encouraged more gambling, either in the current session or future
sessions.

ot

| fy tlhjeackpot s] -@ agle, lowftequenty@nmu out 0O

Al 6ve won $2,500 at the casi no causetkeptputirdgmoneywal k e c
i n-&, female, low frequency group

AiDefinitely, when you have that first Jackpot hi

youkeeppn coming back and t hen ibnegf ommoer ey otuh aknnoywo ui tar
B, female, high frequency group

5.2.2 Betting

The second group of game characteristics commdisigussedvas linked to the betting aspect, as
distinct (in as far as that is possible) from winning. Betting and the excitement of uncertain outcomes

werementionedas i nfl uencing gamblersd behaviour.
AEvery time you push that b ugbihgdoget, youtkrow?0fsif¢ouy o u Kk r
dondét, if you dondt get your free spins, itdos |
payout. Someti mes itdéds going to be your best friend,
itds slhi,kel,6vgeo put al |l t hi sK, femalepcurient/eproblemdgantblerl v r e c
group
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Denomination of machines

Across allgamblergroups, the participants reported preferences for lower denomination EGMs. This

was linked to getting vaufor money and maximising the amount of time spent gambling within their
predetermined budget (where appropriatiells havingmore perceived control. The more frequent
gamblers reported more variability in how they played (such as varying number falidebet

amount in response tor the expectation pbpecific outcomes) and discussed more strategy in their
approaches.  However, aljambler participantsgenerally expressedpreferences for lower
denomination EGMshey were seen as the sensible choice for the average player in contrast to higher
denomination machines which were seen as the playground efdtligis only.

Al just | i ke the pretty pictures andsiegfoeme/t hi ng
mostly, that s why | sort of u iyou haves moseyfor yourt h t h
mo n e Madmale, mixed frequency group

(

AYou ogreet frmor your rH fereaje, lavdregiency graup ? 0

i But [ do it sfoort heentleorntgaeirn ntemat, | G B,femam lkve i t |
frequency group

Across the gambler groups, participants seemed to realise that the perceived safety of low
denomination machines actually led them to gamble more than they perteaquied. They bet more

lines and more on each play than the denomination of the machine, and rationalised this in that they
were still wagering relatively little per spin, whilst increasing their chances of winning. Thus, they
seemed to understand theldhén nature of this increased expenditure but this understanding was not
sufficient for them to change their behaviour accordingly.

iThe machine says one cent . .. but to get a r eas:s
sayyouplayafw cent machi ne, whatoés five cents? Nothi
and it md,umal¢, sixed fpequency group

Among high frequency andurrent/ex problem gamblershe low denomination machinealso
provided an opportunity to gambhgthin a constrained budget.

ifiAnd then you have different machines with diff
some day youbre | ow on money youbre |ike | wonot
machines, becagy o u ar e -#&dndle, bighdrehoency group

Moreover, the playing of low denomination machines sometimes blended seamlessly into higher
denomination machinesCurrent/ex poblem gamblergeported sometimes making a change to a
higher denominatiomachine without fully considering the implications, at the time at least.

AYoubre playing the one and two cents, and then
two or three dollars a spin wit hineit goshelatthey r e me
heckamldoingA hundr ed s pi-Dganale, surréhleprobbem gambler group

Number of lineson EGMs

The number of lines played relates to several of the prdyiowentionedfeatures, predominantly via
betting amount and denomination of machines. Betting amount increases with the number of lines
played and the cost of each line played obviously changes depending on the denomination of the
machine. There was a clear prefeemcrosparticipants inall gamblergroups to make minimum

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



bets on multiple or maximum lines. However, the higher frequencgamnentex-problem gamblers
reported making higher bets on maximum lines and had more variability in the number of lines
played, while the lower frequency groups preferred a low betting amount and a more consistent
approach. It was suggestbg gamblers across the groupat the low betting amount allowed them

to play for longer withexpenditureaccumulating in a less noticdajalbeit more controlledvay.

The number of lines played was frequently associdgdall gambler groupsvith strategies to
maximise both small and large wins and free spins.

il 6ve been into pubs I|Iike wherd , t o jaadlopnattd < all
there and | just max it and | get it, and it just sort of cuts everybody off. But it works though, | mean

for some reason it works. You go to max bets and then you win the jackpatsamt af cuts

ever yb o-dymde autrentéxproblem gambling group

The gamblerparticipantsin all groupswere very clear that winning free spins after betting on only
one line was not a desirable outcome. They also talked in terms of their perceived likelihood of a free
spin influencing them to play more lines.

AThatdos it, yeah, and you wanna be on yomgex bet
all t he bk, analeaureehtexpraobtedm gamblingroup

Mor eover, the noti on t hraased with ¢hé sumhehod Imes @layedoMas wi n n
also expressedcross the gambler groups

n. . because there is more | ines, l' i ke the winni
want to keep winning on it,0we eqnpedrhtoautghe | armawretn ¢
if 1tdéos li ke 50 Iines then 1 0m |Iike yeah o611
mu st Wi n, just 6cause itos, it seems lalwhys it ds

pay al | o-f], malé, bighlfrequeacy group

As just outlined, the participanti all gambler groupsliscussed the attractiveness of playing more

lines in the expectation of favourable outcomes, amthe case of more frequent gamb]esarying

their strategies based on these perceived outcomes. Nonetheless, they also talked about their
understanding of the harm of betting on all possible lines. Once again, this awareness did not
necessarily transfer to any behavioural change.

i You k napen adime gou had a limited amount of lines that you could play. Now you can
play, you know, theybve changed it so that you c
not aware of it, and you accidentally push that buttbhere goes ay o u r  m-al nnaale cuent

exproblem gambling group

5.2.3 Control over gambling EGMs

Across all groups, the desired features of the EGMs (e.g. free spins, denomination, number of lines
played, sounds and lights) were associated with more gambling and quite possibly some loss of
control. The only feature of EGMs that was repoldigdjambles as helpingo control gamblingvas

the presence of a clock on the screen of the E@¥ed only by high frequency gamblers. External
factors such as needing to attend appointments or go to work alsyenentioned these are
obviously not features ohé EGMsand thus are not discussed further here
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Free spinsor a lack thereof, appeared to have the greatest effect on control. This obvious
inconsistency is evident in the emphagsmblerpar ti ci pants put on the 0
receiving free spis, while at the same time many suggestedithey would continue to gamble until

they had attained at least some (or more) free spins. Again, winning jackpots produced divergent
views. Low frequency participants often reported a jackgrdargewin hdped their control, whereas

high frequency andurrentex-problem participants felt it was ineffective in aiding control.

il think in a way, that you donét win because i
play with, if you lose,youwahto chase it so you really donét win
a bit of money oh right, wel!/l Il 61 1 go for the b
try for the jackpot and. . . tMGfemalegurreptexprodlems e, vy o

gamblinggroup

Nearly all of thegambler and problem gambling service stadfticipants expressed views that the
EGMs are not designed to help players attain control over their gambling. Although this view was
expressedery frequently, again it was not sufficient for them to change their behaviour accordingly.

fi ( Be) c aus ewhy doeheygnanmnyos to have control? They want you out of control. So the
games basically do nothing. Having a friend with you, hagisgber driver, all those types of things

can help you, but thatdsfnbowaygamke é-Patalaueselt
currenfexproblem gamblingyroup

AiThere really wasnoét [ anyt hi ng]lneyoraneeded to goato te, it
toilet or you were hungry. Nothing in the game itself, unless it was a boring game, thend6 d f i nd
anot her o1& maeMywa@gpup

5.2.4 Unattractive features of EGMs

When discussing specific unattractive features of EGMs, opinions were again relatively consistent
acrossgamblerparticipants. Two principal clusteremerged: those features associated wibrly
maintained machineand those features associated wieltue characteristics.In both cases these

could be argued to be more features of the gsrthan the games themselvesasyne stagethe
participants all seemed to enjoy playing EGMs.

Poorly maintained machinggnded to be associated with avoidanceab®urs; participants would
simply choose EGMs in better physical condition or alternative venues. Thus, there was no apparent
link to gambling behaviour, agarticipantswould still gamble but on alternative machinesatra
different venue. Venue chaacteristicswere associated both with reduced and increased gambling
behaviour.

Poorly maintained machines

Participants in nearly all of the groups commented on how an unmaintained EGM negatively impacts

on their decision to play that machine. EGMshwitoken buttons, lights, sound and slow rotation

were reported by the majority of participants to cause frustration. Most participants would not start or
continue to play a machine that was edthabwheny mai n
a machine is poorly maintained, a component of the entertainment associated with EGM play is
missing, leading to a decrease in the amount of excitement, satisfaction or reward experienced.

AfiAnd the frustration when nodhinea Uh ang also sométinndst o n s
your |l ights are out or your soundébés not coming ¢
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that, t hat same adrenal i ne wiKefemalgaumentexpreblermav er yt h
gambling group

i Um | tlike poordisibility on the display too, some, some pokie machines have like a light failing
or something and there, yeah so | 6d | eave tho
not making any sound or noonéetimes the music ia hkg & positive |
reinforcement... you know when you wi rstsertmimet hi
rei nf or c elsfemale, dighirequency group

e
o
n

Venue dharacteristics

As mentioned previous)yt was difficult for the participants to separate the venue characteristics from
the features of the game as both are intertwined in their experiences. The majority of participants
conveyeda dislike of crowds or groups of people around or near the B@&y were playing. The

need for setting omaintainingboundaries with others was discussed. Two major reasons for this
were a belief around their luck or chances of winning changing with the presence of another person/
people, and a lack of privacy.

At their |l uck might mess your |l uck. .. ltds supe
for you, you want them standing nex-@fdmale,lpu o0t he
frequency group

The need for privacy was largely an issue raised by women but was important across all of the groups.

il j ust see it as a personal thing you know, I
much |1 édm spending or é-N femdb towfrequercyhgroupd m wi nni ngo

i Wel I | feel uncomfortabl e, l i ke on the wunattr
someone is standing over me s houQ, daerlowfreqoemdyi ng a't
group

Additionally, some of thearticipants reported that they played a machine for longer and often longer
than they intended, if there was a person standing behind them waiting to get onto a machine. This
was commoracross both low frequency and high frequency gamblers. The rgaticpants most

often provided for this were to annoy the person waiting, a sense of competition with the other
players, and to avoid the feeling of anger and disappointment experienced if the person who plays the
same EGM wins immediately after they baxacated that machine.

[ People standing behind you] makes you wanna p
i ke nabding té&mpl ay-Grhaewaevireqiency graup s * 0

-]

i ng i s ebody gefsmmw andyvens yoo $oft of glarerat ¢ h i n
m

ifiAnd the worse th
t hei yf anwintely o B t-tMpfiEnmak gutentexatc d k @ e 0

t hem, itds not
problem gambler group

5.2.5 Popup message andplayer information display systems

When considering the commeritsth of the gambler and industry participants, the initial conclusion
is that popup messages seem to be working as interttiegt enforce a break in play that may simply
break routine and could also encourage reflection on. plaige high frequency andurrentex-

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



problem participants expressed views ranging from irritation through to acceptance/habituation over
the forced break in play. It was evident that the -pppmessage were being read by these
participants (from comments on the accuracy or otherwfsthe information), with the information

being processed in some walgey commented on the content and perceived accuracy of the session
information provided in the pepp message Low frequency players had either not seen theymp
message(they mg not have played EGMs consistently for the approximatel$@finutes required

to receive onedr found them only mildly annoying.

ABut | think they are working. I know there is
ups... Some ahem were shocked when they realisswhomuch t hey hadMwon anoct
female M U o grdup

AnThey tell you how | ong youbve been there, whi
forgotten what day it is. ovB yoti kndw basiealynwhgt d u ywer 6 r e
lost because your brainwell for me anyway is always ticking. You know how many credits are in

the machine, so you knowf you 6 v e wo n- Dpmaleyuwrenfexpeobldmoganbling

group

iAh, t h e gsigreed te it rjow, shbse are, those that use it as their social outlet, they um, um,
they just resigned to ité Just anothereée | donot
trying to ent ed mad, Industnhgeoops el ve s 0

Overall, the pp-up message were not a feature of EGMS viewed positively. For the most part, high
frequency andcurrentex-problem gamblers felt they experienced an unfair disadvantage when the
pop-up message occurred while they were playing for a linked jackmatcurences of this nature

were very distressing or annoying for participants. Additionally, they were perceived by some
gambling and industry participants to be a breach of privacy, while avoidance behaviours by gamblers
(e.g. moving machines frequently tewoédd popup message not engaging with the information
presented, moving machines in response to aupopessagandthus resetting the session counter),
were suggestelly industryparticipants

fi Wat it does isfor any passeby who | ust happens to be walking
won or lost on that machine as walecause they can see it on the screen you&iotv6 s a br each
privacy0 - D, male,currentex-problemgambling group.

ot

They jlookatit,theyraitl t by j ust +Vyhhdudtrpgrokg ng at it o
AiYou know, they might gets osnoeneentémustryggromput of t heir
AfJust wal k away, go a&ndalt&kve .a ad it@ mndudtyigioepea md naid n

iThey move round mor e, because of t h-eA, lfidasty t t hat
group

Al find | ots of t h-@momesup,nhit it thargds thevlbelaaiourt ohtlee game,p
l'i ke if ités bdeérmtsgihrenimag hti mey st Hiumkned bad, it
andhey move ont o -&male mdustrygiap hi neo

Additionally, it was reported by the industry groparticipantghat the elderly and overseas gamblers
were more likely to & confused by the peyp message This was mainly due to pap message
not being installed in EGMs overseas, language barriers and familiarity with older machines.
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ifiThey confuse the elderly. .. They eeanaameypardio * 1| al

Ipushedabtt ono and t h@&mdustrygroopu | dndét . . . 0O
AUm 1 6d say the ol der clients probably get, y 0
restriction, compared to what t h enger tlientsare llkee e N U S ¢

okay thisimow it i s, -INAddlstryg@wp!| wi th ito

i[ Referring to overseas patrons] Yup, because t
it being a machi wwenmw o you haheaossethistybuiksow piece of paper or

you cané6ét stay this amount of time or itbdés all t
s, you know, theybébve come & oheprleayf.or. plt-edhass unroet, |

ndustry graip

Many of the behaviours the industry grogarticipans noticed were indicative of someone
experiencing anger and frustration. A high level of irritation was usually displayed by a gambler
through swearing, shouting at stadfhd smacking and slappinthe EGM when a pepp message
prevented them from playing the EGM around the time a jackpot was due to be won.

AnAnd the one thing that frustrates them the mos
mystery one, it pop kst,arpltheyhrptypumahebmtonwbgetrid(afﬁ...ja
They donét care about i-upbecaude ¢hgy wendto Blay forctlzejackpoa b o u t
but itds just an i ng¢onwve nadevnacnet afgeeds meldh&edusplt ehcear u sge
group

i Some, some wi | | sit back and others wil/ bang
cancel credit or theyo6l]l press the 6take wind b
and theyodol |l jusitgodsangi® daoi n d etfh amatke Voeostoigioup

The majority of the participants in the industry groups tended have a negative and unsupportive
perspective of the pepp message There was one participant who felt that they were having the
desired effecaind enabled the staff to be more attuned to those patrons who could potentially develop
problems with gambling in the future.

ifBut | think that i s what itdéds done though, has
trance, going likethat t aps tabl e* for hours on end, itds st
why i1 tds an inconvenience, we donot see that a

because of that because people are more likely to get frustrated whereas befdredwe @t real |l
notice them becausetheyu st s at t hBelndestrfgmup hour s o

However, the majority of membersf the industry group participans expressedjuite a different
perspective.These participants drew on notions of individual respongilditir gambling behaviour,

and the legality and legitimacy of gambling as a leisure activity to suggest thap pogssage and

PI Ds are an unnecessary incursion into peopl eds
effects (increase a problem gaebl éxpenditureby encouraging them to chase losses, deter
responsible gamblers from playing through annoyance caused). They stressed a lack of clearly
communicated unequivocal research available to support the harm minimising effects-ugd pop
message Another view commonly expressed was that the while the information provided-mppop
message and PIDs may be of use to a very small proportion of problem gamblers (who may be
unaware of their session activity), it does not justify the discomfortparakivedinsult caused to
gamblers who are not experiencing problems and who are fully aware of their time and money spent
pursuing their chosen entertainment activégpecially in the context of a lack of supporting research.
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AYup, s ot hietm nsapkeensd mor e monseyreabhl yygobtbtRdbas pne
Industrygroup

=1}

Yeah, t he whole idea 1is thelyi ktehisntka tteh aa n dg achon G
hey are doingtheytIibsowe Wdibaitinlgodsteygdug t |

—

AiYou put them i n, t hese, t hese, t hese Pl Ds and
trying to help whiathetrhwd stehrigaed spgrucsdantamhét her t hi
nannyi-a, héustrygroup

Nevertheless, seteported evidence for the effectiveness of the-pomessage was obtainefrom
two of the current/eproblem gambler participants reporting that the break in play and information
displayed was a factor in their hedpeking.

