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that some described as a “lovable”. Others described presentation as important as “pokies 
present another world”. Some respondents found the sounds and music coming from the 

achine stimulating. One respondent reported dreaming of the “bleeps, bleeps” of the jackpot 

any respondents also nominated game features as an attractive characteristic of gaming 
machines generally. The “big money” was associated by a small number with those machine 

ay that an “attachment” was formed, or it “almost 
ecame a part of your body”. Favourite EGM games nominated included: “Adonis”, 

ctural characteristics of EGMs was an 
mbivalent attitude toward bank note acceptors (BNAs) and a preference for a mix of lower 

he great majority of respondents preferred machines with low credit values, i.e., one cent, 
two cent and five cent EGMs. Some reported playing ten cent and twenty cent EGMs when 
they began poker machine gambling, but then migrating to lower value machines. The mix of 

m
in her sleep, another said that the familiar sounds of the machines “stay with people for 
years”. However, a smaller number felt the sounds were annoying and “embarrassing” 
because it drew attention to them. Many spoke about their feelings of guilt about gambling 
and disliking “the music” and sounds because of the attention that it drew to their gambling 
activity. 
 
M

features which commonly involve a “doubling or tripling of prizes” during its operation – 
while others were impressed by the possibility of winning “a feature within a feature – it’s 
like your birthday!” Graphics and animations were described as adding to the “intensity” of 
the experience. By far the most important game feature nominated and discussed, across all 
the groups, was free spins. The free spins feature, (which when activated by the appearance of 
particular symbols ‘scattered’ across the screen, provides ‘free’ games) was perceived as very 
attractive by most respondents, for the key reason that “you don’t win without the free spins”. 
Crucially, the possibility of receiving a free spin was an incentive for gamblers to keep 
playing. 
 
Favourite machines were described almost universally as crucial to gamblers’ experience. 
Individuals’ favourite machines were described as having a combination of characteristics that 
were “mesmerising”, sometimes in such a w
b
“Sweethearts”, “Return of the Samurai”, “George’s Gold”, “Diamond Mine”, “Queen of the 
Nile”, “Gold Coins”, “Dolphins”, “Sunset”, “Hearts”, “Cash man”, “Coral Riches”, “Snow 
Cat”, “Lyrebird”, “Circus”, “Red Baron”, “Koala”, “Red Hot Chilli Peppers”, “Black Rhino”, 
“Aladdin”, “Devil”, “Incas”, “Indians” and “Phantom”. Some respondents said that they 
would leave a venue if their preferred machine was unavailable. Others said they would play 
another machine while waiting for their favourite machine to become available. 
 

Structural characteristics of EGMs 
The two key themes that emerged in relation to the stru
a
denomination (credit value) machines. Whilst it was broadly acknowledged that BNAs were 
convenient, many respondents also had a fairly strong negative response to BNAs. BNAs 
were perceived as a trap for problem gamblers because the notes became like “monopoly 
money”, as one respondent stated, “It’s like its not real money anymore”. Some respondents 
also mentioned that it was harder to keep track of how much you were spending with BNAs. 
Respondents acknowledged that by using BNAs, interaction with staff could be kept to a 
minimum (no need to get change) and one’s spending could be kept “private”. One 
respondent summarised this as “you don’t have to be embarrassed by the cashier knowing 
how much you’re putting in”. The fact that BNAs were silent was contrasted to the noise 
associated with coin-feeding, described by a couple of respondents as helping to ensure that 
nobody could keep track of your gambling habit. 
 
T
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machine of respondents advising that they 

e night (“they have to get rid of a certain amount”); around 
dinnertime (when more people are there); half an hour before closing time; or first thing in the 

rt for beliefs that 

 
Advertising and promotional material 

Advertising and promotion of EGM gambling consumption is designed to stimulate demand. 
Many respondents stated that advertising, promotional material and loyalty programs had not 

s in a venue was seen as a positive thing, a couple 
would play a $1 credit value EGM only when nothing else was available. The exception was 
one respondent who preferred $1 machines, arguing “if you’re going to do it, do it properly”. 
Many others related experiences of playing $1 credit value EGMs but linked this with the 
negative characteristic that money disappears quickly, reducing gambling time. 
 

Gambling strategies used 
In terms of practices, gambling strategies are a combination of bet size and number of lines 
gambled. However, these strategies are combined with other more subjective factors that are 
also part to the experience of EGM gambling consumption. It was clear from the focus groups 
that these factors are integral to individual experience and cannot be relegated to being of 
secondary or lesser importance in relation to decisions made about bet size or numbers of 
lines played. 
 
In relation to bet sizes, about half of the respondents used ten cent and twenty cent bets 
initially and eventually changed to using one cent and two cent bets with multiple lines. Some 
respondents used five cent and ten cent bets, which they believed allowed more games for the 
dollar. Some believed that using the maximum credits (bet size) and maximum number of 
lines (maxi-maxi) would increase the chance of winning. Many preferred to play all lines, 
because playing fewer lines was frustrating as players would feel they were missing 
opportunities to win via the perception of ‘near misses’. Some said they would bet the 
minimum number of credits and up to the maximum number of lines (mini-max). Many 
respondents, regardless of initial strategy, stated that they would increase the value of their 
bets after a win. 
 
A variety of beliefs about the responsiveness of machines were related by respondents. Many 
respondents believed that machines would only pay out when they were ‘willing’. 
Approximately half of the respondents believed that there were particular times of the day 
when a machine would pay out. These included: at lunchtime; late at night (because they were 
‘filled up’); towards the end of th

morning (“they’ve been sitting there all night”). There was also some suppo
machines paid out differently at various points in the calendar, for example paying more 
around special days – just before Christmas (to encourage people to gamble) – or paying less 
on pension days. 
 
Various rituals and strategies were implemented by some respondents in order to try and 
generate a win or payout. Many of these involved personalising the machine. Some said they 
tried to coax a win from the machine using strategies based on perceived pleasurable stimuli 
such as “rubbing their tummy” or tapping the machine. Others tried negative or intimidatory 
tactics, glaring or swearing at the machine. A few respondents spoke about trying to 
confuse” or “fool” the machine into thinking that another player had begun using it, based on “

the premise that a machine will only deliver winnings once per player, or that the machine 
was more likely to pay if the player wasn’t a problem gambler. All these measures were based 
on subjective elements of the respondents’ relationships with EGMs, which they believed 
would or could encourage a payout. 
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contributed to their gambling practices. However, a few respondents acknowledged that 
promotional activities extended their gambling and acted as an “incentive” to go to venues. A 
few respondents said they had gotten “hooked” on raffles, competitions for free trips, lunches 
and drinks that could be won in their favourite venues. With regards to loyalty programs, a 
few made comments such as the “points system lead to more gambling”, and one male 
respondent said program mail-outs offering discounts and prizes were very inviting for him. 
Others considered promotional material delivered to their homes to be a challenge to their 
determination to cope with gambling problems. A couple of respondents claimed that they 
disliked advertisements as “they make you want to go”, particularly those that promoted the 
value of the jackpot. 

Harm minimisation measures 
variety of current and prospective harm minimisation 

d by many respondents as having little or no 

 them conscious of the 
me and reminded them that they had to be somewhere else. 

 

spent (as long as the set limit wasn’t too high). One respondent stated that they 
would prefer to use a card rather than use cash in a machine, another respondent believed that 
they would ‘max-out’ the card quicker. Other respondents mentioned potential privacy issues 
if the smart card were introduced, particularly in relation to a “big brother” watching over 
you, and the potential for information to be “used against a person’s gambling habit”. 
 
The ban on smoking in gaming rooms provoked a mixed reaction among respondents. The 
ban frustrated some intensely, but most respondents said the ban caused little or no 
behavioural change. Many stated that the smoking ban made gambling less enjoyable, a 
typical statement being “[I] loved smoking in front of the machine”. For some the smoking 
ban had helped them to reduce or stop their smoking, but claimed it had little impact on their 
gambling. The smoking ban was positive for others as they hated smoking and preferred to 
enjoy a smoke-free environment. In one case a woman reported that it had helped disguise her 
gambling habit from her family, by eradicating the smell of tobacco smoke that had 
previously lingered on her hair and clothes. 
 

Gambling as a social experience 
Many respondents stated that they did not socialise whilst at gambling venues, and most were 
unhappy talking to people while they were gambling, one respondent reporting that she “got 
angry when people talk to you in venues”, and another said they “hate[d] talking to people”. 
Respondents remarked that gambling was “very anti-social” and that it ruined their social life 
because of its secretiveness. One respondent said that “initially everyone goes for company; 
but then the socialising is less important – you’re socialising with the machine”. Some 

 

Respondents were asked about a 
measures. Gambling warning signs were reporte
impact on their gambling habits. Some claimed they were not even aware of the warning 
signs. When asked what impact these signs had on gambling, a couple of respondents asked, 
“What warning signs?” Some respondents stated that the warnings intensified their feelings of 
guilt – “warning signs made me feel sad”. 
 
In relation to clocks in gaming rooms, most respondents believed that observing the time of 
day had no impact on their gambling, even though they were conscious of time passing. Some 
respondents said knowing the time made them more determined to bet more money within the 
time available. However, a few respondents stated that clocks made
ti

There was a mixed reaction in relation to the prospect of smart cards and how they might 
affect gambling behaviour. A few respondents felt that it was a good idea as it could reduce 
the money 
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respondents said that they didn’t like attention when gambling and preferred to play machines 
that were out of sight. 

However, a few respondents said that they did not mind talking to staff and to people they 

ntion from gaming 
taff later becoming very stressful for some gamblers. 

 

Most of the respondents were familiar with a state of deep involvement in EGM gambling 
that was commonly referred to as “the zone”. Many had experienced ‘the zone’ as a 
dissociation or escape from life/reality, “just me and the machine”, a focused and absorbed 
state that is “euphoric” and where nothing else mattered, “nothing can go wrong there”. One 
respondent described ‘the zone’ as being a “technique” which provided relief: “you’re no 
longer in the life that I live”. Similarly, many respondents spoke about the value of money 
being lost or being irrelevant when in the ‘zone’. Respondents also articulated the transitory 
nature of ‘the zone’ “which evaporates”. What follows is a “feeling of wretchedness” about 
the money and time spent, and a sense of deception when “there’s no money left and reality 
hits”. The secretiveness of concealing problematic gambling behaviour was also described as 
“part of it – being away from people, living a double life”. According to many respondents, at 
first this is part of the whole experience of gambling but after a while it becomes tiring and 
leads to strong feelings of guilt and shame. 
 
Most respondents said it was easy to spot a problem gamb r, and referred to many of the 

d in their local club or hotel, “close to 

 bulky clothing 
 the car to easily disguise their appearance, and moving frequently between venues and to 

me ‘the zone’ had become the only truly 
e interference or conversation from strangers 

was to be avoided. What many respondents found hard to understand at the point of the 

 

knew. A small number said they would only gamble if people were around (strangers or 
friends). Many liked the attention from staff when they first started EGM gambling, enjoying 
the free coffee, familiarity of local venues, friendly service and the attention of receiving 
rewards or incentives. However, this situation changed over time, with atte
s

‘The zone’ 

le
signs and/or characteristics that they had identified in themselves as problem gamblers. The 
following traits were nominated as typical of problem gamblers: they are intense, they don’t 
smile, they rub machines, they are hunched up and stressed, have frustrated expressions, are 
“spaced out”, do not want to talk (anti-social), won’t look at you, have a fixed stare, “they 
look different”, are quick button pressers and have glazed eyes. The readiness of respondents 
to identify a specific EGM problem gambling ‘persona’ was consistent across the groups, 
with descriptions conjuring images of haunted, troubled and isolated individuals who stand 
out from others who “aren’t serious” about gambling.  
 
Many respondents were able to describe their EGM gambling ‘career’. Most could describe 
how gambling started for them. Frequently they starte
home”, “where I didn’t have to drive”, where they could be involved in a venue “incentive 
program to assist in delusion of fun and games”. As gambling moved from a situation of 
gambling for amusement to “trying to recoup losses” many described the way their behaviour 
started to become more bizarre. Respondents reported “starting to lie”, packing
in
venues where they were not known. By this ti
satisfying experience of gambling, and outsid

interview or focus group discussion (i.e., in retrospect) was that they did not realise they had a 
problem at the time, and did not self-exclude or seek help at this stage. 
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Other key factors shaping EGM gambling consumption 
The range of other topics featured across the focus groups and interviews is too broad to be 
described in suitable detail here. However, two relevant topics emerging in relation to the 
shaping of EGM gambling consumption practices were the seductive influence of ‘big wins’, 
and concern about easy access to Automatic Teller Machines (ATMs). Many respondents 
recounted a story such as “had a $500 win early on which made it attractive”. Each story had 
a specific social context and subjective meaningfulness, which in all cases lead toward greater 
expenditure of time and money in the consumption of EGM gambling. No respondent 
reported taking a step back from EGM gambling consumption on the back of a big win. A 

umber linked a change from ‘social’ to ‘serious’ gambling to the perceived impact a big win 
had on them. The false expectation created by this apparently exceptional luck was regarded 
as a ‘lure’ which drew individuals back to gamble, or to gamble more. Respondents thus 
uniformly associated ‘big’ wins with an experience of escalating EGM gambling activity. 
 
Along with the availability of venues, almost all respondents considered ready access to 
ATMs – “they’re the worst thing” – dangerous. While one respondent remarked, “maybe 
leaving the venue would make you think more”, others thought it would just mean changing 
venues. There was an apparent ambivalence in relation to ATMs, with the convenience they 
provide contrasting with the potential for extension of gambling sessions and escalation of 
losses in the minds of respondents. A majority of respondents stated that they make one or 
repeated trips to in-venue ATMs to obtain further funds for gambling in the course of a 
gambling session. The $200 limit on each ATM withdrawal38 was described as “making you 
walk a bit more”. Most respondents viewed ATM withdrawals as being part of a single 
gambling session, rather than as breaking their gambling session up into multiple sessions. 
The ‘finalisation’ of a gambling session may, for many problem gamblers, be best defined by 
the exhaustion of the total amount of money to which they had access by all means rather than 
by the money they carried to a venue. In relation to this, several respondents reported 
strategies of attending venues without their bank debit cards, ensuring that they could not 
access further funds from ATMs to extend their EGM gambling sessions. This revealed a 
specific intention to limit losses. 

5.3 EGM questionnaire with self-identified problem gamblers 
A series of questions prepared by the researchers for this project were incorporated in a 
broader questionnaire to a sample of problem gamblers as part of a separate longitudinal study 
funded by the Gambling Research Panel and conducted by New Focus Research39. These 
questions were included in “Section A: Factors Contributing to the Development of Problem 
Gambling” of the New Focus questionnaire, which was conducted by telephone interview in 
October 2004. The researchers do not have access to the entire dataset from this 
questionnaire, although New Focus kindly provided the responses to the questions included at 
the researchers’ request, as well as data describing the gender of respondents. Only a limited 
number of cross-tabulations could thus be undertaken using these data. 
 
The reader is advised to treat these results with caution. This was not a methodologically 
stringent data collection exercise with a random sample of respondents. The results are 
heavily biased towards women, for example. The data shown should therefore be viewed as 
                                                

n

 
38 The $200 limit to ATM withdrawals in EGM venues relates to each individual transaction. However multiple 
transactions are permitted, up to the limit of available funds and/or the daily withdrawal limit applicable to the 
account. Credit withdrawals are not permitted at ATMs located in EGM venues in Victoria. 
39 The New Focus research report is available from http://www.justice.vic.gov.au and includes information on 
the recruitment of participants for the survey etc. 
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descriptive and indicative only. The figures for means provided are not a valid indicator of 

 and 5.10). The very limited 
umber of questions included in the survey focused on basic questions regarding problem 

 related to game technology (for example, 
perceptions of links between winning and bet size). Despite these limitations, the results for 
the questions asked are included to provide a further comparison and counterpoint to the data 
gathered through the qualitative aspects of researching with self-identified problem gamblers 
described above. 
 

5.3.1 EGM questionnaire results 

The questions focused on six aspects of EGM gambling activity: parameters of EGM 
gambling consumption; machine preferences; venue preferences; playing strategies; beliefs 
about EGM gambling; and other factors affecting EGM gambling behaviour. Women (61.6%) 
were over-represented in the sample (n=99). Fifteen respondents only answered questions on 
the parameters of their EGM gambling consumption in the dataset supplied to the researchers. 
All of these respondents were male. Those who provided responses to the full questionnaire 

mate the extent of their EGM gambling consumption by two 

central tendency in a statistical sense, rather they are used to provide simple comparisons 
between respondents’ answers to different questions (Tables 5.9
n
gamblers’ strategies and cognitions. Unfortunately, the New Focus research occurred prior to 
the researchers formulating more specific questions

thus made up a smaller group (n=84), which was even more predominantly female (72.6%). 
The results shown for all questions subsequent to the section on parameters of EGM 
consumption, following, are for this smaller group of 84 respondents. 
 

Parameters of EGM gambling consumption 
Respondents were asked to esti
measures: hours per month spent EGM gambling; and money per session spent EGM 
gambling. 
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Table 5.2: Hours per month spent EGM gambling 

13 13

22 22

13 13

9 9

9 9

33 33

99 100

0-5 hours

6-10 hours

11-15 hours

16-20 hours

21-30 hours

More than 30 hours

Total

n %

 
The respondents reported a wide range of hours spent EGM gambling. Slightly more than one 
third (35%) reported spending 10 hours or less EGM gambling, whilst one-third of the 

spondents reported spending more than 30 hours per month. Similarly respondents reported re
a wide range of expenditures per session on EGM gambling consumption. 
 

Table 5.3: Money per session spent EGM gambling ($AU) 

9 9

15 15

20 20

8 8

15 15

12 12

20 20

99 100

0-$20

$21-$50

$51-$100

$101-$150

$151-$200

$201-$300

More than $300 per session

Total

n %

 
A total of 24 respondents (24%) reported spending $50 or less per EGM session, whilst 
almost one-third of respondents (32%) reported spending $201 or more per EGM session. 
These two results are consistent with the data from the focus groups and interviews and again 
reflects the different scales of involvement in EGM gambling that constitute problem 
gambling for individuals. A combination of the two results indicates that there appears to be a 
trong relationship between these ts wo dimensions of EGM gambling consumption. Of those 

who spent more than 30 hours per month EGM gambling, 42.4% reported spending more than 
$300 per session. More than half (51.5%) of those who reported spending more than 30 hours 
per month EGM gambling reported spending $201 or more. Of those who reported spending 
more than $300 per EGM gambling session, the vast majority (70.0%) reported that they 
gambled on EGMs for more than 30 hours per month. 
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A further question was asked about the way in which a particular session of EGM gambling 
consumption is ‘finalised’. This question is relevant also to EGM gambling strategy and 

ay reduce their duration. 
 
whether there are eventualities within sessions that m

Table 5.4: Finalising an EGM gambling session 

44 52

25 30

5 6

9 11

1 1

84 100

I always spend all of the money I have available

I often spend all the money I have available

I leave the venue before all of my money is
gone

I often take my winnings and leave

I always take my winnings and leave

Which of the

n %

following best
describes how you
play electronic
gaming machines?

Total

 
An overwhelming proportion of respondents (82%) reported spending all of their available 
money in a particular EGM gambling session at least ‘often’. An absolute majority (52%) said 
they always spend all of the money they had available. A much smaller proportion (12%) 
reported leaving the venue with their winnings, with just one respondent stating they always 
did this. There is a clear implication here that the respondents will extend their EGM 
gambling consumption session for the longest duration possible. This may involve spending 
specific amounts taken to a venue, including comparatively large, periodically available 
amounts such as wages. Whether it includes visiting ATMs, either inside or outside venues, to 
replenish funds is unknown. The permutations of money taken to venues, subsequently won 
and lost, and/or obtained from other sources (ATMs, loans etc) thus emerges as a key research 
question. This information would enable a better understanding of EGM gamblers’ 
calculations of the money ‘available’ for a particular session. This key question appears to the 
researchers as requiring a specific research intervention, utilising qualitative techniques in 
particular. 
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Gaming machine preferences 
Respondents were asked three questions about their EGM preferences: preferred credit value; 

vourite machines; and why they liked their favourite machine. 
 

