




EGM games and game features  
Report 

Appendix D Telephone survey script 
 

 
 
*7687 AIPC/MONASH UNI GAMBLERS STUDY 
 
DISK 
Q99STRT 
 
*testver 
 
"PHONE:_[Q0PH]_ 
 
Previously contacted[Q0DAT2] [Q0TIM2] 
 
[Q0HIS] [Q0DAT] [Q0TIM] 
 
[Q0COM] 
 
ATTEMPT: [Q0CAL]" 
 
"Good afternoon/evening, my name is [Q0IV] from Harrison Health Research.  We are 
conducting research about certain recreational pursuits on behalf of Monash and La Trobe 
Universities and would value your household's input.   
 
_Screen 1_ Does anyone in your household work in the hotels or clubs industry?  _IF YES, 
THANK & TERMINATE.  IF NO: CONTINUE._ 
 
Please may I speak with the person in the household aged 18 or over who was last to have 
their birthday?  _RE-INTRODUCE AS NECESSARY_" 
 
PAUSE 
 
"The survey will take about 15 minutes.  _IF THEY'RE HESITATING BECAUSE OF 
TIME_ We do need to get opinions from as wide a cross-section as possible and it would 
really help if we could speak with you.  
 
_IF CONCERNED ABOUT PRIVACY_ I can assure you that any information you give will 
remain confidential.  Any identifying information is removed before results are analysed and 
no one's individual answers can be passed on to our clients or anyone else." 
 
START 
 
START 
 
Q1S HOW OFTEN PLAYED EGMS IN LAST 12 MTHS 
"Q1S In the last 12 months how often, on average, have you played poker machines?  Would 
that be...  _READ OUT 1-8_" 
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1. Daily   
2. 6 times per week     
3. 4-5 times per week   
5. 2-3 times per week     
6. About once a week    
7. At least once a fortnight but less often than weekly     
8. Less often or never  
 
FAIL "Thank you for your time, unfortunately you do not qualify for this study." 
IF 8 IN Q1S ABORT "DOES NOT QUALIFY" 
 
Q1 HOW MANY MONTHS OR YEARS PLAYED POKIES 
"Q1 How many months or years have you been playing the pokies?" 
1. Years (specify Q101) 
2. Months (specify Q102) 
 
GO Q2A 
 
Q101 YEARS PLAYED POKIES 
Q102 MONTHS PLAYED POKIES 
 
Q2A HOW MUCH TIME SPENT PLAYING POKIES ON AVG 
"Q2A When you go to a gaming venue how much time (on average) do you spend playing 
poker machines?" 
1. Hours (specify Q2A01) 
2. Minutes (specify Q2A02) 
 
GO Q2B 
 
Q2A01 HOURS SPENT PLAYING POKIES 
Q2A02 MINUTES SPENT PLAYING POKIES 
 
Q2B HOW MUCH TIME SPENT ON OTHER ACTIVITIES ON AVG 
"Q2B When you go to a gaming venue how much time (on average) do you spend on all other 
activities, for example conversation, having a meal, listening to music, drinking with friends 
at the bar, etc?" 
1. Hours (specify Q2B01) 
2. Minutes (specify Q2B02) 
 
GO Q3 
 
Q2B01 HOURS SPENT ON OTHER ACTIVITIES 
Q2B02 MINUTES SPENT ON OTHER ACTIVITIES 
 
Q3 HOW MUCH MONEY SPENT ON AVG IN LAST 12 MTHS PLAYING POKER 
MACHINES 
"Q3 Thinking over the last 12 months, how much money, on average, would you spend each 
time you play poker machines?" 
1. $1-$20     
2. $21-$50     
3. $51-$100     
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4. $101-$150     
5. $151-$200   
6. $201-$250     
7. $251-$300     
8. $301-$400     
9. $401-$500   
10. $501-$750     
11. $751-$1,000     
12. More than $1,000   
 
Q4G PERCENT TIME SPENT ON DIFFERENT DENOMINATIONS GRID 
"Q4G What percentage of time do you spend playing various denominations of poker 
machines, for example 1 cent machines versus 2 cents, $1, etc. _RECORD ZERO IF THEY 
DON'T PLAY A TYPE OF MACHINE, CHECK SUMS TO 100%_" 
MR 
1. One-cent machines 
2. Two-cent machines 
3. Five-cent machines 
4. Ten-cent machines 
5. Twenty-cent machines 
6. $1 machines 
 