AiBmeti mes | see it and itbds | i ke Oh! Have | bee
I 6d think | dondét want to be here so | would go
right? Gosh thatoés aolosmgnd i mke&tfemalejcorentededo n 6 t W

problem gambling group

While there was a distinct awareness of pppmessages among frequent gamblers and industry
representatives, clearly suggesting an effect on gamblers and the gambling environmewaglzere

lack of knowledge about the PIDS across the gambling groups. The exception was some male
participants in the high frequency andrrentex-problem gambling groups who demonstrated the
most knowledge of the feature. However, these participantsthisdlDS as part of tiregambling
strategy to choose high percentage pagk machinesAlthough sich machinesppearo be fairer/

better for gamblers, careful simulations have suggeiaithey are likely to be a more harmful
product (Harrigan & Dixa, 2010). The notions expressed about the PIDS by high frequency and
currentex-problem gamblers seemed to emphasise an increased ability to win, with the idea that by
using the PIDSgamblers had a better advantage and could play the EGMs more sthgteéina

those gamblers who did not use theifhus PIDS were often seen in a more positive light by the
participants compared to the pop message

Ailtés good, e-qupgambless| ifitheyy $ @ r i hat ©¢ t h-elj male,ahighv ant ag ¢
frequency group

iSo a bad percentage payout instantly turns me
pl ayer information displays you press the | ittl e
at. Soif | saw a machinewith87%6d | eave it al one i f there was ¢

pl ayed them as a-Dymalejcurentexproblem gangobnggraum

Al just

|l ook at the percent payout val ue, I don
puts me off

-AB, knales higm regjuremcy geosipd

5.2.6 Behavioural responses to peyp messagesn EGMs

An important part of the industry groups was to obtain their observations and expert opinions on the
typography of behaviours that might bbservable in venues following the occurrence of-gop
messages. On the basis of their comments, and fulidearssions with industry collaborators, an in
venue protocolvasdeveloped for use in the observationaimponent of thetudy. The design ohée
observational study wadescriptive, rather than a checklist type observational apprdaetever
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research staffvere maddamiliar with thefollowing list of behaviourgroduceddy industry staff, and
the contexts in which they are likely to occur.

a) Anger, frustration and confusieroften associated with a jackpot nearing its limit or the belief the
gambler themselves had made a mistake
1 AnPeople get angry and pissed off, they want
put i tPulbsaftmember
T AThey doné6ét care about -uptbecausenheywant w pldytfor c ar e
the jackpot, but itds just an inconv-enience
Casino staff member

T ASmack t heCasire staffimaneber

T Al dd say the ol der clients probably get,
another restriction compared to what t hey
younger clients are | i ke, -Odsimowtaftmrimbes i s how

b) Necessary and unnecessary button pushing

T AYeah, try to get rid of it, because behavi
they go to them all the time and they know as soon as that screen pops up, what button to
push. Soitwillpopup, @ t hey wondt even bother | ooking

this *tapping* so t h-&€gsincstafimegnbetr back to spin
T ANine times out of ten they push the wrong
the cancel credit, they wile on another machine, just so they are still in the play for the
j a ¢ k-mMNortcasino staff member
T Some wi | | sit back, and ot her Noneasinoktaffbang a
member

c) Cashing out intentional and unintentional (accompanigodudible/visible frustration)
1T fAnd | canot think of any time where someo
purpose to cash out, so they coddiditbgo home
mi s t a-KCasihdstaff member

d) Changing machines
1 AMThe number one thing I have observed is t
machine for hours and hours anymore. That they are far more likely to change machines
mo r e e Casir® staff member
f AYup, yeah, those are when the jackpotds hi
t he n e xt-Nomaasihoistafenember

e) Texting/checking messages
T AYou Kknow, they might get s o me t h indugtry o ut of

group

f) Break(bathroom, cigarette, drifkhen return to machine
T AJust wal k away, go and have a cigNomette a
casino staff member

g) Waiting and watching other gamblers (ignoring message)
T Al f they press thkeayyoneknbiweyobébhtjose waip
then the machi nGasingstdffimensbérar t agai no
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5.2.7 Casino tble games

When discussing specific features a#sinotable games that were attractive, the participants who
played table gamesotedrelatively consistent features. Discussion across all of the groups ensued
around thesocial aspectsthe pace the idea otontrol, choice and skilinvolved in the table games

and themovement anghysicalityof the gamesvhen compared to playing EGMsThe majority of
these features were voiced by all taglemegamblers regardless of the frequency of gambling or
problem gambling status.

Social aspects

Most notably, the feature commonly reported as important, regardless of frequency of gambling or
problem gambling status was the social aspect of table games. This feature of table games focuses on
the involvement with others in close proximity and sets table games apart from the more solitary
EGMs. Participants discussed this feature in a numbewasfs citing a heightened level of
excitement, intensity and energy, a desire to gamble more or to start gambling on that particular table
and an increase in entertainment value.

i...itds a bit |like watchi ng ait i§ anwost ika Watchingga me é i |
football game, thereb6s high fives and all sorts
itds a bit |liskeviwmeémgy o s Mewsmmrehtexprbblein pambley 6

il al so claiskenogt ittlbess a | ot , yeah, if the Ilike if

they were saying, you like kind of want to go over therenraady be chuck alJ, maew bet s
high frequency group

iYeah, and you getathethewopeement awetldoiwhg and
that adds to the entertainment value, what are the other people doingdp iHhg t hey ér e |
* | a u g Ndemale, low frequency group

Control, choice andskill

An equally important feature afasinotable games referred to by participants was the notion of a
greater amount of control and choice compared to EGMs. Participants commented on the
attractiveness of the sgderceived ability to influence the game, either how it plays out (e.g. by
taking an additional card or not) or the outcome itself (e.g. using a strategy to win). Consistent with
the EGMS, the higher the frequency of gambling, the greater the amount-pémalived skill and
control was conveyedby participants These views werexpressed byparticipants inboth the low
frequency and@urrentex-problem gamblegroups.

Y e s | t her e 6 s thatoyouecandhimlo dbauewhat you want,to do, with a pokie machine

you canét, you just presstasdset haXeahpypahgou caphelt .|. t h e
very wide or very precisely [iroulette], so you have aclwmie, once agaikMfeindeps a cl
low frequency group

Al f one way doesnét wor k f or vy odilthregiathe ncoming j us't
just writing [strategies] down at home. Yeah. It can be a kind of, yeah an intellectual thing or a luck
thing - either way, how, whi ¢ hev e r-Awmlgculyeataxprokdem lgaimbler
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iBecause with theopekiyesr pPet pndtamount and
bh ackjack, you can see what <cards youbve got
not or what y o-Womake, logvdrequegcy graup d o 0

Q —
0 ~+
O My

Movement andphysicality of the game

The attractiveness of thghysicalmovement involved witlkcasinotable games was voiced by low
frequency playerparticipans through tocurrentex-problem gamblerparticipans. This feature

suggests that these gamblers preferred a more @ggdgim of gambling They specifically

mentioned he use of hand movemendach asplacing chips on a roulette tableThese kinds of
commentswere ndi cati ve of the general f e ewhemptayingf a gr
casinotable gamegas compared to EGMS)

ALi ke and youdre sitting blackjak and semet peopl®e haheelucky p e o p |
things they do or you know... and you get to use your hands like, fold and *bangs table* hit, yup, your
body language involved And being able to put heaps of chips down, because they are onlybke t

dol | ars a p o9, femaleeurrdnttexptolieenyganibler

AOh just the ball going around and tolhmighthgve u knov
placed your be éN, female, low frequency group

AWhen the ball spins and | see that there is a
motivates me to bet mor e, soé the spinning of t
40secondtiméd r ame i n bet ween, that 6ssameetl mankt 6 8s mo

t o eR male, high frequency group

Pace

The increased pace o#sinotable gamessuch as lackjack and electronic roulette/as reported by
gambling participantswho gamble on these fornt® be an attractive featureThe new electronic
roulette reduces the time between games and the need to cash in each game-uf Iissasd more
independent with each player having their own screen which is similar to EGM play. There was some
suggestion that the electronic verss could serve as a gateway or testing ground for gamblers who
were nervous about the broader aspectsasinotable games. Converselyaditional roulette is
slower andfor this reasonhas been reported as attractive by other gamivléhe low frequency and
problem groups

i Wel | um, for, for roulette, um you know you mig
are on the table and how many pay offs there are, you might be sitting there for five or 10 minutes
before the next spin. Whereagth saybl ac kj ac k , youdbre sitting at th

hundred hands in about 15 minutes, um compared to three hands in 15 minutes on the thing. So
thewddefferent slpmnalkecurrentexpmblegh@ambler o

Somegamblerspreferred electronic roulette as they did not like the restriction of space that occurs
with traditionalroulette.

il donét | i ke the crowds at the tables umé youbo!
they wonoét | et yeougoatovteo,anidt yguveryyumvwvde really,
over everybody and nobody moves out of your way
yoursel f, youbve got no one el se aroung,yguou t o

play on the screen,hti nk it 6 s q utltfenalg miged freguericyugaolp y 0
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5.2.8 Control over gamblingor casino table games

Table games, like EGMs, appeared to participau®ss the gambler groupmt to have many
features that aided gwlers in having control over the amount of money or time spent gambling.
Across the problem/egroblem group, the fast pace of table games was associated with more
gambling and quite possibly, a loss of control. The only feanertionedas helping tanaintain

control over gambling was the breaks in the game causdthiyshuffling however, most table
games now use electrorstiuffling machines. Moreover, participants from low frequency through to
problem/ex-problem gamblers commented on a sense of dissociation experienced when their money
is cashed in fochipsand theease of accessf changing money into chips compared to cashing in
chips.

Hand-shuffling

Handshuffling was suggested by participants to help control the amount of money or time spent
gambling as it enabled them to reflect on how much money had been won or lost, due to the natural
break in the game. Participaméported thathey were ablea have more control over whether or not

they continued to gamble.

ifiYeah the shuffle is a natural break in the ga
sharply* Whooh, how much have |, you know, how am | doing? And of course now the machines,
they just keep, the games just keeps going. Paes s M, maledcurrentex-problem gambling

group.

Chips

The participants discussed their experiences of dissociating the chips from the money they cashed
them in for For examplelosing the vale of the chips and how this subsequently increased the
amount of time and money spent gambling. For one participant, the chips were no longer symbolic of
the money he was placing on the table; he stated that the chips could represent nothing more than a b
of plastic, rather than the large amount of money that they are supposed to. Therefore, it becomes
harder to track the amount of money that is being spent, as a person may be less willing to risk losing
$500 in cash but not think as carefully abowtliten it is represented by a plastic token. Th&me

was identifiedacross algambler groups

i Wel | itds youbdbre conver t-iyongan lyagewiot ofrffenrwighychigsbut o t hi
itds. .. it disassociakeef g¥F¥eensthchkhkhga, ouybut ber
itds $500, it just |l ooks |l i ke a stack of green =
put a wad of 20s on -M,éalgcarenideprablem gamblifgigrgupst ac k 0

AThehi ps, because | i ke when youbve goti tasl ijtutsite

pi ece ofW, mdlealew frequency group

Ease of access

The ease of buying chips was also suggested as
amount of time and money spent. The participants noted that it was easier to buy chips than to cash
chips in at the end of a night due to decreased acceays#nild long queues for the cashiert.
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appeared that these factors would deter gamblers from cashing in earlier, thus in some cases they
might play for longer than they initially intended.

iwhen youbre at the tabl e, niiotachipsdbuat whenyou havwe soh o n
take the chips up to the cashier you have to jo
of the money,butt 6 s har d -tWymategedw freqiency graup. o

Skill and control

As expected, andonsistent with EGM players, those participants who gambled more frequently or
were currentex-problem gamblers had greater perceptions of control over the outcome of their
gambling. Many of theurrentex-problem gamblers suggested tloasinotables cold be played
strategically or mathematically, and that they could-may others in some competitive games.
While the former is somewhat true through betting according to probabilities, discussions around this
showed that some participants believed tihat games could be influenced well beyond this and
fundamental misunderstandings of probability theory, which is consistent with existing literature.

nuUm, financially bullying is a good way of doin
amaunt of dollars on the easier, the most likely that is to come up which is either black or red, right?

$5 on bl ack, if you miss $10 on bl ack, i f you mi
get all your money, plbaokgo $% &ain, pudthisitime go pruredtit stope n = $ 5
the machine or the crew there or whoeveroés invol
just keep doubling up, until it pays out, in an hour with $5 increments, you can end up making about

$1, 000 thatbangei ¢ bwumpn-dwale miked gequerecyngeoupi t O

5.2.9 Unattractive features otasinotable games

Of the participants who playedasinotable games, there was reasonable consistency across the
groups when discussirgpecific features of the games that were unattractive. Three main features
emerged at this initial staganfriendly croupierslosing vibe and higher stakes Two themes are

quite subjective in nature and linked to features of the gambling environmédntrrenst likely,
characteristics of the gambler themselves. The features the participants associated with decreasing the
attractiveness of gambling were all associated with gambling less.

Unfriendly croupiers

Participants from the low to high frequency groups had the perceptioa tnaupier could affect

their luck or the outcome of the game. This influenced whether or not they decided to gamble at that
table. This apparently superstitious behaviour isqadarly interesting as it transcends frequency of
gambling and suggests that external factors in the gambling environment can have a strong effect on
whether or not someone will gamble or how lucky they feel.

iSome of the croupieoplarandehbho6lly gqoseatabige ap |

someone | I i ke tHdeméle miked feefuentylgeoupg hi ng* o

iThe | ook of the operator and i f the operator s
having a good day on the tabare bright but if the operator has a sad face or a tired look, your
chances are that they wi l-R, mdl@ highfremuencygromgp but , | us
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Losing vibe

A commonly reportedinattractive feature of theasinotable games wastteense of a 61 osi
or a losing table However, it was mainly high frequency participants whalthat they would avoid

tables that appeared to show this characteristic, which was suggested to be displayed through the
behaviour of the gamblers agtitable or the croupier.

iYeah, or like itds a, |l ooks | i kengawayfeolnlte youodr
s 0 me t hAChnwlé, high frequency group

Higher stakes

The majority of participants who playathsinotable games preferd small denomination tables,

similar to EGM players. Reasons for this included affordability and being able to make their money

|l ast |l onger, adding to the ¢6évalue for moneyd not
Therefore, higher stakeables tended to be avoided overall, due to the associated larger amounts of
money that could be lost.

il think a | ot of the tables are far too expensi
mai nl vy, you know $ustd sc aunpd,t aa fIf abtfechaldt mipedifimguermtya t o

group

il think at *casino name* earlier they used to
had an impact on them too, so they reduced the number of tables which were the nhieirhwm

fifty and um | can find a number of $5 tables and the $2.50 tables haveonevdgwn to maybe five

or sR, male, high frequency group

5.2.10 MU o corisumerfocusgroup

TheM U o aorisumer focugroup participantsexpressed views very similar to the others with respect

to the features of games (EGMs amasinotable games) that were attractive and unattractive. Several
quotes fromM U o paiiticipants have been used above, and given the degree of concordances separat
analyses of game characteristigas not warranted. However, there were two issues thakitbeo r i
participants raised that were distinct from the general view; only one of these was a game feature but
both seem important arttius are summarised here. h@y include involvement in EGM play and

w h U roacommunity involvement.

Involvement in EGM gambling
An EGM featureM U o paiiticipants spoke fondly o§i t he | ever one armhed bandit| der s
machines. These features are no longer part oemochachines but the participants in éJ o r i

group enjoyed the physicality of it and the feeling that they were actually part of the game.

When they t o-ddwn am & got & Wit ®orinm,Litiwias really attractive having that,
e a-lGpmale MU o grdup

<

AiThe whole thing with the | ever action, and the
like the whole psychology behind it was like, they get you holding onto that lever anchiarndde
take your -BhrmaeMUodrdup i t o
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While this feature is not part of modern machihes o paiticipants, like othersiotedthe free spins,

sounds and graphics as being very attractive features of modern EGMs. One feature they discussed in
more depth and as being more importdrant other groups was the growing sophistication of the
narratives or storylines that are now part of EGMs.

iThe games had a story and you wanted to watch |
the game had a story building... so there wamigpose of trying to get to the top, cause you want to

get there, and youdbre |like, yealy, i-@gmaeMUbbdm al m
group

Community/wh Un a u

Broadly speaking this theme is an emergent feature of gambling enviren¥énis, the category is
somewhat tangential to the focus on game characteristics but as discussed, participants found it
difficult to separate out these aspects as discrete entities.

M U o paiticipants discussed the mosimr glitz and glamour assoadt with casino environmest
and the more low key seclusion of reaisino environments as being attractdee p e ndent on o
mood and current context.

il |l i ke both environments, as you know with the
sort of thing that attracted me was all the lights and the fun and hustle and bustle... but there are
certain times when | am feeling a little bit co\v

hide, you know, depending on how | felt. Sdhhaf them worked, one minute you had the -igh
lights, next minutethé i ngy pl aces ,-G,snaleMUthoagrbgupwor k e d o

Within a casino environmentM U o paiticipants discussed the hierarchy, status and inspirational
notions linked to the variousuels of loyalty cards. The excerpt below traces one such discussion.

=14

The other part that | | iked was the | bagall ty car
he differGmadeMtograupr s o

—

But theydhave aVIP, a Gold a r -dD)femaleM U o grdup

ot

il got up -6aaeMGagidmpu mo

Wo w-IDpfemaleM U o grdup

=14

iAnd then youdvetgontunPaditfdisc-Wdfbnoaeelubgrdupaci f i c o

This notion of i mpr owmmunity seemee quite afiracive anongWhBb hi n  a
participants. More broadly, the notion of community was discussed and how gamblers with common
interests or perspectives would sometimes collaborate in a competitive way to maximise their chances
of winning large jackpots.

iThe car | ac kleepttrenjAsianepatbngt aryc et ot hey got on theyod
Theydod wait till $9,500 all the chairs would Dbe
youdbre running out youdd put your handogetpn and Vyc
your seat, we tried to band together to try to getth o M,ffetnale M Uo graup
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Overall, these sentiments seem to be linked to a sense of loss, or searching for awdnéérefa u
eloquently described by one of the participants.

|l 6vekwd in a few bars and stuff, and itodés the
seem to come back to those really fun, those emotions that have been brought out through the sounds
and the graphics and the machines and being aware that a Ibtlb w h U naseuneeding to
somehow identify back withh Un awnd t h ey 6wheU nhdthin pokiebgrs and areas,

and itos t hweh Uwradymogle MU agaiupo f

5.2.11 Pasifika and Asian problem gambling service providgoups

Perspecties from both the Pasifika and Asian problem gambling services groups have informed the
analysis above. There was broad agreement within these groups with the characteristics of the games
themselves and effects on gambler behaviour identified alpardaularly in regard to problem
gambler clients. Both groups discussed the importance of key features of the machines that
emphasiswinning (e.g. free spins, wins, multiple line capabilities, bet multipliers) in communicating

to the gambler that the gamblimgtivity is productive and ultimately capable of conferring status.

