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PROBLEM GAMBLING KEY STATISTICS

Outcome 3.1 — Financial Management
KEY POINTS

Key Statlstrcs from the Productivity Commrssron Report
(2010) .

GAMBLING - _ f

° Around 70 per cent of Australians par"flcrr)m’r\* 'gi n some form -
of gamblmg in the past year. (overvrew) 5,
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o Around $19 billion was spent by consumers on Aust lian
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gambllng produots in 2008- 9 cempared ’ro $23 brl[ren on
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e Around15 peg;cent (95, O% (eg regular EGIVI players are
problem gamb ey They are estrmafed to make up 40 per
cent of tetaﬁEGM spendmg A\further 15 per cent of regular
gamblers are?}at\ mederate rlsk of being problem gamblers.
(p‘,‘gg,a@i%b“"\‘ie{r}}/gew)’f%;x @&.ﬁ
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frhe Productr\*llty Cemmresron estimates that there are

"“be;c een 80, @@@ andﬂ 60,000 problem gamblers (0.7 per cent
estrmated prevalence rate) In addition there are betweén
230 O!Q\and ?O 000 people a't moderate risk (1.7 per cent

......

~ e In context 0 15 per cent of the population is admitted to
. hospital each year for traffic accidents and around 0, 2 per
cent of the population are estimated to have used herorn in
the preceding year. (pg 11 overview).

- o There is evidence from many different sources to suggest a
significant connection between greater geographic
accessibility — particularly to gaming machines — and
higher prevalence of problem gamblmg (chapter 14.1)

o Regular gaming machine players (those playing at least once
a week) are estimated to spend on average around $7,000-
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8, 000 per annum, a SIzeable share of household incomes.
(pg 13 overview)

o Prevalence surveys confirm that problem gamblers Can
average around $21,000 expendlture annually. (chapter
5.33)

o Only 8-15 per cent of problem gamblers seek help in any one
year (80,000 to 160,000 adults). (pg 7.3)

SOCIAL COST

o The significant sacial cost of problem gambllng is estimated

to be at least $4.7 billion a year. (pg %@@ve%gwew)

o For edch problem gambler, eeveral oﬁners arewaffected —
including family members, frlends employers anh@l\ '

colleagues. (Chapter 7.2) & . % i}.\}}
e ‘High lntensﬁy punters can epen@lﬁ$1 5b’®@ or more ifi an hour.
(chapter 11.6) R i,

e A 2008 survey found that gembhng W%Qg most common
motivation for fraud and"that*»fﬁ x veragexloss was '
$1.1 million per incident. (%hapter«i@g;_ s
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EGM UPGRADES TO IlﬁPLEMENﬂéW A PRE- COMI\IIITMENT
SYSTEM - e S
%w‘:}‘ \3@ 2, xﬁ& (‘%
o | submlssreps 16 the PC report, industry parﬂmpan‘ts noted
P that Where*harm m|n|m’|‘sat|on policies require upgrades to
gv' m ing machmre soffware the compliance cost for industry is
. mUc?h xeduced%m 'some cases, almost completely negated) if
the upgrades f@llow the normal replacement cycle for EGMs.

(chapter’*-%: %;1%1)

e This would entail new features or speCIflcatlons of machlnes
being introduced to the market only as new machines were
purchased. (chapter 19:11)

e The PC report noted the uncertainty regarding how long a
“natural replacement cyole might be. The Commission heard
the following from industry pamolpants on this issue:

— the depreciable life of a gaming machine for
taxation purposes is five years (after which its -
asset value is simply its scrap value);
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— @ major hoteher estimated that some high
revenue earning hotels would buy new EGMs
every four to five years, while others could take
twice as long;

— some venues are much less inclined to replace

- their machines at anywhere near the average
industry depreciation period, and it could also be
expected that recently-purchased EGMs mlgh‘t
last even longer into the future; and

— one gaming manufacturer notedghat the
replacement cycle of EGMs held By its customers
was around 12 years, (ohap‘%er;:dQ 11)

o New machines cost between $15 OO@ anﬁ% OOO or more.

(chapter 19.4) FaS
o Gaming Technologies Assomag’ﬁon (GTA) adVISed\%ba‘t 1o
implement the measures propos e’“d qg’er*QO 000 game

software sets would requ1re to be Fhétﬂeveloped and:

— about half or more o%alliEGMs (10@ IQ%(Q)Qor so0) could
probably be made to opmpLy WIth the@eéw environment by
way of software upgrades eoetm%about $2000 each;

— anotheps 50 (E) xEGMs Weuld reqtiire major hardware and
softwar \re’[ro\&o%s ata cost of about $9000 each; and

— about onequa?ter*ef the t@tal stock of EGMs would need
et@\l’i’é%r%placed\gue to%bsolescence (about 50 000 EGMs
& * ata COSJ&,@f abeu’c\$18 000 each). .