FOR EACH 
 
Q4 PERCENT TIME SPENT ON DIFFERENT DENOMINATIONS 
"Q4 What percent of time do you spend playing..." 
EACH 
"[Q4G....][Q4..]" 
edit 
" 
TOTAL [Q4T...T100]" 
BLANK 
WIDTH=3 
1. NUM 0-100 
2. NUM 0-100 
3. NUM 0-100 
  
GO Q5 
Q4T TOTAL 
 
 
Q5 NAME OF FAVOURITE MACHINE 
"Q5 What is the name of your favourite poker machine?" 
MR 
1. Adonis   
2. Black Rhino   
3. Choy Sun Doa   
4. Dolphin Treasure   
5. Geisha   
6. Indian Dreaming   
7. Mega Bucks   
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8. Queen of the Nile   
9. Shogun or Shogun 2   
10. Treasure Chest   
11. Other (specify Q501) 
------ 
12. Don't have a favourite machine   
13. Can't recall its name   
 
GO Q6 
 
Q501 OTHER FAVOURITE MACHINE 
 
Q6 BETTING STYLE 
"Q6 Thinking about the size of your bets and how many lines you gamble, what is your usual 
betting style when gambling on poker machines?  For example, minimum bet-one line, 
maximum bet-multiple lines, etc.  _PROBE TO CLARIFY MINIMUM VERSUS 
MAXIMUM BET AND ONE LINE VERSUS MULTIPLE OR MAXIMUM LINES_" 
1. Minimum bet - one line   
2. Minimum bet - multiple lines (but less than the maximum)   
3. Minimum bet - maximum lines   
4. Medium bet - one line   
5. Medium bet - multiple lines   
6. Medium bet - maximum lines   
7. Maximum bet - one line   
8. Maximum bet - multiple lines (but less than the maximum)   
9. Maximum bet - maximum lines   
10. Don't have a style / it varies  
11. Don't know   
 
Q7 INCREASE SIZE OF BET 
"Q7 Do you increase the size of your bet.... _READ OUT 1-5_?" 
MR 
1. When you haven't had a payout for a while   
2. When thinking of winning free games with better odds   
3. When thinking of the game feature   
4. To increase the size of any wins   
5. To trigger a win 
6. Never increase size of bet 
 
Q8 DECREASE SIZE OF BET 
"Q8 Do you decrease the size of your bet..._READ OUT 1-3_?" 
MR 
1. After a payout   
2. If you won free games not long ago   
3. If you had the game feature not long ago 
4. Never decrease size of bet 
 
Q9 GAMBLING SESSION DESCRIPTION 
"Q9 Which one of the following statements best describes your typical gambling session? 
_READ OUT 1-5_" 
1. I always spend all the money I have available   
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2. I often spend all the money I have available   
3. I leave the venue before all my money is gone   
4. I often take out my winnings and leave   
5. I always take out my winnings and leave 
6. It varies regularly 
 
Q10G GRID FEATURES ATTRACTIVE TO GAMBLERS 
"Q10G Poker machines have a range of features that make them attractive to gamblers. Please 
rate how attractive or unattractive you find the following features, based on your own 
experiences." 
1. Reel symbols  
2. Multiple line betting  
3. Music & sound  
4. Frequent payouts  
5. Colour, lights & graphics  
6. Free spins or free games  
7. Special feature within game, the game features  
8. Music & lights accompanying wins  
9. Theme or character of the game 
10. Big payouts  
 
FOR EACH 
 
Q10 FEATURES ATTRACTIVE TO GAMBLERS 
"Q10 How attractive do you find _[Q10G]_  Would you say..._READ OUT 1-4_?" 
1. Unattractive 
2. Not very attractive 
3. Attractive 
4. Very attractive 
5. Undecided 
 
Q11G GRID STATEMENTS 
"Q11G On the scale of 1-5 where 1 is strongly disagree and 5 is strongly agree, please 
indicate whether you agree or disagree with the following statements?" 
1. Skilful play will make gaming machines pay out more frequently 
2. Machines will pay out if you keep playing them 
3. It is possible to trigger a win by increasing the size of your bet or the number of lines 
played 
4. Some machines pay out more than others 
 
FOR EACH 
 
Q11 STATEMENTS 
 "Q11 Do you agree or disagree that _[Q11G]_  on a scale of 1-5 where 1 is strongly disagree 
and 5 is strongly agree?" 
NUM 1-5 
 