For example, this was discussed in terms of winning money that can be used to show care for friends
and family in the case of the Pacific perspective. Both groups mentioned the tnee\0P status

which is seen as earned through patience, by investing both time and money. Participants suggested
that problem gamblers from migrant groups were often heavily invested in notions of success,
achievement and a better life which conflictedth slow progress towards acceptance and
establishment in New Zealand. A key feature of both EGMscasthotable games mentioned in

both groups was that neither requires a high level of spoken English to take part.
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6 RESULTS: IN-VENUE OBSERVATIONAL STUDY

The second phase of the project involved an observational stugigMfgambling behaviouin two

casino and three nearasino (pub) venues. The purpose of the observational study was to document
observable responses to key game characteridéasified in the Phase One focus groups as well as
responses toand observable use,dPIDs and popup messagesn a natural setting. Two AUT
researcherseach conducted 12 hours of observations time casino venues and 12 hours of
observations irthe pub venues. Thus total of24 hours of observationsascarried out in casire

and 24 hours ipubs Observations were focused gamblers playing théighly popularone and

two cent machines (casino settings) @mne cent machines (standard in pubs). s@vations were
recorded by each researcher approximately evemnifibtes in each venuwith 123 individual
gamblers observed for between 15 and h8tutes each.Eight gamblers were observgambling

for upwards of 60 minutes a single sessionTable2s hows t he researcherso
the basic demographic characteristics of the gambler participants.

Table 2. Estimated demographic characteristics of observed gamblers

Casino gamblers Non-casino gamblers
Age (years) Male Female Total Male Female Total
20-29 5 5 10 7 3 10
30-39 0 9 9 4 6 10
40- 49 7 7 14 6 4 10
50- 59 1 6 7 4 5 9
60+ 6 20 26 12 6 18
Total 19 47 66 33 24 57

Results are discussed in relation to key EGM features identified in the Phase One focus groups.
Overall, gambling behaviour®bserved within casino and pub settings was very similar. Any
differences noted between the two settings are discussed within the relevant featurelsdotion

6.1  Winning \

Hundreds otredit wins(predominantly very small wingr, more correctlylosses disguised as wins)
were observed. Within each observation, credit wins perwpre coded roughly for sizemall or
under 100 credits (1¢c machine = less than $1, 2c machine = less than $2), mediuntoco4d®O
credits (1c machine = $84, 2c mahine = $2$8) and large or over 400 credits (1c machimacre
than $4, 2c machine -more than$8). Observedjamblerbehaviar relating tothe different sized
creditwins issummarigdbelow.

6.1.1 Smallcreditwins

Small creditwins werevery frequent and were invariably followed by magambling Smallcredit

wins were often observed with an increase in the speed of play (shown by increased rate of spin
button pressingno longer waiting for music accompanying the small wifirish). The esearchers

also observed patrons increasing credits bet after a smallAnirexample of researcher observation
notes follows:
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Long pauses, watches neighbour play, 60 credit mimsic and floating coins anirtian, cuts it short
by pr dakeswirinbgtton) increases bet to 3 credits on 1 line. Continues playing slowly and
chatting. Female, 20s, Asian, casino.

Small credit wins wer@suallyi n s u f f ipayGfoe thet spin, techrically resulting in a loss. They
frequently occurred immediatelyefore patrons played their available credits down to nothing.
Occasionallygambles would leave the gdpling area at this poinhowever more dten more money
was inserted ito the same machine or into a different one.

2x 80c wins, plays on, plays untibthing left. Moves two machines down, sarheserts $2, bets
1 credit/s 10ines, plays until nothing leftFemale, elderly, Asian, casino.

There was evidence of frustration with snaa#ditwins, particularly after long periods of losing.

Smallcredit win of 15.Increases bet to 2 credits per 30 mabapping buttons really hardFemale,
elderly, Pakehduropean casino.

Betting 3 cred, max 15linesonac2 mac hi ne. 215 ¢ win. Pl ays on.
Inselts $20. Playson. Inserts $20Male, 40s, Pakel&uropean pub.

Plays on several spins, quickly Bfedt win, 22c, 27c, 20c, 40c, 10c, 22c. Nearly out of credit, hard
angry button pres® change game. Looks unhap@iemale, 40s, Pakel@uropean pub.

6.1.2 Medium creditwins

As with small credit wins, mediumcredit wins were observedoth before and aftegambles
increagd their lines or credits betGambles were frequently observed pday on at afasterspeed

after wins of this size These larger wins were also often associated with feature wins or the
beginning of free spins.

Magic hats feature plus 250 credit/s wiRaster play. 3 spins. Hats feature again. Plays dWins
dolphin feature. 195 credit/s win. Stoasd stares to watch animation. Several spind-emale,
elderly,PakehdEuropean casino.

250 credit win, presses spin button to cut music off midstrelmreases bet2 credits 20 lines.

4 rapid spins then back to back to 1 credit per lilBegins alternating 1 credit per line with 2 credits
per line for 20 lines. Small wing5 credits, 2 creditsChanges game within same machiemale,
elderly, Pakehd&uropean pub.

These wins were far more likely to prompt comments and smiles froen gambles, often due to

the associated sounds attracting attention. Most patrons responded positively to this attention from
othergambles. There was more excitement/positive reaction obsewexhggambles in response

to mediumcreditwins, more soif there wasan associated free spin feature (whigis often seen to

occur alongside wins of this size).

300c win. Smileat lady next to her. Plays ozemale, 40siV U o, caisino.

200 credit win plus 10 free spinsliggles excitedly on clira watches screen and drinks coffee.
Female, 40sPakehdEuropean casino.

Twenty gambles were observed pausing play after thesalium crediwins to watch credits roll or

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



to look around the room at othgambles. In 11 instancespatrons changd games within thie
machine after moderate wins.Two pub gamblers were observed cashing ¢#10 and $40
respectively) and leavindpe ganbling area after a win of this size.

6.1.3 Largecreditwins

Unsurprisingly, those patrons who won larger amounts deterally spent more money in their
observed session than those who won less. Patrons were observed betting more credits (upwards of
two credits) per line, generally on the maximum number of lines available when they won. Larger
wins were observed morestjuently in the pub environmen(®0 instances compared to 65 instances

in casinoswhere patrons were required to bet a minimurtwaf cents per line played (there were no
onecent machines available in these venues).

There was more evidence of supiiaus behavior among patrons who won larger amounts
(e.g.touching winning symbols, patterns of button pressing). Participants who won larger amounts
were observed changing machines and games within machines more frequently. Most looked pleased
after the win (exclaimed, smiled at others or to sdidwever there were also a few patrons who
showed no reaction. Largeredit wins often preceded positive interacowith other patrons
sometimes these other patrons were obviokisbwn to thegambler,and sometimes they seemed to

be strangers

A common response to largereditwins observed in casisavas to cash out the win, resulting in a
pause in play, beforeontinuing to gamble bgraduallyinserting coins. Researchers observed three
separate ipups of patrons in casiaggroups ofthreeor four women socialising) who would cash out
and shareeach oftheir larger wins among themselygsesumably to keep group membgesmbling

for longer. This kind o€oordinatedyroupactivity was not observed ipuks.

Patrons were also likely to stgamblingand watch credits rolling for longer, listen to music played
with the win and in puhgo look around for a coin cup, catching the eyes of fetlamblersas they
did so.

Won $13, plays on quickly$5 win, sits back admiringly, lets music play, plays on, 40c, 100c, adjusts
position, plays on.Brief pause, looks for coin cup, smiles at otljambles. Male, 40s, Asian,
casino.

Almost all participants continued tgamblewhetheror notthey chose to cash out first (only one
personwas observed cashing out amdmediatelyleaving garbling area). Fiveof 71 parons
observed having a largaedit win increased their behg following the win. The restcontinued to
play atthe same rate until no (or very little) credit remained.

1c machine.Pink panther bank. ,800 credits in at start of @ervation Betting 1 credjtmax lines

25. Feature (panthers dancing and music on his scregghs, smilegnd stretches (panthersght

up, magi ¢ hamisn ocarp pjeaack paontd Sommwds wl @as Sdokay s A m
up then around at others behind who are looking towards the sound and smile back, someone says
Anwel | Blays @oincreases bet to 5 credits, 25 max line&s credit/s win. Several spins

2 more small 25 credit winsFaster play quick button pressSeveral spinsCashes out $90. Inserts

$2 in, bets 1 credjt25 lines max, several spins, wins free spins, ceossms, sits back while

watching animated dolphins swim on screei?5 credit/s win plus musicCashes out $8.Leaves

casino. Male, 40s, Pakel&uropean casino.
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Winsfree spins, 545 credits off these. Watches spins and jiggles in time to the layesic Plays on
down to $4 credit remaining, couple of small credit wins. Cashes out $4. Goathtoom, then
gets more coffee-emale, 40s, PakeHauropean casino.

2c machine. $165 in credit at start of afervation Playing 2 cedit, max 25 line. Wins 10 free
spins. Sits back and stares2@0 credit win. Increases bet to 4 credit/25 lines.15 credit/s win.
Decreases bet to 3 credits peax25 lines. Several spins,@®in. 75c win. 495 win. Looks up to
side at people moving past hisv of machines.Plays on. Decreases line number down to 20 lines.
Plays on. Small credit wins 20, 30. 10, 10®lays maximum lines possible until out oédit. Gets

up and goes to barMale, 40s, PakeliBuropean casino.

\ 6.2  EGM switching behaviour

Most people did not change the gamésyed on a machiner the machine they were playing while

the researchers were observing th@mble3). Twentytwo people (39%) observed in pubs changed
games within the machine at least once, compared witmjnsi(14%) in the casino environment.
Sixteen people (28%) changed the EGM nmaelihey were playing at least once while researchers
observed them in the pub settingompared to 12 (18%) in cas@oThis finding was irmarked
contrast to venue staff reports of casino patrons changing machines frequently to avom pop
message ard in response to the array of machines available to them in that environ@énie
100instances of switching behavior observed (including switching games within machine and
between machinesinostgamblers switcbd during periods of losing72% of instances)or after a

win (26%). Thissuggest thatswitching EGMs has more to do with patron perceptions ofeivard
frequencies arranged by the machine than waithiding pop-up messagg athough threegambles

were observed switching machines after ndng a popup message It was also interesting that in

the environment where a greater range and number of machines was available (casinos), less
switching was observed.

Table 3. EGM switching behaviaur

Pub Pub Casino Casino
participants (%) participants (%)
Behaviour n n
Does not change game within EGM 35 (61 57 (86)
Does not change EGM machine 41 (72) 54 (82)
Changes game within EGM at least once 22 (39) 9 (14)
Changes EGM machine at least once 16 (28) 12 (18)

Sessions involving multiple game or machine changes were examined in terms of the game features
observed within each session. Free spins were the most commonly observed preceding feature in
sessions with multiple game or machine changes in both casinuuargettings (10 ansix sessions
respectively), followed by feature wirfhemed animation plus medidi@rge win)(in four casino
sessionsfwo pub sessions Three patrons were observed changing machines directly after the
appearance of a pap messag (one casino sessionwo pub sessions Sessions whergambles
frequently changed machine or game within a machise seemed to be related tgekpot feature

beinga v ai | adbebte@be avan(indicated by the jackpot being close to its advertised maximum)
(five pub sessionghreecasinosessions A common pattern of plagbservedn these situations was

to play for a short time on a range of machiimdsed to the jackpot feature.

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



\ 6.3  Freespins andfeatures

Free spins wer&equentlyobserved with moréntensive gamblingpbvious excitementinterestand
engagement with the machine.dq. watching the spins play, rubbing winning symbols, placing a
finger on the spinning reel to stop it\cambers were often heard discussing free spins and the
prospect of winning them among themselves.

Laughs with friend next to helVins free spins, smiles, points to symbols she wants while games play.

Wins $10.P1 ays on. é Fr i en durmachineswap- i &ott 6r ber spr ampu
bit higher amMmdigobumd agati hBblaudhr Inserts $4, pagsilohat out .
the same rateFemale, elderly, Pakel&uropean casino.

Gambles seemedio expect to win free spinsxd werepleasedvhen they digdeven when the amount
gambledto win them was far more than the amount won on the free spins. Indeed, in analysis of
these observations it was often difficalten for an independent obserteikeep track of whether a
gamble was ahead or losing in terms of the relationship between their winnings and the amount of
money inserted into the machine or cashed out over the time spent playing.

Gambileris betting max 20 lined credit. $20 noteinserted, play on, 6¢, @8win, another $20 note
inserted, increases bet to 2 credit/s. Several spins, decreases bet down to 1 credit/s bet, 50c win,
plays on no reaction, cashes out when $10 remainitgserts $2 back in, plays on, 5¢ win, another

$4 inserted, playon quickly, anotar $4 inserted, plays on, wins $8 plus 15 free spins, sits back
watches, interrupts music by pressing take win button each time, won $13, plays on quickly, $5 win,
sits back admiringly, lets music play, plays on, 40c, 100c, adjusts position, playBrief.pause,

looks for coin cupMale, 40s, Asian, casino

Given the expectation that they should win the free spins, in contrast to jackpots and larger win
features, some patrons seemmetievedrather than exciteevhen they won free spins and showed
behavour that suggested a release of tension.

Wins 20 free spins, turns, says to Watcheswmlderi n pal
lady next to her play, while her free spins roll, looks back at end of free spins to see last couple of
spinsand result. Putsuphe f i nger str &iddddsr ebk oenr egnemaldgs 6 she
40s, Pakehduropean casino.

Same fast rate of pl Mgvesdossittingsmora forvardvom dhair, motloagerwi n .
reclining. Se e ms t drinking very $losvly.Small wins and lossesWins 25 free spins, reclines

and breathes out heavily.eaves his machine whilst it's playing out it's free spl@ees outside for a
smoke.Returns in less than one minut/ins approx. $30 on the frepiss. Male, 40sM U o puib.,

Behaviour observed immediately following free spins is detailedahle 4. In most instances
gamblersbehaved exactly as predicted by variable schedule of reinforcertieyt continued
gambling at the same rat&ree spins weralsofollowed by a change in game machine and either

an increase or decrease in credits bet per line. It was not uncommon to gasebles leaving their
machineso r wat ching another 6s machi nparticvany ihpabs.t hei r
Gambles also used this break teaithe bathroom, talk to a friend, order a drink or smoke a cigarette.
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Table 4. Behaviour observed following free spins in casirsland pubs

Behaviours observedollowing free sins Total coded instances
Plays on at same rate 40
Shows excitement, animation and/or social interaction 22
Changes game or machine 16
Plays orandincreass credits bet 14
Plays oranddecreasgcredits bet 13
Cashes out then plays on 12
Cashes out and leaves 11
Plays orandincreass speed of play 11

Leaves machine while spins play 9
Plays oranddecreasgspeed of play 3
Noticeable increase in coverage of lines or credits bet leading up to free spins 3
Plays orandincreass coverage of lines 2
Plays oranddecreasgcoverage of lines 1

Free spins were also seen to have some i mpact o
from a distanceThreegambleswer e observed to take notice of fr
(to look over at the othggambled s maandwatclrethe spins play ¢witnd were seen increasing

their bet, speed of play (spin button pressing) and/or inserting more money into the machine shortly
after. These observations link with the reports of gamblers in focus groups who ectlysist
reiterated the importance of winning free spins to their gambling experesogell as social

facilitation effects reported in the literature

Large credit wins on free spins wegenerally seen in sessions where it was possible to observe
gambles for longerperiods of timg45to 135 mirutesuninterruptedgambling. Gamblinggenerally
continued unless the win was very large ,ananost case®ven then. Igamblingcontinued without
significant wins, a decrease in credits bet or coverage vias olbserved. After time, or immediately
following the insertion of more money into the machine if credit had rurganotbles were observed

to increase coverage and/or credits bet agaiemingly in anticipation of the next win.

6.4  Jackpots ‘

In pubs the researchers noted specific discussi@mong patrons aboyackpot amountsthe

likelihood of winning (whethermd when t he | agodfpoptamwdstdthgpintoe ®d 6t o
winbamong customers. No such conversations were heard in ¢asissibly due to the more social
atmosphere observed in pubs and the availabilitmbf one jackpat Where there erediscussios

of a jackpotbeing@uel a common praate observed among pub patrons was to visit the EGM area

two to threetimes during a dnking/socialising session, insert $20 into the machine and play
maximum lines/minimum bet until no credits remained. Generally this peaetsulted in gambling

sessiorof 20to 30 minutes. Patrons communicated strategies for winning the jackpattoother

and one expressed frustration when a-pppnessage interrupted their play for the jackpot.

Observedgamblers ays fHAre you keeping track on that? [in
in for the jackpot- i t 6's up over Féema@ 505 dPakehgHuropean, pub.

Observedgamblersays togamblern e xt t o hi m AMoney bagschooses t he r
money bags game optioMale, 205 Pakeh#@Europeanpub.
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Looks around, says t o | aiddcatinggpapupnmessagi Everytimd/bh st e o f
want to play for jackpotBl ocks it . 0 Lady next t oFenmak,ré0ss mi | es
Pakeh@Europeanpub.

Both in puls and casinos, jackpot signs indicated that winning a jackpot was posgilelé¢o(dhe

jackpot amount reaching a designated rangie}hese situationsesearchers observed behavithat

was seen less frequently on machines that did not have the jackpot feature advertised (i.e. frequent
game or machine changes and systematcralting of tie number otredits bet on maximum lines).

This behaviour is listed iable5.

Table 5. Behaviour observed when jackpot available to be woim casincs and pubs
Behaviour Observed sessions

Changes machine often cnangegame within machine 8
Alternating number of credits bet on nigeam lines

Low credits bet over mamum lines
Alternating coverage of lines

S,

Low credits bebnlow coverage of lines

A popularpatternof gamblingparticular to themed bays of casino machines with a linked jackpot was
for a gamblerto insert $2 and play one credit on the maximum number of lines until no credit
remained. Theamblerwould then move along the bay to the next (similarly themed akddin
jackpot machine) and again insert $2 following the same pattern offpdguently continuing until

no coins remained in their coin cup. Thestern of gambling was particularly evident among elderly
gamblers.