€. " Tegether thé$§GTA sald that these costs Would amount to

abé%vgxm 55 blmbn with additional costs for in-venue and
momterlng sys‘lems to implement a full pre-commitment

. system ( gatal cost of over $2 billion)
(GTA, subt DR344, p. 3).

e The correct annual cost of an EGM is not the one-off
purchase value, but should take account of the fact that
EGMs last for many years. (Many venues turn their
machines over every five years)
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VENUES

o Hotels derived 28 per cent of their revenue from gambling,
clubs 61 per cent and casinos 78 per cent. (pg 6 overview)

The share for big clubs often exceeds 80 per cent. The 12
biggest clubs in NSW had gaming machine revenue of
$580 million in 2007. (pg 6 overview)

o There were more than 50 000 licensed gaming staff in
casinos, clubs and ‘pubs’ in 2005 and this number has
probably grown since. (pg 7 overview) oy,

o Single casinos, like Crown and Burngg’fg?are the largest

‘e ‘ . . . ARt
single site employers in their respectiye states. (pg 7
overview) . A@, %, W,

' : . eprgs =3 e e,
o In 2008, gambling facilities emgloyed an averageipf 3.2
erys . /.‘-‘\-?\ . \%ﬁ_{;«;\,‘g

persons per $1 million in gam.:,l}g@&g income, 8.3 persefis per
$1 million income from sales of hq?%gr?and other beVerages

and 20 persons per mjllion income from meal and food sales.

u s %'sc-; . y
Source: Australia Centigsfor Economigigtudies (2008
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e Total Austraﬂ;]‘;%g g@@@%{pg revg;‘:‘ﬁﬁue in 2008-09 was just over
$19.billion andiffie sharsggffousehold consumption was 3.1
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#8tate tax reVeiue frgiit gambling was $5 billion in 2008-09
(’8“"‘%;5@ per centiof all'state tax revenue), with Victoria having
the h%@est tax:dependence (13 per cent), and Western

Austréilﬁ'if’éjgggg:\lbwwest (4 per cent). (pg 6 overview)

-

o Player expenditure was just over $19 billion in 2008-09,
about the same as alcohol sales. (pg 2 overview)

o

s Real spending per electronic gaming machines (EGMs)

gambler has grown strongly. For example, in Victoria,

average annual spending on gaming machines by those who
© play them has risen in real terms from around $1,750 per

person in 1999 to nearly $3,100 in 2008 (and in NSW from

$2645 to $3700). (pg 8 overview)
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ONLINE GAMBLING
o Evidence suggests that online gambling (incl. illegal

gambling) could be worth 4 per cent of gambling expendl'ture
estimated at over $790 million per year (overview).

Expenditure ( ldsses)

[n 2007-08:
o Gaming machines accounted for 62% of’rg“zl ‘yambling
expenditure. ,& %&

o Proportion of fotal gambllng expendlig‘re from@'gammg
machines in each state and 'ter{ﬁory ranged fromvgj 6% in the
Northern Territory to 73% in tthAustrallan Capita}*zﬂ'*errl’fory

\'}'\ ;_g, J@s g‘% .&}\.
Govemment Revenue from Total Gamblf’ﬁ%’f 2007 08

[SHEE
NSW 8.5
NT 12.6
QLD 880 m%m 92 .
® SA v‘:‘iﬁ% :‘4551&% &a 4?25’2“&"* 13 2 13.0 -
TAS 4 |86k, 814 110.9 10.9
VI '\._@., 156858 |11404.6 13.1 12.0
WA “»‘* 320.4 %3 ‘% '264.2 57 . 14.6
Australla ‘4 950 7§§r 4, 549 8 * 10.1 19.3
o
* Total revenue is mce@plete due to some unavailable revenue figures that are used to derive

this number. &

Sources: Australian Gambling Statistics, 26th Edn‘/on 2010, Office of Economic and Statistical
Research, Queensland Treasury; ABS (2009) Taxation Revenue 2007-08 (Cat. No. 5506.0)
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Opera‘tlnq at 30 June 2008

IStatel Terhiony

Total Gammq i\/lachmes
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ACT

NSW

NT

QLD

SA

TAS

VIC

WA

Australia :

199,999

-

Source: Australlan Gambling Statistics, 26th Edition 2010, Ofﬁce oL
Research, Queensland Treasury. ‘ 5
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‘Position: Branch Manager Group Manager
Branch/Group: Probj,em.Gamblmg Tas Problem Gambling Taskforce

Work phone number:

02 6244 6577
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