Q1F HOW OFTEN BET MORE THAN COULD REALLY AFFORD TO LOSE 
"QF1 In the last 12 months, how often have you bet more than you could really afford to lose 
on poker machines?  Would you say never, rarely, sometimes, often or always?" 
1. Never 
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2. Rarely 
3. Sometimes 
4. Often 
5. Always 
6. Don't know/ can't remember 
7. Refused 
 
Q1FDUM CPGI SCORE BET MORE THAN COULD AFFORD TO LOSE 
IF 1 OR 6 OR 7 IN Q1F 
=0 
IF 2 OR 3 IN Q1F 
=1 
IF 4 IN Q1F 
=2 
IF 5 IN Q1F 
=3 
 
Q2F HOW OFTEN NEEDED TO GAMBLE WITH LARGER AMOUNTS OF MONEY TO 
GET SAME FEELING 
"QF2 In the last 12 months, how often have you needed to gamble with larger amounts of 
money to get the same feeling of excitement?  Would you say never, rarely, sometimes, often 
or always?" 
SEE Q1F 
 
Q2FDUM CPGI SCORE NEEDED TO GAMBLE LARGER AMOUNTS FOR SAME 
FEELING 
IF 1 OR  6 OR 7 IN Q2F 
=0 
IF 2 OR 3 IN Q2F 
=1 
IF 4 IN Q2F 
=2 
IF 5 IN Q2F 
=3 
 
 
Q3F HOW OFTEN GONE BACK ANOTHER DAY TO WIN BACK MONEY LOST IN 
PREV SESSION 
"QF3 In the last 12 months, how often have you gone back another day to try to win back the 
money you lost?  Would you say never, rarely, sometimes, often or always?" 
SEE Q1F 
 
Q3FDUM CPGI SCORE GONE BACK ANOTHER DAY TO WIN BACK MONEY LOST 
IN PREV SESSION 
IF 1 OR  6 OR 7 IN Q3F 
=0 
IF 2 OR 3 IN Q3F 
=1 
IF 4 IN Q3F 
=2 
IF 5 IN Q3F 
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=3 
 
Q4F HOW OFTEN BORROWED MONEY/SOLD ANYTHING TO GET MONEY TO 
GAMBLE 
"QF4 In the last 12 months, how often have you borrowed money or sold anything to get 
money to gamble?  Would you say never, rarely, sometimes, often or always?" 
SEE Q1F 
 
Q4FDUM CPGI SCORE BORROWED MONEY/SOLD ANYTHING TO GET GAMBLING 
MONEY 
IF 1 OR  6 OR 7 IN Q4F 
=0 
IF 2 OR 3 IN Q4F 
=1 
IF 4 IN Q4F 
=2 
IF 5 IN Q4F 
=3 
 
 
Q5F HOW OFTEN FELT MIGHT HAVE A PROBLEM WITH GAMBLING 
"QF5 In the last 12 months, how often have you felt that you might have a problem with 
gambling?  Would you say never, rarely, sometimes, often or always?" 
SEE Q1F 
 
Q5FDUM CPGI SCORE HOW OFTEN FELT YOU MIGHT HAVE A PROBLEM WITH 
GAMBLING 
IF 1 OR  6 OR 7 IN Q5F 
=0 
IF 2 OR 3 IN Q5F 
=1 
IF 4 IN Q5F 
=2 
IF 5 IN Q5F 
=3 
 
 
Q6F HOW OFTEN HAS GAMBLING CAUSED ANY HEALTH PROBLEMS 
"QF6 In the last 12 months, how often have you felt that gambling has caused you any health 
problems, including stress or anxiety?  Would you say never, rarely, sometimes, often or 
always?" 
SEE Q1F 
 
Q6FDUM CPGI SCORE GAMBLING CAUSED ANY HEALTH PROBLEMS 
IF 1 OR  6 OR 7 IN Q6F 
=0 
IF 2 OR 3 IN Q6F 
=1 
IF 4 IN Q6F 
=2 
IF 5 IN Q6F 
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=3 
 
Q7F HOW OFTEN HAVE PPL CRITICSED YR BETTING/TOLD YOU HAD A 
GAMBLING PROBLEM 
"QF7 In the last 12 months, how often have people criticised your betting or told you that you 
have a gambling problem, whether or not you thought it is true?  Would you say never, rarely, 
sometimes, often or always?" 
SEE Q1F 
 
Q7FDUM CPGI SCORE PPL CRITICISED YOUR BETTING/TOLD YOU HAD A 
GAMBLING PROBLEM 
IF 1 OR  6 OR 7 IN Q7F 
=0 
IF 2 OR 3 IN Q7F 
=1 
IF 4 IN Q7F 
=2 
IF 5 IN Q7F 
=3 
 