Another strategy observed was a foofngroup gamblingon a linked jackpot bay of machines at
casine. Gamblersvould take up a row of machines with eaymblerbetting one credit on one line
(occasionally increasing the number of lines), enabling them to play slowly over a long period of
time. Theseyambles would be very social, talking and laughing among themselves, with one group
member taking frequent breaks to get food and drinks for the grdtps observation links with
comments made in the focus group phase (gamblers expressoygace at certain groups of people
hogging machines while playing for jackpots).

The esearchers observgdst three gamblerswi n n minay jac&poté of roughly $50, $100 and
$20Q two were won in casinos and one in a pub. Bgdimblerswho won the larger amounts
continued to play the same machimet increasing the number of credits bet per line, ffee to
10 spins before cashing out and leaving the lgarg area. Thgamblerwho won the smaller jackpot
cashed out the win and contedito play the same machjrgraduallyinserting coinsand playing
maximum lines (varying the credits bet per line) until no coins or credit remained.

Lights and sands associ at endinorwackpddweveinatioed hygothers inbpubs who
congratuhted thegambleron theirwinma ki ng comment s such as fAgood on

\ 6.5 Lights, sounds and graphics ’

The very frequent small wins were accompanied by a variety of saueidding small bright chirps

through to a few seconds of music while then credits rolled up on screenThe responses of
gamblers suggested that the music and sounds associated with wins were enjoyable or at least added
to the experience of winning
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A popup occurs.P r e sye®continu@ waits watching the machine nexther. Inserts $20 into
the machine.Plays gently and slowly150c win, music tinkles, she leans back closes her eyes and
smiles, plays on. 20c winncreases lines to 30 max lineBemale, 40s, Pacifitsland, casino

These sounds and credit rolisr fsmall wins could be skipped/b p r e s staken wird buttoe. 6
Somegamblergn=21) in both puband casinosvere observedhoosing to skip the sounds made by
small wins, movingnore quicklyto the next spin.

Loud music, flashing lights, speciggmbols and animations were clearly associated with larger credit

wins and also with winning featurgsarticularly free spins Gambles seemed highly engaged in the
animations for their own sakéor examplestaring at dolphins moving over the screerg@nmenting

on a wolf animation evol ving tThesefenwrbs alschdeew fhér a s e s
attention of othegambles encouraging commeand/orinteraction.

There was an interactive element to some animations associated withfeas or &édgames wi
gameo. dThnsotwel a c bharactias part of thimextragdme dridedefore

some level of control over the type of animataailable to the gambleln some cases, there was

choice of reward assot@é with the featurde.g. thegamblercould be offered a choice between

various winnings multipliers which would be combined with a various number of free).spins
Gamblers tended to sustain their choice of animated figure and spin combination (genefeiting

more free spins over higher prize multipliers).

Many positive reactions frorgambles were observed in response to sounds of winning on other

p e o p mackdines impubs. Other gamblers sometimes made comments expressing approval or
congratuléing the gambler who had wore ( g . fi g 0 9 dnd sometimes thé feaction was

simply craningo n enéck to have a look at the machine makimgnoiseor surreptitiously watching

the winning gamblerfollowing the win. In fact, tree gambles were themseen to emulate that
winning personbds betting style (number of l i nes
credits bet or lines covered, presumably in order to increase their chances of achieving a similar
result.

The esearchers also obged gambles both in casino and pub environments touching desired
winning icons and responding both negatively and wistfulignear misseswith feature icons.

\ 6.6 Pop-up message andplayer information display systems

The researchers were able to obsebehaviour in relation to 22 peyp message appearingin

casina (while observing 1&ambles) and 18 pojup messageappearingn pubs (while observing

11 gambles). To place the occurrence of pop messagegin context of the frequenof other events
occurring on the machines, there were 156 instances of small wins observed and documented across
the puls and casinos, 136 instances of free spins and 109 instances where distinctive light or sound
events were noted. This shows the relative infrequengyopiup message in relation to other
potentially salient stimuli. Most gamblers who were observed having their gambling interrupted by a
pop-up message only had this occur once in the observational period before they changed to another
activity (e.g. wathing sport ontelevision drinking alcohol or coffee). Thregamblersvere observed
receiving more than one pgp message in a single gambling sessioeasing (with onegambler
receiving thregpopup messages Fourgambles were observed receivingore than ongop-up
messagén puls (with onegamblerreceiving fourpop-up messageés

When presented with a pap messagdédetailing the length of time spent playing, amount of money
spent and won during their current session of play), aroundoh#ife gambles either pressed the
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dyes, continuégambling option or waited for the pap messagdo disappear of its own accord
before continuing to play on at the same rate as they had been immediately prior (speed, number of
lines, credits bet per l&@). Behaviour observed following peyp message in each of the settings is

listed inTable6. The remaininggamblersfor whom there was a change in behaviour following a
pop-up messagenere observed to increase the number of credits bet per line, cash out, change
machines or gamemsert more money into the machine, adjust their speed of play or access PIDs.

Table 6. Behaviour observed following popups messages by setting
Behaviour Pubinstances  Casinoinstances

Continues playing at same rdteedits/lines bet) 9 (50%) 12 (54%)
Increases credits bet 3 2

Cashes out

Changes machines or games

Inserts money into machine

Increases speed of play (spin button pushing)
Decreases speed of play (spin button pushing)

O O r P NN
P NDNDNMNDNEFEDN

Accesse®layerinformation Display (PID) screen

Of the gamblerswho increased the number of credits they were betting after receiving -appop
messagethis was seewith generalfrequent bet increasénot obviously related to any event on the
machine)for two gambles. Onegambkrwas observed checking PIDs information immediately after
the popup messagdlisappeared. For another tgambles, increasing credits bet following a poip
messagewas observedwith some agitation (slapping@M\ buttons, appearing unsettled and/or
fidgety) and superstitious behaviour (rubbing winning symbols). The remagdngbler who
increased their credits bet after having seen aupomessagean out of credit and finished their
gambling sessiarteavingthe venue shortly after.

While acknowledging the small number of observatiorteene gamblerswere seen cashing out
following a popup message, two cashed out in order to change madbassosyand two were seen
to cash out and end their observed gangptiession (by moving to the bar area of the pub).

The most ommon behaviowrobservedwhile the popup messagewere on screewasthe gambler
appearing to read the information on scrgao\idingsome evidence ajambles engaging with the
information povided) and using the time to watch ottgambles and their maching3able7).

Table 7. Behaviour observed while popup messagsoccurred by setting

Behaviour Pubinstances Casino instances
Appears to read the information 10 5
Watches othegambles and their machines 6 10
Shows frustration 2 2
Removes loyalty card 0 2
Checks cell phone 0 2
Leaves EGM momentarily whilgop-up occurs 0 1

In a few instancethere wasomeevidence of frustratiofverbal and physicaip response tpop-up
message (wo in casin@ andtwo in pubs). In two casebased on comments tgambles madethis
frustration could be attributed tbe perception that the pagp message and break in play prevented a
chance to win a jackpot.
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PopupmessageL ooks around, says to | adbvernyntimltwantto her i
play for the jackpot it bsympatktisally iatthéro female,s6dsy n e x t
Pakeh@European puh

In two other casesgamblers wereobservedslapping the machine and pressing the spin button
repeatedlyn apparent frustration with the break in play

\ 6.7  Stake and coverage

Just over half of &lthe gamblers observed by the researchers (across sasiti@uls) maintained
consistent relativelyunchanginggambling behaviour, simply maximising coverage of lines and
minimising credits betthat isone credit wagered for the maximum number of lines available on the
machine they were playing (generally 20 or 25). This popular strategy was discussed in the focus
groups as maximising time spent on the machine, chances of winning something on eaghilgpin
minimising expenditure In this situation, the total cost per spin (not factoring in winnings) is readily
apparent to thggamblerand does not change (20 or 25 tseper spin in the case of the ocent
machines, 40 or 50 cents per spin in theadgthetwo centmachines).

Just under half ahegambles observed (45% casinos, 44% pubs) increased the number of credits bet
per line during their observed session. Generally, an increase in credits bet was observed in the
context of a losing stek for gambles (a period of no significant wins which could recover amounts
spent per spin). These periods included very spraldit wins (losses disguised as winshere

overall the gambler was losing, and losing quite obviouslthe sense that mommoney was
frequently inserted in order to be able to continue.playthe context of this losing streakambles

would also increase their wager after inserting more money into the machine, changing games within
the machine or after a pap messagecairred. As Table 8 details, here was some evidence of
frustration gambles slapping buttons, swearing at the machine) during these losing streaks. Several
gambles were observed to increase their betting following a significant win. gambles (One
gamblerin each of the casino and pub settings) were observed increasing credits bet in the context of
watching a win on a nearlgambled s ma ¢ h gamieles (vdreocatsdilosing at the time).

Table 8. Contextual factors observed with increase in credits bdiy setting

Pub Casino
observations observations
Contextual factors n n
During period of losing 20 22
A significant win 5 6
More money inserted into the machine 4 4
Evidence of frustration 5 3
Popup message occurs 1 2
Changes game within machine 2 0

A number of gamblerssévenin casinosfive in pubs) were observed varying credits and lines bet in a
consistent and systematic way. This generally took the form of alternating between one credit bet
over maximum lines, antivo or threecredits bet over fewer lines (generally 10 lines). The patter
could also involve cashing out at intervdieding money back in to the same or a different machine,
before resuming the play pattern.
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7 RESULTS: SURVEY

This chapterdetails the statistical analysis of the enstgveysample recruited at baseline and the
sample of regular gamblers who weresurveyedat three and six months postecruitment.
Univariate analyses, uitivariate models, analyses adjusted for confounderdamgitudinalanalyses

are presented in two semts in this chapter, separating the results for casino table gambling and EGM
gambling. Results within each of the sections on casino table gambling and EGM gambling are
further grouped by the two outcome measures (time and money spent gamBigmdficantchangs

in therelationship between outcome measures andckegriatesaffecting these measures over time

are highlighted in this chapter The results show where the impact of effects on the outcome
variables, have changed over time in a way thatatistically significant.

For clarity (and to address the unwieldy and often complex nature of the findings) additional
descriptive results have been includesl Appendies 6-8". As covariate measures of problem
gambling severity (PGSI), psychologldistress (KLO) and other psychological measugeserally
remained consistent across each of the time pointslighdot demonstrate any time trends, tables
showing time trends for these measumesiacluded in Appendix 9.

\ 7.1 Demographics

Demographiadata br the entire baseline samplesBll9), recruited in and aroumuib venuesand
casinods presented iffable9. Only regular gamblers (those w/heported gambling once a week or
more often) were followed up athree months (n=174) andix months (n=152) posecruitment.
Participants at baseline tended to be male (5828kehauropean §6%), in paid full time
employment $6%), have obtained secondary school qualificatioB8%) and be living with a partner
(34%) or as part of a family with children at honi8%). Thesedemographic characteristics were
generally seen in both subsamples of regular and-mgular gamblers. However, the regular
gamblerswvere more likelyto be older, have lower educational qualifications, live without dependents,
and not be in full time employment, in comparison to-regular gamblers.

" These appended descriptive results include baseline gambling activity, problem gambling, psychological
distress, other psychological measugdsohol use and smoking, ratings of table game and EGM features as
well as engagement with PIDs and paqys.
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Table 9. Participant demographicsand recruitment site at baseline by gamblingrrequency

Non-regular (n=292)  Regular (n=227)  Total (N=519)

Demographic variables N (%) N (%) N (%)
Recruitment ste
Casino 196 (67.1) 149 (65.6) 345 (66.5)
Pub 96 (32.9) 78 (34.4) 174  (33.5)
Gender
Male 157  (53.8) 134  (59.0) 291  (56.1)
Female 135 (46.2) 93 (41.0) 228 (43.9)
Age group (years)
<20 3 (1.0) 6 2.7) 9 (1.8)
20-24 54 (18.7) 22 9.8) 76 (14.8)
25-44 82 (28.4) 57 (25.3) 139  (27.0)
45-64 108 (37.4) 69 (30.7) 177  (34.4)
65+ 42 (14.5) 71 (31.6) 113 (22.0)
Ethnicgroup (prioritised)
MUor i 33 (11.4) 16 (7.1) 49 (9.5)
Pacific 16 (5.5) 14 (6.2) 30 (5.8)
Asian 21 (7.2) 29 (12.8) 50 9.7)
European 198 (68.3) 141 (62.4) 339 (65.7)
Other 22 (7.6) 26 (11.5) 48 9.3)
Qualification
None or below secondary school 46 (15.9) a7 (21.2) 93 (18.2)
Secondary school qualification 105 (36.3) 88 (39.5) 193  (37.7)
Trade or technical certificate 39 (13.5) 28 (12.6) 67 (13.1)
Tertiary diploma 44 (15.2) 27 (12.1) 71 (13.9)
Bachelor degree 55 (19.0) 32 (14.3) 87 (17.0)
Other - - 1 0.4) 1 0.2)
Living situation
Single adult living alone 35 (12.1) 47 (20.8) 82 (15.9)
Single adult with other adults only 54 (18.6) 31 (13.7) 85 (16.5)
Single adult with child/children at home 10 (3.4) 4 (1.8) 14 2.7
Married/defacto couple 86 (29.7) 89 (39.4) 175 (33.9)
Family with adults only 39 (13.4) 20 (8.8) 59 (11.4)
Family with children at home 62 (21.4) 31 (13.7) 93 (18.0)
Other 4 1.4) 4 (1.8) 8 (1.6)
Employment status
Working in paid full time employment 184 (63.4) 107 (47.1) 291 (56.3)
Working in paid part time employment 33 (11.4) 28 (12.3) 61 (11.8)
Unemployed 16 (5.5) 27 (11.9) 43 (8.3)
Full time student 22 (7.6) 9 (4.0) 31 (6.0)
Retired 34 (11.7) 56 (24.7) 90 (17.4)
Other 1 (0.3) - - 1 (0.2)
Income
Less than $20,000 32 (11.0) 28 (12.3) 60 (11.6)
$20,001- $40,000 39 (13.4) 36 (15.9) 75 (14.5)
$40,001- $60,000 59 (20.2) 27 (11.9) 86 (16.6)
$60,001- $80,000 22 (7.5) 21 9.3) 43 (8.3)
More than $80,000 42 (14.4) 19 (8.4) 61 (11.8)
Not reported 98 (33.6) 96 (42.3) 194  (37.4)
Income support
None 203  (69.5) 131 (57.7) 334 (64.4)
NZ superannuation 37 (12.7) 62 (27.3) 99 (19.1)
Working for families 10 (3.4) 2 (0.9) 12 (2.3)
Unemployment benefit 4 (1.4) 5 (2.2) 9 @.7)
Domestic purposes benefit 2 (0.7) 5 (2.2) 7 1.4)
Sickness benefit 4 1.4 5 (2.2) 9 2.7)
Invalid benefit 2 (0.7) 9 (4.0) 11 (2.1)
Student allowance 15 (5.1) 6 (2.6) 21 4.1)
Disability 2 0.7) 2 0.9) 4 0.8)
ACC 2 (0.7) 3 1.3) 5 (1.0)
Other income support 2 (0.7) 1 (0.4) 3 (0.6)
Accommodation supplement 2 (0.7) 2 (0.9) 4 (0.8)
Overseas pension 3 (2.0) 3 1.3) 6 1.2)
Superannuation/pension 41 (14.0) 62 (27.3) 103 (19.9)
Working for families/Welfare benefits 26 (8.9) 25 (11.0) 51 (9.8)
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As only regular gamblers weree-surveyed at three and six months postecruitment, key
demographic information for thegmrticipantsat baseline andt the two follow-up time points is

shownin Table10. The samples followedp atthreeandsix months did not differ markedly from
the baseline sample in relation the key demographics measureddowever there was greater
attrition in the ge groupof 45 years or lesand in theM U oand Asian ethnic groups.

Table 10. Key demographics and retentiorrates for regular gamblers across followup points
Baseline (n=227) 3 months(n=174) 6 months(n=152)

Retention Retention
Demographic variables N N Rate (%) N Rate (%)
Gender
Male 134 100 (75) 85 (63)
Female 93 74 (80) 67 (72)
Age group (years)
<20 6 4 (67) 4 (67)
20- 24 22 12 (55) 10 (45)
25- 44 57 40 (70) 31 (54)
45- 64 69 54 (78) 51 (74)
65+ 71 64 (90) 56 (79)
Refused 2 - - - -
Ethnic group (prioritised)
MUor i 16 10 (63) 7 (44)
Pacific 14 12 (86) 12 (86)
Asian 29 17 (59) 14 (48)
NZ European 141 113 (80) 99 (70)
Other 26 21 (81) 19 (73)
Missing 1 1 (100) 1 (100)
Qualification
None or below secondary school 47 36 (77) 29 (62)
Secondary school qualification 88 63 (72) 56 (64)
Trade or technical certificate 28 23 (82) 19 (68)
Tertiary diploma 27 19 (70) 18 (67)
Bachelordegree 32 28 (88) 26 (81)
Other 1 1 (100) - -
Refused 3 3 (100) 3 (100)
Missing 1 1 (200 1 (100

Descriptive tables of the covariate risk factors by gambling frequency status (regular versus non
regular) are presented in Appendix 6 for reference.
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\ 7.2 Outcome variables \

As mentioned in section 3.6.5, it waevident from the summary statistics fautcomevariables
(Table 11) that the distributions we strongly skewedtherefore after testing for normality, log
transformed datavereused in the subsequent analyses.

As can be seen iifable 11, the range and standard deviations for time and money spent across
pub/club and casinsettings were very large, whilst median figures remained much lower. This
indicates large amounts of time and money were spent by a few gamblers across each of the gambling
settings. Focusing on the median figures (as they are unaffected by the extreme values), it appears
that participants reported spending more time gambling anac&GMs (median 12@ninutes per

month comparedo gambling onpub or club EGMs (median 80 mnites), and reported spending a
similar amount of money (median $@Br monthfor casino EGMs, an#i80 on pub/club EGMs).