Table 5.5: EGM preferences – favourite credit value 

fa

16 19

21 25

32 38

5 6

3 4

4 5

3 4

84 100

1 cent

2 cents

5 cents

10 cents

20 cents

50 cents

$1

Total

n %

 
Respondents reported a clear preference for smaller denomination machines. This supported 
the views expressed in focus groups and interviews. More than four-fifths of the respondents 

with approximately two-thirds of the 
maining gamblers in both groups preferring EGMs with credit values of ten cents and 

avourite EGM. Of those 
spondents who did nominate a favourite machine the most popular were 

chains’ (7.1%), 
t machines or machine themes 

were nominated by respondents, reflecting a wide range of difference in machine preferences. 

preferred machines with a credit value of five cents or less. Of female gamblers, none 
reported a preference for one dollar credit value machines and just 6.6% nominated fifty cent 
credit values as their favourite. 
 
When credit value preferences and amount spent per EGM gambling per session were cross-
tabulated some interesting results appeared. Those who gamble the smallest amounts per 
session were clustered on the lowest credit value machines, with 66.7% nominating one cent 
machines as their favourite, and the remainder evenly divided between two and five cent 
EGMs. No gamblers who reported spending up to $20 per EGM gambling session preferred 
EGMs with credit values of 10 cents or more. Those who reported losing $201-300 or $301 or 
more per EGM session were most likely to prefer five cent credit value machines (63.6% and 
64.3% respectively). These two relatively high spending groups were very similarly 
distributed in terms of their credit value preferences, 
re
above. However, it must be noted that the sub-groups of respondents on which these results 
are based are too small (<30) to be considered reliable and require repeated validation in 
larger sample studies. Interestingly, when credit value preferences and time spent EGM per 
month were cross-tabbed no such strong clustering appeared. 
 
Respondents were asked the name of their favourite EGM. The largest single response was 
‘no favourite’ (13.1%) which when added to those who ‘didn’t know’ (5.1%) meant that 
approximately one in five respondents did not nominate a f
re
‘Hearts/Sweethearts’ (11.9%), ‘Dolphin treasure/chest’ (7.1%), ‘Adonis/gold 
and ‘Queen of the Nile/Cleopatra’ (6.0%). A total of 30 differen
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Respondents were also asked what they liked about their favourite EGM and could nominate 
up to three factors, although only 7.0%t of those who nominated at least one ‘like’ nominated 
three factors and 40.8% nominated just a single factor. The responses to this question were 
more strongly patterned around dominant themes. A total of 46.5%of those who nominated a 
‘like’ were attracted by their perception that their favourite machines provided bigger and 
more frequent payouts. Free games/spins (40.8%), machine presentation including colours, 
sounds and graphics (33.8%) and special game features (12.7%) were the other factors that 
respondents reported were attractive to them. 
 

Venue preferences 
The specific social contexts of gambling determine to some extent the patterns of EGM 
gambling consumption across the network. Spatial analyses have shown that the integration of 
gambling into primary sites for the social lives of a sizeable proportion of the Victorian 
population (hotels and clubs) has statistically significant class and socio-economic patterns of 
difference (Livingstone 2001, Marshall & Baker 2002). There is also a consensus in the 

terature that EGM gambling consumption takes place largely in local venues and/or those 

s were nominated as the preferred venue type for both those who had a favourite 
GM gambling venue and those that did not. However, 19.7 % of those who did not have a 

favourite venue disagreed that they preferred EGM gambling in both hotels and clubs. This 
Crown Casino as an EGM gambling venue. It may also be an 

expression of a lack of affinity with EGM gambling venues per se, in the experience of some 
problem gamblers. It may be that for a small group the consumption of EGM gambling in and 
of itself is so predominant in experiential terms that it even tends to push the immediate 
contexts of that gambling activity well into the background. This suggests a possible 
continuum of ‘intensity’ in the gamblers relation to the EGM technology in itself, which is 
constitutive of a range of gestalts of foreground/background relations in the context of 
consuming EGM gambling. Experience could potentially vary markedly along such a 
continuum, as might be interpreted from the testimonies from focus group and interview 
respondents who were clearly able to articulate an experience of ‘the zone’ – of a direct and 
intense communion with the machine itself – but also able to describe the importance of 
contextual venue-based factors to the overall EGM consumption experience, for example 
refreshments and personable staff. 
 
A key research question arising in relation to problematic EGM gambling consumption and 
gambling venues is one of individual recognition. In the context of this project the researchers 
framed a scale question asking respondents if they agreed with the statement: ‘I like to play 
machines in a venue where I am well known’. The results for this question are shown in Table 
5.6, below. 

li
that are situated in convenient locations between key sites of individuals’ lives such as home 
and work etc. This again emerged quite clearly in the focus groups and interviews. 
 
The respondents were asked if they had a favourite pokie venue and if they preferred 
gambling on EGMs in hotel or club venues. A total of 56% agreed they had a favourite EGM 
gambling venue (7% strongly agreed, 49% agreed). Of those who did have a favourite EGM 
gambling venue, 53.2%also agreed that they preferred gambling on EGMs in club venues, 
whilst 40.5% agreed they preferred gambling on EGMs in hotel venues. Of those that did not 
have a favourite EGM gambling venue 40.5% agreed they preferred gambling on EGMs in 
club venues whilst 29.7% agreed they preferred gambling on EGMs in hotel venues. 
 
Club venue
E

may indicate a preference for 
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Table 5.6: Venue preferences – personal recognition 

16 19

48 57

2 2

17 20

1 1

84 100

Strongly disagree

Disagree

Neither agree nor disagree

Agree

Strongly agree

I like to play
machines in
a venue
where I am
well known.

Total

n %

 
A total of 76 % of respondents disagreed that they like to play machines in a venue where 
they are well known, compared to 21% who agreed (mean score 2.3). This is a relatively 
strong result in the context of the questions asked in this study. It is a result consistent with 
the themes of concealment and anonymity which emerged in the focus groups and interviews. 
 
A question about the validity of this result can be raised when this result is juxtaposed to that 
discussed above that 56% of respondent do have a favourite pokie venue. It may be asked 
how a majority of respondents can have a favourite EGM gambling venue, intuiting that this 
may be the venue in which they are most likely to be well known, and a vast majority also 
prefers to gamble in venues where they are not well known. There are two basic 
interpretations of these data that can counter this argument. First, from a logical perspective, 
there is no mutual incompatibility between having a favourite EGM venue and not being well 
known in that same venue. In fact, the reason for a venue being a ‘favourite’ may be precisely 
the fact that you are not recognised there. It must be observed that large venues are very 

nderstanding of the articulation of in-venue social relationships, venue preferences and EGM 

fort 

contexts of EGM gambling place problem gamblers. Contextualised in a framework of 

densely populated for much of the time, offering metropolitan-like possibilities for relative 
anonymity. This may well account for some of the seeming incongruity in these two data, 
although the researchers tend toward an understanding of problem gambler lived experience 
(and hence research responses) that would not anticipate the separation of ‘favourite venue’ 
and ‘personal in-venue recognition’ in quite such a deliberate manner. However, the necessity 
to de-contextualise gambling activity from social bonds could indeed be a key characteristic 
of late-stage ‘gambling careers’, although further research is needed on this point – as is 
further development of the conceptualisation of gambling careers. Developing a deeper 
u
gambling consumption practices may be a key element in developing just such a 
conceptualisation of gambling careers. 
 
Secondly, and once again this interpretation is informed by the focus groups and interviews, 
these data may reflect the ambivalent, even ‘torn’, position in which many problem gamblers 
may find themselves, in which deceit or dissembling becomes an intermittent or constant 
mode of inhabiting EGM gambling venues. The perception that others who know you have 
realised that your gambling has become ‘more than just fun’ becomes a source of discom

hich stands in conflict with the desire to consume EGM gambling in often ever-increasing w
volumes. As the qualitative data collection highlights, (sometimes bizarre) strategising to 
avoid recognition or even ‘attention’ in EGM gambling venues may become a key part of the 
EGM gambling experience precisely because of this ambivalent position in which the social 
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structured ‘gambling careers’ this second interpretation is provisionally favoured by the 
researchers. 
 

EGM gambling strategies 
Respondents were asked about two basic dimensions of EGM gambling consumption: their 
trategy in terms of bet size and number of lines selected for each spin of the reels; and their s

use of the ‘gamble’ feature. It should be noted that EGM credit values could also be 
interpreted as a key part of EGM gambling strategies. However, in this report we have chosen 
to include this factor within the analytic domain of EGM machine preferences (see above). In 
reality, EGM credit values may also be viewed as part of the ensemble of ‘choices’ and 
orientations integral to gambling strategy. 
 

Table 5.7: EGM gambling strategy – combination of bet size and number of lines 

5 6

50 60

11 13

18 21

84 100

Minimum bet, minimum lines

Minimum bet, maximum lines

Maximum bet, maximum lines

None of these

When playing gaming
machines what is
your favourite playing
strategy:

Total

n %

 
A majority of the respondents reported that a combination of minimum bet size and maximum 
number of lines was their favourite EGM gambling strategy. This is consistent with focus 
group and interview data and with previous research on this question (Walker 2001). The 
strength of this result is emphasised by the fact that the next largest sub-group of respondents 
did not have a favourite combination of bet size and number of lines. No respondents 
nominated using the maximum bet on a single line as their preferred EGM gambling strategy. 
 
The tendency toward using a ‘mini-maxi’ strategy among self-identified EGM problem 
gamblers has been reported previously (Walker 2001). The focus groups and interviews 
suggested a linkage between the use of multiple lines and ‘near misses’. The propensity of 
EGMs to regularly provide reinforcement for the erroneous cognition that a win is ‘close’ is 
highly likely to be linked to the regular appearance of a winning symbol or symbols 
somewhere on the screen. As discussed elsewhere in this report, the structure of EGM virtual 
‘reels’ allows this to occur regularly by situating several winning symbols on shorter reels but 
only one such symbol on longer reels. Thus, although symbols associated with high value 
wins may regularly appear on the screen, the probability of achieving a winning combination 
is predictably very remote. The desire to capitalise on the apparent regular appearance of 
winning symbols, and thus to avoid the ‘horror’ of a big win on a line that has not been 
gambled is, in the researchers’ view, a highly valid quasi-rational (if erroneous) explanation 
for the ‘maxi’ element of this EGM gambling strategy. 
 
In relation to minimum bet sizes, the vast majority of focus group and interview respondents 
reported a gradual diminishing in nominal bet value as their involvement in EGM gambling 
became more regular and ‘serious’. Respondents also largely preferred the smaller credit 
value EGMs. Both these factors are likely to be linked to the desire to extend the duration of 
EGM gambling consumption sessions, by limiting the rate of expenditure on lost spins. This 
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would have the effect of lengthening the period in the desired ‘zone’. The tendency to 
 also be linked to the duration and, perhaps 

more particularly, the ‘stage’ of an individual’s ‘gambling career’. 
gravitate toward a mini-maxi strategy may thus

 

Table 5.8: EGM gambling strategy – use of the ‘gamble’ feature 

4 5

5 6

7 8

17 20

51 61

84 100

Always

Often

Sometimes

Occasionally

Never

How often do you
play the 'double up'
or 'gamble' feature
on electronic
gambing machines:

Total

n %

 

 
sponse -taking winnings’, where a vast 

er the EGM technology can be manipulated by gambling 
trategy. The third question moves from this general level to asking about one particular 

question was 
s about EGM 

technology were being cut across by other (also rational) cognitions relating to ‘the law of 
averages’. The comparative results for questions 1-3 (Tables 5.9 and 5.10) support the 
researchers’ hypothesis that this cognition affects beliefs about the ‘random’ nature of EGM 
outcomes. 
 

Table 5.9: Beliefs about EGMs 

Use of the gamble feature was low amongst respondents, with three-fifths not ‘doubling-up’ 
and gambling their wins at all. Only a very small proportion (11%) of the respondents could 
be described as consistent users of this feature. This result was also consistent with focus 
group and interview discussion. Whilst there may be several reasons for this, one that 
emerged in qualitative data collection was the preferred use of winnings to extend the 
duration of EGM gambling consumption. Another reason may be that gamblers prefer to take 
their winnings rather than risk them further. However, this hypothesis is not supported by
re s to the separate question on ‘spending money
majority reported ‘often’ or ‘always’ spending all the money they had available to them in a 
particular EGM gambling session (see Parameters of EGM gambling consumption above). 
 

Beliefs about EGM gambling 
Respondents were asked to agree or disagree with a series of four statements related to beliefs 
about EGM gambling technology. All four statements were in the positive and were 
restatements by the researchers of beliefs reported by gamblers arising from previous research 
in the field, and also from consultation with problem gambling counselling service providers 
for this study.  
 
The respondents were asked a series of four questions inquiring into their beliefs about EGM 
gambling. Three of these questions asked about the relation between the gambler and the 
machine, particularly the capacity of the gambler to affect the outcomes produced by the 
machine/network technology. The first two of these questions are broad and ask in different 
ways a general question about wheth
s
strategy, that is continuous and sustained gambling on a single machine. This 
designed after preliminary investigation suggested that gamblers’ rational belief
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34 41

38 46

4 5

7 8

83 100

30 36

46 55

7 8

83 100

17 20

35 42

30 36

2 2

84 100

9 11

26 32

4 5

38 46

5 6

82 100

Strongly disagree

Disagree

Neither agree nor disagree

Agree

Skillful play will
make gaming
machines pay out
more often

Total

Strongly disagree

Disagree

Agree

It is possible to
effect the amount
the machine will
pay out

Total

Strongly disagree

Disagree

Agree

Strongly Agree

Machines will pay
out if you keep
playing them

Total

Strongly disagree

Disagree

Neither agree nor disagree

Agree

Strongly Agree

The machines pay
out more at
different times of
day

Total

n %

 
The fourth question asked whether respondents thought EGMs performed differently at 
different times. This question is oriented to beliefs about the manipulation of EGMs and about 
‘fairness’, which had also appearing in the preliminary phases of the research. However, the 
question remains at a very general level of belief or otherwise about manipulation per se. It 
does not discern between belief in a variability in EGM payout rates that is cybernetic, that is, 
internal to the ‘black box’ of the EGM technology and independent of external (human) 
intervention or an external variability, that is, one resulting from intentional human 
intervention at the machine, venue or network level. 
 
Respondents generally disagreed with both of the general statements about the capacity of 
EGM gamblers to influence the performance of EGM technology. Both these results were 
decisive, with only a small proportion (8%) holding a view that the gambler could influence 
machine performance. The response to this question does not, however, necessarily 
correspond to the proportion of the respondents who had ever held such a view. Rather, the 
strong result could possibly be better understood as those who retained a view that gamblers 
could influence EGM performance, reflecting the process of (re-)education many of the 
respondents had undertaken about EGM gambling since attending a counselling service. 
 
The hypothesis that significantly more of the respondents may have at one time believed they 
could influence EGM performance is supported by results for the third question. This is the 
question that moved to ask about a specific ‘erroneous cognition’ about EGM gambling, 



The Changing EGM Industry & Technology  141

specifically about the ‘law of averages’ influencing the odds of a win over time. There was a 
large shift in the result for this question in comparison to the previous more general questions, 
with more than one-third of respondents (38%) agreeing that EGMs ‘will pay out if you keep 
playing them’, although only a very small proportion of the respondents (2%) strongly agreed 
with this statement.  
 
The result for this question supported the researchers’ view that a substantial proportion of 
gamblers may be under the illusion that sustained play on a particular EGM influences the 

achine. In terms of harm minimisation the result is alarming, as it 

on of EGM technology has been undertaken in the counselling process. From 

odds of a payout from that m
goes to the heart of EGM gambling consumption practices, including the basic principle that 
every single spin of an EGM is an isolated event, completely unrelated to any other spin or 
sequence of spins. What this result suggests is that a sizeable proportion of ‘problem’ EGM 
gamblers may adhere to conflicting ‘rational’ beliefs that influence their consumption 
practices. A belief in the completely random nature of results generated by EGM technology 
and a belief in a general ‘law of averages’ (noting that the period over which a particular 
EGM will conform to its theoretical ‘return to player’ or RTP ratio will far exceed the 
capacity of any individual to maintain play on the machine) are not mutually exclusive and 
could be held concurrently by any individual. This appears likely to be the case for a sizeable 
proportion of self-identified problem gamblers at least, even where a process of (re-)education 
bout the operatia

this it might be hypothesised that trying to ‘out-think’ an EGM may not be the only danger 
embedded in cognitions underlying EGM consumption practices, but that conflict between 
(rational-logical) beliefs may influence EGM gambling consumption outcomes. It is also 
important to reiterate that ‘erroneous cognitions’ are not necessarily non-rational or 
‘illogical’. 
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Table 5.10: Beliefs about EGMs – average rating 

1=Strongly disagree and 5=Strongly agree

1.8

1.8

2.6

3.0

Skillful play will make gaming machines pay
out more often

It is possible to effect the amount the
machine will pay out

Machines will pay out if you keep playing
them

The machines pay out more at different
times of the day

Mean

 
Respondents were more strongly agreed that EGMs pay out differently at different times of 

nd 

d the 
nrestricted gaming floor in Crown Casino came into effect on September 1 2002. As 

the day, with an absolute majority (52%) believing this to be the case. In a general sense this 
belief once again displays a lack of understanding of the random operation of EGM 
technology. However, there is also to a certain extent a reality underlying this belief. This 
could be based in the extensive experience of many respondents. For example, large EGM 
jackpots are programmed and triggered to occur under certain conditions known to EGM 
gamblers, such as when the jackpot prize pool is within certain predetermined limits. This 
information is advertised widely within venues. Gambling operators can, and do, bias the 
possibilities of where these jackpots will occur by venue type. The operations of so-called 
‘pokie gangs’ have sought to exploit this increased likelihood of a win. Participation in the 
scheduled ‘going off’ of a jackpot is thus an experience of the EGM network operating 
differently in a particular (temporally defined) context. Such engineered results are likely to 
undermine perceptions that, overall, the EGM network operates within ‘constant’ a
completely unpredictable parameters. 
 
A second related perception that emerged in focus groups was that payout rates or RTP could 
be adjusted to more strongly favour EGM operators during certain periods of greater demand, 
such as lunchtime. It was not clear if this variation was perceived as cybernetic, or as 
manipulation by venue or gaming operators. No questions were asked about this specific issue 
in the questionnaire, however this view appears to be reinforced by the overall agreement by 
respondents with the statement that machines pay out differently at different times of the day. 
 

Other factors influencing EGM gambling consumption 
A total ban on smoking in gaming rooms in hotel and club venues in Victoria an
u
described elsewhere in this report, the ban correlates with a significant decline in real 
expenditure per gaming machine. As early as December 2002, Tabcorp Ltd notified the 
Australian Stock Exchange of expected lower profits due to falling EGM revenue (SACER 
2005: 1). The extent to which the smoking ban has contributed to this decline in the rate of 
growth in EGM gaming expenditure cannot be entirely dissociated from other gambling 
sector factors such as the regional caps policy, the gradual implementation of restrictions on 
24 hour gaming and externalities such as variations in household disposable income diverted 
to gambling expenditure (SACER 2005), consultations with venue operators confirmed an 
observable change in EGM gambling consumption practices dating from the inception of the 



The Changing EGM Industry & Technology  143

smoking ban and the new strictures it imposed on individual behaviour within venues. In this 
context the respondents were asked whether the introduction of the smoking ban and altered 
the time they spent EGM gambling. 
 

Table 5.11: Other factors influencing EGM gambling consumption – smoking ban 

5 6

8 10

4 5

1 1

66 79

84 100

Reduced the time you play
electronic gaming machines a lot

Reduce the time you play
electronic gaming machines a little

Increased the time you spend
playing machines a little

Increased the time you spend
playing machines a lot

Had no impact

Has the
introduction
of the
smoking
ban in
gaming
rooms:

Total

n %

 
A large majority of respondents (79%) stated that the smoking ban in gaming rooms had no 
impact on the time they spent EGM gambling. Only a small proportion (16%) said the 
smoking ban had reduced the time spent EGM gambling, which was counterbalanced by a 
smaller group (6%) who said the smoking ban had led to an increase in the amount of time 
they spent EGM gambling. Thus, only a small net proportion of respondents (10%) reported 
decreasing the time they spent gambling as a result of the smoking ban. This does not 
necessarily equate to a ten per cent decrease in the overall time or money spent by the 
respondent group on EGM gambling, noting that ‘finalisation’ of gambling sessions (as 
discussed above) is largely related to the availability of funds with which to gamble, subject 
to a limited range of time constraints reported by focus group and interview respondents 
including picking up children from school, etc. 
 