Q8F HOW OFTEN HAS GAMBLING CAUSED FINANCIAL PROBLEMS FOR YOU OR 
HOUSEHOLD 
"QF8 In the last 12 months, how often have you felt your gambling has caused any financial 
problems for you or your household?  Would you say never, rarely, sometimes, often or 
always?" 
SEE Q1F 
 
Q8FDUM CPGI SCORE GAMBLING CAUSED ANY FINANCIAL PROBLEMS FOR 
SELF OR HOUSEHOLD 
IF 1 OR  6 OR 7 IN Q8F 
=0 
IF 2 OR 3 IN Q8F 
=1 
IF 4 IN Q8F 
=2 
IF 5 IN Q8F 
=3 
 
Q9F HOW OFTEN FELT GUILTY ABOUT WAY GAMBLE OR WHAT HAPPENS 
WHEN GAMBLE 
"QF9 In the last 12 months, how often have you felt guilty about the way you gamble or what 
happens when you gamble?  Would you say never, rarely, sometimes, often or always?" 
SEE Q1F 
 
Q9FDUM CPGI SCORE FELT GUILTY ABOUT WAY GAMBLE OR WHAT HAPPENS 
WHEN GAMBLE 
IF 1 OR  6 OR 7 IN Q9F 
=0 
IF 2 OR 3 IN Q9F 
=1 
IF 4 IN Q9F 
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=2 
IF 5 IN Q9F 
=3 
 
Q999CPGI CPGI SCORE 
=Q1FDUM+Q2FDUM+Q3FDUM+Q4FDUM+Q5FDUM+Q6FDUM+Q7FDUM+Q8FDUM
+Q9FDUM 
 
Q12 GENDER 
"Q12 _RECORD GENDER_" 
1. Male 
2. Female   
 
Q13 WHAT YEAR WERE YOU BORN 
"Q13 What year were you born?" 
NUM 1900-1989 
     
Q14 WORK STATUS 
"Q14 Which of the following best describes your current work status? _READ OUT 1-6_" 
1. Work full-time     
2. Work part-time     
3. Home duties     
4. Student    
5. Unemployed     
6. Retired/ age pension     
7. Other   
 
Q15 COUNTRY OF BIRTH 
"Q15 In which country were you born?" 
split=1 
1. Australia 
2. Austria 
3. Bosnia-Herzegovina 
4. Canada 
5. China 
6. Croatia 
7. France 
8. Germany 
9. Greece 
10. Holland / Netherlands 
11. Hong Kong 
12. Iran 
13. Italy 
14. Japan 
15. Malaysia 
16. New Zealand 
17. Philippines 
18. Poland 
19. Slovenia 
20. Spain 
21. UK and Ireland 
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22. USA 
23. Vietnam 
24. Former Yugoslav Republic of Macedonia 
25. Former Yugoslav Republics of Serbia & Montenegro 
26. Other country (specify Q1501) 
27. Refused 
 
GO Q16 
 
Q1501 OTHER COB 
 
Q16 POSTCODE 
"Q16 What is the postcode of your usual address?" 
NUM 5000-5999 
 
IF NOT 5999 IN Q16 GO Q18 
 
Q17 TOWN OR SUBURB 
"Q17 What is your suburb, town or community?" 
1. Enter town/suburb (specify Q1701) 
 
GO Q18 
 
Q1701 SUBURB 
 
Q18 INCOME 
"Q18 Finally, I would like to ask you about your income.  Before tax is taken out, which of 
the following ranges best describes your personal, annual, gross income? _READ OUT 1-6_" 
1. Less than $25,000 
2. $25,000 to less than $50,000 
3. $50,000 to less than $75,000 
4. $75,000 to less than $100,000 
5. $100,000 to less than $150,000 
6. $150,000 and over 
7. Refused 
 
Q19 CLOSE 
"Q19 That concludes the survey.  On behalf of Harrison Research and Monash and La Trobe 
Universities, thank you very much for taking part in this survey." 
BLANK 
 
 
Q0QUO 
 
TOTAL=180 
 
1. 180 TOTAL 
2. 31 PROBLEM GAMBLERS 
 
USE 1 IF 1 IN Q0LOC 
USE 2 IF 3-27 IN Q999CPGI 
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Appendix E Logistic regression analysis, EGM performance, South 
Australia & Victoria  

Analysis of variables: 
 