Table 11 Calculated variables for time and money spent gambling

Variable” N Mean SD Median  Min. - Max.

Casino table games

Time spent gambling per month (minutes) 177 344.80 628.97 90 5-4,800
Money spent gambling per month (dollars) 181 785.25 3685.78 100 5-48,000
Pub or dub EGMs

Time spent gambling per month (minutes) 263 205.57 330.20 80 2.5-2,880
Money spent gambling per month (dollars) 271 189.56 344.66 80 2.5- 3,000
Casino EGMs

Time spat gambling per month (minutes) 331 364.38 559.51 120 2.5- 3,840
Money spent gambling per month (dollars) 362 271.06 560.50 75 2-4,800
Casino and pub/tub EGMs

Time spat gambling per month (minutes) 421 411.84 568.30 240 2.5- 3,840
Money spat gambling per month (dollars) 456 322.80 573.62 100 2-4,800
Time spengambling onrEGMs in a typical

session (minutes) 424 33.60 33.31 20 3-240

“Mid-r ange values f r-eportep gamblingcfrequency tweré combenkdf with-gegorts of
average length ofor expenditureper, gambling session to provide an estimate of time and money spent
gambling per month.

7.3 Casino table gamegambling |

This section details the resultsf gambling on casinotable games These results arseparately
grouped in relation to each of the two atte measures (time and money spent gamblifigd)e
results of wivariate analyses, uitivariate modelling and multivariate analyses adjusted for
confounders are reported, followed by tloagitudinal analyses. Only participants who reported
casinotable ganmbling are included in this sectiorResults in relation to EGM gambling appear in the
following section.

7.3.1 Timegambling on casindable games

Time spentgambling on casinaable games univariate results

Univariate analysesndicate significant effeston time spenggambling on casindable gameger
month by ethnigty (Asian and @her ethnicitiesgambledfor longer) and PGSI category (problem
gamblers spent more tinggmblingper month (Table12).
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Table 12. Univariate analyses for Log(time) casinotable gambling - demographicvariables

Demographic variable Estimated mean (95% ClI) p-value
Gender

Male 4.77 (4.49 5.06)

Female 441 (3.98 4.85 0.17
Age goup (years)

<20 5.01 (1.87,8.15

20-24 4.85 (4.28 5.4))

25-44 4.68 (4.295.09)

45-64 4.25 (3.82 4.67)

65+ 5.37 (4.68 6.06 0.08
Ethnic group (prioritised)

MUor i 4.10 (3.24 4.99

Pacific 4.94 (3.995.89

Asian 5.79 (5.22,6.37)

European 4.29 (3.99 4.58

Other 5.29 (4.67,5.92 <0.0001
Qualification

None or below secondary school 5.03 (4.24, 5.8)

Secondary schodgjualification 4.54 (4.154.93

Trade or technical certificate 4.37 (3.71,5.02

Tertiary diploma 4.74 (4.105.38

Bachelor degree 4.58 (4.11,5.09

Other 6.40 (3.26 9.59 0.67
Living situation

Single adult living alone 5.39 (4.70 6.08

Single adult with other adults only 4.71 (4.195.23

Single adult with child/children at home 4.00 (2.17,5.82

Married/defacto couple 4.53 (4.12 4.95

Family with adults only 4.47 (3.78 5.1

Family with children at home 4.43 (3.85 5.00

Other 5.42 (4.00 6.83 0.30
Employment gatus

Working in paid full time employment 4.53 (4.24 4.83

Working in paid part time employment 4.79 (3.99 5.58

Unemployed 4.99 (4.22 5.76

Full time student 4.34 (3.04,5.64

Retired 5.17 (4.395.99

Other 4.50 (1.34,7.69 0.63
Income support

Pension/superannuation 5.20 (4.40,6.00

Welfare/working for families 4.47 (3.70 5.25

Student allowance 4.84 (3.24 6.49

None 4.62 (4.34 4.89 0.54
Income

Less thar$20,000 4.44 (3.67,5.210

$20,001- $40,000 4.50 (3.835.19

$40,001- $60,000 4.47 (3.91,5.03

$60,001- $80,000 4.90 (4.17,5.63

More than $80,000 4.33 (3.73 4.93

Not reported 5.00 (4.58 5.4) 0.40
Problem gambling status PGSI)

Non-problem gambler 4.34 (4.03 4.66

Low-risk gambler 494 (4.395.49

Moderaterisk gambler 481 (4.255.37)

Problem gambler 5.58 (4.87,6.29 0.01
Psychological distressk-10)

Low 4.71 (4.43 4.98

Moderate 4.34 (3.80,4.88

High 417 (2.88 5.45

Very high 6.04 (4.76 7.33 0.09
Alcohol risk (AUDIT -C)

Nonrisky drinker 4.64 (4.22, 5.0

Risky drinker 471 (4.355.07) 0.78
Tobacco use

Non-smoker 4.72 (4.305.19

Ex-smoker 451 (4.11,4.92

Infrequentsmoker 4.00 (2.56 5.49

Once a dagmoker 4.89 (4.30,5.48 0.58
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Two subscales of the COPE instrument indicating use of social support were significantly related to
time spentgambling on casintable gamesTable 13). Where participantasedmore instrumental

and emotional social support to cope with stressful situations, they reported spending significantly
less timegambling on casintable games.

Table 13. Univariate analyses for Log(time) casinotable ganbling - continuous variables

COPE and NEO-PI subscales Estimate Standard Error  t statistic  p-value

COPE(Mental dsengagement) -0.0426 0.0518 -0.82 0.41
COPE (Use of instrumental social support -0.0686 0.0351 -1.95 0.05
COPE(Active coping -0.0724 0.0400 -1.81 0.07
COPE(Denial) 0.0050 0.0597 0.08 0.93
COPE(Behaviairal disengagement 0.0441 0.0623 0.71 0.48
COPE (Use of emotional social suppoit -0.0623 0.0321 -1.94 0.05
COPE(Substance use 0.0182 0.0370 0.49 0.62
COPE (Planning) -0.0684 0.0385 -1.78 0.08
NEO-PI (Impulsiveness) -0.0241 0.0270 -0.89 0.37

Time spentgambling on casinaable games multivariate model

All factors with an indicativeassociation (p<0.2)n time spengambling on casintable games were
included in the naltivariate modelling procedureThis procedure identified factors which maintained
a significant relationship with time speg@mbling on casindable games when opéra in
combination. Factorsthat retained significantassociation withime spengambling on casintable
games became part of the model showitable 14. Increased time spent gambling was noted for
Asian ethnicity, PGSI categorproblem gamblérand K10 score (low and very high psychological
distress categories).These sets of factors veercollated so that their combined effects could be
adjusted for in subsequent analyses

Table 14. Multivariate model for (log transformed) time (minutes) spentgambling on casino
table games

Least square
means estimate (95% CI) p-value

Ethnicity -Asian

No 4.47 (3.96,4.99) 0.002
Yes 5.48 (4.84,6.11)
Problem gambling status PGSI)
Non-problem gambler 4.42 (3.81,5.03) 0.03
Low-risk gambler 491 (4.16,5.66)
Moderaterisk gambler 4.89 (4.19,5.59)
Problemgambler 5.67 (4.97,6.37)
Psychological distressi-10)
Low 5.41 (5.02,5.80) 0.04
Moderate 4.78 (4.22,5.34)
High 4.02 (2.78,5.26)
Very high 5.69 (4.41,6.96)
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Results adjusted for confounders fotime spentgambling on casinaable games

Using the model described aboas a base modeinultivariate analyses were conducted to explore
the relationships between kegasino table game features and time spent on gambling while
controlling for the variables that were shown to have a relationship with time speatiootable
ganbling (Asian ethnicity, PGSI, K10). Descriptive tables presenting the frequency of responses for
the casinotable garbling features have been provided in Appendix 7 for reference.

Casino able game features and time spent gambling

Detailedin Table 15 is gambling satisfactionwith casinotable game features and association with
time spent gambling (as previously, time spent gambling is a composite of both average session
length and numbeaf sessions per month). Results indicate that participants whogeaatess where a

low minimum bet is possibks Gmportant/very importaidtto their satisfaction with gambling spent

less time gambling than those rating this featuréskghtly/moderatgf importan® or dunimportand

(p = 0.04). The more important participants felt tpédyer skillwas to their satisfaction, the more

time they spent gambling & 0.0003). Likewisewhere participantgelt having some control over

the gamewas important to their satisfaction they tended to spend significantly moregéimbling

(p =0.0006).

Table 15. Gambling satisfactionwith casinotable game features and time spent gambling

Slightly/
Moderately Important/Very
Not important important important
Feature (95% CI) (95% CI) (95% CI) p-value
Games whee a low minimum bet is possible 5.36 (4.53, 6.19) 5.34 (4.75,5.93) 4.75 (4.24, 5.26) 0.04
Player skill 4.05(3.39,4.0) 4.91(4.32,5.51) 5.22(4.72,5.72) 0.0003
A smallnumber of players at the table 492 (4.33,5.6) 4.95(4.35,5.54) 5.05(4.47,5.63) 0.88
Social interaction at the table 4.67 (4.05,5.29) 4.93 (4.34,5.51) 5.20(4.65, 5.75) 0.18
A faster game 4.83 (4.24,5.41) 5.15 (4.54,5.75) 4.99(4.42, 5.56) 0.51
Having some control over the gme 4.33(3.72,4.94) 5.13 (4.46,5.8) 5.18 (4.67, 5.68) 0.006
Crouper/dealer (if present at table) 4.96 (4.27,5.64) 4.74 (400,5.47) 5.01 (4., 5.52) 0.71

Adjusted bybaselindPGSl, k10 and Asiarethnicity.

The impact ottasinotable games features on intended time spent and reported time spent gambling is
shown inTable 16. Participants whaoeported thaplayer skillwould leadthem tointend tospend

either more time gambling or less time gambkaguallyreported spending more time gambling than
those whaeportedhis featurevould haveno effect p = 0.04). Participants wheeportedthathaving

some control over the gamreould lead them to intentb spend less time gambling in fact reported
spending more time gambling than those wéportedthis feature had no effedhis trend was also
present but less marked for those whportedthatthis featurewould lead thento spend more time

than intendedp(= 0.03).
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Table 16. Intended time spentby casinotable game features andgctual time spent gambling

Spend less time No effect Spendmore time

Feature (95% CI) (95% CI) (95% CI) p-value

Games wher a low minimum bet is possible 4.94 (4.08,5.8) 4.72 (4.14,5.08) 4.89 (4.31, 5.47) 0.74
Player skill 4.80(3.95,5.64) 4.59 (4.06,5.13) 5.22 (4.64,5.8) 0.04
A smallnumber of players at the table 454 (3.785.31) 4.82 (4.27,5.36) 4.90(4.29, 5.51) 0.60
Social interaction at the table 4.26 (3.24,5.28) 4.69 (4.13,5.25) 5.00(4.44, 5.55) 0.21
A faster game 4.69 (4.08,5.8) 4.80(4.23,5.37) 5.09 (4.41,5.77) 0.49
Having some control over the game 5.63(4.53,6.73) 4.52 (3.96,5.09) 5.03 (4.48, 5.59) 0.03
Croupkr/dealer (if present at table) 5.56 (4.25, 6.87) 4.67 (4.13,5.21) 4.97 (4.39, 5.54) 0.22

Adjusted bybaselind?GSI,K-10 and Asian ethnicity

Longitudinal analyses of time spengambling oncasinotable game$

Data across the thre¢ime points (baseline, three and six monthakere comparedto produce
longitudinal results for the swdample of regulacasinotable gamegamblers These data were
examined using repeated measu@meral LinearModels to identify any statistically significant
trends over time No significant time effects were identified for any of the confounderthe
multivariate modeltherefore only baseline confounder effects were used in the longitudinal models.
Descriptive tables showing the time trends for the cordetmare presented in Appendix 8

Time spent gambling ocasinotable gamesversix months

Average time spengambling oncasinotable games (per month) was not significantly different
between baseline and tlieree and six month time points (p #9.10), adjusting for baseline PGS,
K-10 and Asian ethnicityT@able17).

Table 17. Change in time spent gambling oncasino table games(minutes per month) from
baseline to three and six months

Change Change Change

3 (3 months 6 (6 months- (6 months-

Baseline months - baseline) months 3 months) baseline)
n 79 55 45 39 32 31
Mean (mirutes) 619.0 516.3 -136.1 630.3 192.7 235
SD 851.4 759.3 842.7 1,295.1 1,399.9 1,028.5
Median 240 225 -60 225 0 -60
Min. 5 0 -3,120 0 -2175 -975
Max. 4,800 3,600 3,120 7,680 7,200 5,280

Importance ofontrol over the game on gambling satisfaction and effect on time spent gaouding
six months

Theimportanceof having some control over the gamegambling satisfactiohad an effecon time
spent gamblingvhich change significantly over time. Whilgarticipants whaated control over the

8 The number of participants (n) varies across the time points in the results presented in this section. This is
because gambl @ediffeéent gaanblihg farmspaiesiatoeach time point. Therefore, change is not
necessarily equal to the difference between the assessment points.
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gameas unimportantonsistentlyspent less time gambling over the three time points, there was some
variation in the other ratings with the most amount of thmentgarb | i ng v ar ysiighty bet we e
moderate y i mp o rimpartant/@ery anpattad@dver the three time point3éble18).

Table 18. Importance of control over the game on gambling satisfaction and effect on time spent
gambling from baseline to three and six months

Slightly/Moderately Important/Very
Effect . . )
Not important important important
Estimated Standard Estimated Standard Estimated  Standard p-
mean Error mean Error mean Error value
Baseline 5.14 0.34 5.67 0.32 5.90 0.27
Time 3 months 5.09 0.35 6.15 0.33 5.28 0.27
6 months 5.23 0.47 4.92 0.41 6.04 0.33 0.006

Adjusted forbaseline®?GSl, k10 andAsianethnicity.

Importance of the croupier/dealer on gambling satisfaction and effect on time spent gawsdalisix
months

As with control over the gaméhere was consistency across time points for time spent gambling for
those ratingthe croupier/dealelms unimportant to satisfaction. More variability in time spent was
seen over time where participamtged this feature as importarm; some cases these participants
spent less time gambling and in some cases timneegamblingTable 19).

Table 19. The effect of gambling satisfaction due to croupier/dealer on time spent gambling
from baseline to three and six months

Effect Slightly/Moderately Important/Very
Not important important important
Estimated Standard Estimated Standard Estimated Standard p-
mean Error mean Error mean Error value
Baseline 5.73 0.33 4.60 0.47 5.76 0.27
Time 3 months 5.58 0.48 5.40 0.33 5.36 0.27
6 months 5.78 0.58 4.96 0.38 6.14 0.34 0.04

Adjusted for baseline PGSI-K0 and Asian ethnicity.

7.3.2 Money spengambling on casindable games

Results related to money spegambling on casintable games are presented in this section. The
results of wivariate analyses, multivariate modelling and multivariate analyses adjusted for
confounders are given, followed by the longitudinal analysémte that only participants who
reportedcasinatable ganbling activity are included in this section.

Money spentgambling on casinatable games- univariate results

Statistically ggnificant effectson casinotable game expenditumere found forage (those in 6$ears
and oldergroup spent moregthnicity (Asian, Pacific and tBer groups spent more), PGSI (problem
gamblers spent more money) andl® (higher distress associated with higher expenditdrahlé¢
20).
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Table 20. Univariate analyses for Log ¢lollars speni casino table ganbling - demographic
variables

Demographic variable Estimated mean (95% Cl) p-value
Gender

Male 5.07 (4.76 5.39

Female 455 (4.09 5.02 0.07
Age goup (years)

<20 4.61 (1.17,8.04

20-24 5.00 (4.395.60

25-44 4.97 (4.555.39

45-64 4.41 (3.95 4.87)

65+ 5.85 (5.10,6.60 0.03
Ethnic group (prioritised)

MUor i 5.04 (4.12,5.95

Pacific 5.56 (4.61, 6.5

Asian 6.31 (5.736.89

European 4.35 (4.04, 4.66

Other 5.43 (4.756.10 <0.0001
Qualification

None or below secondary school 5.55 (4.69 6.42

Secondary school qualification 4.93 (4.50 5.36

Trade or technical certificate 4.78 (4.07,5.49

Tertiary diploma 4.63 (3.96 5.29

Bachelor degree 4.69 (4.17,5.2)

Other 6.91 (3.44,10.39) 0.43
Living situation

Single adult living alone 5.92 (5.19 6.65

Single adult with other adults only 5.02 (4.46 5.57)

Single adult withchild/children at home 3.82 (1.84,5.80
Married/defacto couple 4.62 (4.17,5.07

Family with adults only 4.85 (4.10 5.60

Family with children at home 4.62 (4.01,5.22

Other 5.65 (412 7.19 0.06
Employment satus

Working in paid fulltime employment 4.75 (4.43 5.06

Working in paid part time employment 4.95 (4.08 5.82

Unemployed 5.33 (4.51,6.15

Full time student 4.84 (3.52 6.15

Retired 5.53 (4.68 6.37)

Other 6.21 (2.739.70 0.46
Income support

Pension/superannuation 5.65 (4.81,6.49
Welfare/working for families 4.80 (3.955.69

Student allowance 4.97 (3.426.53

None 4.86 (4.56 5.1 0.37
Income

Less than $20,000 4.76 (3.92 5.60

$20,001- $40,000 4.48 (3.755.20

$40,001- $60,000 4.56 (3.96 5.16

$60,001- $80,000 5.11 (4.335.89

More than $80,000 4.80 (4.135.47)

Not reported 5.30 (4.865.79 0.29
Problem gambling status PGSI)

Non-problem gambler 4.43 (4.104.79

Low-risk gambler 5.15 (4.57,5.72

Moderaterisk gambler 5.22 (4.655.80

Problem gambler 6.51 (5.7 7.25 <0.0001
Psychological distressk-10)

Low 4.87 (4.57,5.16

Moderate 4.65 (4.08 5.22

High 4.90 (3.7, 6.09

Very high 7.53 (6.16 8.90 0.002
Alcohol risk (AUDIT -C)

Nonrisky drinker 4.83 (4.38 5.28

Risky drinker 4.95 (4.565.33 0.69
Tobacco use

Non-smoker 4.93 (4.47,5.39

Ex-smoker 4.53 (4.10,4.97)

Infrequent smoker 4.39 (2.82 5.9

Once a dagmoker 5.42 (4.79 6.06 0.13
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The use othe two COPE subscalesnotional social suppoand planningwere associated witless
money spent onasinotable garbling (Table21).