There are also several reasons why the responses to this question may possibly understate the 
impact of the smoking ban on EGM gambling consumption amongst problem gamblers. 
These include whether the smoking ban had occurred subsequent to the respondents seeking 
help for their problematic consumption of EGM gambling. In this case the smoking ban may 
have had little or no direct influence on respondents’ gambling for the reason that they were 
already taking conscious measures to reduce their gambling. For those respondents who are 
smokers, the need to go outside to smoke may have interrupted ‘the zone’ and disrupted 
heavy or chronic gambling sessions. However, interview data suggests that interruptions to 
gambling sessions to withdraw money from ATMs were not sufficient to constitute a ‘break’ 
in a gambling session. However, should additional interruptions (to smoke) have occurred the 
duration of an EGM gambling session would have to be extended for there to be no reduction 
in the overall time spent gambling. Read in conjunction with the data presented above on the 
finalisation of gambling sessions, it seems that this may be the case for many gamblers, as a 
large proportion of the respondents reported finalising the EGM gambling session only once 
they had used up all available funds including winnings and money available to be withdrawn 
from ATMs. 
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A further reason the result may be understated is if the respondent group does not include a 
mokers in comparison to the general population or to the 

clusion 
y with self-identified problem gamblers was found 

and interaction were supplanted as desirable 

of EGM gambling as a consumption item. 

representative proportion of s
population of problem gamblers, or given the small sample size, a sample of smokers 
representative of smokers generally. The result from this question should therefore be 
considered inconclusive. However, given the fact that problem gamblers contribute a 
disproportionate amount to EGM gambling expenditures and the apparent strong link between 
the decline in the rate of growth of EGM expenditure and the introduction of the smoking 
ban, the result suggests to the researchers that the way in which a particular gambling session 
is brought to a close is at least as important a variable as the amount of time spent gambling. 
The concept of ‘finalisation’, empirically tested and read alongside data on ‘duration’ of 
sessions of EGM gambling consumption and visits to ATMs, may be important in 
constructing a better model of a typical or ‘ideal-type’ of a problematic EGM gambling 
session. 

5.4 Con
The process of researching EGM technolog
by the researchers to be very useful and informative. The accent on the basic material 
elements of the EGM system, machines and venues, provided a space for focus group 
discussions and interview that did not make problem gamblers themselves the ‘object’ for 
discussion and questioning. Asking specific questions about these elements allowed insight 
into the practices which structure EGM gambling sessions. This research approach has 
offered interesting insights into the relationship between problem gamblers and the EGM 
network, which go to the heart of questions about EGM revenues and issues of social and 
governmental responsibility expressed in legislated harm minimisation and responsible 
gambling goals. 
 
The convenient location of venues and the quality of service provided was found to be very 
important. However, the emphasis on local, friendly venues where an individual felt welcome 
as a regular patron was seen to devolve into something different across the course of 
ndividuals’ ‘gambling careers’. Recognition i

qualities of venues by the opportunity for anonymity and isolation from interruptions to the 
direct relationship with EGMs in themselves. The context of EGM gambling receded, as an 
experience of ‘the zone’ became fore-grounded as the desired mode of EGM gambling 
consumption. 
 
The integration of EGM gambling opportunities into the circulation patterns of everyday life 
can be understood as a key aspect of the success 
Venues were described by respondents as convenient with the routines of their daily home, 
work and social lives. On one hand, the fact that hotels and clubs pre-dated the introduction of 
EGMs as key sites for social gatherings, as mediating venues between work days and 
domestic evenings, etc. meant that EGM gambling consumption did not have to recruit a 
‘clientele’ from scratch, but rather could become one element of the consumption practices of 
patrons of the venues. On the other hand, EGM gambling opportunities have also attracted 
new patrons to club and venues. For both these groups the ease of access and availability of 
EGM gambling consumption opportunities is paramount. It is the onset of relatively harmful 
consumption practices that appears likely to cause a ‘break’ with the convenience of (local) 
venues, as the desire for anonymity and the avoidance of experiences of shame and 
embarrassment start to become prominent aspects of EGM gambling consumption. 
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In terms of the subjective experience of EGM gambling, a number of features of the machines 
and games themselves are important in shaping consumption practices. These include: the 
credit value (most prefer values of five cents or less); the game design (graphics, lights, 
sounds), interesting game features and free spins. The availability of bank note acceptors were 
noted for their convenience and for the ability to conceal the amount of money being gambled 
compared to coin-fed machines. It was noticeable, however, that relationships with EGMs 
went beyond merely technical elements or cosmetic appearances. Respondents also tended to 

ersonalise (or even sexualise) their relationship with EGMs. Some described a variety of 

ost per session. The key factor is 
at the finalisation of gambling sessions was overwhelmingly due to the exhaustion of 

elings of shame and guilt once no money remained. On 
e evidence gathered here, there are no residual feelings of wellbeing extending from a losing 

 
In keeping with the general tone of the research with problem gamblers, the mini-maxi 
strategy can be interpreted as a relatively logical and rational approach to EGM gambling 

p
practices of touching, rubbing, coaxing and cajoling machines. Some also cited perceived 
negative aspects of these personalised relations, including berating and abusing machines. 
Some clearly attributed human characteristics or capacities, such as the capacity to reward or 
encourage particular behaviour, or the capacity to be ‘tricked’ into paying out. 
 
The research with problem gamblers also led to the perhaps obvious (but nonetheless 
important) conclusion that it costs large amounts of money to consume large amounts of 
EGM gambling. Those who played the most also spent the m
th
available funds. This finalisation occurred, in the majority of cases, subsequent to one or more 
occasions of accessing further funds via ATMs. The data clearly indicate that EGM gamblers 
leave the vast majority of gambling sessions empty-handed. There are clearly some major 
implications of this finding, particularly where the amount being lost has grown in concert 
with the development of a problematic gambling career, and where chasing after losses 
already accrued inevitably only exacerbates the financial, emotional and social harm suffered. 
 
At times it is difficult to understand why particular gamblers persevere with gambling careers 
that are causing them to suffer harm. There is a developing literature on the ‘erroneous 
cognitions’ that may underpin such perseverance. In this research process with self-identified 
problem gamblers, the researchers were particularly struck by the way the desire to gamble 
for as long a period of time as possible in order to maintain a connection with the state known 
as ‘the zone’ could push to the background concerns about the amount of money being lost. 
However, this could only be maintained until the moment that the session was finalised. 
These sessions were also clearly structured emotionally, with the experience of being in ‘the 
zone’ immediately overwhelmed by fe
th
EGM gambling session (which is far and away the most common experience). Gratification 
from EGM gambling consumption is entirely located within the act and the moment itself.  
 
The predominant tendency of respondents to use a strategy of minimum bets was viewed as 
complementary to the desire to extend the duration of inhabiting ‘the zone’. The strategy of 
gambling these minimum bets on a maximum number of lines was interpreted as reflecting 
the importance of winning, particularly the avoidance of seeing a ‘big win’ occur on a line not 
being gambled. The researchers formed the view that this ‘mini-maxi’ gambling strategy is 
thus also strongly conditioned by the capacity of EGM technology to produce a seemingly 
endless sequence of ‘near misses’ due to the repeated appearance of winning symbols on the 
video screen. As discussed elsewhere, technical aspects of EGMs, including differing virtual 
reel lengths and numbers of particular symbols per virtual reel, enable the constant 
appearance of desired symbols despite the extraordinarily long odds of a top-prize win. 



The Changing EGM Industry & Technology  146

given the stimuli confronting individual gamblers. This appears a reasonable argument even 
despite the presence of gambler information and machine warnings in various forms that are 
designed to alert individuals to the fact that nothing they do can influence their chance of 
winning on an EGM. Similarly, the researchers found that respondents’ understanding of the 
randomness of EGM outcomes was confounded by the presence of other folk-principles such 
s ‘the law of averages’, which underpinned belief in the transformation across time of the a

probabilities of a particular machine paying out. Further, the researchers came to conclude 
that, at base, most EGM gamblers believe that all gaming machines will pay out their top 
prize(s) at least once during their ‘lifetime’ (or ‘cycle’). Disabusing gamblers of the illusions 
entailed in such well-founded fictions may be of paramount importance in reconfiguring the 
relationship between EGM gamblers and EGM technology toward less dangerous 
consumption practices.  
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6. Discussion 

nt a process of rapid growth and consolidation and has emerged as a wholly 

l or systematic levels, and that the 
corporation into regulatory processes of adequate responses to legislated goals in relation to 

picuous social, cultural 
nd economic consequences. We conceptualise this transformation as change from a folk 

modest gaming revenues typically used to keep the club operating or to subsidise other costs 
such as equipment, sporting insurance, or relevant community infrastructure. Large parts of 

 
The task of this project has been to investigate the transformation in the EGM gambling 
industry, with an emphasis on the role of technology in the process of change. The EGM 
industry in Victoria has been the focus of this investigation, however events and processes 
that occurred historically prior to the establishment of the Victorian industry proper in 1991 
and geographically removed from Victoria itself are also important for understanding the 
contemporary situation. Viewed in historical perspective, the Victorian EGM industry 

nderweu
commercialised and rapidly maturing sector that is (at the time of writing) only now in its 
fourteenth year of operation. This is very distinct from the numerous differentiated phases of 
development which characterised the EGM industry in NSW, for example. The specific 
manner of its development has conferred both advantages and disadvantages on the industry 
in Victoria. 

6.1 The changing EGM industry 
It is advantageous to understand transformation in the EGM industry by considering broad 
aspects of its development, including national, interstate and other dynamics, via a longer 
view. Processes of policy learning and other collaborations between jurisdictions have been 
and continue to be important in the transformation of regulation and administration of the 
industry, but are often to some extent informal and therefore not well documented. Crucially, 
we believe that in some respects the administration of the EGM industry has not kept pace 
with the transformation of the sector at either technica
in
responsible gambling and harm minimisation are some distance away. We also found that key 
aspects of emerging national strategies and the standardisation of industry practices are not 
well understood publicly. However, we tend to accept the view put by regulators that change 
in relation to specifically technical issues is relatively hard won, due in no small part to the 
complexity of many of the problems involved. 
 
In the context of this Report, the historical transformation of EGM gambling in Australia is 
summarised by contrasting what we term a ‘folk model’ and a ‘commercial model’ of EGM 
gambling. Whilst this transformation has, in our view, been predominantly supply-driven, that 
is, motivated by government and industry objectives, it has had cons
a
model to a commercial model of EGM gambling. 
 
The folk model of the EGM gambling industry refers to a sector in which small-scale clubs 
operate a small number of EGMs for the purpose of generating modest revenue for the 
purposes of the club. A typical example would be a lawn bowls or football club with purpose 
built clubhouse facilities that are open on competition days or weekends, which earns small 
amounts of additional income from a handful of EGMs. Many local sporting and RSL Clubs 
that regularly operate seven days per week, and provide food, beverage and other services, 
can also be thought of in this way to some extent, particularly where a mutuality agreement 
meant that revenues had to be reinvested in the club and its purpose and related activities. The 
folk model therefore involves a direct link between a club, its members or visitors and the 
purposes of that club, with the primary purpose of EGM gambling being the generation of 
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the NSW Clubs sector between 1956 and the mid 1960s can be thought of in this way. 
Although the folk model may be thought of as increasingly representing the industry’s past, 
there are many small venues (notably in South Australia but also in Victoria and in some 

gional areas) that still fit this model to a significant extent. Transposed to the hotels sector, 

aged as commercial assets incorporating 
ubstantial data analysis and other reflexive (i.e., feedback based) management techniques 

straints on expansion (caps on machine numbers in particular), revenue 
growth per operating unit is vital. Although the commercial model does not necessarily 

es to 

re
the folk model would be a useful way of categorising a small regional or rural venue with a 
handful of machines that return very modest revenues on the back of almost exclusively local 
custom. 
 
The commercial model of the EGM gambling industry is in sharp contrast to the folk model in 
a number of major ways. The first is that the purpose of EGM gambling sits within a business 
model emphasising the maximisation of gross revenues, private profits and government 
taxation receipts. A second change is the scale of the industry – commercialisation has 
entailed rapid growth in the number of machines and gambling venues, and has driven rapid 
and sustained consumption growth in most jurisdictions. A third related change is that many 
hotel or club venues become primarily or substantially gambling venues, altering their 
purpose, management practices and character substantially. 
 
The folk and commercial models are not necessarily mutually exclusive. However, under the 
specific industry model in Victoria, where the gaming operator duopoly makes management 
agreements with key accounts, venue management companies or individual clubs and hotels, 
the two EGM networks are professionally man
s
typical of contemporary business practice. This accentuates the fact that, unlike NSW or the 
ACT, there is no historical basis in a folk model EGM sector in Victoria. Under this model, 
venues that most tend toward a small-scale style of operation are likely to be viewed as under-
performing. Indeed, during one phase of the EGM industry’s development in Victoria the 
operators were subjected to criticism because of their tendency to withdraw EGMs from such 
venues.40 Further evidence for this includes the trend across the life of the industry in Victoria 
toward increased numbers of machines per venue, increasing the average size of gaming 
venues within the allowable range. On the other hand, the top 25% of venues contribute 
around 55% of total EGM consumption, so there is a ‘tail’ of less highly performed (in 
commercial terms) gaming venues where something approaching a folk model of EGM 
gambling may still be found to exist. 
 
All EGMs in Victoria are unquestionably significant commercial assets, the performance of 
which is linked to corporate share prices, remuneration and rewards systems, and shareholder 
value. The twin imperatives of industry profits/share prices and maintenance of Government 
taxation revenues underpin the logic of market expansion for EGM gambling. In a sector with 
specific legislated con

overwrite the folk model entirely, as mentioned, the commercial model clearly continu
drive change in the Victorian EGM industry today, possibly to the greatest extent of all 
Australian jurisdictions. We believe this can be attributed to the concatenation of the 
ownership and operation model and the monitoring systems that characterise Victorian EGM 
operations. The operators have the capacity, capability and the incentive to drive continual 
reflexively based change in the large EGM systems they operate. What is understand about 
management practices in this regard remains somewhat limited, and constrained by 
                                                 
40 For example, see The Age 19 April 1999 “Ceiling on pokies may be changed” by Sandra McKay; Herald Sun 

0 June 1998 “Swoop on RSL pokies” by Mike Edmonds; Herald Sun 23 January 1998 “Profits 3
p

push threat to 
okies” by Greg Thom; Herald Sun 23 February 1998 “Pub gamblers biggest losers” by Greg Thom 
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limitations on the extent to which corporate management practices are publicly discussed. 
However, the researchers formed the view over the course of the research that there remains 
significant scope for further rationalisation in the management practices of the two Victorian 
gaming operations on a number of levels, particularly through technical innovation (but which 
are not discussed in this Report). 
 
At a general level, innovation in the gambling industry in Australia has moved through phases 
in which it has become increasingly fully governable, and subsequently into a phase of 
commercial and technical innovation and expansion. Regulatory innovation has struggled to 
keep pace with the rate of change. Computer and information technology has played a central 
role in the development of both gaming and wagering markets. It can be argued that in the 
case of commercial EGM gaming networks, gambling has become particularly intensified or, 
as this phenomenon was termed in the project Discussion Paper, ‘hyper-commodified’. The 

ea of intensification relates to specific qualities of the nature of the commodity in question. 

‘perfect’ integration of a particular commodity into a sophisticated network. This 
etwork facilitates two-way communication, permitting very large numbers of almost 

R&D expenditure levels to greater shareholder returns (Roberts 2005). These are investments 
in knowledge and technology that also earn significant export revenues. Innovation by 
manufacturers is perhaps the key driver of change in the industry (see Section 2.10). 

id
The first such quality is the heightened intensity of the rate of change, that is, the increasingly 
rapid re-development and diversification of commodities in the light of perceived consumer 
preference, technical advancements, and market research. Thus, the innovation process must 
be capable of rapid re-development and deployment, and for this reason information-based 
products, being relatively de-materialised forms of consumption, are particularly suited to 
hyper-commodification. The second quality of intensification is the rapidity of consumption 
that is made possible by the structure of a particular commodity, for example, the speedy 
repetition and continuity of EGM gambling. A further quality is the generalisation of the 
processes of circulation themselves. Most EGMs in Australia are nodes in webs of networked 
machines, creating gambling pools in the form of linked jackpots that increase the value of 
particular markets. Networked EGMs are thus an example of an innovation process allowing 
the almost 
n
effortless commercial transactions as well as management monitoring and manipulation and 
regulator surveillance. Such hyper-commodification thus has enormous potential to generate 
substantially increased business volumes with very low ‘friction’ in the form of transaction 
costs, particularly at the expanding margins of the business. We would argue that the 
contemporary EGM industry in Victoria has many of these characteristics. 
 
As an added element of the matrix within which EGM gambling is located, and which forms 
the conditions of possibility for the technical system of EGM gambling, we must refer again 
to the legislation regulating gambling activity in Victoria. There are multiple imperatives 
required by the Gambling Regulation Act 2003, but the objects of this legislation are 
particularly clear (see Section 2.7). 

6.2 Technical innovation as a driver of change 
The research has highlighted the significant constitutive role played by technical development 
in the transformation of the EGM gambling sector. This is part of the commercial innovation 
cycle that defines successful businesses and industries. The leading Australian gaming 
machine manufacturer, Aristocrat Leisure, is also one of the nation’s leading investors in 
research and development (R&D). The most recent edition of the Melbourne University R&D 
scoreboard valued Aristocrat’s R&D expenditure at $63.4 million for 2003-04, placing it 
fourth behind Holden, CSL and Ford amongst Australian companies. Analysts have linked 
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At a fundamental level, the incorporation of information and communication technology 
(ICT) changed the structure of EGMs dramatically and shaped the commercial EGM industry 
we have today. ICT has made possible the complex linking of jackpots and bonus games 
between machines and/or between venues. ICT has enabled the instantaneous division of 
gambling expenditures into operator and venue revenues and government taxation receipts. A 

liable centralised form of real time data collection has become available to gaming 

of products and services offered and a shift in the culture and in some 
ases demographics of clientele.41 There is today wide variation between venues, with a key 

 levels of consumption, and in our view this forms an important 
arameter of the technical system of EGM gambling. That is, large venues are likely to induce 

re
operators, providing a virtually faultless management information system of extremely high 
quality. 
 
The scale of investment in the development of EGM technology is a key driver of the 
industry. However, the social and regulatory contexts of EGM gambling consumption are also 
crucial. These contexts constrain the way in which the EGM industry can innovate and 
develop, but are themselves changed by technological innovation. The social contexts of 
Victorian club and hotel venues have been changed dramatically by the introduction of poker 
machines. These changes have included substantial material re-development of venues, 
changes in the nature 
c
difference lying in the extent to which a particular venue has adopted EGM gambling as its 
core operational focus. There is a wide range of choice for hotel and club patrons, between 
venues that are primarily gambling venues with the feel of ‘mini-casinos’ in which large 
numbers of gamblers can be found at most hours of the day, or more traditional hotel bars 
with gaming rooms that are sparingly used for much of the business day. However, diversity 
amongst venues in a particular LGA is variable. 
 
As was found through observation visits to gaming venues, those that are strongly focussed 
on sustained gaming activity appear consistently to feature the latest games, the most 
innovative displays and the greatest variety of games and jackpots. Such venues also more 
often feature other in-venue promotions, such as daily giveaways of electrical goods, which 
provide incentives for gamblers to continue to gamble. These venues also feature well-
appointed viewing and smoking areas and coffee, tea and bar services that allow patrons to 
effectively remain inside the gaming room for extended periods of time. The gaming floor in 
such venues does replicate the feeling and energy more associated with casinos. A kind of 
critical mass of gamblers seems to be able to generate a ‘buzz’ around gambling that the 
increasingly dynamic contemporary EGMs both enhance and reflect.  
 
The venues where large aggregate sums are gambled are quite distinct in atmosphere from 
those with more modest
p
greater gambling expenditure not only in the aggregate but in terms of consumption per EGM, 
as the consumption data analysis presented in Section 4 highlights. A sophisticated 
understanding of consumption patterns based on detailed analysis of real-time venue and 
machine data would thus form a key dimension of an appropriate risk strategy for managing 
EGM gambling consumption as a population health issue. The linking of a risk strategy to the 
social forms of gambling venues has a precedent in the tripartite system of EGMs introduced 
into Great Britain. The British system was designed with the aim of “deliberately avoiding the 
mistakes made in other jurisdictions, like Australia, where high stakes gaming machines in 
particular have been allowed to invade normal social spaces” (DCMS 2004: 16, see Table 

                                                 
41 See the published research outputs of the VCGA and the GRP for more details on these changes. 
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A.9). A combination of a systematic evidence base, technical re-skilling and some ‘reverse’ 
policy learning would contribute to Australian regulators regaining their standing as leaders in 
the administration of the gaming industry. 
 
