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NOVA SCOTIA VIDEO LOTTERY PLAYERS’ SURVEY
(OCTOBER 1997 - JANUARY 1998)

The 1997/98 Nova Scotia VL Players’ Survey provides extensive information as to the
behaviours, motivations and characteristics of VL players, thereby making a significant
contribution to the understanding of video lottery gambling. In addition, the study profiles
VL gambling within the context of all adults in the province, thus establishing benchmark
measures against which VL play in Nova Scotia can be subsequently monitored and
tracked. Specifically, the study results can be directly applied in the design of Problem VL
Gambling treatment strategies and harm reduction/minimization initiatives.

The study was designed to offer flexibility in order to ensure the highest quality data upon
which to base decisions, while providing a cost effective vehicle for exploring additional
issues of interest as required. Given the depth of the information gathered, there is
considerable opportunity for on-going analysis of the data to further explore, identify and
model response towards VL gambling in order to gain additional insight as to the various
underlying factors influencing play of video lottery games. Thus, the Nova Scotia
Department of Health, Problem Gambling Services is able to maximize the continuing
information return from this leading edge research on video lottery gambling.

PROJECT OBJECTIVES

The primary objective of the project is to:

“develop an extensive and comprehensive profile of video lottery players in the province of
Nova Scotia in terms of playing habits, attitudes and lifestyles in order to determine:

« proportion of players exhibiting problem gambling behaviour;

+ demographic/characteristics of VL players and the subset of problem players;

« impacts on life/lifestyle;

+ adelineation of risk indicators that will assist in designing prevention and treatment
strategies.

As the first comprehensive study of VL play undertaken in Nova Scotia, the results also provide
benchmark measures against which VL play and subsequent intervention and harm reduction
strategies/programs can be monitored and tracked. Therefore, it was also necessary to establish
baseline measures of attitudinal, behavioural and psychographical response towards VL
gambling within the context of all adults in Nova Scotia for comparison to VL Players.
Rigorous standards in terms of data collection and methodology were incorporated into the study
design to ensure data accuracy and reliability.

Based on an extensive literature review and pilot testing for the project, a questionnaire was
specifically designed to address the study objectives.

OCAL{ Researcs
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METHODOLOGY

To address the objectives of the study, two independent surveys were conducted by telephone
with randomly selected adults in Nova Scotia from Oct. 12, 1997 to Jan. 19, 1998:

1. VL Players’ Survey (n=711)
2. General Population Survey (n=400)

VL Player Survey

During data collection, a random sample of 11,691 households in NS were initially contacted for
participation in a household screening survey. The Household Screen consisted of a brief survey
which identified the total number of adults (19+ years) in the household and VL play status for
each adult. Of the 11,691 households sampled, a total of 9,339 households and 18,650 adults
were successfully screened, yielding a response rate of 79.9% for the Household Screen. Within
this sample, 927 Regular VL Players were identified and 711 (76.7% of all those qualified)
completed the VL Players’ Survey. The overall response rate for the survey was 61.3%. Thus,
the results of the study are representative and generalizable to the population of Regular VL
Players in Nova Scotia.

The VL Player interviews ranged from 30 minutes to 2 hours, with an average of ~ 48 minutes
in length.

General Population Survey

The General Population Survey was conducted with 400 randomly sampled adults in NS with a
response rate of 61.1%. The interviews ranged from 13 to 29 minutes with an average length of
~ 18 minutes.

There were no significant differences between the two samples in terms of estimating the level
and degree of adults’ involvement in video lottery gambling in NS. This finding is compelling
since different sampling techniques were used and, thus, provided convergent validity for the
estimate of VL play activity by adults in Nova Scotia.

*¥**KEY FINDINGS *%*x*

The Key Findings for the study are presented under two primary sections:

e Provincial Overview of VL Play
This section provides a summary profile of VL gambling within the context of the total
population of adults in Nova Scotia.

e Problem VL Gambler Analysis
This section provides a summary profile of those adults characterized as Problem VL
Gamblers as compared to other regular VL gamblers in Nova Scotia.

OCAL{ Researcs
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PROVINCIAL OVERVIEW OF VL PLAY

In order to profile VL play within the context of all adults in Nova Scotia, the two samples

were weighted based on the results of the General Population Survey and combined prior to
analysis. To identify the characteristics and behaviours associated with video lottery gambling
in the province, all adults were segmented into one of three groups for comparative profiling:

1. Non-VL Players:

3

3

.