Table 21 Univariate analyses for Log (dollars spent) casino table ganbling - continuous
variables

COPE and NEO-PI subscales Estimate  Standard Error  t statistic  p-value

COPE(Mental dsengagement) -0.0525 0.0558 -0.94 0.35
COPE {Use ofinstrumental social support) -0.0636 0.0384 -1.65 0.10
COPE Active coping) -0.0602 0.0438 -1.37 0.17
COPE Denial) 0.0751 0.0647 1.16 0.25
COPE Behaviaral disengagement) 0.1120 0.0674 1.66 0.10
COPE (Use of emotional social support) -0.0705 0.0348 -2.02 0.04
COPE Gubstance use) 0.0541 0.0398 1.36 0.18
COPE (Planning) -0.0880 0.0414 -2.12 0.04
NEO-PI (Impulsiveness) -0.0068 0.0295 -0.23 0.82

Money spentgambling on casinatable games multivariate model

All factors with a indicativeassociation (p<0.2Qyith moneyspentgambling on casintable games
were included in the multivariate modelling proceduFeactorsretaininga significant impactwhen
operating in combination arghown inTable 22. Increased money spent gambling was noted for
ethnicity (Pacific, Asian or Other), age groulegs than20 yearsand 65years and oldgr PGSI
category problem gamblgrand K-10 score (low and very high psychological distress).

Table 22. Multivariate model for (log transformed) dollars spent gambling on casinotable
games

Least square
means estimate  (95% ClI) p-value

Ethnicity (prioritised)

MUoO T i 5.59 (4.48,6.71)

Pacific 6.38 (5.25,7.52)

Asian 6.59 (5.73,7.45)

European 5.06 (4.29,5.83)

Other 6.11 (5.12,7.09)  <0.0001
Age group (years)

<20 6.20 (3.24,9.15)

20-24 5.72 (5.07,6.37)

25-44 5.66 (5.13,6.18)

45- 64 5.36 (4.77,5.95)

65+ 6.80 (6.01,7.59) 0.008
Problem gambling status PGSI)

Non-problem gambler 5.16 (4.35,5.97)

Low risk gambler 5.72 (4.78,6.67)

Moderate risk gambler 5.94 (5.04,6.84)

Problemgambler 6.97 (6.04,7.89) 0.0002
Psychological distressK-10)

Low 6.03 (5.32,6.75)

Moderate 5.35 (4.56,6.15)

High 5.24 (4.00,6.47)

Very high 7.16 (5.78,8.55) 0.01
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Results adjusted for confounders for money spergjambling oncasino table games

Using the model described aboa® the base modehultivariate analyses were conducted to explore

the relationships between key table game features and money spent on gambling while controlling for
the variables that were shown to have a relationship with money spent on gambling (ethnicity, age
group, PGSI, K-10). Descriptive tables presenting the frequency of responses faatieotable

gane features have been provided in Appendix 7 for reference.

Casino able game features and money spent gambling

Satisfaction withcasinotable games features and association with money spent gambling is presented
in Table23. Similar to the relationship with time spent gambling, pgoéints who rateglayer skill

as important/very important spent maneney gamblinghan those who rated this feature as slightly/
moderately importantboth groups spent morenoney than those who rateglayer skill as
unimportant to their satisfactiop & 0.008). A similarfinding was notedfor having some control

over the gamewhere participants who felt this feature was important for satisfaction spent more
money on gamblinga(= 0.01). The more important participameportedthatsocial interactiorat the

table was for satisfaction, the more money they spent on gambling with those viewing this feature as
important/very important spending the mogt=0.04). Conversely, prticipants who rategames

where a low minimum bet is possilale important/very important spent less money than those who
reportecthis feature as not important or only slightly/moderately imporiantq.0001).

Table 23. Gambling satisfactionwith casinotable game features and money spent gambling

Slightly/
Moderately Important/Very
Not important important important
Feature (95% CI) (95% CI) (95% CI) p-value
Games whee a low minimum bet is possible 6.54 (5.52, 7.55) 6.55(5.73,7.36) 5.71(4.97,6.45) 0.001
Player skill 5.28 (4.41,6.16) 5.74 (4.91,6.57) 6.16 (5.0, 6.92) 0.008
A small nunber of players at the table 5.64 (4.81,6.47) 6.05(5.24,6.85) 6.14 (5.31, 6.96) 0.18
Social interaction at the table 5.41 (4.56, 6.27) 6.04 (5.9,6.87) 6.11(5.34, 6.88) 0.04
A faster game 5.85 (500, 6.71) 6.30(5.44,7.15) 5.88(5.09, 6.66) 0.19
Having some control over the game 5.22 (4.37,6.07) 6.02 (5.11,6.92) 6.00(5.24, 6.75) 0.01
Crouper/dealer (if present at table) 5.89 (4.99, 6.79) 5.85(4.956.75) 5.95 (5.17, 6.74) 0.94

Adjusted bybaseline ethnicityage groupPGSI andK-10.

The impact ofcasinotable games features on intendexney spent andeportedmoney spent
gambling is detailed inrable 24. Participants who reported thatayer skill would affect their
expenditurgaended to spend more than those wdqaorted thathis featurewvould hawe no affect; this
was particularly noticeable forparticipantswho reported thathis featurewould lead thento spend
less than intendeg & 0.01). A similarfinding was notedor those whareported thahaving some
control over the gamwould dfect their spendingvith these participastalso tended to spend more
(p = 0.02). Participantswho reported thathe croupier/dealerwould affect their spending tended to
spend more than those who rated this feature as haviaffecg particularly when theyeportedthat
acroupierwould leadthem to spend less than intendpe:(0.007).
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Table 24. Intended expenditure by casino table game features andactual money spent on

gambling
Spendless No effect Spend more
Feature money (95% CI) (95% CI) money(95% Cl)  p-value
Games whex a low minimum bet is possible  5.73 (4.77,6.69) 5.79 (4.96, 6.63) 5.98 (5.13, 6.83) 0.76
Player skill 6.69 (5.71,7.66) 5.69 (4.88,6.51) 5.89 (5.07,6.72) 0.01
A smallnumber of players at the table 6.03 (5.13,6.92) 5.69 (4.87,6.52) 6.09(5.16, 7.03) 0.33
Social interaction at the table 5.95(4.97,6.93) 5.74(4.89,6.59) 5.85 (500, 6.7) 0.83
A faster game 5.64 (4.1, 6.57) 5.80(4.96, 6.63) 6.06 (5.18, 6.93) 0.51
Having some control over the game 5.87 (4.89,6.85) 5.58(4.78,6.38) 6.40 (5.54, 7.25) 0.02
Croupier/dealer (if present at table) 6.87 (5.9, 8.24) 5.55 (4.77,6.34) 6.24 (5.41, 7.08) 0.007

Adjusted by baseline ethnicity, age grolB;SI andk-10.

Longitudinal analyses of noney spent gambling orcasinotable game$

Data across the three time poir(tsaseline, three and six monthaere compared to produce

longitudinal results for the stdample of regulacasinotable game gamblers.

These data were

examined using repeated measu@mneral Linear Modelso identify any statistically significant
trends over time No significantmoney effects were identified for any of the confoundershe
multivariate modeltherefore only baseline confounder effects were used in the longitudinal models.
Descriptive tables showirte time trends for the confounders are presented in App8ndix

Money spent gambling arasinotable games oveaix months

Average expenditur®n casino table game gamblimgmained consistent over time (p 0-09),
adjusting for baseline PGSI-X0, ethnic group and age gro(iable25).

Table 25. Change in money spen{dollars per month) gambling on casinotable gamesfrom
baseline to three and six months

Change Change Change

3 (3 months 6 (6 months- (6 months-

Baseline months - baseline) months 3 months) baseline)
n 79 54 44 33 29 28
Mean ($) 1,589.5 1,474.0 -140.6 1,214.9 -876.6 -88.8
SD 5,483.6 5473.6 1,034.2 2,887.5 4,652.2 1,025.8
Median 400 225 -5 375 0 -250
Min. 5 10 -2,600 25 -24,000 -1,500
Max. 48,000 40,000 3,200 16,000 3,600 4,000

° The number of participants (n) varies across the time points in the results presented in this saiion. T

because

gambl er so

participation in

necessarily equal to the difference between the assessment points.

di fferent

gambl i n¢
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Importance of control over the game on gambling satisfaction and effenboeyspent gambling
over six months

When participants ratedaving some control over the game asing not important for gambling
satisfaction,they reportedspendhg less money gambling onasinotable games over time. In
contrast, rating this featur@s important was associated with more variable and higher expenditure
(Table26).

Table 26. Importance of control over the gane on gambling satisfaction and effect omoney
spent gamblingfrom baseline to three and six months

Effect Slightly/Moderately Important/Very
Not important important important
Estimated  Standard Estimated  Standard Estimated  Standard

p-value

mean Error mean Error mean Error

Baseline 5.83 0.38 5.74 0.37 6.19 0.31

Time 3 months 5.22 0.38 6.53 0.36 5.58 0.31
6 months 4,94 0.49 5.13 0.44 6.22 0.36 0.0004

Adjusted by baseline ethnicity, age groigSI and-10.

7.4 EGM gambling

Results related to time spegambling onEGMs are presentdd this section whicliollows thesame
format setasthe earlier section onasinotable game gambling. The results of univariate analyses,
multivariate modelling and multivariate analyses adjddor confounders are reported, followed by
the longitudinal analyses. Two outcome variables are relevant for time ggrabting onEGMs:
time spengambling onEGMs per month and average EGM gambling session lemdhe that only
participants who repted EGM garhling activity are included in this section.

7.4.1 Time spenggambling onEGMs

EGM time measures- univariate results

Results are presented separately for time spantbling onEGMs per month and average EGM
gambling session length.

Time spengambling orEGMs

Age, living situation employment statysncome support, incomerenuegroup PGS] alcoholrisk
and tobaccaise were all significantly associated with time spegambling onEGMs (Table 27).
Participantavho spent more timgambling onEGMswereaged65 yearsand oldermarriedor single
living alone, retiredreceiving a benefjtin the $20,001 - $40,000 and $60,001 - $80,000 income
brackets nonrisky alcohol drinker, non or esmoker, or gambled oboth pubklub and casino
EGMs.
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Table 27. Univariate analyses for Log(time) EGM gambling - demographicvariables

Demographic variable Estimated mean (95% ClI) p-value
Gender

Male 5.04 (4.845.29

Female 5.22 (5.015.49 0.21
Age goup (years)

<20 4.94 (3.925.95

20-24 4.46 (4.07,4.85

25-44 4.67 (4.394.99

45-64 5.26 (5.035.50

65+ 5.78 (5.50 6.07) <0.0001
Ethnic group (prioritised)

MUor i 4.72 (4.26 5.19

Pacific 5.55 (4.98 6.11)

Asian 5.53 (5.02 6.09

European 5.09 (4.91,5.29)

Other 5.13 (4.635.62 0.11
Qualification

None or below secondary school 5.18 (4.855.5])

Secondargchool qualification 5.31 (5.07,5.59

Trade or technical certificate 5.01 (4.61,5.4)

Tertiary diploma 4.95 (4.555.3H

Bachelordegree 4.85 (4.46,5.29)

Other 6.29 (3.309.28 0.30
Living stuation

Single adult living alone 5.59 (5.24 5.99

Single adult with other adults only 4.75 (4.395.12

Single adult with child/children at home 4.89 (4.045.73

Married/defacto couple 5.31 (5.07,5.55

Family with adults only 4.84 (4.405.28

Family with children at home 4.86 (4.52 5.20

Other 6.05 (4.74,7.36 0.004
Employment gatus

Working in paid full time employment 498 (4.79 5.17)

Working in paid part time employment 5.30 (4.89 5.70

Unemployed 5.31 (4.81,5.8)

Full time student 4.02 (3.46,4.58

Retired 5.76 (5.436.09 <0.0001
Income support

Pensiofsuperannuation 5.82 (5.52 6.13

Welfardworking for families 5.24 (4.79 5.68

Studentallowance 4.12 (3.46, 4.79

None 4.95 (4.77,5.13 <0.0001
Income

Less thar$20,000 4.92 (4.515.39

$20,001- $40,000 5.53 (5.145.92

$40,001- $60,000 481 (4.455.17)

$60,001- $80,000 5.59 (5.06 6.13

More than $80,000 4.94 (4.535.39

Not reported 5.14 (4.91,5.38 0.04
EGM venue

Casino EGM only 5.15 (4.94 5.37)

Both pub/club and asinoEGM 5.65 (5.42 5.87)

Pubklub EGM only 4.17 (3.87,4.49 <0.0001
Problem gambling status PGSI)

Non-problem gambler 474 (4.554.93

Low-risk gambler 5.35 (5.055.65

Moderaterisk gambler 5.76 (5.42,6.09

Problem gambler 5.82 (5.27,6.38 <0.0001
Psychological distressK-10)

Low 5.10 (4.925.29)

Moderate 5.04 (4.69 5.40

High 5.43 (4.83 6.03

Very high 5.57 (4.82 6.32 0.45
Alcohol risk (AUDIT -C)

Nonrisky drinker 541 (5.19 5.63

Risky drinker 4.94 (4.71,5.16 0.004
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Demographic variable Estimated mean (95% ClI) p-value

Tobacco use

Non-smoker 5.32 (5.06 5.58
Ex-smoker 5.19 (4.93 5.44)
Infrequent smoker 3.55 (2.67,4.49
Once a dagmoker 4.98 (4.67,5.30 0.002

As was the case for time spagambling on casintable games, the two COPE subscales reflecting
the use of social support weaitsoassociated wittime spengambling onEGMs (Table28). Where
participants reported using more instrumental and emotional social support to cope with stressful
situations, they reported spending significantly less gamabling onEGMs. Additionally, the use of
planningwas also statistically significantly associated with less time gambling on EGMs.

Table 28. Univariate analyses for Log(time) EGM gambling - continuous variables

COPE and NEO-PI subscals Estimate  Standard Error  t statistic p-value
COPE(Mental dsengagement) -0.0486 0.0311 -1.56 0.12
COPE (Use of instrumental social support) -0.0756 0.0225 -3.36 0.001
COPE Active coping) -0.0283 0.0248 -1.14 0.25
COPE Denial) 0.0315 0.0384 0.82 0.41
COPE Behaviaral disengagement) 0.0090 0.0349 0.26 0.80
COPE (Use of emotional social support) -0.0540 0.0211 -2.56 0.01
COPE Gubstance use) -0.0423 0.0266 -1.59 0.11
COPE (Planning) -0.0486 0.0230 -2.11 0.04
NEO-PI (Impulsiveness) -0.0145 0.0168 -0.86 0.39

Length of sessiongambling onEGMs

Gender, ethnicity, living situation, income support, venue group, PGSI and alisihoelere all

significantly associated with length of sessgambling onEGMs (Table29). Similar to time spent
gambling onEGMs per monthlonge sessions ofambling onEGMswere noted for femalesjngle

people living alongreceiving a welfare benefit,-eisk gamblergPGS), or nonrisky alcohol drinker.
Europeansnd participants who only gambled on pub/club EGMs repatiedtergamblingsessions
than other ethnic gups.