The regulatory context shapes and constrains the development of the EGM industry in 
Victoria in a number of ways. At an aggregate market level this includes measures such the 
legislated caps on number of machines, the proportion of total machines that can be run by 
each operator, the numbers of machines that can be operated in metropolitan or regional 
venues as well as restrictions on particular capped regions. The regulatory context also shapes 
the technical parameters of EGM and EGM network operations and all aspects of the 
ppearance and functioning of EGMs. The regulatory context thus restricts innovation in 

l appraisal capabilities. These risks were felt to be negligible 
 relation to the corruption of what is a multi-faceted approvals process. However, a risk was 

innovation. 

 safe consumption 

by the individual EGM and communicated via the CMCS. The ingenuity and inventiveness of 
the process of innovation thus focuses on ways to add value to the product and/or make better 
use of its networked capabilities, in such a way as to increase consumption levels. 
 

a
some areas of EGM technology, but provides opportunities and incentives in others. We 
found that the process of technical innovation is a relatively cooperative and bi-directional 
one in which manufacturers and regulators participate, although the extent of this appears to 
vary between jurisdictions. Innovative manufacturers seek to ‘push the envelope’ in new ways 
that can enhance the performance of their products and satisfy the warranties attached to the 
sale of EGMs to operators. Regulators are responsible for ensuring that the process of 
innovation conforms to legislative and administrative requirements. Ideally such a bi-
directional process can reduce the possibility of industry investment in innovations being 
subsequently disallowed or regulators being placed in the position of having to make ‘million 
dollar’ decisions related to innovation investment. 
 
However, the research process revealed evidence of a significant gap between the regulator’s 
technical capabilities and competences, and the innovation processes currently involved in the 
manufacture of EGMs. Game software in particular is an area in which regulators almost 
entirely rely on advice from accredited testing facilities as to the conformity of new products 
to required standards. This is not a black and white area, and it appears that in many cases an 
element of judgment is required in formulating a decision. Consultation with regulators in a 
number of jurisdictions confirmed that there are risks associated with the reduction of in-
house testing and other technica
in
identified in relation to unforeseen consequences of the approval of innovative games or 
elements of games due both to the technical complexity of the software, and to the broad 
range of responsibilities, including game fairness, that fall to the regulator. The ongoing 
nature of technical innovation therefore means that this gap between the technical knowledge 
and competences of state and territory regulators and new game software and hardware is also 
at risk of widening further. This is compounded in our view by the failure of the regulator to 
make full, systematic and effective use of EGM data for purposes of ascertaining the actual 
effects of 

6.3 Electronic Gaming Machines and the possibility of
In the Discussion Paper for this project we defined ‘commodification’ as the processes by 
which social relations, and (in this case) leisure pursuits are transformed or ‘reduced’ to a 
commercial transaction, one which can be packaged for sale and consumption. The EGM 
itself simply represents the way in which the EGM ‘bet’ is packaged and sold for a price 
through the medium of a random number generator. Each transaction is settled and metered 
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We found that innovation in game software has undoubtedly made EGMs more attractive to 
consumers. ‘Free’ spins and similar game features (including features within features and 
‘metamorphic’ game stages) are very popular and make certain machines more interesting and 
entertaining. Competition between national and international manufacturers has contributed to 
wider circles of influence on design (notably from Japan) and hence vastly improved themes 
in artwork and intensified graphics, animation, lighting and sound components. Collectively 
these elements have made EGMs a more stimulating experience for many gamblers. It is also 
clearly possible to make good (successful) gaming machines and poor (unsuccessful) 
lternatives using particular combinations of all these elements. The contemporary form of 

ombinations a particular EGM can produce on the screen has grown to a very 
igh level. The scale of these possibilities and their relationship to the chances of winning 

f theoretical combinations relies on 
the use of one or more very long virtual reels, with a large number of stops, within a machine. 

vari lay a role in the way symbols present themselves to 

ize symbols (eg. $100,000) are revealed then the consumer has a more 

  

a
‘Australian-style’ gaming machines can be understood as the sum of all the commercial 
research and information systems and industrial innovations applied to their design and 
manufacture to date. However, we know this is not all ‘science’, but also a largely intuitive 
process.42

 
One of the key objectives of the research was to consider the relationship between the 
material form and technical characteristics of EGMs and problem gambling issues. A number 
of technical factors appeared to be linked to questions of consumer safety. The number of 
theoretical c
h
become very difficult if not impossible for the average consumer to fully understand. This is 
particularly the case when there are very wide variations between EGMs in this respect. The 
researchers observed machines operating in Victorian venues with up to 130 million 
theoretical combinations, with 80 million theoretical combinations being a common number. 
In such circumstances it is not difficult to understand the prevalence of ‘erroneous cognitions’ 
about the chances of winning amongst gamblers, as is well documented in the research 
literature. 
 
The technical capacity to generate such a huge number o

The ation in virtual reel lengths can p
the consumer. For example, one long virtual reel may hold only one winning symbol, 
reducing the chance of winning the major prize. Other shorter reels may carry several of the 
winning symbols increasing the frequency of the appearance of these desired symbols. Should 
a gambler decide to play multiple lines different virtual reels may be activated and the base 
algorithm may change, altering the pay-table. The repeated appearance of the desired symbols 
associated with winning then creates a frequent ‘near miss’ effect. This is exacerbated by the 
operant conditioning effects associated with the random ratio schedules of EGM 
reinforcement (size and frequency of wins) (see Sections 1.6 & 2.9). 
 
An analogy may be drawn here with scratch cards, highlighting the ambiguous nature of this 
process. It can be argued that if, on scratching the first five panels of a six panel ‘scratchie’, 
wo maximum prt

‘exciting’ and ‘satisfying’ experience for their $2 outlay than if they had only the opportunity 
to win a lesser prize ($5) when scratching the last panel. In fact this experience is also a 
function of the order in which the panels are revealed, for example, in that the random nature 
of scratchie play will produce different psychosomatic correlates (‘adrenalin rush’, or 
disappointment). The chance of winning does not vary from the moment of purchase to the 
                                               

e 
Austra
. 

42 For an interesting discussion of this see an interview with Len Ainsworth reported in ‘Head of the gam
lia's poker machine king still has big dreams’,  by Roy Masters. Sydney Morning Herald 15/01/2005 
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final ent of the transaction. However, the way in which the consumption is 
exper considerably. The regular appearance of desired winning symbols on 
EGM eeling ‘close to 
 win’

cluding in some cases playing multiple 

m by which a proportion of small wins are instantaneously erased through a ‘one-

settlem
ienced varies 
s can be argued to both enhance the consumption experience in terms of f
 or ‘in the game’ and to stimulate further play and inevitably over time extend losses. In a

researching EGM technology with problem gamblers we found near misses to be prominent 
in their discourse. 
 
A further factor in relation to safe consumption practices is the requirement to use particular 

etting options to access certain prize categories inb
lines. Some of these require gamblers to increase the number of credits being staked. A 
requirement for bigger bets is in some instances required to access interesting and attractive 
features of EGMs and particular categories of prizes. Increased stakes are also often required 
to activate the next level of metamorphic games, a key aim of playing EGMs of this type. 
Whilst RTP is adjusted automatically by the algorithm in such circumstances to ensure that 
game fairness requirements are satisfied, there remains an incentive for gamblers to bet bigger 
than they may have initially intended if they are to take advantage of all the features of many 
contemporary EGMs. 
 
The number of times the ‘gamble’ option can be played following a win is limited to five. 
There is a paradox attached to the gamble option on EGMs, in that gamble feature is the bet 
with the best odds per transaction that EGM gambling consumers encounter. However, there 
was a tendency discussed by some problem gamblers to gamble small wins seeking to double 
up the maximum allowable five (5) times at the risk of losing the entire stake. The paradox of 
the gamble feature is that whilst it has the best odds per transaction, it also appears to be the 

echanism
shot’ expenditure of credits that otherwise would be dissipated through regular play. Some 
problem gamblers reported eventually avoiding the use of the gamble feature for this reason. 
In effect EGM gamblers are once again being enticed to gamble larger stakes (bigger bets) 
than they intend by the option to immediately re-invest wins (gamble is available only on win 
meter credits and can be hedged by selecting half-double up). The effect of this ability to win 
more quickly using the gamble feature on base staking behaviour is unknown. The researchers 
formed the view that, regardless of any impact on base play strategies, enabling a maximum 
of five successive gambles on a win is in all likelihood excessive and should be reduced to a 
smaller number. In effect the net outcome of the gamble feature appears to be strongly 
negative for EGM consumers, although some industry sources consulted believed that an 
evidence base may disprove this interpretation. At least one researcher has argued that the 
gamble feature has a negative effect on gambler outcomes by increasing the volatility of the 
game (Toneguzzo1996). 
 
The consumption of EGM gambling is continuous, repetitious and can be sustained for long 
periods of time. The triggering of the internal operation of the RNG is accompanied by the 
operation of graphics, sounds and lighting externally in a classic stimulus-response 
relationship. Extended periods of EGM consumption can thus have a significant operant 
onditioning effect. Enhanced machine effects are produced for winning bets, producing a c

learning effect that can elicit further gambling. The bodily, emotional and learning effects that 
are built into the practice of EGM gambling constitute a kind of template for a variety of 
mood states and attachments observed amongst gamblers. A number of such states are well 
documented in the research literature, as is their variation in relation to individual differences. 
We would argue that the basic operant conditioning effect that underpins the practice of EGM 
gambling consumption is a key component of the success of EGMs. However, this is also a 
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risk factor for an ‘unthinking’ mode of EGM gambling consumption which becomes unsafe if 
excessively extended. Evidence for this risk factor emerged in researching with problem 
gamblers through descriptions of ‘the zone’. The use of warning messages, notices and 
information in venues was dismissed by problem gamblers as irrelevant and invisible. Such 
measures, which follow a type of primitive health promotion model, are inadequate on their 
own in the construction of an effective harm minimisation model. Moves to promote the in-
venue observation and interruption of problem gamblers by staff members that are now being 
implemented in New Zealand are broadly supported by the researchers. We understand that 
this measure is being further assessed in research currently underway as part of the National 
Research Agenda for Problem Gambling. 
 
The development of such measures with their emphasis on individuals is likely to lead to 
aggregate positive outcomes for EGM gamblers’ wellbeing. We view this as a welcome 

 model of interventionist harm continuation and enhancement of the health promotion
minimisation strategies. Research attention that has been focussing on the use of cashless 
systems such as swipe or stored value cards, or other systems that may separate point of 
purchase from point of play fall into the same category if they are optional or available only 
in particular ‘high intensity’ sites for EGM gambling consumption. However, we believe that 
it is the effectiveness of the operant conditioning, ‘near miss’ and other effects within EGM 
consumption that open the door to unsafe consumption. This is the level at which safeguards 
on consumption, developed at a population health level, can potentially engage with the 
question of how an attractive but safe commodity can be offered for consumption. We argue 
that there is sufficient evidence to suggest that modifications in the operating configuration of 
EGMs or the technical parameters of EGM networks may offer, from a population health 
strategy perspective, highly effective mechanisms for increasing consumer safety. The aim of 
such a population health strategy would be more direction over time of the process of 
innovation and development of the EGM gambling commodity to achieve this objective. 
However, what is currently lacking is a comprehensive evidence base on which to found such 
a strategy, although we believe that the technical capacities of the EGM network in Victoria 
can provide this evidence base. 
 
It is worthwhile at this point noting the range of information already compiled by the 
metering systems of EGMs that would form the basis of such an evidence base (see Section 
3.3 of the National Standards 8.0 for greater detail). This includes: games played; turnover; 
cancelled credits; cashbox; coins in and out; banknotes in; cashless in and out; money in and 
out. Further meters compile data on progressive games and multi-game. Importantly, the 
options for additional metering (NS 8.0 sub-section 3.3.24) includes description of a gamble 
metering system that would enable the development of an evidence base related to the gamble 
feature.43

6.4 Significant changes in the configuration of EGMs 
In relation to the configuring of EGMs, a major characteristic that has increased and 
intensified consumption of EGM gambling is undoubtedly the introduction of bank note 
acceptors (BNAs). Combined with a largely unfettered access to automatic teller machines, 
this has had the effect of making the insertion of large amounts of money a much more 
straightforward proposition. BNAs have also largely obviated the need for EGM users to 

                                                 
43 The Australian New Zealand Gaming Machine Technical Standards Rev 8.0 and the Victorian Appendix 7.0 
took effect on the 28 October 2005. These standards and the CMCS technical document are available by going to 
http://www.vcgr.vic.gov.au and following the link to Legislation & Standards. 
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reveal to anyone how much they wish to gamble, something which problem gamblers we 
interviewed regarded as likely to lead to excessive consumption because of the perceived lack 
of inhibition involved. The growth in EGM consumption per EGM in the period post-1997 

as almost certainly attributable in substantial part to the deployment of BNAs across the 

d by BNAs to a maximum of $20 cut gaming expenditure substantially. This research 
lso found that a higher proportion of problem gamblers used maximum denomination notes 

nt 

w
system, and we also note that modifications to BNA parameters in some jurisdictions resulted 
in important changes to consumption patterns. BNAs actually provide an interesting example 
of the combination of technical innovation and socio-cultural circumstances, leading to 
growth in levels of average consumption per EGM.  
 
Research conducted in NSW found evidence that reducing the denomination of bank notes 
accepte
a
in BNAs than did recreational gamblers (IPART 2005). Clearly regulators in Victoria also 
believe there is some merit in these kinds of changes. All EGMs approved since January 1 
2003 have been prohibited from including $100 BNA facilities. The question, which was also 
raised in relation to the experimental research conducted in NSW, is whether eliminating 
$100 note acceptors is effective when ATMs are stocked with $50 and $20 denomination 
banknotes. 
 
Other system technical features include the introduction of linked jackpots and the 
configuration of credit values across networks. Both of these have been managed over the life 
of the system in order to maximise returns, and we note that operator policy regarding the mix 
of credit values is an important component of the management of venues and of the system as 
a whole. A further example of this relates to the level established for the return to player 
(RTP) as a proportion of turnover. This has strongly converged between operators over recent 
years, after having been to some extent quite divergent. Operators have apparently both 
discovered that driving down RTP has little effect on consumption growth, and have managed 
their networks accordingly in order to maximise returns. 

6.5 EGM technical parameters 
Parameters are the limiting values that define a variety of dimensions of the EGM technical 
system. They are also contained in the National Standards document that deals with 
configuration issues such as game fairness, BNAs and reel spin speeds. In consultation with 
manufacturers, the National Standards Working Party has been working toward the 
standardisation of requirements for the evaluation of gaming machines since 1994, within the 
limitations imposed by differing industry structures and technological capabilities between the 
participating jurisdictions. In general, the parameter values that apply across Australia and 
New Zealand are varied and in some respects uneven. This is due to the fact that curre
values represent continuations of historical arrangements and, once again, reflect the absence 
of an evidence base to inform decisions about the appropriateness of parameters and their 
future trajectory. 
 
The technical parameters are fundamental to the aim of safe consumption of EGM gambling, 
setting the limits on bet size, win size and the number of credits that can be loaded into a 
particular machine at a given time. The tendency for the relatively recently legislated goal of 
responsible gambling to fall between the two historical stools of regulation, probity and 
revenue protection, is highlighted in the National Standards document statement of intent 
(Section 1.3), which states: 

The intent of this document is to ensure that gaming occurs on gaming machines in a manner 
that is: 
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a) fair; 
b) secure; and 
c) auditable; 
and that gaming machines are reliable in terms of these issues (NS 2004, 13). 

 
However, regulators have increasingly commenced incorporating the third goal of regulation 

vidence base to 

els anywhere 

, the researchers have formed the view that the 
ment and of the Working 
f regulators’ responsible 

n for regulators and equipment manufacturers. The management of 
the innovative process should be the location of an increasing level of activity in relation to 

into the technical standards. In respect of Victoria, relevant sections in the Appendix contain 
explicit legislated responsible gambling provisions expressly relating to the presentation, 
operations and other aspects of EGM technology. 
 
In relation to parameter limits, the values that we find are most obviously worthy of 
concentrated attention are the maximum bet allowed (MAXWAGER) and the maximum 
credit balance that may exist on an EGM (BKNTLIM). The NSW research for the IPART 
review found that problem gamblers were approximately three times as likely as recreational 
gamblers to bet more than $1 per spin. Preference for large bets was also found to be a 
consistent predictor of gambling problems and their severity. In Victoria the maximum bet on 
EGMs is $10 unless operating in a ‘specified area’ (currently only in Crown Casino). In 
contrast, in Queensland clubs and hotels the maximum bet is $5 and in New Zealand 
community venues it is $2.50. Clearly the level of maximum bet allows different levels of the 
famously ‘voracious’ Australian-style machine. In the context of EGM gambling for leisure 
purposes there seems little requirement for such a high maximum bet in Victoria, particularly 
as unrestricted EGM gambling is available at Crown Casino. This limit may indeed contribute 
to unsafe EGM gambling consumption. However, once again, there is no e
support or disprove this interpretation or on which to base recommendations for change to this 
level. 
 
A wide variation between jurisdictions also exists in relation to maximum credit balance. In 
Victoria an EGM in a club or hotel can hold credits worth $9,949, whereas in Queensland the 
corresponding value is $100 although high values can be set in Queensland casinos. Once 
again it seems hard to understand that there is a need to allow individuals to insert almost 
$10,000 into an EGM for the purposes of safe enjoyment of a leisure activity. On the other 
hand there is clearly a risk to consumer safety in allowing this possibility, given the well-
documented links in consumer research between depression or other negative moods and 
binge or impulse purchasing behaviour. To the best of our knowledge no such high banknote 
limits exist for EGMs in social venues comparable to Australian pubs and hot
else in the world, but rather such high levels are restricted to purpose built gambling venues 
such as casinos. Consultation with current and former regulators and informal discussions 
with law enforcement officers confirmed the seemingly obvious risk of such high banknote 
limits in relation to the crime of money laundering. A successful prosecution for money 
laundering using poker machines in a casino has been obtained in New Zealand and can be 
relatively closely controlled in Australian casinos with on-site police facilities. However, it is 
questionable that the capacity to monitor suspected money laundering activity exists on the 
floor of club and hotel gaming venues. Once again we could find no evidence base for the 
setting of this high level in Victoria despite these two apparent risks. 
 
Overall, in relation to technical standards
consultative processes of the annual revisions of the standards docu
Group will be an increasingly key element in the future fulfilment o
gaming obligations. It also appears that the strategic goal of standardisation and consultation 
presents a potential win-wi
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responsible gambling provisions. The refinement of the National Standards and the strategic 
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oncentration does appear to have resulted in stronger per capita consumption in such areas, 

een peak levels of demand and average levels of demand – 
the e better able to meet peak 

mand r to five hours per week) and thus generate higher per 
te the apparent tendency for high performing venues 

be l urban growth corridors. As measured by consumption per EGM, 
 club venues by a considerable margin and larger venues 
 smaller venues. The relative performance of EGM 

s to the overall 
omenon which is also illuminated by considering the 

maller venues, for example. The 
s is likely to be driven by the 

w the market through growth in revenue per machine. Management 
rly as large venues and chains of venues increasingly 

e recent 
urchase of the Taverners group by Woolworths, in a venture with a venue management 

consumptio reased because of changes to management practices, particularly at the 

particular th ote acceptors (BNAs). It is clear from industry comments 

ut 1997. It is also clear to us that their installation has resulted in an 
tensification of EGM use – in many cases to the detriment of the interests of gamblers. We 

phone sample (for 
instance) report that sessions end when all available funds are exhausted. Qualitative data 
reported in this study also demonstrates the extent to which the ease of access to funds 

goal of technical standardisation are compromised where state-based measures have to be 
taken to deal with unsafe consumption outcomes after the fact. The goals of the National 
Standards to cut the costs of EGM approvals and deployment are obviated where expensive 
and time consuming measures (including research programmes) continue to be viewed as 
necessary due to significant levels of harm related to EGM gambling. Rather, consumer safety 
sho  uld be an integral part of the innovation process undertaken by manufacturers and 

rseen on a case-by-case basis by regulators. This would demand attention to unforeseen 
uences from particular innovations be an aspect of the innovation process itself, 

essitating trials of new innovations. This kind of institutional reflexivity is an increasingly 
valent and successful strategy for dealing with uncertainty and risk of moving forward in 

x markets.  