61.5% of adults in Nova Scotia;
average monthly expenditure on VLT’s = 0;

includes those who have never tried VL games and, thus, are not currently being targeted for
play. This group is at low risk for VL play because they have not tried video lottery gambling
and, for the most part, are unlikely to do so. However, there may be adults within this
segment who would be vulnerable to VL play if they tried the games or if there were any
changes in distribution strategies or management of VLT’s in Nova Scotia. While these
adults have no personal experience with play, in some cases, they will be exposed to VLT’s
indirectly through involvement by others. Non-VL Players comprise the majority of adults
in Nova Scotia and, thus, due to their relative size, will exert considerable influence on
public opinion towards VL gambling. Furthermore, evidence suggests they also account for
half (51%) of those seeking information or assistance to help others with VL problem
gambling.

2. Casual VL Players:

32.8% of adults in Nova Scotia;
average monthly expenditures on VLT’s = $1.29;

includes those who have tried video lottery games at some time, but are not playing on a
regular basis. While they comprise the majority of the target market for video lottery
gambling (=85%), these adults do not currently have regular playing patterns and, thus, may
differ significantly in terms of behaviours, attitudes and demographic characteristics for VL
gambling in particular, and for other types of gaming/gambling in general. Over the last year,
approximately half of these Casual Player actually played the games (17.2% of adults).
While Casual VL Players comprise approximately 75% of all those who have played
video lottery games in the last year, they account for only 4% of total annual VL
revenue in Nova Scotia. Currently, Casual Players can be characterized as social players,
although some have deliberately reduced play or stopped playing, either due to changes in
lifestyles or in order to control their play of the games.

October, 1998 III
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3. Regular VL Players:

+ 5.7% of adults in Nova Scotia;
. average monthly expenditure on VLT’s = $243.52;

+ includes those adults who play video lottery games on a regular, continuous basis (once a
month or more). Therefore, while these adults represent only approximately 25% of
those who played VL games in the last year, they are contributing the majority of
revenue generated from VL gambling in Nova Scotia (x96%). Consequently, Regular VL
Gamblers are at greater risk for developing problems with VL gambling due to the frequency
and volume of play and will require markedly different intervention strategies than the Casual
Players.

Incidence Of VL Play In Nova Scotia

Approximately 38.5% of all adults in Nova Scotia (2262,000) have tried video lottery games at
some time in the past. Overall, 23% of adults have played VL games within the last year.
There are 11% (=75,000) who have played in the last month (prior to data collection), with
approximately 5.7% of all adults in the province characterized as regular players (=39,000
who played VL games once a month or more, on average, in the last three months).

The percentage of adults in the population who are identified as Regular VL Players tends to be
lower than previous estimates obtained from other studies in Nova Scotia (5.7% versus 8% -
10%). The estimate of 5.7% obtained in the current study is accurate * .33% at the 95%
confidence level. The principal reason for the difference between the current study and other
research estimating the incidence of Regular VL play is due to sampling.

Measures of lottery gambling, historically, have been included in studies which were
initially designed to measure other regulated gambling activities. It appears that video
lottery play is very different from other gambling activities such as lottery draws, bingo
and sports betting which are most often tied to specific play times or schedules and/or
accessibility to play. Generally, there is a delay between the actual purchase/play and outcome.
These factors directly influence play levels and exert some control on play. Video lottery
gambling, however, is continuous, accessible and the schedule of play, for the most part, is self-
imposed with no definable start/finish time for play within the prescribed hours of operations for
licensed establishments in Nova Scotia. It is, therefore, possible for adults to undertake binge
play of the games (play heavily on a sporadic basis), with breaks or stops in between those times
when they do play frequently. This “irregular” regular play is often a consequence of extraneous
factors interrupting play (e.g., travel, other activities/events) or is deliberately imposed in
attempts to control or manage their VL play.

Defining regular VL play based on those adults who have played in the last month tends to
overestimate the percent of the population who are typically playing VLT’s. In fact, in a
given month, only half of those adults who have played the games do so on a continual basis
while the other half tend to play on only a casual basis. These casual players represent a distinct
player group who play less often, play for different reasons and spend significantly less when
they do play. Thus, while casual players may account for half of the adults who have played in
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the last month, they will only represent a very small proportion of those actually playing the
machines at any given time, and contribute a minimal portion of monthly VL revenues. This has
implications for projecting results to the population, particularly when estimating gambling
revenues and regular player behaviour.