Correlation table between variables 

 
VIC $ real consumption Time Adult Population EGMs 

$ real consumption 1    
Time 0.837680 1   

Adult Population 0.771934 0.993374 1  
EGMs 0.958837 0.779044 0.703896 1 

 
SA $ real consumption Time Adult Population EGMs 

$ real consumption 1    
Time 0.960923 1   

Adult Population 0.939408 0.997255 1  
EGMs 0.933414 0.838857 0.798235 1 

 
The “time” variable will be taken as a proxy for the population and this represents the 
increase in expenditure due to the natural increase in population (and possibly income) 
 
The number of EGM is also in the model to capture the NGR per machine 
 
The model: 
A multiple regression model was analysed of the form 
 1 1 2 2t t ty x x teβ β= + +  for South Australia 
and 
 1 1 2 2 3 3 4 4t t t t ty x x x x teβ β β β= + + + +  for Victoria 
where 
 yt is the real consumption in millions of $ 
 x1t is the time 
 x2t is the number of EGMs 
 x3t is an interaction dummy equal to D*x1t for the time set at year 2002-03 when the 
smoking ban was introduced 
 x4t is an interaction dummy equal to D*x2t for the EGMs set at year 2002-03 
 
For Victoria, we analysed two models, one for the years before the smoking ban and another 
for the following four years, with the coefficients 3 and 4β β  representing the difference 
between the two models. 
 Before  1 1 2 2t t ty x x teβ β= + +  

After  1 3 1 2 4 2( ) ( )t ty x x t teβ β β β= + + + +  
 
The Data: 
 

VIC 
Year 

Real 
consumption in 

Million $ 

Log 
Consumption Time 

 

EGMs EGM 
dummy 

Time 
Dummy

1992-93 359.462 5.885 1 13,661 0 0
1993-94 947.168 6.853 2 14,421 0 0
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1994-95 1265.674 7.143 3 19,069 0 0
1995-96 1604.006 7.380 4 23,420 0 0
1996-97 1869.678 7.534 5 25,694 0 0
1997-98 2129.128 7.663 6 26,813 0 0
1998-99 2465.610 7.810 7 27,249 0 0
1999-2000 2653.889 7.884 8 27,325 0 0
2000-01 2728.523 7.912 9 27,164 0 0
2001-02 2873.861 7.963 10 27,361 0 0
2002-03 2549.056 7.843 11 27,261 27,261 11
2003-04 2441.233 7.800 12 27,138 27,138 12
2004-05 2488.172 7.819 13 27,124 27,124 13
2005-06 2472.452 7.813 14 27,147 27,147 14

 
 
 

SA 
Year 

Real consumption 
in Million $ Time 

EGMs 

1994-95 248.297 1 7,374 
1995-96 411.218 2 9,262 
1996-97 467.592 3 10,451 
1997-98 503.234 4 10,898 
1998-99 558.238 5 11,944 
1999-2000 594.199 6 12,738 
2000-01 626.737 7 14,096 
2001-02 680.461 8 14,647 
2002-03 730.632 9 14,841 
2003-04 771.079 10 14,799 
2004-05 779.040 11 14,062 
2005-06 751.032 12 12,598 

 
Regression Output: 
SUMMARY OUTPUT _VIC           
              

Regression Statistics           
Multiple R 0.999742           
R Square 0.999484           
Adjusted R 
Square 0.888201           
Standard Error 61.83779           
Observations 13           
              

 ANOVA df SS MS F Significance F   
Regression 4 66653954 16663489 4357.707 2.21E-13   
Residual 9 34415.21 3823.912       
Total 13 66688369         
              

  
Coefficient

s 
Standard 

Error t Stat P-value Lower 95% 
Upper 
95% 

Time 193.6564 11.73119 16.50782 4.9E-08 167.1186 220.1942
EGMs  0.036987 0.003107 11.90489 8.24E-07 0.029959 0.044015
EGM dummy 0.061535 0.012946 4.753191 0.00104 0.032249 0.09082
Time Dummy -208.762 29.62741 -7.04624 6.01E-05 -275.784 -141.74
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Data from 93-94 until 05-06 
 
SUMMARY OUTPUT SA           
              

Regression Statistics           
Multiple R 0.999204           
R Square 0.998409           
Adjusted R 
Square 0.898249           
Standard Error 26.82749           
Observations 12           
              
ANOVA             

  df SS MS F Significance F   
Regression 2 4515307 2257653 3136.875 1.59E-13   
Residual 10 7197.143 719.7143       
Total 12 4522504         
      

  
Coefficient

s 
Standard 

Error t Stat P-value Lower 95% 
Upper 
95% 

Time 24.60177 3.097498 7.942465 1.25E-05 17.70011 31.50342
EGMs  0.035136 0.00182 19.30192 3.04E-09 0.03108 0.039192

Data from 94-95 until 05-06 
 
Interpretation: 
 
Victoria: 
Prior to the introduction of the smoking ban, the average increase in EGM consumption per 
year was $193 million. After the introduction of the smoking ban (the last 4 years of the 
series), EGM consumption decreased on average by (193.65-208.76) $15 million per annum. 
 