 Social distribution of consumption and risk 
alysis of data provided by the regulator has reinforced the view that EGMs have b

centrated in areas of relative socio-economic disadvantage, for whatever reason (i.e., 
e this is where the market is to be found, or where it has been produce

c
despite sometimes unpredictable levels of average consumption per EGM. This may be 
associated with the distinction betw
in sense that an area with a concentration of EGMs will b
de  (which may be as little as fou
capita levels of consumption. We also no
to ocated in outer sub
hotel venues consistently outperform

ormappear to consistently outperf
operators has now converged, but for most of the history of the EGM industry in Victoria 
Tattersalls’ venues performed at higher levels on consumption measures than Tabcorp’s This 

 importance of management practiceis significant because it highlights the
performance of the EGM system, a phen
distinctions between club and hotel venues and larger and s
continued rationalisation of club and hotel EGM operation
requirement to gro
practices are likely to converge particula
purchase venue management services with track records in stimulating growth. Th
p
company run by Bruce Mathieson, is a pointer to an industry increasingly dominated at the 
top end by corporate management strategies designed to extract further value from their EGM 
assets. 
 
Distinct phases have been observed in the intensification of EGM consumption and average 

n has inc
level of venue management, but also because of specific technical innovations including in 

e introduction of bank n
and from observation of data that the installation of BNAs provided a fillip to the industry in 
the period after abo
in
note the finding from research data that most problem gamblers in the tele



The Changing EGM Industry & Technology  158

pro
exacerb
consum ed inquiry. 
 
We als
consum
represe lisation of available data to inform management decisions and is to be 
ant
context
limits i otels and 
clubs. 

, understanding the extent to which specific interventions are likely to address the 

dertaken. This review would need to consider technical changes that 
lf to enumerating what is currently possible. 

On
desirab
introdu
idiosyn
derived
calcula ial and historical 
cha
basis, o
(somet
minimi
minimisation falls between the twin stools of revenue protection and protection of probity in 

vided by ATMs combines with the ease of insertion of bank notes via the BNA to 
ate this situation for many gamblers. The effect of BNA configuration on gambling 
ption should be a matter of further sustain

o noted the concentration of EGMs into larger venues where much higher levels of 
ption per EGM are likely, producing higher levels of aggregate consumption. This 
nts a uti

icipated. However, we believe that it may be advisable to give some consideration, in the 
 of a review of EGM licenses, which is to commence shortly, to the reconsideration of 
n venue size (as measured by EGM numbers) and the ratio of EGMs in h

 
It is clear that enforcement of the harm minimisation object of the current legislation is 
generally not been as well undertaken or implemented as the regulation of revenue protection 
or probity in gambling, both of which functions appear to be well performed by the regulator. 
This is due in part to the relatively recent emergence of this third stool of regulator 
responsibility. We note in particular that the potential for evidence generation provided by the 
regulator’s access to the CMCS of each operator has yet to be realised. It is a well-established 
principle of public health (where harm minimisation as a philosophy has its origins) that the 
development and implementation of interventions or activities intended to reduce harm should 
be based on evidence. Available evidence should be utilised at the levels of understanding the 
problem
problem, and understanding the extent to which specific interventions in fact did address the 
problem. Despite the availability of a good source of data to generate an evidence base (the 
data generated by the operator’s CMCS) it is a concern that there is an apparent lack of an 
evidence base to inform decision-making around the impact of various technical and 
associated interventions. Again, the obvious example is that provided by the introduction of 
BNAs. A simple natural experiment would have been provided by the analysis of data around 
the installation of BNAs to examine the extent to which BNAs increased the level of 
consumption of EGM gambling to which they were fitted. This would have yielded valuable 
insights and informed decision-making around relevant parameters. It was not done, as far as 
can be ascertained. Similarly, although the regulator advised us that periodic examination of 
EGM data may be undertaken, there is no attempt to establish an evidence base to inform 
decisions around harm minimisation or consumer safety. This is a serious omission that can 
and should be urgently addressed – at little cost to the regulator. A review of the data 
currently readily available and consideration of desirable dimensions of data that ought to be 
captured needs to be un
may facilitate an ideal dataset and not limit itse
 

 this general theme, it was found that there has been little systematic thinking about the 
le scale and/or scope of the EGM industry in each jurisdiction in which it has been 
ced. In this the industry throughout Australia appears to have developed along 
cratic historical and socio-political lines. Later industry sectors have apparently 
 such essential decisions as the total number of machines deployed from very simple 
tions in relation to an industry model (NSW) with such particular soc

racteristics that it is difficult to see how it might have been viewed as providing a suitable 
ther than the fact that it was close by. Today technical parameters continue to differ 

imes markedly) between jurisdictions, there is no clear commitment to harm 
sation across jurisdictions, and responsibility for consumer safety and/or harm 
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gambli
overco pital investment. In this regard Victoria has the opportunity to 
be 
of its n
other ju
 
Howev
provide
their pa
very w
transpa
operati
innova rsuing competitive advantage. 
Manufacturers and regulators do need to be able to discuss and negotiate, both in relation to 

l philosophies for the future of the industry. 
 emerging responsible gambling and consumer 

decisions. It is also 
ent and it is likely that some such 

g of compliance testing. We believe this 
nee
rapidly
developme his
the attractiveness o
 
We are therefore
minimisatio urp
machine, v , 
identify relatively 
believe that a n parameters are identifiable (as suggested in the 
recommen s  
produce a in

dly. 

y gaps and risks 

ng activities. There are some technical factors in some jurisdictions that cannot be 
me without significant ca

a leader in the realm of regulation as technical practice, due in no small part to the quality 
etwork infrastructure. This could provide significant policy learning opportunities for 
risdictions at different points in the technical cycle. 

er, we believe that there is a pressing need for a coherent national strategy that 
s a level of strategic steerage within which individual jurisdictions can accommodate 
rticular issues. In our view the National Standards Working Group has been operating 
ell in this respect. However, the role of the Working Group needs to be more 
rent and its strategic direction more coherent across the three goals of regulation. The 
ons of the Working Group do not necessarily need to be overly formalised. The 
tion process requires a degree of freedom in pu

specific cases of innovation and to genera
Technical requirements that take account of
safety issues can be incorporated into this process in the same way as probity requirements, 
for example. This would have as its goal a nationally consistent and coherent strategic 
direction for the EGM technical system that includes an explicit commitment to harm 
minimisation. This must be backed by the development of evidence bases to inform technical 
requirements, policies and regulations. Of course, it may be that in some jurisdictions this 
commitment is lacking. If so, it is necessary for this also to be made explicit. 
 
EGMs certainly provide some people with pleasant experiences, although for some other 
people they can produce catastrophic personal consequences. If this latter is genuinely 
regarded as a matter of importance (and the Victorian legislation explicitly recognises that it 
is) then it is necessary to act accordingly and the most effective way of doing this is to utilise 
available evidence to systematically inform policy and regulatory 
important for technical capacity to be retained in governm
capacity has been lost in recent years via outsourcin

ds to be addressed if regulators are to remain as well informed as possible about the 
 developing innovation process which is associated with EGMs and other gambling 

nt. T  may be particularly important in a changing economic environment where 
f gambling and its consequences may become more marked. 

 concerned at the lack of a risk management framework for harm 
oses. Such a framework could in p nvolve the development of risk profiles at 

enue regional and operator levels, utilising a risk analysis or similar tool to 
high risks, and require a management plan to address risks accordingly. We 
umber of relevant 

dation set out in this report) and that although we are unable at this stage to
tool  a climate where evidence gathering is pursued for harm minimisation 

est that this could become a morpurposes we sugg e straightforward task which the regulator 
could achieve readily. In any event, experience in such an activity would likely improve 
regulatory efficacy and efficiency rapi

6.7 Opportunities to address regulator
We have identified the following specific opportunities for regulatory and other innovation, 
arising from the research.  
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Data monitoring and risk management 

The Central Monitoring and Control Systems (CMCS) utilised by EGM operators provide a 
substantial amount of data which has the potential to greatly improve risk management 
practices and reduce harm associated with EGM use. This potential is not currently realised 
and this represents a major defect in the arrangements for minimisation of harm. The 
regulator could address this gap by: 

1. establishing a capacity for monitoring data derived from the CMCS systems operated 
by EGM providers for the purpose of meeting the harm minimisation objective of the 
Act; 

2. developing risk management profiles at the game/platform, venue and operator levels 
in order to provide benchmarks against which to undertake harm minimisation 
monitoring activities; 

3. ensuring that innovations in EGM game and platform design are not fully approved 
 scrutiny via limited 

 
The
the
• 
• 
• 
• 
• 
• 
• 

 Hours of availability of EGMs, 
 Average expenditure per EGM, 
• Values of banknotes inserted within sessions of play, 
• Bet values, 
• Aggregate expenditure at venue, 
• Expenditure rates for high credit value EGMs (particularly $1 credit values), 
 
Risks identified include risks relating to harm incurred to individual EGM users and risks 
associated with money laundering by criminals using high credit value EGMs. The risk 
profile would aid in the efficient use of resources in relation to the targeting consumers at risk 
of suffering harm from EGM gambling. In venues this would include: 
• Observation of a high rate of ‘regulars’ who visit frequently and for prolonged 

periods, 
• Observation of high rate of patrons exhibiting apparent preoccupation with particular 

EGM games/platforms, 
This would also aid in the identification of EGM activity that would fit the profile of possible 
money laundering. 
 
The regulator has the opportunity to utilise available technical capacity to: 

and deployed until they have been subject to harm minimisation
initial deployment and the use of actual EGM data and a risk management profile; 

4. continually monitoring actual EGM platform and game performance against risk 
management profiles established at the game/platform level and venue level; 

 following factors are able to be measured systematically and as such are likely to form 
 basis of a risk profile system: 

Expenditure per specific EGM game/platform per annum, 
Numbers of EGMs per venue, 
Use rate of EGM game/platform, 
‘Free’ spins won, 
Use rate of gamble feature, 
Credit values of EGMs, 
Geographic and social significance of location, for example, in or near a shopping 

centre or within an area of relative socio-economic disadvantage, 
•
•
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5. Undertake development of a risk profiling tool for application at the EGM 

or particular EGM 
gaming 

 specific 

echn

 
largel not to explicitly address harm minimisation principles to 

e same extent and depth as probity and revenue issues. In large part this may be a function 

consu rs to be no justification for a plethora of differing 
arameter settings and standards between states and territories. Issues of consumer safety and 

ical 
features of EGM games/platforms and their approval. We do not believe this is presently the 
ase.  

There stics 
of EG cidence of problematic gambling. Problem gamblers 

entified a number of characteristics as important in the development of problematic 
a coherent 

strate ust be set. 
By de development of EGMs that are innovative, successful, secure, fair, and safe 

r consumers should be the aim. This aim should apply to ongoing revision of technical 
cy and 

appro es accordingly 
so as responsibilities of the regulator. However, this process must 

tilise actually available data and continue to monitor and evaluate the impacts of actual 
ion of the 

pportunity for an evidence-based approach described above and needs to be a priority 

8. y 
m 

tive features of gaming machines for 
safe recreational or leisure gambling but to ameliorate the aspects or extents of design 

 

9. nical capacity (e.g., for at least some testing of EGMs whether 
randomly or as a matter of course) within the regulator, noting that outsourcing of 

ing 
n of such a capacity may assist in identifying 

game/platform, venue and operator levels, including identification of 
acceptable/unacceptable risk parameters; 

6. Develop a strategy to address issues in relation to any venues and/
games/platforms identified as ‘high risk’, in conjunction with venue and 
operators, including requiring operators to develop risk management plans for
venues; 

7. Review the operation of risk management strategies periodically and be empowered to 
require amendments to risk management plans where this is believed to be necessary 
to address risks associated with particular EGM games/platforms or venues. 

ical development and approval systems T

Current practice for development of technical standards and approval of gaming equipment is
y non-transparent and appears 

th
of the state based jurisdictional issues associated with the regulation of gambling, but from a 

mer safety perspective there appea
p
harm minimisation should be part of a coherent national strategy in relation to the techn

c
 

 is currently no definitive proof of causal relationships between specific characteri
M games/platforms and a high in

id
behaviour, suggesting a multi-faceted approach is required. Clear goals and 

gy in relation to EGM technology and consumer safety/harm minimisation m
finition, the 

fo
standards, including EGM configuration and technical parameter values. Consisten

priateness should be goals of a process to evaluate and set parameter valu
 to best balance all the 

u
technical innovation on EGM consumption. This is essentially a continuat
o
medium-term strategy. 
 
Regulators have the current opportunity to: 

 Establish a national evidence-based approach to the incorporation of consumer safet
into the innovation stage of processes of technological development. The long-ter
goal of this process will be to retain the attrac

features of Australian-style machines that are unsafe for consumers, seeking to shape
but not stymie the imperative of manufacturers to pursue innovation; 

 Re-establish a tech

testing may have lead to a deterioration in technical sophistication and understand
within the regulator, and that reacquisitio



The Changing EGM Industry & Technology  162

EGM games/platforms which require more regular/systematic monitoring for ris
manage

k 
ment purposes; 

10. Develop transparent and coherent strategies at a national technical working group 
 technical standards, including processes for 

agreement on and implementation of harm minimisation strategies and specific 
ns (we 

note that some jurisdictions do not have access to data of the quality available in 
 to 

ppropriateness of, parameter value settings, 
ons between gambling specific 

venues (such as casinos) and social venues which provide gaming opportunities (such 
meter 

urth

 to the 
’ 

featur  
f AT vailable cash reserves 

ier or 
other  in 

e co
 of 

e 
ther jurisdictions (particularly those where BNAs are allowed) pose a clear risk of money 

to be less favoured by 

11 y, conduct further studies utilising EGM level data drawn from the CMCS, 
 and qualitative data, to develop a better understanding of: 

dents 

eter limits. This may involve cross 
 

r the 

hedules (size and frequency of wins); and 
 viour, and venue size (measured by 

 also analysis. 

Harm

impre epts revolving around 

level to clarify the purposes of the

measures, again drawing on the available evidence base of specific jurisdictio

Victoria, for example). The strategy should include as a matter of priority a process
evaluate the basis for, and continuing a
including their appropriateness in relation to distincti

as clubs and hotels). We note that some jurisdictions already set some para
values at different levels in venues of different types. 

er research and continuing monitoring F

On the available evidence the two most likely EGM level characteristics contributing
development of problem gambling are bank note acceptors (BKNTLIM) and the ‘free game

es incorporated into many EGM games. In the case of the former, the ready availability
M facilities appears to assist problem gamblers to expend all ao

during sessions of play without experiencing the inhibiting factor of contact with a cash
person. We also note the ‘near miss’ effect and direct inducements to increase bet size
urse of gambling as factors particularly worthy of further attention. We were unable to th

pursue these (and some other) issues as fully as we wished because of the unavailability
EGM level data. The extremely high credit limits available on EGMs in Victoria and in som
o
laundering, particularly on high credit value EGMs (which appear 

roblem gamblers). This requires immediate attention by the regulator. p
 
In this context, the regulator has the opportunity to: 

. As a priorit
as well as other quantitative

(i) the relationship between problem gambling behaviour (including inci
of expenditure of all available cash assets during sessions of play) and 
BNA availability and param
jurisdictional studies involving jurisdictions where BNAs are not
universally fitted; 

(ii) the effect of ‘free spin’ features on player behaviour, in particula
extent to which players increase bets in anticipation of achievement of 
‘free spin’ features; 

(iii) the structure of reinforcement sc
(iv) the relationship between player beha

the number of EGMs) and type. 
A suitably qualified and experienced expert independent of Government should be contracted 

 conduct CMCS data to

 minimisation as underpinning philosophy 

Harm minimisation in the context of EGM gambling consumption has multiple and varied 
meanings across Australian jurisdictions and appears presently to be largely based on 

ssionistic conceptions and ideas, and in particular on conc
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consumer information and attitude change.44 Harm minimisation in other fields of public risk 
nd 

attitud ples 
include road safety, drug misuse and abuse, and the incidence of smoking-related disease. In 
ach of these areas attitude change has been utilised, but as an adjunct to material changes in 

 
effect e 

transigent and changes in practices limited – eventually the technical system must be 

be cla ther explicitly withdrawn as an object of the legislation or implemented 
ith the necessary conviction to bring about a serious attempt at understanding the nature of 

 
mana
 

larification of harm minimisation as underpinning philosophy requires: 
a 
 

re 

13. Development of an agreed national framework for developing risk management 
 

; 
14. Sharing of risk profile tools for mandatory application to EGM and other gambling 

15 mbling and gambling 
more generally, including explicit commitments to information sharing, development 

rces, and 
using 

 

has evolved in multiple directions, which although they incorporate information provision a
e change also utilise material change to assist in the management of risk. Exam

e
certain parameters around the risk. Modifying attitudes is not necessarily always possible, or

ive. Evidence from water consumption modelling for example suggests that attitudes ar
in
modified. Similarly we believe that the philosophical commitment to harm minimisation must 

rified and ei
w
harm, the relative risk of particular EGM venues and games/platforms, and the consistency of

gement practices at all levels with the goals of consumer safety and harm minimisation. 

C
12. Explicit endorsement by the Victorian and other Australian governments of 

commitment to harm minimisation as the underpinning principle of gambling
regulation, on at least the same footing as revenue protection and probity issues a
presently addressed; 

strategies with a focus on consumer safety and harm minimisation, including in the
areas of technology innovation and regulation as a technical practice

activities on a national basis if possible; 
. Development of harm minimisation goals in relation to EGM ga

of a national evidence base derived from actual gambling system data sou
agreement on explicit independent evaluation of all harm minimisation measures 
all available data. If possible this should be undertaken on a consistent national basis.

 
 

                                                 
 is not altogether surprising given the different histories of gambling industri44 This es and regulation in each state 

nd territory. We note that the national gambling research program has published as an initial offering a report 
entitled Problem Gambling and Harm: Towards a National Definition. See http://www.gamblingresearch.org.au 
a
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Appen
This rev
major f
technolo
with the aetiology of gambling problems in general, but more specifically the aetiology of 

GM-related gambling problems. This literature is reviewed with particular attention to 

ontrol and seduce” (New Focus 2003: 42). It has also been argued that machine gamblers 

en that gaming machines are fairly generic in their 
ey features, even in circumstances where the readership audience can be assumed to be 

ntil relatively recently, few research reports have specifically described the technological 
lation to their impact on (problem) gambler 

ehaviour. Emerging predominantly from the discipline of psychology, recent research has 

ent trend in policy and 
practice 

              

dix A: EGM technology, gambling problems & harm minimisation 
iew looks at the relationship between EGM technology and gambling outcomes. The 
ocus is on literature that can assist in interrogating the nexus between EGM 
gy, gambling problems and harm minimisation measures. It addresses literature to do 

E
aspects of the EGM technical system, but does not look closely at available profiles of EGM 
participation or revisit the research on problem gambling prevalence rates.45

 
This Appendix includes: 

 a summary of selected recent approaches to problem gambling; •

• reviews of problem gambling literature based on behaviourist, need-state or cognitive 
theoretical perspectives; 

• a review of studies directly concerned with EGM design and gambling behaviour; 
and 

• a review of literature on EGM technology and harm minimisation measures. 
 
It is widely held that gaming machines are more likely to lead to problem gambling than other 
forms of gambling (PC 1999: Ch. 8; SACES 2003: 11-14. The disproportionate amount of 
EGM expenditure calculated to come from problem gamblers was estimated as 42.3% by the 
Productivity Commission (PC 1999: 7.46).46 It has been argued that the particular qualities of 
gaming machines accentuate the potential for excessive gambling and that “more attention 
needs to go to understanding how their design and working play on human psychology to 
c
who develop gambling problems do so much quicker than those ‘traditional’ gamblers who 
develop problems (Breen 2003: 31). It has also been suggested that intra-personal variables 
such as gender and the presence of co-morbid disorders do not generally affect the speed with 
which people develop gambling problems, but rather that the “social, environmental and 
stimulus features of mechanised gambling are implicated” (Breen 2003: 31). 
 
Research into gaming machines and problem gambling is wide-ranging and fraught with 
complexities relating to the differences in types of machine gambling, and the varying social, 
cultural, economic and political contexts within which both machine gaming and research 
take place. As described earlier, gaming machines vary widely across national jurisdictions. 
However, research tends to take it as a giv
k
international. 
 
U
characteristics of particular machines in re
b
focused on behaviourist/learning, cognitive and need-state theories. These have been argued 
to have a special application to EGM gambling (even while the curr

could be argued to be toward more broadly encompassing psycho-social explanations 

                                   
scussion of these topics see SACES (2003), particularly Chapter 2. 
ions of gambling expenditure contributed by problem gamblers for other gambling forms: wagering 
ratchies 19.1%; casino table games 10.7%; lotteries 5.7%. Adjusted total for all: 33.0% (PC 1999: 

45 For a di
46 Proport
33.1%; sc
7.46). 
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for exce
machine
studies a
studies  not necessarily indicate a close commonality in the rationale or 

and problem gambling in 
articular, including several recent approaches to the question of problem gambling that can 

be described as somewhat multi-dimensional in character. These approaches advocate 
research into problem gambling that integrates both a range of theoretical perspectives and 
variety of levels of analysis (social, cultural, local, personal). 
 