For example, on average, those casual VL players in Nova Scotia who played VLT’s in the
last month spent approximately $8.05 on video lottery play, versus approximately $243.52
for those adults identified as regular, continuous players. If these revenue estimates were
used to calculate average expenditures for VL players in the last month, the amount spent per VL
player in Nova Scotia would be approximately $130.97. While the projected estimate of annual
net revenue for VLT’s remains unchanged at approximately $117,475,000, the results would
suggest that approximately 11%, or approximately 75,000 adults in Nova Scotia, are contributing
to this amount. In reality, 5.7%, or approximately 38,750 adults, are contributing
approximately $113,236,800, or approximately 96%, of the annual net revenue for video
lottery gambling in the province. Therefore, it can be assumed that VL play behaviour differs
significantly among those who are Casual VL Players and those who play on a regular,
continuous basis and that these distinctions have significant implications, in terms of profiling
VL gambling within the population at large.

Lapsed Regular VL Player

Approximately 4.5% of adults in Nova Scotia (=31,000) may be categorized as Lapsed
Regular VL Players, or adults who used to play regularly (i.e., once per month or more) at some
time in the past, but currently play once every few months or less often.

It appears that 1.4% of adults stopped playing over the last year (primarily due to concerns about
addiction or spending too much money). However, this was offset by an additional 1.3% of
adults who started playing on a regular basis during the last twelve months. Therefore, it can
be estimated that there is a relatively high amount of churn (turnover in the percentage of
adults playing regularly) within the Regular VL Player base in Nova Scotia, with
approximately 25% of Regular Players ceasing play and a similar proportion taking up
regular playing patterns. However, on average, current Regular VL Players have been
playing the games on a regular basis for 3.6 years, suggesting that regular playing patterns
for VL games are fairly entrenched for these adults. It is noteworthy that the percentage of
adults in Nova Scotia who have ever tried video lottery games has remained fairly constant over
the past few years with approximately one-third (=30%-35%) of Nova Scotian adults typically
having tried the games (Source: Previous gambling research including NSAGA Prevalence
Studies). It appears that slight gains in the percentage of adults who have tried VLT’s (1998:
~38%) are largely attributable to those in the youngest age groups (19-24 years) who are trying
the games once they are allowed to be in licensed establishments. This suggests that, for the
most part, there are few new players being enticed to try video lottery. Rather, it appears that
once an adult has tried the games some of these players tend to move in and out of regular
playing patterns. It will be important to determine if, over time, the greater tendency for young
adults to frequent locations which have the machines and, therefore, to try VLT s will translate
into an increase in the size of the regular VL player base.
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Comparative Liking Of Video Lottery

The results suggest that, for approximately one-quarter of all Regular VL Players (and for
one-third of those who played in the last month), factors other than game appeal or liking
are contributing to regular play levels. The fact that 25% of Regular VL Players dislike the
games, as compared to other gambling options, yet continue to play heavily, is of concern as this
suggests their behaviour is motivated by habit (or compulsion) rather than enjoyment or
preference for the activity. It should be kept in mind that, in some cases, VL play may be an
accessible and convenient gambling outlet for those who do not have access to more preferred
options (casino, horse racing). Regardless, the fact they continue to play a game they do not
necessarily like is indicative of potential problems for a significant portion of players.

Demographic Characteristics

A comparison of demographic profiles between Regular VL. Gamblers and the rest of the
adult population found that Regular Players tend to more often be male; are younger
(especially 19-24 years); are less educated; are more likely to be single/never married; and
to live in multi-adult households without children. This corresponds with people who are
more socially active outside the home, spend more time at bars and locations where the machines
are found, are less religious, and, therefore, more likely to be tolerant of gambling. The majority
are employed, presumably in Blue Collar occupations, and, thus, have access to a pay cheque in
order to support the activity. It is reasonable, therefore, that these individuals are more likely to
be regular players of VLT’s.

However, these are not necessarily the demographic characteristics that are associated with
problem VL gambling. The demographic analysis of regular and problem VL play does provide
insight as to particular groups at potentially greater risk for developing problems with play.