Table 29. Univariate analyses for Log(session length) EGM garhbling - demographicvariables

Demographic variable Estimated mean (95% ClI) p-value
Gender

Male 3.02 (2.92,3.13

Female 3.30 (3.19 3.42 0.0005
Age goup (years)

<20 2.95 (2.37,3.59

20-24 3.00 (2.79 3.2)

25-44 3.10 (2.95 3.2

45- 64 3.23 (3.09 3.37)

65+ 3.21 (3.04 3.38 0.36
Ethnic group (prioritised)

MUor i 3.30 (3.053.55

Pacific 3.22 (2.92,3.59

Asian 3.46 (3.193.73

European 3.06 (2.96 3.1

Other 3.32 (3.05 3.60 0.02
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Demographic variable Estimated mean (95% ClI) p-value

Quialification

None orbelow secondary school 3.23 (3.053.42

Secondary school qualification 3.10 (2.97,3.23

Trade or technical certificate 3.06 (2.84, 3.28

Tertiary diploma 3.20 (2.98 3.43

Bachelordegree 3.18 (2.97,3.39

Other 4.32 (2.655.99 0.53
Living stuation

Single adult living alone 3.55 (3.353.79

Single adult with other adults only 3.10 (2.90 3.29

Single adult with child/children at home 3.32 (2.84,3.79

Married/defacto couple 3.02 (2.88 3.1

Family with adults only 3.07 (2.84,3.30

Family with children at home 3.14 (2.96 3.33

Other 3.03 (2.37,3.70 0.003
Employment gatus

Working in paid full time employment 3.10 (2.99 3.20

Working in paid part time employment 3.20 (2.98 3.42

Unemployed 3.26 (2.98 3.59

Full time student 2.96 (2.653.28

Retired 3.30 (3.10 3.50 0.25
Income support

Pension/superannuation 3.15 (2.97,3.33

Welfare/working for families 3.49 (3.24 3.79

Student allowance 2.92 (2.54,3.30

None 3.11 (3.01,3.2) 0.03
Income

Less than $20,000 3.40 (3.17,3.63

$20,001- $40,000 3.24 (3.04 3.45

$40,001- $60,000 3.07 (2.87,3.27)

$60,001- $80,000 3.29 (3.01,3.57)

More than $80,000 3.02 (2.79 3.2

Not reported 3.07 (2.93 3.20 0.08
EGM venue

Casino EGM only 3.15 (3.02,3.29

Both pub/cluband Casin&EGM 3.34 (3.21,3.48

Pubklub EGM only 291 (2.73 3.09 0.0007
Problem gambling status PGSI)

Non-problem gambler 3.00 (2.893.1)

Low-risk gambler 3.21 (3.04,3.38

Moderaterisk gambler 3.37 (3.18 3.5

Problem gambler 3.47 (3.18 3.7H 0.0007
Psychological distressk-10)

Low 3.12 (3.033.22

Moderate 3.13 (2.94, 3.33

High 3.43 (3.10 3.79

Very high 3.28 (2.88 3.69 0.32
Alcohol risk (AUDIT -C)

Norrisky drinker 3.26 (3.133.38

Risky drinker 3.00 (2.87,3.13 0.005
Tobacco use

Nor-smoker 3.14 (3.00 3.29

Ex-smoker 3.15 (3.02,3.29

Infrequent smoker 2.86 (2.36 3.39

Once a dapmoker 3.13 (2.95 3.30 0.74

None of the COPE subscales or NH®D impulsiveness subscalgere associateavith length of
sessiongiambling onEGMs (Table30).
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Table 30. Univariate analyses for Log(session length) EGM garhling - continuous variables

COPE and NEO-PI subscals Estimate  Standard Error  t statistic p-value
COPE(Mental dsengagement) -0.0040 0.0169 -0.23 0.82
COPE Use of instrumental social support) -0.0169 0.0123 -1.37 0.17
COPE Active coping) -0.0025 0.0132 -0.19 0.85
COPE Denial) 0.0297 0.0195 1.52 0.13
COPE Behaviaral disengagement) 0.0159 0.0187 0.85 0.40
COPE Use of emotional social support) -0.0218 0.0114 -1.92 0.06
COPE Eubstance use) -0.0055 0.0143 -0.39 0.70
COPE (Planning) -0.0133 0.0123 -1.08 0.28
NEO-PI (Impulsiveness) 0.0071 0.0090 0.79 0.43

EGM time measures multivariate model

Two outcome variablearerelated to time spemambling onEGMs time spengambling onEGMs
per month and average session lendgthown influencing factors identifieffom univariate analyses
were included in the multivariate modelling procedure.

Time spengambling onEGMSs

Factorsretaininga significant impac{p<0.20)on time spengambling onEGMs are shown inTable

31. More time wasspent gambling by participania the youngest and oldest age grougsd
problem gamblers. Less time was spent gambling by infrequent smokers, those who only gambled on
pub/club EGMs,andthose who scored highly on the COPEstdbe for mental disengagement.

Table 31. Multivariate model for (log transformed) time (minutes) spentgambling onEGMS
Least square

means estimate  (95% ClI) p-value

Agegroup (years)

<20 5.64 (4.53,6.75)

20-24 4.71 (4.29,5.12)

25-44 4.93 (4.58,5.28)

45-64 5.19 (4.85,5.52)

65+ 5.84 (5.46,6.22) <0.0001
EGM venue

Casino EGM only 5.20 (4.79,5.61)

Both pub/clubandcasino EGM 5.86 (5.47,6.24)

Pub/dub EGM only 4.73 (4.35,5.11) <0.0001
Problem gambling status (PGSI)

Nonproblem gambler 4.33 (3.99,4.68)

Low-risk gambler 5.10 (4.73,5.47)

Moderaterisk gambler 5.47 (5.05,5.90)

Problem gambler 6.14 (5.50,6.78) <0.0001
Tobacco use

Non-smoker 5.69 (5.36,6.02)

Ex-smoker 5.38 (5.06,5.70)

Infrequent smoker 4.44 (3.60,5.27)

Once a dagmoker 5.53 (5.16,5.90) 0.0147
COPE (Mental disengagement) -0.082 (-0.14,-0.020) 0.0103
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Length of sessiogambling onEGMSs

Factors with a indicative associatioon length of sessiowhengambling onEGMSwereconsidered
for inclusion in the multivariate model. The final modekaswn inTable32 includedthe following
factors associated with longer gambling session lemgtian ethnicity nonrisky alcohol useand
EGM venue ¢nly gamble on pub/club EGMmly).

Table 32. Multivariate model for (log transformed) session length (mintes) spentgambling on
EGMS

Least square

means estimate  (95% ClI) p-value

Ethnicity -Asian

No 3.09 (2.98,3.19)

Yes 3.51 (3.16,3.85) 0.02
Alcohol risk (AUDIT -C)

Nonrisky drinker 3.42 (3.22,3.62)

Risky drinker 3.17 (2.96,3.38) 0.01
EGM venue

Casino EGM only 3.27 (3.06,3.47)

Both pub/dub and casino EGM 3.51 (3.30,3.73)

Pubktlub EGM only 3.11 (2.84,3.37) 0.005

Results adjusted for confounders fotime spentgambling on EGMs

Using the model for time spent gambling as a base model, multivariate analysesomdireted to
explore the relationships between key EGM features and time spent on gambling. Thesshigsatio
were explored while controlling for the variables that were shown to have a relationship with either
time spent on gambling (age group, PGBhacco use, EGM venuand theCOPE sulscale for
mental disengagement) or average session length (egh¢iDIT-C, EGM venue). Descriptive
tables presenting the frequency of responses for the EGMliganieatures have been provided in
Appendix9 for reference.

EGM features and reported time spent gambling

The importance ofEGM featureson satisfaction withgamblingand association with time spent
gambling is presented ifiable33. Those participants wheportedjackpotsto beimportart to their
satisfaction spent more time gambling than those neportedthis feature as unimportarg € 0.02).

Table 33. Gambling satisfactionwith EGM features and time spent gambling
Slightly/Moderately Important/Very

Not important important important
Feature (95% CI) (95% CI) (95% CI) p-value
Free spins 4.82 (4.07,5.56)  5.07 (4.58,5.55)  5.22 (4.875.56) 0.42
Small frequent wins 4.79 (4.26, 5.32) 5.17 (4.79, 5.55) 5.24 (4.88, 5.6) 0.15
Jackpots 4.60 (4.06, 5.14) 5.27 (4.83,5.72) 5.25(4.91,5.59) 0.02
Low minimum bets 5.43 (500, 5.86) 5.15 (4.75, 5.55) 5.08 (4.71, 5.44) 0.17
Number of playabléines 5.08 (4.65, 5.6) 5.20 (4.81, 5.59) 5.19 (4.81, 5.56) 0.77
Themed graphics and sounds 5.05 (4.64, 5.45) 5.28 (4.89, 5.68) 5.20 (4.82, 5.57) 0.41

Adjusted byCOPE mental disengagemeage group, PGSipbacco usandEGM venue

Investigation into the effects of gambling game characteristics, PIDs angppephnology on gambling and problem
gambling behaviour in New Zealan&rovider No: 467583ContractNos: 334040/00 and 01.

Gamblingand AddictionsResearch Centre, &lland University of Technology

Final Report 7 August 2014



In regard to the effect of EGM features and intengl@ehblingtime on reported time spegambling
(Table 34), those whoreportedthat free sping smdl frequent winsand jackpots affected their
intended timereported spending more time that those wéported thee featuresvould haveno
effect free sping = 0.01,small frequent wins p0 .05, jackpots p= 0.02).

Table 34. Intended time spentgambling due to EGM features andactual time spent gambling

Spend less time No effect Spendmore time
Features (95% CI) (95% CI) (95% CI) p-value
Free spins 5.18 (4.47,5.88) 4.84 (4.43,5.25) 5.29 (4.94,5.63) 0.01
Small frequentwins 5.09 (4.55, 5.63) 4.98 (4.58,5.37) 5.34(4.97,5.7) 0.05
Jackpots 5.5(4.96, 6.04) 4.96 (4.59, 5.34) 5.31(4.95,5.67) 0.02
Low minimum bets 5.13 (4.58, 5.68) 5.03 (4.66, 5.41) 5.36 (4.98, 5.74) 0.12
Number of playable lines 5.22 (4.74,5.71) 5.03(4.67,5.4) 5.41 (5, 5.82) 0.08
Themed graphics and sounds 5.48 (4.9, 6.07) 5.07 (4.71,5.43) 5.33(4.93,5.73) 0.12

Adjusted byCOPE mental disengagemeage group, PGSlpbacco usandEGM venue.

Player information displays and time spent gambling

Participants who weraware of PIDS spent significantly more time gamblipg 0.0001) than those

who were unaware of this feature. Participants were asked about the likelihood of taking various
actions in relation to PIDs. Those wiaportedthat onviewing PIDsthey would be likely tancrease

their gambling spent significantly more time gambling (p.82), whereas those who reported they
were unlikely to increase their gambling spent less time gamilizgie 35).

Table 35. Effect of behaviour response to PIDs on time spent gambling

Unlikely Neutral Likely
Behaviour (95% CI) (95% CI) (95% CI) p-value
Stop gambling irthat visit 5.25 (4.77,5.73) 4.93 (4.20,5.67) 5.30(4.30,6.29) 0.64
Redue your gambling 4.88 (4.30,5.47) 5.52 (4.63,6.41) 4.92 (4.29,5.56) 0.27
Increase your gambling 4.83 (4.31,5.35) 5.69 (4.72,6.67) 5.91 4.86, 6.96) 0.02
Change machines 4.81(4.25,5.37) 5.12 (4.31,5.94) 5.11 (4.51,5.71) 0.40
Consider theverall level of your gambling 4.92 (4.32,5.52) 4.53 (3.71,5.45) 5.06 (4.34,5.78) 0.50

Consider seking help about your gambling 4.86 (4.32,5.39) 5.05(3.79, 6.31) 5.64 (4.23, 7.04) 0.54
Adjusted byCOPE mental disengagemeage group, PGSipbacco usandEGM venue.

Table 36 shows thaparticipantswho reported thaPIDs help them control their time spent gambling
in fact spent more time gambling, and those wdmortedthis feature only slightly/somewhat helped
in this regard spent the most timgambling(p = 0.02). Accuracy of PIDs information regarding time
spent gambling andaisfaction with PIDsverenot significantly linked to time spent gambling

Table 36. PIDs and time spentgambling

Moderately/
Slightly/ Very much or
Not at all Somewhat Extremely
(95% ClI) (95% ClI) (95% ClI) p-value
Do PIDs help control time spent gamblin@ 4.76 (4.22,5.29) 5.67 (4.90, 6.45) 5.18 (4.47,5.88) 0.02
Accuray of PIDsfor time spent gambling 5.39 (4.64, 6.15) 5.13 (4.53,5.72) 4.93 (4.32, 5.53) 0.27

How PIDs affect satisfaction with gambling 5.10 (4.36, 5.83) 4.90 (4.36,5.44) 5.16 (4.32, 6.01) 0.66
Adjusted byCOPE mental disengagemeate group, PGSlpbacco useandEGM venue.
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Playerinformation displays and average length of gambling sessions

PIDs awarenes9(= 0.29) and frequency of us@ € 0.49) were not significantly associated with
session length. Neither were PIDs impacgamblingsatisfaction |y = 0.13), controlover time spent
gambling (p = 0.90), or the perceived accuracy of the information provided by RiDs @.87).
Participantswho reportedthat on viewing PIDS they would be liketg increase their gambling in
fact did sperd longer gambling per sessionath those whaeported theywere unlikely to do this or
who wereneutral in relation to this featurp € 0.04) (Table37).

Table 37. Behaviour change on viewind?IDs by average length of gambling sessions

Unlikely Neutral Likely
Behaviour (95% CI) (95% CI) (95% CI) p-value
Stop gambling in that visit 3.30 (3.00, 3.60) 3.10 (2.59, 3.62) 3.36 (2.79,3.93) 0.69
Reduce your gambling 3.24 (2.93,3.55) 3.73(3.19,4.28) 3.24(2.85,3.64) 0.18
Increase your gambling 3.17 (2.88, 3.46) 3.65 (3.05,4.26) 4.01 (3.23,4.78) 0.04
Change machines 3.34 (3.03, 3.66) 3.57 (3.09, 4.06) 3.08 (2.73,3.43) 0.12
Considettheoverall level of your gambling 3.20 (2.88, 3.52) 3.15(2.55,3.74) 3.37(2.90,3.83) 0.74

Consider seking help about your gambling 3.24 (2.93,3.54) 3.27 (2.38,4.16) 3.64 (2.78,4.50) 0.67
Adjusted byCOPE mental disengagemgeage group, PGSlpbacco usandEGM venue.

Pop-up message and time spent gambling

Participants whayambled onEGMs were asked to indicate whether they had experiencedpop
message and if so, about their experience,@fnd behavioulin relation to theseAs shownin Table
38, those who had experienced pgpmessage recently (in the laghreemonths) spent significantly
more time gambling than those who had mot 0.0001).

Table 38. Effect of pop-up messagen time spent gambling

Yes No
(95% Cl) (95% CI) p-value
Experiencegop-up messagein last 3 months 5.79(5.46, 6.12) 4.64 (4.32,5.00) <0.0001

Adjusted byCOPE mental disengagemeage group, PGSipbacco usandEGM venue.

Perceived effect of pepp message on controbver time spent gamblingerceived accuracy of pep
up message and effect of poup messages on gambling satisfactiwere not significantlylinked
with time spent gamblinglable39).

Table 39. Effect of pop-up message orontrol and satisfaction,and accuracyof messagen time
spent gambling

Moderately/
Slightly/ Very much or
Not at all Somewhat Extremely
(95% CI) (95% ClI) (95% ClI) p-value
Pop-up message help control time spent gamblin¢ 5.60 (5.08, 6.13) 5.45 (4.79, 6.12) 5.99 (5.32, 6.65) 0.28
Accuray of pop-up message 5.98 (5.34, 6.62) 5.82 (5.22, 6.42) 5.53 (4.98,6.08) 0.10
;';r‘;]"b‘l’i‘;zu" messageaffect satisfaction with 5.69 (5.10, 6.27) 5.79 (5.24, 6.34) 5.53 (4.89, 6.17) 0.61

Adjusted byCOPE mental disengagemeate group, PGSlpbacco useandEGM venue.
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Participantswho reported that pepp messagewould be likely toinfluence them tachange their
gambling behaviour did napendsignificantly less time gambling than those who were neutral or
unlikely tochange their gambling behaviaarresponse to a peyp messagé€Table40).

Table 40. Effect of pop-up message oehaviour and time spent gambling

Unlikely Neutral Likely
Behaviour (95% CI) (95% CI) (95% CI) p-value
Read the information 5.50 (4.94, 6.06) 5.80 (5.13,6.47) 5.71(5.19,6.23) 0.34
Stop gambling in thavisit 5.88 (5.34, 6.42) 5.89 (5.16, 6.61) 5.12 (4.42,5.82) 0.09
Reduce your gambling 5.75 (5.22, 6.29) 6.12 (5.37,6.87) 5.28 (4.63,5.93) 0.10
Increase your gambling 5.65 (5.15, 6.16) 5.88 (4.91, 6.86) 5.65(3.49,7.82) 0.87
Change machines 5.64 (5.13, 6.15) 6.00 (5.34, 6.67) 5.59 (4.97,6.20) 0.29
Consider theverall level of your gambling 5.68 (5.17, 6.20) 5.95(5.18, 6.73) 5.28 (4.58,5.98) 0.19
Consider seking help about your gambling 5.74 (5.23, 6.27) 5.95 (4.976.94) 4.90(3.88,5.91) 0.20

Adjusted byCOPE mental disengagemeage group, PGSlpbacco usandEGM venue.

Popup message and average length of gambling sessions

As was to be expecte@xperiencingpopup message was significantly associatedith longer
average gambling sessioms<0.0001), as shown ihable41.

Table 41 Experiencing pop-up messages bgverage length of gambling sessions

Yes No
(95% ClI) (95% ClI) p-value
Experienced pojp messaggin last 3 months 3.56 (3.35, 3.77) 3.16 (2.94, 3.38) <0.0001

Adjusted byCOPE mental disengagemgage group, PGSlpbacco usandEGM venue.

The impact of mp-up message on controlover time spengambling accuracyof the message
information, and impact of pepp messages on gambling satisfactiomere not statistically
significantlyassociated with session lengifable42).

Table 42. Effect of pop-up message orcontrol and satisfaction,and accuracy of messageon
length of gamblingsessions

Moderately/
Slightly/ Very much or
Not at all Somewhat Extremely
(95% CI) (95% ClI) (95% ClI) p-value
Pop-up message help control time spent gamblin¢ 3.34 (2.90, 3.78) 3.30 (2.78, 3.83) 3.59 (3.10,4.08) 0.51
Accuray of pop-up message 3.45(2.94, 3.97) 3.43 (2.96, 3.90) 3.43 (3.00, 3.86) 0.99
g';’r‘;"bﬁ’i‘r’]‘;”p message affect satisfaction with 3.48 (3.01, 3.95) 3.47 (3.02, 3.92) 3.42 (2.93,3.90) 0.96

Adjusted byCOPE mental disengagemeage group, PGSlpbacco usandEGM venue.

Participants who reported that pop messages would be likely to influence them to change their
gambling behaviour did nateport significantly different average length of gambling sessitimen
those who were neutral or unlikely thhange their gamblinpehaviourin response to a pemp
messagéTable43).
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Table 43. Effect of pop-up message omehaviour and average length of gambling sessions

Unlikely Neutral Likely
Behaviour (95% CI) (95% CI) (95% CI) p-value
Read the information 3.37(2.92, 3.82) 3.61 (3.07,4.16) 3.46 (3.04,3.88) 0.54
Stop gambling in that visit 3.44 (2.97, 3.91) 3.58 (3.01, 4.15) 3.43(2.92,3.95) 0.80
Reduce your gambling 3.38(2.94, 3.83) 3.37 (2.77,3.97) 3.52(3.03,4.01) 0.82
Increase your gambling 3.43 (3.01, 3.85) 3.59 (2.89, 4.29) 3.54 (1.71,5.36) 0.87
Change machines 3.53(3.11, 3.95) 3.43 (2.89, 3.96) 3.31(2.85,3.78) 0.41
Consider tle overall level of your gambling 3.33(2.90, 3.75) 3.66 (3.05, 4.26) 3.56 (3.04,4.08) 0.26
Consider seking help about your gambling 3.45 (3.04, 3.88) 3.63 (2.93, 4.34) 2.92(2.07,3.77) 0.35

Adjusted byCOPE mental disengagemeate group, PGSlpbacco useandEGM venue.