In an article advocating a ‘biopsychosocial’ approach to the study of gambling behaviour, 
Griffiths (2001) describes the strengths and weaknesses of various analytical approaches and 
documents some useful findings about problem gambling aetiology to date. He concludes by 
recommending a constructive and integrative utilisation of existing theory and knowledge 
about problem gambling. 

Gambling is…a complex, multidimensional activity that is unlikely to be explained 
by any single theory. Instead, this research is best served by a biopsychosocial model 
that stresses the individual and idiosyncratic nature of the development of gambling 
problems and emphasises the role of contextual factors internal and external to the 
process of gambling itself (2001: online version, no pagination). 

Griffiths argues that theories may be complementary rather than mutually exclusive and that 
limitations of individual studies might be overcome through the combination of ideas from 
different perspectives (2001). Though sociological theories are invariably overlooked by 
experimental psychologists examining the issue of problem gambling (at least in the English-
speaking world), Griffiths is of the view that sociological theories also appear to be critical in 
understanding the acquisition of gambling behaviour. 
 
Griffith also makes the point that there is no clear-cut distinction between problem gambling 
and normal gambling, “rather there is a continuum from social gambling to ‘regular’ 
gambling to problem gambling” (2001). This has fundamental implications for both theory 
and research methodology – in particular, many experimental studies are based on the idea 
that there are two separate groups ‘problem or pathological gamblers’ and non-problem 
gamblers. 
 
Blaszczynski (2000) has developed a useful theoretical model describing various pathways 
that people might take toward the acquisition of gambling problems. This research is based on 
experience with a clinical population (where people are seeking help or are compelled to seek 
help) and, as such, particular social groups are likely to be more predominant in the research 
sample as compared to the broader population. According to Blaszczynski (2000), all 
treatment models assume that gamblers are a homogenous population and that theoretically 
derived treatments can be effectively applied equally to all problem gamblers. Instead, he 
proposes that problem gamblers form a heterogeneous population, which varies in significant 
ways - the end result of a complex interaction of genetic, biological, psychological and 

ssive or problematic gambling). Key studies that examine the nexus between gaming 
 technology and problem gambling aetiology are briefly described below. These 
re categorised in terms of their sub-disciplinary approach. However, the grouping of 
together does

approach underpinning the study. Many psychological studies of gambling behaviour could 
be considered hybrid in nature, in that they utilise a number of ideas and understandings 
drawn from this very broad discipline. However, we firstly provide a brief summary of recent 
approaches to the study of problem gambling. 
 
A.1 Recent approaches to the study of problem gambling 
 

here is a growing international literature on gambling in general T
p
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environmental factors. Hence, he describes a diffe iated model that identifies three main 
subgroups. 

1. N lers lose transient control over their behaviour because of 
irrational cognitions and thought patterns, which lead to a series of poor judgments. 
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3. Ecological determinants. These revolve around public policy issues that promote 
availability and access to gambling facilities. ‘Substantive data clearly demonstrates 
that the incidence of pathological ga extricably tied to the to the number 

mbling outlets’ (Abbott and Volberg 1996; Volberg 1996; PC 1999; 
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oning models…argue that people continue to gamble 
a re becoming c t of arousal associated with 
bling, s
bling … 

In particular, the com nation of event (or stake), the result of win or loss and the time-gap 
between each ga  to the ‘add ess’ of gaming machines 
(Griffiths & Parke, 2003). EGMs m y be readily vices utilising highly 
developed concepts of reinforcem
 
Table A.1, below, summarises selected relevant literature on EGM gambling participation and 
EGM technology from a broadly behavioural or learning approach. 
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Table A.1 Gaming machine features and gambling behaviour, behavioural/learning approaches (continued) 
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 of ambient odour on gambling behavi
a Las Vegas casino, with 2 slot machi

with pleasant but distinct arom
d area acted as a control for com
 The 3 areas were compared for mone
nes – for the weekends before, during a
ation. 

ne areas 
as. An 
parison 
y spent 
nd after 

Continuous staking (facility for continuous placing of bets) 
 
VLT gambling is characterised by continuous staking whereby the time 
between wager and payout is short. ‘This characteristic is thought to be 
involved

 

 in the maintenance of problem gambling behaviour. 

Dickerson, 1990; as cited by 
Loba, Stewart, Klein and 
Blackburn, 2001 
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Table A.1 Gaming machine features and gambling behaviour, behavioural/learning approaches (continued) 

apid event frequency  cited by Loba, 
Blackburn, 

Payout interval and r
 
Griffiths found that these (UK fruit) machines features have the potential to 
induce excessive gambling. 

Griffiths, 1993; as 
Stewart, Klein and 
2001 

Near wins 
 

 

Near wins prolong V
recede a losing sym

LT gambling sessions. When 2 winning symbols 
bol in a sequence on a VLT, gamblers will play longer 

ert, Desrochers 
 as cited by 

y, 2002 
p
than if there were no near wins at all. It was theorised that near wins act as a 
momentary increase in winning expectancy (hopes), which might be a key 
factor related to gambling duration. 

Cote, Caron, Aub
& Ladouceur, 2001;

ignLadouceur, & Sev

Near wins  
 
Near wins may be encouraging signs for future success. 

Reid, 1986: as cited by 
Ladouceur, & Sevigny, 2002 

Near wins 
 
Near wins could produce some of the excitement of a win and therefore 
encourage future play. 

 Griffiths, 1999; as cited by 
Ladouceur, & Sevigny, 2002 

Rapid action and stimulation 
 
Video Lottery Terminals “have been termed the ‘crack control of gambling’ 
for the very reason of their rapid action and stimulating subjective arousal.” 

 Korn and Shaffer, 1999; as cited 
by Blasczcynski et al, 2001 

Colours and lights 
 
Primary colours and flashing lights are common features of machines, 
aimed to increase the impression of fun and excitement. 

 White, 1989; Caldwell, 1974; 
Griffiths & Swift, 1992; as cited 
by Blasczcynski et al, 2001 
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Studies based on behavioural/learning theories make up one of the largest bodies of sustained 
experimental work in relation to the influence of the properties of gaming machines on the 
behaviour of gamblers. The offers and attractions of rewards can be seen as crucially 
important in this group of studies. Wins and near misses appear to affect both the rate of 
gambling and the longevity of gambling sessions. The ability to continuously stake on gaming 
machines encourages the flow of the gambling session. Physical features of the machines, 
such as lights, sounds and the rapidity of the action are also likely to maintain arousal and 
excitement, potentially inducing excessive gambling. There is clearly a considered body of 
work that places the characteristics of the key element of the EGM technical system, the 

achine unit itself, at the centre of questions about the nexus between EGM gambling and m
problem gambling. This suggests that an avenue of further enquiry for the researchers could 
be to seek information or data on transformations in the appearance and performance of 
EGMs and any perceived or documented link with changed patterns of gambling behaviour. 
 
A.3  Need-state models and theories of addiction 
 
Need-state models conceptualise gambling as a form of psychological or physiological 
dependence, with the associated assumption that people gamble to escape unpleasant feeling 
states such as anxiety, depression or boredom (Griffiths & Delfabbro, 2001). 

Table A.2 Gaming machine features and gambling behaviour, need/state approaches 

Salient dimensions of gaming machine design in the 
acquisition of gambling habits and gambling problems 

Method Source 

 
Narrowing of attention (dissociation) 
 
Pathological gamblers may experience a greater narrowing 
of attention than occasional gamblers when engaged in VLT 
play. Pathological gamblers were slower than occasional 
gamblers in reacting to irrelevant light stimuli while playing 
on a demonstration VLT. They were significantly more 
likely to report more symptoms of general dissociation as 
measured by the Dissociative Experiences Scale. 

12 problem VLT gamblers 
(as identified through the 
South Oaks Gambling 
Screen) were compared to 
a group of 11 occasional 
VLT gamblers. 

Diskin & 
Hodgins, 1999 

 
Diskin and Hodgins (1999) suggest that for those with gambling problems attention may 
become relatively intensely focused on the gaming machine. This can mean that it is more 
difficult for other elements of the context in which the gambling is taking place to distract the 

the gambling process and of the 
ambler’s own skill level. As with the psychological theories described above, Griffiths and 

Delfabbro (2001) argue that the evidence for this theory as a unitary explanation for the 
aetiology of gambling problems is inconclusive. 
 
 

gambler from the machine. 
 
A.4 Cognitive theories 
 
Cognitive theories, broadly speaking, attribute excessive gambling to erroneous beliefs and 
thought patterns regarding the likely profitability of gambling. For example, “irrational 
thinking may be related to problematic gambling behaviour … with persistent behaviour 
thought to be the result of people’s overconfidence in their ability to win money and 
associated misconceptions” (Griffiths & Delfabbro, 2001). These misconceptions are 
frequently said to include an overestimation of control over 
g
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Table A.3 Gaming machine features and gambling behaviour, cognitive approaches 

Salient dimensions of gaming machine design in the acquisition of g
habits and gambling problems 

ambling ethod Source 
 

 

M

Misconceptions about the games and the likelihood of winning play
cquisition and maintenance of problems. 

 a major role in the Slot Tutorial Treatment Guide Horbay, 20
a

04 

Relationship of cognitions to machine design 
 
There are important differences between standards and gambling reinforce
schedules as modern poker machines enable the gambler to vary the amount wa
on each response and to bet on more than one payout line at a time [wherea
research by Dickerson et al (1992) involved earlier mechanical models]. Thus 
machine players are able to vary the potential magnitude of reinforcemen
potential amount lost and the frequency of reinforcement. As a result Walker (
argues that cognitive theories should be considered, eg. ‘gambler’s fallacy’ wh
gamblers believe short-run sequences reflect characteristics of long-run sequences

ment 

 Walker, 19
Delfabbro 

gered 
s the 
poker 
t, the 
1992) 
ereby 
. 

cited by 92; as 
& Winefield, 1999 

Winning expectancies and arousal 
 
Regardless of the level of risk-taking, expectancy of winning is a cognitive f

c

34 occasional or regular VLT 

ncy group played for real 
money. 

Ladouceur, Sevigny, 

actor 
antly 
are a 
bling 

players were assigned randomly into 
2 groups. A ‘low-expectancy’ group 
played for fun (expecting to win 
worthless credits) while the high 
expecta

Blaszczyns
Lavoie, 2

influencing levels of arousal. When playing for fun, gambling becomes signifi
less stimulating than when playing for money. It is probable that expectations 
predominant factor explaining the mechanism underlying the maintenance of gam
habits. 

ki, O’Connor & 
003 

Irrational cognitions 
 
As previous research has suggested that irrational thinking may play a central ro

 
e. treat it as an ‘elect

friend.’ 

12 women and 8 men were told to Delfabbro & Winefield, 2000 

,le in 
d the 
 were 
 won 
ional 
ld be 
vices. 
were 
ronic 

play as naturally as possible in a 
gaming venue in South Australia 
and they were asked to speak aloud 
whatever thoughts occurred to them 
while gambling. 

 
Australian
technologythe maintenance of behaviour in slot machine gambling, this study examine

validity and predictors of irrational thinking. 75% of gambling-related cognitions
found to be irrational. Irrationality was unrelated to the amount of money lost or
during sessions but was positively related to risk taking. The most common irrat
cognitions included false beliefs concerning the extent to which outcomes cou
controlled or predicted and the attribution of human qualities to gambling de
Although women did not produce more irrational statements than men they
significantly more likely to personalise the machine i.

 based on EGM 
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Table A.3 Gaming machine features and gambling behaviou c co

Irrational cognitions 
 
Irrational thinking may be related to problematic gambling behaviou
gambling thought to be the result of an overestimation of the extent to
outcomes can be influenced or predicted. 

u
e
; 
er
o
ab

r, cognitive approa

r with persistent 
 which gambling 

 

hes ( ntinued) 

Lado
Wag
1994
Cald
Tsan
Delf

ceur & Walker, 1996; 
naar, 1988; Griffiths, 
Toneatto, Blitz-Miller, 
wood, Dragonetti & 
s, 1997; as cited by 
bro & Winefield, 2000 

Irrational cognitions 
 
When a person has been gambling for an extended period of time,
longer able to recall the original reasons for gambling. Although cogn
be important in the development of gambling, such factors may becom
as the gambling habit develops. 

it
ab

 he or she is no 
itive factors may 
e less important 

 Griff
Delf

hs, 1994; as cited by 
bro & Winefield, 2000 
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Studies of gambling and problem gambling behaviour that are based in cognitive theories 
focus on the relationship between gamblers understandings and expectations of gambling and 
their ‘objec e ces. These theories posit a kind of ‘gap’ between gam lers cognitions 
and ‘reality’. These theories inevitably suggest that gamblers ‘misrecogn les and/or 
chances that are embedded in the structure of gambling. The ‘gap’ between gamblers’ 
cognitions and the objective structure of gambling (gambler’s fallacies) m
stimulated and reinforced by particular characteristics of the various gambling form  
case o alker (1992) points out that many gamblers co eve that 
each spin of the reels is not an independent event, but rather part of a sequence. 
 
Although EGMs are random in their operation and each event is indepe
preceding it, the gambler’s fallacy remains that an internal logic to the sequence of events 
(bets) exists (SACES 2004b: 10). This is represented in colloquial language which may refer 
to gam  pay out soon) or ‘hot’ (about to pay). A 
laymen’s version of the ‘law of averages’ suggests that playing for longer increases the 
chances of a big win. Whilst the erroneous cognitions that underlie gamb s are no 
doubt important, the researchers consider that th n g ling is also related to 
broader socio-cultural factors, such as pursuit of
to apparently engage in a windfall financial system analogous to that
and other media and popular culture. The logics of ‘calculated risk e 
culture’, or of having to ‘be in it to win it’ or ‘nothing ventur
colloquialisms that capture essential component isite value system of 
self-reliant individuals in contemporary capitalis
 
Given this broader context, the most persuasive feature of gam  relation to cognitions 
is likely to be the expectation of winning. ‘Irrational’ thinki  as th vitably of 
winning if enough time and money is ‘invested,’ can continue to gamble 
beyond what they can afford, in search of the wi
potentially harmful consequences when combin forcem
near wins, which m y reinforce the thinking th nd the corner’. The 
capacity of EGMs to provide relatively frequent rewards (sm
proxim isses) can thus fective in 
relation to both learning and cognition approa bined 
elem avioural and cognitiv ents with gambling 
behaviour (Table A.4 below). 
 
We have also noted that a number of problem or this p e 
reported that ‘free spin’ features of som M gam ent of 
the cycle of play. Generally, a particular combination of symbols appe r 
som  ing w r, during 
which prize values are often increased by as much as 100%. rviewed for this 
resea  this tial in their p
that they s ted 
gam a
in o b
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Table A.4 Gaming machine features and gambling behaviour, cognitive/behavioural approaches 

Salient dimensions of gaming machine design in the acquisition of 
gambling habits and gambling problems 
 

Method Source 

Reinforcement schedule, small wins and beliefs about machines 

pon
es 

(PRPs)
und  to the magnitude of reinforcement 
re 
on

than o
ing. Poker machine gambling may be 
ayers hold about the nature of the 

18 regular and 21 occasional poke
were observed, using a methodol

rding of machine 

Delfab
 

Australian, based on EGM 
ology 

 
amblG ing responses are sensitive to machine events. Larger wins disrupted simultaneous reco

res se rates giving rise to large post-reinforcement pauses, whereas response 
rat were maintained by small rewards. Both post-reinforcement pauses 

 and response rates independent of pauses were studied and while it was 

and cognitions 

fo that PRPs were positively related
the was no systematic relationship between reinforcement size and running 
resp se rate. Behaviour and beliefs of regular players were more consistent 

ccasional players and these players tended to increase their stakes when 
winning and decrease them when los
influenced by the beliefs which pl
reinforcement schedule. 

r-machine players 
ogy that allowed 
events, behaviour 

1999
 

techn

bro & Winefield, 

Near big losses and perceptions of luck 
 

nces in self-perceived luck influenced future gambling behaviour. The 

30 male and female undergradua
computer that displayed a slot mach
fortune game whichDi

pe  who nearly loses everything feels relatively lucky and subsequently 
more. Participants who experienced a near big loss on a wheel-of-fortune 

d significantly more on the outcome of s subse

 included cond
and near loss. 

ffere
rson

loses 
wagere quent game of roulette 

an di enced a near big win.  

t
i
i

Wohl 

th d those participants who experi

es gambled on a 
ne style wheel-of-
tions of near win 

& Enzle, 2003 

Auton
 

ton related stimuli, even in the 
senc
oble

cases of
treatm ust address not only the arousal component 

pro haviour, but also the attributions and cognitions which 
make in relation to their gambling environment.’ 

b ers and high and 
low frequency social gamblers. All problem gamblers 
played exclusive on poker machines. 5 different 

 order to determine under 
elated cues were related to 

measured by skin 
conductance level, heart rate and frontalis electro-
myography. The 5 conditions were: a neutral task, a 
videotaped poker machine gambling 
with and without distraction, a pe

Sharpe, Tarrier, Schotte & 
Spence, 1995 

omic arousal and cognitions 38 subjects/ 3 groups: problem gam

Au omic arousal is associated with gambling-
ab e of gambling activity. Arousal is cognitively mediated in cases of conditions were employed in
pr m gambling (thus cognitions may be important in mediating arousal in which conditions gambling r

 problem gambling). The results ‘would suggest that an optimal 
ent for problem gamblers m

increased autonomic arousal as 

of blem gambling be
gamblers 

l

scenario presented 
rsonally relevant 

e race. ‘win’ situation and a videotaped hors
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The three studies summarised in Table A.4 highlight various aspects of machine gaming that 
can be under  as related to both lea d responses and cognitions about the nature of 
EGM ga bling. Delfabbro and Winefield (1999) make an explicit link between ‘machine 
events’ and the respons (ra gambling behaviour. However, they link these 
together both through behavioural patterns embedded in the operation of machines and 
through the cognitions that stru bout their gambling behaviour. 
Sharpe et al. (1995) further widened the behavioural component of gambling to also 
encompass the stimulus provided by the gambling environment, not just by the gaming 
machine itself. This would suggest that mo cations and transformations in the layout and 
presentation of EGM venues should not be disc s of its affect on patterns of 
gambling behaviour and potentially the n  gambling problems. 
 
The studies reviewed support th properties of machine-based 
gambl  may embody certain characteristics e this form of gambling a special case 
in rela problem gam inantly utilising learning and 
cognitive th ests that the facility of it  reinforc nt, rapid 
play, cons owever conceptua  cog ions, excite ent and 
arousal through sensory stimulation, and the ay be 
crucial factors in understanding any nexus between gaming m bling. 
These factors appear to be relevant even when bro  are also seen 
to be of crucial im
 
A.5 Aspects of EGM design and gambling behaviour 
 
There are a sm mber of studies that p e characteristics of gami achine 
technology at the centre of analysis of m
diverse in rationale and intention, but what they have in common is a focus on gaming 
m mbling behaviour, 
including the potential for such patterns to be atic or harm  
studies is provided in Table 5.5, below. 
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Table A.5 Gaming machine features and gambling behaviour, selected other studies 

Salient dimensions of gaming machine design in the acquisition of gambling habits and gambling problems S
 

Method ource 

A range of characteristics (as applied to gambling in general) 
• Event frequency (time gap between each bet) 
• Stake size (including issues around affordability, perceived value for money) 
 Amount of money lost in a given time period (im• portant to chasing) 
• Prize structures (number and value of prizes 

nning 

lements 

 Light and colour effects (eg red) 

 some extent define alternative realities 

 
G
 

fruit 
machine technology. 

• Probability of wi
• Size of jackpot 
• Skill and pseudo skill e
• ‘Near miss’ opportunities 
•
• Sound effects 
• Accessibility (opening times, membership rules, number of outlets, location of venue) 
• Type of gambling 
• Advertising 
• Rules of the game 
• In general, structural characteristics that promote interactivity and to

and allow feelings of anonymity. 
• Social or asocial nature of the game.. ‘One of the major influences of technology appears to be the shift from 

social to asocial forms of gambling. From this it could be speculated that as gambling becomes more 
technological, gambling problems will increase due to its asocial nature’ (273). ‘…technology is essentially 
turning gambling from a social pastime to an asocial one’ (279). 