Before the smoking ban, on average, each additional machine added (0.037) $37,000 to the 
yearly consumption. While after the smoking ban, each additional machine contributes on 
average (0.036987 + 0.061535) $98,000 to the yearly consumption. 
 
South Australia: 
The average yearly increase is expected to be $24 millions and the contribution of each 
machine is $35,000 on average. 
 
While the number of machines has decreased in the last year, we cannot analyse the effect of 
this change without additional data, probably for at least two more years. 
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Appendix F Calculation of gambler sessions 
Note: these tables are calculated using average session times for problem gamblers of 110 minutes and for non-problem gamblers of 60 minutes. 
The division of time between games of different credit value has been simplified to include only the most popularly utilised combinations, and we 
have undertaken these calculations for Shogun 2 games and Indian Dreaming games only. The volatility of EGM games, the distribution of their 
payouts, and the consequent tendency for actual outcomes to be skewed in favour of much higher average NGR per session is not accounted for in 
these tables, which set out theoretical average amounts staked and NGR. 

Table F1: Calculation of average time spent and number of spins completed using specific credit value EGM games by gambler status and utilisation 
rate 

   N spins at: 
Time spent
(minutes) 

12 Spins/minute 10 spins/minute 6 spins/minute 

Credit value           PGs Non-PGs PGs Non-PGs PGs Non-PGs PGs Non-PGs PGs Non-PGs
1c 81.5% 83.1% 90 50 1,076 598 897 499 538 299
2c  9.4% 3.9% 10 2 124 28 103 23 62 14
5c  1.6% 4.8% 2 3 21 35 18 29 11 17
$1   4.7% 6.3% 5 4 62 45 52 38 31 23

TOTALS  97.2% 98.1% 107 59 1,283 706 1,069 589 642 353

    

 

Table F2: Calculation of value of theoretical average total amount staked during session by gambler status, credit value and utilisation rate 
– Indian Dreaming and Shogun 2 games 

    $ staked
  12 Spins/minute 10 spins/minute 6 spins/minute 

Average 
bet 

Game  Credit
value 

PGs Non-
PGs 

PGs Non-
PGs 

PGs Non-
PGs 

$0.50 1c $537.90 $299.16 $448.25 $249.30 $268.95 $149.58
$0.79 

Indian 
Dreaming 2c $98.02 $22.18 $81.69 $18.49 $49.01 $11.09

$3.04   Shogun 2 $1 $188.60 $137.89 $157.17 $114.91 $94.30 $68.95
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Table F3: Calculation of theoretical average NGR during session by gambler status, credit value and utilisation rate – Indian Dreaming and Shogun 2 
games 

  $ theoretical NGR 
  12 Spins/minute 10 spins/minute 6 spins/minute 

Average 
bet 

Average 
RTP 

Game Credit
value 

 PGs Non-
PGs 

PGs Non-
PGs 

PGs Non-
PGs 

$0.50 89.80% 1c $54.87 $30.51 $45.72 $25.43 $27.43 $15.26
$0.79  89.54%

Indian 
Dreaming 2c $10.25 $2.32 $8.54 $1.93 $5.13 $1.16

$3.04   92.75% Shogun 2 $1 $13.67 $10.00 $11.39 $8.33 $6.84 $5.00
 TOTALS  $78.79 $42.83 $65.66 $35.69 $39.40 $21.42

 

Table F4: Calculation of proportional theoretical NGR and time per session by gambler status, game and credit value – Indian Dreaming and Shogun 2 
games 

Game Credit
Value

 PGs - $ PG – time Non-PGs - 
$ 

Non-PGs - 
time 

1c  69.6% 81.5% 71.2% 83.1%Indian 
Dreaming 2c  13.0% 9.4% 5.4% 3.9%
Shogun 2 $1 17.4% 4.7% 23.3% 6.3%

 
Data source – all tables in this Appendix – telephone survey and OLGC 
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