Longitudinal analyses of time spent gambling on EGM$

Data across the three time poir(tsaseline, three and six monthaere compared to produce
longitudinal results for the stdample of requlaEGM gamblers. These data were examined using
repeated measuré&eneral Linear Model® identify any statistically significant trends over tiine
relation to time spent gamblingData are considered in relation to each of the two -teteted
outcome measas: time spent gambling on EGMs per month and average EGM session Isiogth.
significant time effects were identified for any of the confounders that were part of the multivariate
model, therefore only baseline confounder effects were used in the @tingitmodels. Descriptive
tables showing the time trends for the confounders are presented in Appendix 9.

Time spent gambling on EGM&ersix months

Average time spergambling orEGMs per montlis detailed irTable44. A decrease ahreemonths
(median 307.5 minutes vs. 505 minutes atbaseline) was followed by an increasesat months
(median450 minutes This change over time was statistically significant (2G01)after adjusting
for baseline PGSI, age groufssian ethnicity, COPEplanningsubscale and EGM venue. Adjusted
means of the logtime spent) ranged from baseline 5.88 (SB.H), to 5.29SE =0.13) atthree
months, and 5.52 (SEG:14) atsix months.

Table 44. Change in time spentgambling on EGMs (minutes per month)from baseline to three
and six months

Change Change Change

3 (3 months 6 (6 months (6 months-
Baseline months - baseline) months 3 months) baseline)

n 196 154 144 121 111 117
Mean (mirutes) 722.3 5157 -153.6 674.2 119.8 -88.3
SD 688.9 653.1 638.4 742.4 664.9 737.0
Median 505 307.5 -157.5 450 15 -97.5
Min. 25 5 -2,520 25 -1,920 -2,880
Max. 3,840 4,800 2,580 3,600 3,556 2,640

° The number of participants (n) varies across the time points ireshets presented in this section. This is
because gamblersdé participation in different gambl i n¢
necessarily equal to the difference between the assessment points.
[
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EGM features and time spent gamblmger six months

Reportingfree spins asot important to gambling satisfaction was associated with reduced time spent
gambling over timeTable 45). Gambling satisfaction attributed to this feature was associated

with time spent gambling. Therefothose who found free spins unimportant appear to have reduced
their ganbling time oveisix months, whereas the other participants continued at similar levels.

Table 45. Effect of free spinson gambling satisfactionby time spent gamblingfrom baseline to
three and six months

Effect Slightly/Moderately Important/Very
Not important important important
Estimated Standard Estimated Standard Estimated  Standard p-
mean Error mean Error mean Error value
Baseline 6.07 0.41 5.66 0.24 5.83 0.14
Time 3 months 4.38 0.54 4.97 0.22 5.31 0.14
6 months 1.63 0.93 5.52 0.25 5.49 0.14 0.001

Adjusted for baseline PGSI, COREnNning subscale@ge group, Asian ethnicitgnd EGM enue

Participants who reported that number of playable lines would lead them to intended more time spent
gambling actually reported a decrease in time spent gambling at three ifemithatedmean 5.13

vs. 5.9 atbaseline) which was maintainedsiat months ésimatedmean 5.13), whereas the opposite
perception (that number of linésads toa decrease in time spegembling was associated with the

most time spergamblingat the 6 month time poiriestimated mean 6.4{yable46).

Table 46. Intended time spentgambling due to number of playable linesby actual time spent
gambling from baseline to three and six months

Effect Spendless time No effect Spendmore time
Estimated Standard Estimated Standard Estimated Standard p-
mean Error mean Error mean Error value
Baseline 6.04 0.25 5.62 0.16 5.95 0.20
Time 3 months 5.05 0.30 5.24 0.15 5.13 0.22
6 months 6.47 0.57 5.47 0.17 5.13 0.21 0.04

Adjusted for baseline PGSI, COREnNning subscal@ge group, Asian ethnicitgnd EGM enue

Player information displays and time spent gambdiner six months

PIDs effect on gambling satisfaction (either positive, enhancing satisfaction or negative, decreasing
satisfaction) was associated with reduced time gambling #trteandsix month time pointsTable

47). ReportingPIDs as unrelated to satisfactigmeutral) was associated with similar time spent
gambling across the three time points.

Table 47. Effect of PIDs satisfaction on time spent gamblingrom baseline to three and six
months

Effect Negative Neutral Positive
Estimated Standard Estimated Standard Estimated  Standard p-
mean Error mean Error mean Error value
Baseline 6.27 0.31 5.78 0.24 5.87 0.37
Time 3 months 4.91 0.45 5.23 0.22 4.08 0.47
6 months 4.81 0.68 5.65 0.28 2.08 0.68 0.003

Adjusted for baseline PGSI, COPENning subscajege group, Asian ethnicitgnd EGM enue
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Popup message and time spent gamblimyer six months

Having seen a pepp message in the la8iree months was associated with decreased time spent
gambling between baselinestimatedmean 5.99) anthree months éstimatedmean 5.61)with a
slight increase ate sixmonth time pointéstimatednean 5.8). Not having seen a pagp message

in the lasthreemonths was also associated with a similar pattern of decrease in timgapdtng
atthreemonthswith aslightincrease asix months Table48).

Table 48. Effect of pop-up message®n time spent gamblingfrom baseline to three and six
months

Effect No Yes
Estimated Standard Estimated Standard p-
mean Error mean Error value
Baseline 5.85 0.18 5.99 0.14
Time 3 months 4.58 0.18 5.61 0.14
6 months 5.07 0.19 5.80 0.15 0.001

Adjusted for baseline PGSI, COREnNning subscal@ge group, Asian ethnicitgnd EGM enue

EGM session lengthver six monthsover six months

Average session length remained consistent across the three time Ppabie4Q). There was no
statistically significantlsange over time (p 6.22) adjusting for baselineonfounders

Table 49. Change in average EGM session lengfihom baseline to three and six months

Change Change Change
3 (3 months- 6 (6 months (6 months-

Baseline months  baseline) months 3 months) baseline)
n 192 147 132 112 97 104
Mean (minutes) 39.5 36.9 -0.3 34.6 -3.6 -6.6
SD 38.5 36.1 35.8 40.0 37.7 38.7
Median 30 25 0 20 0 -2.25
Min. 3 0 -150 0 -150 -230
Max. 240 180 150 180 142.5 142.5

Player informatiordisplays and average length of gambling sesswps six months

Awareness of PIDs was associated with consistent avgeagklingsession lengths over time, while

those unaware of PIDs spent less tigaenblingon average per sessiahsix monthgompared with
baselingTable50).
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Table 50. Effect of PIDs awareness on average session lendgtbm baseline to three and i
months

PIDs awareness No Yes p-value
Esrtr|1ren:rt_led Standard Error Estimated mean Standard Error
Time Baseline 3.37 0.16 3.34 0.12
3 months 3.56 0.19 3.25 0.12
6 months 2.83 0.27 3.23 0.13 0.04

Adjusted for baseline PGSI, COREnNnningsubscaleage group, Asian ethnicitgnhd EGM enue

7.4.2 Money spengambling onEGMs

Results related to money spemhilst gambling orEGMs are reporteth this section The results of
univariate analyses, multivariate modelling and multivariate analydjested for confounders are
presented, followed by the longitudinal analysdsote that only participants who reported EGM
ganbling activity are included in this section.

Money spentgambling on EGMs| univariate results

Age, ethnicity, employment stea, income support, venue group and PGSI category were all
associated with money speg@&mbling onEGMs (Table 51). Participants who spent more money
gambling on EGMs were agdib years and oldemnvere Asian or Pacific wereretired receiving a

pension or superannuation, gambéedbothpubklub and caino venues, andereproblem gamblers.

Table 51. Univariate analyses for Log(dollars spent) EGM ganbling - demographicvariables

Demographic variable Estimated mean (95% ClI) p-value
Gender

Male 4.69 4.49 4.89

Female 4.60 4.39 4.82 0.56
Age goup (years)

<20 481 3.725.90

20-24 4.23 3.84 4.62

25-44 4.49 4.20 4.77

45-64 4.62 4.38 4.86

65+ 5.11 4.805.41 0.01
Ethnic group (prioritised)

MUor i 4.52 4.07,4.98

Pacific 5.15 458 5.72

Asian 5.42 4.935.92

European 4.50 4.32 4.68

Other 4.86 4.365.35 0.003
Qualification

None or below secondary school 455 4.21,4.89

Secondary school qualification 4.83 4.60 5.07

Trade or technical certificate 4.49 4.10 4.87

Tertiary diploma 4.70 4.31,5.10

Bachelordegree 4.43 4.06 4.80

Other 6.80 3.699.91 0.25
Living stuation

Single adult living alone 5.06 4.70 5.41

Single adult with other adults only 4.48 4.12 4.85

Single adult with child/children at home 4.39 3.50 5.28

Married/defacto couple 4.72 4.47,4.97

Family with adults only 4.25 3.824.69

Family with children at home 4.58 4.24 4.92

Other 5.20 4.03 6.37 0.10
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Demographic variable Estimated mean (95% ClI) p-value

Employment datus

Working in paid full time employment 4.55 4.36 4.75

Working in paid partime employment 4.53 4.134.94

Unemployed 4.94 4.42 5.45

Full time student 4.00 3.42 458

Retired 5.16 4.82 5.51 0.003
Income support

Pensiofsuperannuation 5.13 4.81 5.45

Welfardworking for families 4.71 4.265.17

Studentallowance 4.04 3.334.75

None 4.55 4.37,4.73 0.01
Income

Less than $20,000 452 4.104.94

$20,001- $40,000 4.74 4.365.12

$40,001- $60,000 4.34 3.984.71

$60,001- $80,000 5.20 4.695.72

More than $80,000 454 4.12 4.97

Not reported 4.70 4.46 4.94 0.15
EGM venue

Casino EGM only 4.63 4.39 4.86

Both pub/dub andcasinoEGM 5.19 4.94 5.43

Pubtlub EGM only 4.08 3.76 4.40 <0.0001
Problem gambling status PGSI)

Non-problem gambler 4.23 4.05 4.42

Low-risk gambler 4.97 4.67,5.26

Moderaterisk gambler 5.36 5.025.70

Problem gambler 5.46 4.92 6.00 <0.0001
Psychological distressk-10)

Low 4.59 4.42 4.76

Moderate 4.63 4.27,4.99

High 5.05 4.46 5.65

Very high 5.31 4.556.06 0.16
Alcohol risk (AUDIT -C)

Non-risky drinker 4.67 4.44 4.89

Risky drinker 4.65 4.41,4.88 0.91
Tobacco use

Norn-smoker 471 4.45 4.97

Ex-smoker 4.58 4.32 4.84

Infrequent smoker 3.58 2.654.51

Once a dagmoker 4.73 4.42 5.05 0.12

Four COPE subscales wegtatistically significantly associated witipending less monegambling
on EGMs. These were thase ofsocialand emotionakupport, active copingand planningTable
52).

Table 52. Univariate analyses for Log(dollars spent) EGM ganbling - continuous variables

COPE and NEO-PI subscales Estimate  Standard Error t statistic  p-value
COPE (Mental tsengagement) -0.0311 0.0312 -1 0.32
COPE (Use of instrumental social support) -0.0811 0.0225 -3.61 0.0003
COPE (Active coping) -0.0558 0.0244 -2.29 0.02
COPE Denial) 0.0464 0.0364 1.27 0.20
COPE Behaviaral disengagement) 0.0657 0.0347 1.9 0.06
COPE (Use of emotional social support) -0.0671 0.0206 -3.26 0.001
COPE Gubstance use) -0.0131 0.0268 -0.49 0.62
COPE (Planning) -0.0733 0.0225 -3.26  0.001
NEO-PI (Impulsiveness) 0.0132 0.0164 0.8 0.42

10¢
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Money spentgambling onEGMs - Multivariate model

All factors with a indicative association (p<0.2@yith money spentgambling onEGMs were
included in the multivariate modelling procedurEactorsretaininga significant impact on money
spentgambling on EGMsvhen operating in combination aseown inTable53. Asian ethnicityand
PGSI category gt-risk groups) were associated with greater expenditure twhge group Z0-
24yeary, EGM venue gamble only orpubktlub EGMs) and theCOPEsutscale for planningvere
associated with less money spent gambling on EGMs

Table 53. Multivariate model for (log transformed) money ($) spentgambling onEGMS
Least square

means estimate  (95% CI) p-value

Ethnicity -Asian

No 4.91 (4.64,5.17)

Yes 5.63 (5.10,6.16) 0.008
Age group (years)

<20 5.38 (4.34,6.41)

20- 24 4.78 (4.34,5.21)

25-44 5.03 (4.70,5.36)

45- 64 5.26 (4.91,5.62)

65+ 5.89 (5.47,6.32)  0.0002
Problem gambling status (PGSI)

Non-problem gambler 4.49 (4.11,4.86)

Low-risk gambler 5.37 (4.97,5.77)

Moderaterisk gambler 5.53 (5.12,5.95)

Problem gambler 5.68 (5.06,6.31) <0.0001
EGM venue

Casino EGM only 5.12 (4.74,5.51)

Both pub/dub andcasinoEGM 5.80 (5.42,6.19)

Pubktlub EGM only 4.88 (4.46,5.29) <0.0001
COPE (Planning) -0.069 (-0.11,-0.026) 0.0016

Resultsadjusted for confoundersfor money spentgambling onEGMs

The multivariate modeadetailedabovewas used to examine k&GM game features which retained a
significant relationship with outcome variables (tinmoney spent gamblingnd length of EGM
sessionswhile taking influencing demographic factorsardccount. Descriptive tables presenting
the frequency of responses for tB&M ganbling features have been provided in Appen@ifor
reference.

EGM features and money spent on gambling

Theimportanceof EGM featureson satisfactionwith gambling and association withoney spent on
gambling is presentedin Table 54. Participantswho reportedthat low minimum bets were
unimportantto their satisfaction tended to spend more money on gambling, whereas those who
reported this featuras important/very important spent leps=(0.0001).
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Table 54. Gambling satisfactionwith EGM features and money spenbn gambling

Slightly/
Moderately Important/Very
Not important important important
Feature (95% CI) (95% CI) (95% CI) p-value
Free spins 4.99 (4.31,5.67) 5.11 (4.64,5.58) 5.29 (4.94, 5.64) 0.49
Small frequent wins 5.33 (4.83,5.83) 5.23 (4.84,5.62) 5.16 (4.8, 5.51) 0.71
Jackpots 491 (4.34,5.47) 5.35(4.88,5.82) 5.25(4.92,5.59) 0.30
Low minimum bets 5.72 (5.28, 6.16) 5.54 (5.16,5.92) 4.88 (4.53,5.23) <0.0001
Number of playable lines 5.19 (4.75, 5.62) 5.34 (4.94,5.73) 5.20(4.84, 5.56) 0.67
Themed graphics and sounds 5.06 (4.65, 5.47) 5.28 (4.88,5.67) 5.30(4.93, 5.67) 0.36

Adjusted for baseline PGSI, COPENning subscajege group, Asian ethnicitgnd EGM enue

The effect oEGM featuren intended money speand actual reporteghoney spent on gambling is
detailed inTable 55. Those participants whoeportedthat free spins jackpots and number of
playable lineseither incrased or decreased their intendegendituraeported spending more money
gambling tha those whoreported thathese featuresvould haveno effect {ree spinsp = 0.005,
jackpots p= 0.03,number of playable lines$0.02).

Table 55. Intended money spent due t&EGM features andactual money spent on gambling

Spend less Spend more
money No effect money
Features (95% ClI) (95% ClI) (95% CI) p-value
Free spins 5.71 (5.16, 6.26) 4.97 (4.59, 5.36) 5.36 (500, 5.72) 0.005
Smallfrequent wins 5.59 (5.12, 6.07) 5.26 (4.88,5.64) 5.12 (4.74,5.6) 0.13
Jackpots 5.39 (4.85, 5.93) 5.01 (4.63,5.39) 5.42 (5.06, 5.78) 0.03
Low minimum bets 5.63 (5.17, 6.09) 5.15 (4.77,5.52) 5.16 (4.75, 5.57) 0.07
Number of playable lines 5.55 (5.026.09) 5.06 (4.69, 5.43) 5.41 (5.02, 5.81) 0.05
Themed graphics and sounds 5.45 (4.87, 6.03) 5.11 (4.75,5.47) 5.47 (5.05, 5.89) 0.10

Adjusted for baseline PGSI, COREnNning subscal@ge group, Asian ethnicitgnd EGM enue

Player information displays and money spent gambling

Satisfaction withPIDs wasnot significantly associated with money spent gambl{figble 56)
although participants who were aware of PIDS reported greater experfgditue003) There were
no significant associations betweeaduency of usef PIDS likely behaviaral response to PIDs, or
effect on gambling contrar money spengambling

Table 56. Effect of PIDs satisfactionon money spent gambling
Negative Neutral Positive p-value
(95% ClI) (95% CI) (95% CI)

How PIDs affect satisfaction with
gambling

Adjusted for baseline PGSI, COPENning subscajege group, Asian ethnicitgnd EGM enue

4.67 (3.97, 5.36) 5.25 (4.81, 5.68) 5.65 (4.91, 6.39) 0.09

Pop-up messagesand money spent gambling

As detailed inTable57, awareness of peyp messagesn EGMs was associated with spending more
money on gamblingy<0.0001).
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