• Situational characteristics impact most on acquisition and structural characteristics impact most on 
development and maintenance most important accessibility and event frequency (280). 

• Theories about why people gamble need to take account of the needs and motivations of the gambler and their 
interaction with environmental stimuli. 

Critical review riffiths, 1999b  

UK, based on 

Colours 
 
It was noted that black, red and purple are the most common colour scheme in arcades.  
Novice gamblers placed more bets and lost more money with red lighting in the venue as compared .to blue lighting. 

Research as part of 
proposed harm 
minimisation measures 
in NSW. See section 
5.5. 

Popkin, 1994; Stark, 
Saunders & Woo key, 
1982, cited by 
Blasczcynski et al 
2001 
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Table A.5 Gaming machine features and gambli u le

‘Addiction’ to gaming machines results from an inte of situati
machines, biological, psychosocial or genetic predi an e
machine 
 
Characteristics of EGMs which contribute to problemati n  
• Hidden odds whereby people often have no idea ha f
• The mapping or weighting of the virtual reel to  r o

reel that the player interacts with gives a false   t
plausible than they are. 

• Apparently low stakes of each bet. 
• Prize structure – small & medium prizes hel  a a

reinforcement. Also the possibility of a larger wi he c
hope, despite substantial losses. 

 t
 
ho
k

hs;
r
ip 
di

ng behavio

grated mix 
spositions 

c gambling i
about their c
 the physical
 impression

p establish
n sets up t

r, se

d th

clude:
nce o
eel (f
about

nd m
 expe

cted other studies (continued) 

onal and structural characteristics of 
 interaction between the player and 

 winning a large prize. 
r slot line games) means that the visual 
he true odds making wins seem more 

intain the behaviour through positive 
tation of a big pay-off and encouraging 

Discussion of
knowledge &
information: 
machines wor
common myt
machine featu
the relationsh
features to ad
potential. 
 
 

he role of 

w 
; 
 various 

es and 
of 

ctiveness 

Turner & Horbay, 
2004  
 
Canadian, based on 
VLT technology. 

Machine structural characteristics 
 
The authors describe the importance of a  number of ma te s:
• Development of ‘features’ & their relation to t , r 

through features’ refers to winning money via the pl h
• Near miss (& its changing role with new technol g a

‘credit teasing’) ‘The gaming industry appears to ed  st
it to the ‘feature’ play (rather than ‘reel order’). 

• Payout interval/event frequency 
• Familiarity characteristics (naming, appeal and p u w

is used) 
• Sound effects (music and verbal interaction) 
• Light & colour effects (suggestion that people ma ore under
• Features that facilitate the suspension of judgeme  the use 
• Features that stimulate the illusion of control thro l involv

with a particular machine. 
• Win probability 

c
ra
nd
. 
es
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it 
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chine charac
ypes of win
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ogy, includin
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nt such as in
ugh persona
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involvement, skill & choice. ‘Winning 
er than simple reel order. 
sed use of ‘features’, ‘repeat chances’ & 
rengthened the near miss by connecting 

hen a popular show like The Simpson’s 

 red lighting and with red decor) 
of tokens rather than real money. 
ement, perception of skill and familiarity 

Analytical pie
including lite
review and fi
from research
review chang
structural cha
of the UK fru
over the last 
 
 

e 
ture 
ings 

The 
 in 
cteristics 
machine 
cade. 

Parke & Griffiths, 
2004 
 
UK, based on fruit 
machine technology. 

Novelty 
 
“It is a well known phenomenon that players presuma
sound effects that increase the enjoyment of the machine mably re

a
m 
meas
sectio

enjoy new machines, 
s and presu

bly because they offer novel visual and 
sult in increased profits”  

Research as p
proposed har
minimisation 
in NSW. See 
5.5. 

rt of 

ures 
n 

Blasczcynski, Sharpe 
& Walker, 2001 
 
Australian, based on 
EGM technology 
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Table A.5 Gaming machine features and gambling behaviour, selected other studies (continued) 

The psychology of familiarity 
 
Other innovations in fruit machine design tap into the psychology of familiarity. Three areas that app o 
are familiarity and its relationship to naming, appeal, and persuasion. When tied in with more r  re
psychology of familiarity, the names of machines do seem to be critically important – particularly m
acquisition. It is now quite often the case that fruit machines are named after a person, place, eve ev
film. Not only is this something that is familiar to the fruit machine player but may also be someth ha
players might like or affiliate themselves with. 

alytical revie hs, 

ruit 
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Various: commercial modification of gambling behaviour 
 
Machine interactions 
• Flash up signs ‘you’re too good for me’, ‘you’re a legend’ 
• Make pay out intervals shorter 
• Increase ‘multiplier potential’ 
• Increase ‘near misses’ (Frustration Theory) – failing to fulfil a goal produces frustrat w

behaviour, therefore provides a role for staff to be verbally encouraging and the opportu o
incentives to stay 

• Skill level encourages player to be more active in the game thereby focusing on the rela hi he 
machine and the player. The individual believes they are skilful even though the machine is sti ati on 
of control through the players personal involvement. Perception of skill is linked to famili  t

Light & sound 
• Research indicates red lights in the venues had a less inhibitory effect than blue lights 
• UK arcade interiors are usually decorated in the red end of the colour spectrum, ligh

focus on the flashing lights of the machine. Even when not many people are present in the ve is tin es 
the effect of a party atmosphere with lots of noise and flashing lights. UK research fou hat  l ng 
increased verbal latency and reduced eye contact which led to more gambling and less social ct

• Dark background, no natural light (windows to have dark drapes), dim lights, rooms to wa nd cosy, 
‘Muzak’ style music that does not provide any competition to gambling. 

Venue layout 
• Position ATM and smoking facility within view of poker machines 
• Replicate surroundings of gaming room in smoking facility 
• Consider provision of facilities in smoking room (for example, TAB, Sky Channel, Keno oc  Wheels, 

raffles, large TV screen, comfortable seating) 
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Table A.5 Gaming machine features and gambling behaviour, selected other studies (continued) 

blers with computerized technology was found to influence the rate of onset of problem 
deo poker associated with a signific
n. 

Three sources of data 
studied for a sample of 
180 gamblers seeking 

y

en, 2004 

USA, based on slot 

Computerization 
 

he involvement of gamT
gambling behaviour. Gambling on video slots or vi

roblem gambling behaviour for both men and wome
antly faster rate of onset of treatment for a variet

gambling problems. p
 
Characteristics of computerised gambling said to influence the rate of onset of problem ga
 Rapidity of play 

mbling: 
•
• Continuity of play 
• Repetitiveness of play 

 of technology 

Bre
 

Machine parameter modifications 
 
A series of six machines were used which varied in play-speed, illumination levels, soun
availability of betting lines and other game features. Variation in such parameters varies f
schedules etc. Player preferences were found to be most strongly influenced by play-spe

ambling on machines that were faster, provid

d, form of outcomes and the 
actors such as reinforcement 
d, number of lines available 

Laboratory study o
behavioural and 
subjective effects o
gambling preferen
regular EGM game

ed more be
achine ‘aesthetic characteristics’ changes player interest 

nt but frequency more so. 

M  a random ratio schedule of 
pabl behaviour highly resistant to ex
ough y, as well as persist even after 

eriods without reward” (2005, 8). Changing the schedule of rewards should influence 
 by varying machine charact

dule parameters 
l

 
s (2001) field studies” (2005, 
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The studies summarised in Table A.5, above, place aspects of gaming machine design at the 
centre of und tandings of patterns of gambling behaviour. They are based on a variety of 
forms of gam achine technology, including fruit machines (UK), VLTs (Canada), slots 
(US) and EGMs (Australia). Many of the aspects of machines discussed can be considered 
‘generic’ to all gaming machines, for example naming, lighting and sound. However, none of 
the res  reviewed to date provides critical comparison of the various forms of gaming 
machines. In particular, differences and commonalities in the actual game features of various 
forms m achines remain undocumented and unexamined in the literature. As a 
consequence there appears to be, as yet, no systematic consideration of the role of different 
features and formats of the games themselves in the produ n of patterns of consumption of 
EGM ga onship to harmful gambling behaviour. 
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Table A.6 Gami  harm minimisation measures (continue
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Harm minimisation measures in NSW that are already in place are shown in Table A.7 below. 

Table A.7 NSW harm minimisation measures in relation to EGM gambling 

Type Harm minimisation measure 
Circuit-breakers Compulsory shut-down of gambling venues 
Information for gamblers Requirements to display certain signage 

Display of clocks in gaming machine areas 
Information on brochures required in gambling venues 
Information on betting tickets, lottery and keno entry forms 
Role of community services, including gambling counselling services 
General advertisements highlighting problem gambling 

Liquidity controls Requirement for large payouts not to be in cash 
Prohibition on providing credit for gambling 
Requirements to locate ATMs away from gambling areas 

Restricted promotion of 
gambling 

Controls on advertising 
Controls over player reward schemes 
Restrictions on promotions and other inducements to gamble 

Community/counselling 
rvices 

Requirement for gambling operators to enter into agreement with counselling 
services se
Training of staff in gaming machine venues 

Technical measures Requirement for human intervention in large payouts 
Source: IPART 2003: 6. 
 
Only one harm minimisation measure classified by IPART as a ‘technical measure’ is 
currently operative in NSW. However, several other measures listed in Table A.7, above, 
appear to be of direct relevance to the idea of the EGM technical system. In particular, the 
compulsory shut-down of venue restricts access to the EGM system, whilst provision of 

formation, signage and clocks in gaming venues modifies the context of gambling activity. 

allow gamblers to ‘pre-determine’ the 
xtent of their gambling activity (see PC 1999: 16.71 for a discussion of pre-determination). 

oo long, for example. It 
ould appear that for this to be effective gaming machines would have to be modified with 

in
In addition, controls on advertising and player reward schemes potentially modify gamblers’ 
perceptions and expectations of participating in the EGM system. 
 
Another paper emerging from the NSW process examining the nexus between EGM 
technology, harm minimisation measures and public policy is Dickerson et al. (2003) who 
suggest the exploitation of technical capabilities to 
e
Parameters delimiting spending, and duration and location of gambling activity could be 
carried on an electronic card able to be read at the EGM network server level. This would set 
limits on gambling when an individual ‘logged on’ to gamble. This could prevent gamblers 
becoming at-risk where control became impaired due to gambling for t
w
smart-card readers, and all gamblers would require such a card to gain access to and continue 
to play any EGM linked to the network. EGMs would also have to be cashless (i.e., the smart 
card would be loaded with credits) or the EGM would be inoperable without a smart card in 
place, so that no credits could be purchased or games conducted unless that condition was 
met.  
 
Privacy concerns and the potential for gamblers to utilise a number of card ‘identities’ (and 
the potential trade in cards) appear to require careful consideration. It is also important to 
carefully consider the regulatory environment within which any such smart-card system might 
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operate. For example, in the Victorian context the operators could introduce a network wide 

by avoiding any electronic 
linkage between the data contained on the card and the identity of the card holder. Further, if 

fully into a system of checks and balances 
ommon to everyday electronically-based commercial transactions, such as those that 

accompany credit card use, would appear to provide a framework for some potential solutions 
to these problems. Support for the technical feasibility of such a system at the machine level 
has been voiced by at least one major gaming machine manufacturer (Aristocrat 2003). 
 
A study by the Centre for Gambling Education and Research (CGER) examined gamblers’ 
attitude towards cashless gaming technologies in NSW (Nisbet 2004), estimating the number 
of cashless gaming machines operating in NSW to be 695 (0.7% of the EGMs in the state), all 
of which are situated in four venues (Nisbet 2004: 3).51 The study asked respondents about a 
number of aspects of the card-based cashless gaming system including its usefulness in aiding 
spending management, and the availability of a player activity statement (PAS), detailing 
gambling transactions.52 Nisbet found that “consumers do not believe that card based 
technologies would help them manage their spending”, but that they “believe that the player 
activity statement is a useful feature” (2004: 18). Nisbet (2004: 18) concludes that there “is no 
evidence to suggest that a voluntary, card based gambling scheme offers any significant 

bling consumers relative to that offered by other responsible gambling 

rs in Victoria, concerns have been voiced about the practicality of card technologies. 
or example, in one small club gaming venue with a relatively aged member/client base, 

management considered the introduction of cashless cards would definitely require significant 
adjustments on the part of gamblers and a level of assistance from venue staff. At the same 
time, members of this club had successfully adapted to a card-reader system for club entry 
and access to member benefits in recent times, following considerable effort in training and 
assistance from club staff. Distinguishing perceptions about, and actual experiences of, 

                                                

smart-card system which provided them with very good quality data about the demographic 
and gaming characteristics of their customers, providing an excellent marketing tool which 
may to some degree confound the perceived harm-minimisation characteristics of the 
intervention. Alternatively, a third party might be contracted by the regulator to manage the 
smart-card system, and privacy concerns might be addressed 

the system were to avoid generating a wholesale ‘trade’, the integrity of the system would 
have to be high (i.e., of the same standard of that pertaining to driver licences) thus incurring 
not inconsiderable costs.  
 
However, integrating gambling consumption more 
c

protection to gam
measures”. 
 
The strength of Nisbet’s conclusion may be qualified somewhat, however, by the ambivalence 
of the study’s findings. It is not difficult to imagine that should the PAS prove to be a ‘useful 
feature’ then its usefulness may well be in the area of managing expenditure. Further, 70.5% 
of respondents to the study had never used a cashless card, with Nisbet’s analysis showing a 
“significant correlation” between those who have used or continue to use a cashless gaming 
card and those who do believe the card helps expenditure management (Nisbet 2004: 13). 
This ambiguity in understanding the potential and actual adoption of technology may present 
a significant domain of risk in this area. In preliminary venue consultations undertaken by the 
researche
F

 
51 “Approximately 20 venues in NSW are approved to operate cashless card based systems…the number of 

onthly 
player act ments and/or transaction records (Nisbet 2004: 4). 

additional machines for which card based functionality is planned…is estimated at 3000” (Nisbet 2004: 3 fn 1). 
52 Under the NSW Gaming Machine Regulations 2002 all EGM card and account holders may request m

ivity state
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technologically-based harm min easures thus appears to requires careful 
ation by interested parties and policy-makers alike. 

 
The Final Report (2004) of the IPART inquiry made 108 recommendations designed to foster 

g culture’ d to “measures to protect 
ating new protective 

ut rather the  or the further investigation or 
rejection of new or further restric easures that were recommended for 
introduction were the inclusion of clocks on all gaming machines (2004: 

the use of ‘pop-up’ me ning gamblers they had been 
ly for 60 minutes (2004: 58-60). The technical implementation of clocks 

atively straightforward n the future. 
However, the definition of what s a ‘continuous’ gambling session that would 
trigger a pop-up warning message 

h was required in 

edium term” (2004: 114). 

v Ms and limits on ATMs need to 
be considered as a suite of harm minimisation measures. A key recommendation is that 
“linked research” should be conducted on these three “liquidity controls” (2004: 171). Other 
measures considered that were not recommended for restriction included: limits on EGM 
sound features; maximum wins on stand alone machines; the number of double-ups, further 
restrictions on EGM artwork, enforced payout levels, natural light in gaming areas, and 
gamblers being visible to those outside gaming areas; and the maximum number of carded 
games per reel (IPART 2004: 107-120). 
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imisation m
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a ‘responsible gamblin  in NSW, 45 of which relate
gamblers” (2004: 164). Many of these recomm
measures, however, b

endations were not advoc
retention of current measures
tions. Key technical m
permanent on-screen 

55-6), and ssages on EGM screens war
gambling continuous
appears rel  if incorporated into all EGMs approved i

 constitute
appears a little more complex in execution. 

 
he IPART report took the view that more sustained and systematic researcT

relation to slowing reel spin speeds, modifying bank note acceptor or lowering the maximum 
bet. There is currently no restriction on reel spin speed in the NSW appendix to the National 
Standard, although the LAB First Determination (2003) had recommended a 3.5 second spin 
and 1.5 second idle as a reasonable standard. In the USGRU research on reel spin a fast reel 
spin was set at 3.5 seconds and a slow reel spin was 5 seconds (Blaszczynski, Sharpe & 
Walker 2001). Whilst noting that slowing reel spin speeds may help a small proportion of 
problem gamblers, IPART recommended that in the absence of “clear evidence” reel spins 
hould not be slowed “at least in the short to ms

 
Similarly, IPART did not recommend lowering the level of maximum bets primarily because 
there is no evidence available as to what the optimum level maximum bets should be fixed at 
in the interests of both problem gamblers and industry stakeholders (IPART 2004: 88-93). 
Instead it was recommended that research be undertaken to ascertain the optimal bet level for 
stand-alone gaming machines, taking into account the impact of a range of possible maximum 
on “problem and ‘at risk’ gamblers”, recreational gambling, the “economics of the gaming 
industry” and “unintended consequences” (2004: 93). 
 
In relation to the modification of banknote acceptors, this measure fell into the category of 
those IPART proposed should be ‘prioritised for evaluation’, along with ‘pre-commitment 
mechanisms, and cash limits for ATMs in gaming venues (2004: 98-104). IPART took the 

iew that restrictions on note acceptors, the placement of AT
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Nova Scotia remains the only jurisdiction in the world that has embarked on a systematic 
process to develop and test responsible gaming features on EGMs, or VLTs as they are called 
in Canada. After research in 1998 showed that more than half of the revenue from VLTs was 
derived from problem gamblers, the Nova Scotia Government owned agency, the Nova Scotia 
Gaming Corporation (NSGC) announced the retirement of the current VLT machines and 
their replacement with VLTs designed to appeal more to the social gambler and less to the 

rovision of responsible gaming features. In December 2000, NSGC 

 60, 90 and 120 minutes of continuous 

. As 
part of the plan, the effectiveness of the RGFs were assessed in the field. Specifically the 
research was designed to assess awareness of and exposure to the features, determine the 
effect of the RGFs on player behaviours, perceptions and attitudes, and identify improvements 
to enhance the effectiveness of the features in mitigating excessive play.  The phased 
approach adopted allowed the NSGC to evaluate the RGFs and then modify these features or 
add others in the machines to be rolled out in the two remaining phases. 
 
There were some weaknesses in the first phase RGF study as new terminals began to be 
placed in venues during the pre-measures survey, which meant that some respondents had 
already tried the new machines prior to completing the survey. Also, the new machines had 
been updated in terms of “entertainment value” as well as having BNAs and being designed 
to play faster, all of which would be expected to influence the two primary effects being 
measured, length of play and expenditure per session. 
 
The study, described in Table 5.6, found that there was strong anecdotal support for the clock 
and the cash display helping gamblers, though because of their nature it was difficult to 
isolate any impact using statistical analysis. Analysis found the 60 minute pop-up reduced 
both expenditure and session length, though the effect was not strong. 
 
Based on these results the NSGC made several changes to the specifications of the phase two 
VLTs. One completely new RGF was added, and four of the original RGFs were modified. 
The new RGF allowed the gambler the option to set 15, 30, 45, or 60 minute time limits for 
play. At the end of the specified period the gambler could pay attention to the message by 
stopping play, or could chose to continue. The pop-up features were modified by adding a 30-
minute pop-up message which meant that a message popped up after 30 minutes of 
continuous play. The permanent on-screen clock was modified to make the time of day more 
prominent. All wagers and references were displayed in cash amounts. Finally, the time 
between the warning message and the mandatory cashout was extended from 5 to 10 minutes. 

problem gambler, via the p
announced a three phase plan over two years to replace the 3200 existing VLTs with the new 
or modified machines. 
 
The new machines would have features designed to make the machine more entertaining such 
as improved graphics, an ability to set the speed of the games, and a greater selection of new 
games. As well, the machines incorporated a bank note acceptor (BNA). The new games still 
provided a 95% payout, and a maximum prize in the $500 range, and the maximum bet is 
$2.50 per spin. The new VLTs also had four new responsible gaming features: A permanent 
on-screen clock displaying time-of-day; the display of betting activity in cash amounts versus 
credits; pop-up reminders of time spent playing after
play; a 5 minute warning at 145 minutes of continuous play and mandatory cash out at 150 
minutes. 
 
These RGFs were designed to provide reality checks, interruptions or breaks in play, and to 
alert players to the amount of time and money being spent during a specific play session
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troduced into a test market. 

 m s also used to help isolate the possible effects of the new RGFs. This time 
no  ga r modifications were made to the test m
before and after survey examining behaviours and attitudes w
effects. The results of the study 4

These studies show that som e im
con ute re strong, for 
example w  he way the 
games are e required before there is a substantial effect on 
problem gambling using RGF based approaches. 
 
A number of comments were directed to the Nova Scotia RGF
in Schellinck & Schrans, 2002) by Blaszczynski et al in an IP e 

entre for Gambling Studies, University of Auckland (2003). The comments of Blaszczynski 

bserved 
and thus may have been subject to modification by reason of that observation. 

A.6.3 Victoria 

The nexus between EGM technology, harm minimisation measures and public policy has 
undergone recent modification in Victoria. These modifications are carried in changes to 
gambling legislation and technical standards. The Ministerial Directions that took effect on 1 
January 2003 pursuant to the Gaming Machine Control Act 1991 (GMCA) directed the 
VCGA that EGMs in Victoria can only be played in an ‘unrestricted’ mode if located within 
an approved gaming ‘area’ within a gaming venue, and if accessed via card or PIN number 
technology. This technology requires gamblers to pre-determine limits on time spent and net 
monetary loss, prior to gambling (paragraph (i)). This direction sets the stage for the kind of 
use of technology as a ‘tool’ to minimise harm from gambling as recommended by Dickerson 
(2003).  
 
The effect of the Ministerial Directions on approved gaming areas and on access to EGMs 

layed in ‘unrestricted’ mode is to create two tiers of EGM participation. In effect, the 

in ‘specified areas’ will be potentially faster, more 
lays and more rapid expenditure. Characteristics of the new 

r of E onducted within ‘specified areas’ are summarised in Table 
A.8 below. 

Table A.8 EGM gambling in Victoria, criteria for approved ‘gaming areas’ within gaming 
venues 

A second study was undertaken in June 2004 with the machines in
A control arket wa

new mes or othe achines during the study. A 
as conducted to measure the 
. will be released October 4, 200

 
e of the RGFs do have som pact and that they probably 

trib to harm minimization. However, their effects a
hen compared to a ban on smoking. More radical
played will almost certainly b

 not particularly 
modifications to t

 evaluation (which is reported 
ART submission, and by th

C
et al are focused on methodological issues, in particular the reliance on repeated telephone 
interviews of gamblers to seek a self-assessment of player behaviour in relation to the use of 
machines with RGFs. This was at odds with the comments of the University of Auckland 
team who assessed the Schellinck & Schrans approach as “promising” as it seeks to provide 
an assessment of modifications to EGMs (or similar) in naturalistic settings (Centre for 
Gambling Studies, University of Auckland, 2003, p.14). This almost directly contradicts the 
comments of Blaszczynski et al who argue that “By comparison, the Sydney University 
research and the Quebec research measured actual machine play” (p.20), although it is 
understood that these studies were undertaken in an environment where play was o

p
Directions provide a kind of trade-off whereby restrictions on access incorporating 
technologically-based harm minimisation measures access to gaming machines operating at 
virtually ‘full capacity’. EGM gambling 
continuous and involve larger out
tie GM participation to be c
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Criteria Specification 
Location 

In a region determined pursuant to 12AA of the GMCA 

Must not be: 
Outside Melbourne Statistical Division; or 

Pro  of venue EGMs Must not exceed 20% of venue total portion
Ga perator limits Must not exceed 1000 in all areas ming O

Maximum 50% in clubs 
Maximum 50% in hotels 

Ca it Must not exceed 1000 in all aresino lim as 
EGM parameters/limits Unrestricted 
EGM access Card, personal identification number (PIN) or similar 

technology 
Gambler sets of pre-determined limits on time spent and 
net monetary loss 

Source: V
 
The only
impleme
stage, and appears likely to provide significant challenges for gaming operators on a number 
of logistical and operational levels. The introduction of ‘specified areas’ within club and hotel 
venues would also impose further demands on the gaming regulator (OGR). The researchers’ 
will seek information on the processes of implementation and operation of ‘specified areas’ in 
the discovery phase of the research. 
 
There are a variety of other criteria, which currently shape the EGM technical system or will 
do so if implemented. The Ministerial Directions restrict the maximum bet on all machines 
licensed on or after 1 January 2003 to $10. Design requirements for new EGMs also ban 
autoplay facilities, and ban machines from accepting $100 notes (OGR 2004: 6). Other 
urrent regulations in relation to lighting and views, loyalty schemes, clocks and advertising 

In addition, changes to the GMCA, which came into effect on 16 June 
 to refuse approval to a gaming machine or a specific game on the 

This is particularly the case 

ictoria Government Gazette, S. 168, 19 September 2002 (Ministerial Directions) 

 ‘specified area’ currently operating in Victoria is within the Crown Casino. The 
ntation of specified areas within club and hotel gaming venues is at the planning 

c
also shape the system. 

002, allow the VCGA2
grounds of responsible gambling standards. The Victorian Appendix (2003) to the national 
gaming machine standards (v6.0) includes specific requirements with regard to responsible 
gambling (see Section 4.4 of this paper). These requirements are supplementary to those 
under the GMCA and Casino Control Act 1991 and relate to the presentation, spin rate, 
maximum bet limit and time display of EGMs (section V9). 
 
Documenting changes in the EGM technical system does not necessarily allow these changes 
o be ‘mapped’ onto transformations in gambling behaviour. t

where comprehensive trend data on gambling participation is not available. In this respect 
Victoria offers a potentially useful archive of gambling participation data compiled over a 
series of community surveys.53 The development of ‘gambling segments’ classifies gamblers 
into a number of categories that provide insight into the patterns of gambling behaviour of 
those who are considered by standard measures to have gambling problems, those who may 
at-risk of developing problems, etc. Changes in the profile and participation patterns of EGM 
gambling segments in Victoria will be considered in relation to transformations in the EGM 
technical system. This will be possible once detailed data on aspects of the system such as 

                                                 
53 See http://www.grp.vic.gov.au for access to the community survey series conducted by the Gambling 
Research Panel and formerly by the Victorian Casino and Gaming Authority. 
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machine credit values, bank note acceptors and gambling expenditure, amongst others, have 
been analysed. It is a general principle of the discovery process of the project to look for 
vidence of the impact of all regulations, technical specifications and other arrangements that 

The British governm he Draft 

e
shape the EGM technical system on gambling behaviour. These will be considered in relation 
to the specific harm minimisation measures currently operating, and in prospect, in Victoria. 

A.6.4 United Kingdom 

ent is in the process of modernising its gambling legislation. T
Gambling Bill 2004 contains provision for a new national gambling regulator, The UK 
Gambling Commission. The Gambling Commission will have broad responsibility for 
licensing and regulating all aspects of the gambling industry in Britain, with responsibility to 
protect the vulnerable. The Joint Committee on the Draft Gambling Bill has recommended a 
national problem gambling prevalence study to be conducted prior to the implementation of 
the Gambling Bill and at five-year intervals after that. The Joint Committee has been guided 
by the Productivity Commission Report (1999) in its expectations of the increase in problem 
gambling as a result of the liberalisation of gambling. 
 
However, there are distinct differences in the structure of the UK gambling industry to that 
found in Australia. In relation to gaming machines, the Draft Gambling Bill 2004 classifies 
machines in to four categories, which determine where these machines can be located and 
limitations on their operation. These classifications are summarised in Table A.9, below. 
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Table A.9 Categories of gaming machines, UK Draft Gambling Bill 

Category Location Limits 
A Casinos only Unlimited stakes and prizes – may 

be linked within the casino to 
create potential large jackpots 

B Bingo premises, betting offices, adult gaming centres (up to 
four each), or registered club (up to three each) 

Maximum stake £1; 
Maximum prize £500, or £250 in a 
registered club 

C Bingo premises, betting offices, adult gaming centres, adult-
only areas of family entertainment centres, pubs and other 
premises with an alcohol on-licence 

Maximum stake 50p; 
Maximum prize £25 

D Family entertainment centre (including seaside arcades, 
bowling alleys, motorway services and theme parks) and 
other non-gambling outlets such as cafes, fish and

Maximum stake 10p; 
Maximum prize £5 

 chip 
shops, takeaways, cab offices, etc. 

(Where machine pays out non-
money, non-exchangeable prizes 
the maximum stake will be 30p) 

 
More precise dimensions of the expanded UK EGM gambling market emerged in the British 
Government response to the Draft Gambling Bill in June 2004 (DCMS 2004). The number of 
machines is to be restricted to 150 for large casinos and 80 for small casinos. Large ‘regional’ 
casinos, which are intended to ‘regenerate’ specific locations within the UK (DCMS 2004: 
51), will be entitled to 1,250 machines. Machines in regional casinos will be able to offer 
unlimited prizes (Category A machines) whereas small and large casinos will be restricted to 
a limit of £500 (Category B machines) (DCMS 2004: 3). The Government response has also 
determined that small and large casinos will be entitled to two EGMs for each table game, a 
reduction from the ratio of 3:1 nominated by the Joint Committee (DCMS 2004: 26). 

From the point of view of a comparison with the EGM technical system in Victoria, and in 
other states and territories in Australia, there appear to be two main differences. First, 
different grades of machines are to be deployed according to different venue types, with the 
overall range of venues in which machines can be located being much broader than in 
Australia. Second, there is no provision for wider area networks linking machines and 
providing for very large-scale jackpots and pools. Rather, small and large casinos will be 
entitled to link at least ten machines to venue level jackpots as part of their Category B 
machine entitlement (DCMS 2004:26). Access to unlimited prizes on the types of gaming 
machines found commonly in Australian clubs and hotels will be restricted to large regional 
casinos in the UK. Questions about the types of venue that can be considered ‘regional 
casinos’ and are licensed as such thus appear likely to determine the future number and spatial 
density of unrestricted machines deployed in the UK (see DCMS 2004: Annex). The Joint 
Committee had noted that Category A machines pose particular risks and, as new features, 
should be introduced gradually and not permitted in unlimited numbers,54 and the 
Government agreed in its response. 
 
The UK Government proposed specific safeguards in relation to EGM technology, to be 
incorporated in “statutory instruments, license conditions and codes of practice” (DCMS 
2004: 16), which “may include powers:” 

• To control speed of play 

                                                

 

 
54 See http://www.parliament.uk/parliamentary_committees/jcdgb.cfm  
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• To control game design features such as “near misses” and progressive tiers, which 
may reinforce incentives to repeat play 

t odds and actual wins and losses in the play session to 

s” or the need to confirm continuing play 

layers before starting through use of smart card 

(DCMS 2004: 16-7). 

safeguards is stated clearly in the Government response and 
he expansion of commercialised gaming. 

er jurisdictions, like Australia, 
 machines in particular have been allowed to invade 

nately the rate of problem gambling there is now over 
 rate in Great Britain. On the contrary, our proposals will 

tion in the number of premises where gaming machines are 
DCMS 2004: 16). 

on access and availability of gaming machines 
s ‘high stakes’ machines. Restriction of Category A 

s at the upper end of the scale will be matched at the lower end of 
the scale by the withdrawal of the small prize gaming machines commonly found in 
unlicensed premises such as fish and chip shops and mini-cab offices (DCMS 2004: 3). The 
Government’s preferred table game to EGM ratio of 2:1 for small and large casinos (defined 
by amount of gaming floor space) will also mean reduced numbers of gaming machines than 
had been anticipated. In addition, all gambling operators will be required to “comply with 
Gambling Commission codes of practice on social responsibility” (DCMS 2004: 3). 
 
A.7 Discussion 
 
In summary, a variety of interventions have emerged in relation to the identified nexus 
between EGM technology, harm minimisation measures and public policy. What is clear is 
that rigorous research into, and evaluation of, particular technical interventions, is becoming 
central to the process of public policy formation in relation to EGM (and other gambling) 
harm minimisation measures. There appears to be a developing interest in the EGM technical 
system as a potential ‘tool’ that can be deployed in the interests of those with gambling 
problems, or those who may be at-risk of developing problems. 
 
The research reviewed provides ample evidence that reflection on the interface between the 
EGM technical system and gamblers is proceeding on a variety of fronts and from a variety of 
theoretical perspectives. A number of dimensions are being explored, incorporating much of 
the panoply of cognitive and emotional expectations and responses that are embedded in 
gamblers’ relation to EGMs, although current research is far from exhaustive in this respect. 
However, recent approaches appear to be acknowledging the complexity of the EGM-gambler 
relation, and are now seeking to contextualise specialised research findings within a broader 
socio-structural understanding. Studies of social capital, leisure preferences and social 
networks have emerged, for example, which offer insight into they ways commercialised 

• To require information abou
be displayed on screen 

• To require “reality check

• To implement loss limits set by p
technology 

• To vary stake and prize limits 
 

ed The rationale for these intend
tied to learning from the Australian approach to t

We are deliberately avoiding the mistakes made in oth
where high stakes gaming
normal social spaces. Unfortu
two per cent, over twice the
lead to a significant reduc
available (

The UK approach thus combines restrictions 
with a gradient of relatively more or les
machines to regional casino
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gambling can be understood as integrated into the social worlds of particular groups (Warde 
& Trampunolon 2002). 
 

esearch ating and evaluating the development of EGM technology-based 
 mi  emerged relatively recently. This research assumes that EGM 

chnology has the potential for modifications or that new design principles could be 
intr could ise the harm experienced by problem gamblers and importantly, 
could act in a preventative capacity in relation to ‘at-risk’ gamblers. 
 

here appear to be clear difficulties in the conduct of this kind of complex research, which are 
already being debated by some researchers (notably Blaszczynski et al., Dickerson et al., 
Delfabbro et al. and Griffiths). A key methodological difficulty appears to lie in the particular 

mitations of field studies or laboratory studies. Field studies which purport to being 
conducted in a ‘naturalistic’ setting are unable to account for the extent to which the gambling 
behaviour of participants, whilst ‘under the microscope’ of the researchers, replicates their 

sual gambling. The presence of the researchers and the special setting of this particular 
gam blers, to a greater or lesser extent. In addition, 
no ed about whether a proportion of problem or other gamblers actually 
have quite erratic patterns of gambling participation, such that even if the gambling displayed 
is relatively ‘natural’ it is not necessarily ‘typical’ of that particular gambler. Dickerson et al. 
(2003) certainly point in the direction of this problem in relation to the idea of control 

ecoming ‘impaired’ during gambling sessions. However, whether this process of impairment 
hilst gambling is rapid, sudden, gradual or varied, is triggered by specific events or as a 

pro

he limitation of laboratory studies lies in the extent to which the gambling behaviour 
gambling context. This is particularly 

relevan ell and lighting in gambling 
venues ey to understanding the EGM 
technical system, so in this respect laboratory studies must also be treated with due 
circumspection (as Delfabbro et 
 
In relation to the question of EGM technology and harm minimisation measures, a number of 
‘commonse ake up what is 
essenti ple, in the testing of restrictions on 

ank note acceptors in the major study done to date (Blasczcynski et al. 2001), the parameter 
ination of $100 notes. However, the most common denominations of 

notes in circulation and use in Australia are $10 and $20 values, and for the majority of 
amblers are likely to be used more frequently than $100 notes. Further ‘commonsense’ 
peculation might suggest that ‘problem gamblers’ would be more likely to feed incremental 

amoun one amount of $100, than would 
recreational gamblers. This kind of practice (for example) could be one deployed by problem 
gamble eed could be a sensible ‘tactic’ deployed by 
someone who is perhaps ‘at-risk’ of gambling too much. Even recreational gamblers are 
likely to stagger their input of money into the machine as part of their own negotiations about 
how much they intend to spend gambling, which is clearly not always (and perhaps rarely) a 
‘fixed’ amount at the outset of gambling but more likely to depend on ‘how my luck is going’. 
 
There are thus likely to be continued significant methodological questions arising from 
research that attempts to assess the effects of varying the technical parameters of EGMs on 

R  devoted to investig
nimisation tools hasharm

te
oduced that minim

T
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u
bling session may influence individual gam

discussion has emerg
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cess of fatigue for example, remains uncertain. 
 
T
observed clinically would be replicated in a commercial 

t given research that suggests cues such a sound, sm
 can play a role in arousal. The context of gambling is a k

al. 2004, for example indeed do). 

nse’ questions also arise in reviewing the studies which m
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rs to give an illusion of control, or ind
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gambling behaviour. It should be emphasised that this is crucial research and that, in part, the 
only wa gh analysing the disparities in results 
chieved in laboratory and field settings. At the moment this research appears to be in the 
arly stages of developing both methodological grounds and testable hypotheses. This is a 

cru an 
explore M 
technol  harm minimisation. Such research on this nexus as has 
een done to date is, in the view of the researchers, potentially path-breaking in terms of 

gam onsidered an attempt by researchers 
 establish the ‘last word’ on such questions or be criticised unfairly on such a basis. At this 

poi likely be an increasingly 
ethodologically and technically sophisticated field of research endeavour and substantial 

and
 

nalysis of the precise configurations of machines, credit values and other technical 
par
meaningful quantitative picture of the consumption of EGM gambling. The configuration of 

e EGM technical system appears likely to shape and condition the consumption patterns and 
exp extent. At the same time gambling behaviour is 

kely to feedback into the configuration of the technical system, in the shape of gambling 
exp to changes in design, operating parameters 

r regulation. This is characteristic of systems implementation under conditions of reflexive 
mo ces of that 

plementation process increasingly become incorporated into the ongoing refinement and re-
pro

y these questions will be clarified will be throu
a
e

cial stage in the development of a systematic and rigorous body of research that c
 the questions which some of the studies described have opened up in relation to EG
ogy, gambling behaviour and

b
bling research and public policy, and should not be c

to
nt in the process, the first steps have been taken in what will 

m
 longitudinal studies should be vigorously promoted. 

A
ameters that structure the EGM system would offer the opportunity to draw a more 

th
eriences of gamblers to an as yet unclear 

li
enditures, preferences, risks and harm that lead 

o
dernity (Beck et al. 1994), in which potential and actual consequen

im
duction of the system itself. 
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Appendix B: Glossary of acronyms 
 
ABS: Australian Bureau of Statistics 
ATF: Approved testing facility 
ATM: Automatic teller machine 
BNA: Bank note acceptor 
CIT: Computerised information technology 
CMCS: Central monitoring and control system 
EGM: Electronic Gaming Machine 
GRA: Gambling Regulation Act (Vic) 
GRP: Gambling Research Panel 
GST: Goods and services tax 
IoD: SEIFA Index of comparative disadvantage 
IPART: Independent Pricing and Regulatory Tribunal (NSW) 
LGA: Local Government Authority 
OGR: Office of Gambling Regulation 
RGF: Responsible gambling feature 
RNG: Random number generator 
RR: Random ratio 
RTP: Return to player 
SEIFA: Socio-economic index for areas 
WAN: Wide area network 
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Appendix C: Basic information sheet and discussion schedule, qualitative 
research 

 
Basic information: 

 
1. Gender  Male 

Female 

 

2. Age 

 

3. Occupation 

 

4. Country of birth 

 

5. Number of years you have used EGMs 

 

6. Number of years that EGM use has been or was a problem 

 

During this time of problem EGM use, please estimate: 

7. Average amount you would spend per EGM session 

 

8. Average time you would spend in each EGM session 

 

9. Average number of EGM sessions per week 

 

10. Do you gamble in any way other than EGMs? 

 

11. If so, what other forms of gambling do you use? 
 

12. Is this/are these a problem for you? 



The Changing EGM Industry & Technology  208

 
Discussion schedule – Gamblers’ Help clients 

 
 

1. Are there differences between individual venues, or between types of venues (e.g., 
hotels, clubs, venues where you are known/unknown, large/small) that make some 
more attractive than others? 

 
2. What is it about a venue that makes it attractive? 

 
3. Do/did you participate in venue/operator loyalty programs? 

 
4. Did advertising or promotional activities by venues or operators play a part in the 

development of your gambling practices? 
 

5. Do/did you generally use venues near, or on the route to/from, your home/work? How 
far do/did you travel to visit a venue? 

 
6. Do/did you have favourite machines? 

 
7. Which machines do/did you like the most? 

 
8. Do/did you have favourite denominations for machines? What are they? 

 
9. What is it about a particular machine that makes it attractive? 

 
10. Do machine features play a part in attractiveness of machines? 

 
11. Do you think that machines will pay out when they’re ready to? 

 
12. Do you think that machines are programmed to pay out more/less than average at 

particular times of day? If so, what times are relevant? 
 

13. Do you think that there are ways of getting more or better payouts with EGMs? What 
are these? 

 
14. What features or characteristics of machines are most likely to make/have made you 

want to keep playing? 
 

15. Do/did clocks on machines make you conscious of the time you spend/spent playing 
machines? Did this have any impact on your gambling? 

 
16. Do/did warning signs in venues or on machines have any impact on your gambling? If 

so, what was/is this? 
 

17. Does/did the ban on smoking in venues have any impact on your gambling? If so, 
what was/is this? 

 