Social, Leisure & Recreational Activities

The results suggest that adults who play VL games tend to be “busy people” in general.
When compared to Non-VL Players, they are more likely to entertain at home, visit other people
in their homes, socialize at bars/licensed establishments, participate in organized sports, work
outside the home, relax at home, participate in hobbies/crafts and play games (both for money
and for fun). While there is undoubtedly some overlap among these activities (e.g., a weekly
poker game with friends may be considered both socializing with friends at their home and
playing games for money), it would seem that VL Players have no shortage of weekly social
activities. Conversely, it appears that Non-VL Players, in general, tend to spend more time
during a given week doing fewer different activities (e.g., household chores, hobbies/crafts,
relaxing at home) and, thus, arguably have a “slower paced” lifestyle centered more often on
family and their community.

Compared to other adults, Regular VL Players are more inclined to attend live sporting events
(38% versus 24% - 27%), and less likely to go to cultural, historic or educational sites or centres
(33% versus 41% - 44%). While this tends to be influenced in part by the demographic profile
for Regular Players (skewed towards males, singles, younger adults, without children), it appears
that Regular VL Players are attracted to entertainment options which are more exciting
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and physically stimulating rather than cultural, educational pursuits or those activities
requiring self or personal involvement.

Involvement In Other Gambling

For the most part, playing games for money in Nova Scotia is a widespread and socially
accepted entertainment option. Almost every adult in the province (94%) has played at least
one type of game offering money prizes before, and the strong majority (80%) participated in at
least one gambling activity in the last month. Just over half (54%, or 367,000 adults) gamble
on a regular monthly basis.

The percentage of Non-VL Players who participate in gambling activities regularly (46%) and in
the last month (76%) are only slightly below the population figures, while Casual VL Players are
more likely to play a game for money regularly (62%) and to have played in the last month
(85%). Regular VL Players, by definition, play at least one gambling activity regularly and have
played in the previous month.

Regular VL Players tend to play a greater variety of gambling options regularly, with an average
of 3.1 games played on a regular monthly basis and 4.1 different gambling activities played in
the last month. This means that, on average, Regular VL Players report regular monthly playing
patterns for approximately one-quarter of the 13 gambling activities currently offered in Nova
Scotia and, in general, each month will be involved in almost one-third (32%) of these same
gambling options. In fact, the number of gambling activities played increases in relation to
involvement with VL gambling. Non-VL Players participate in the fewest gambling options on
average, both regularly (0.8) and in the month prior to data collection (1.6), while Casual VL
Players play significantly more games of chance for money (1.0 regularly, 2.2 in the last month).

These results suggest that Regular VL Players are “consummate gamblers”. This group of
adults appears to be attracted to games of chance played for money to a much larger
degree than other adults. More than half (61%) of Regular VL Players are monthly lottery
draw ticket players and approximately one-third (33% to 36%) buy Atlantic Lottery’s Instant
Scratch ‘n Win ticket games, compared to less than 10% of those adults who do not play video
lottery games on a regular basis. Regular VL Players are at least three times as likely as other
adults to also be regular players of 50¢ Breakopens (14% versus 4%), bingo in a bingo hall (13%
versus 4%), card games for money outside a casino (9% versus 2%), slot machines at a casino
(7% versus 1%), Sport Select Proline (7% versus 1%) and other sport bets or pools (6% versus
1%).

Regular VL Players play more gaming options (4.1 in the last month) and far out-spend the
other segments on most games. As a whole segment, Regular VL Players are interested in
all forms of gambling and reserve approximately 24% of their gambling funds to spend on
these other games. It is not known how much they spent on other games before playing video
lottery games, nor is it known how much they would spend on these games were VLT access
restricted. It is possible that many Regular VL Players switched expenditure to VLT’s from
these other forms of gambling once the machines became available, or as they developed regular
playing patterns of the video lottery. It may be that a good portion of their gambling budget
would be switched back to them, if their VLT play was curtailed.
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Accessibility

Currently, VLT machines are restricted to licensed establishments in Nova Scotia with #3225
terminals distributed throughout the province. Therefore it can be assumed that frequency of
going to a bar/lounge/pub and, thus, being exposed to the opportunity to play, will be associated
with involvement in VL gambling.

Typically, 30% of all adults in Nova Scotia go to licensed establishment on a regular basis
of once per month or more. Not surprisingly Regular VL Players are more than twice as
likely as even Casual VL Players to be in a bar location each month (88% versus 40%).
Only 20% of those who have never tried VLT’s (Non VL Players) are in licensed establishments
each month, with the majority (59%) indicating they do not go to bars on even a casual periodic
basis.

It may be somewhat surprising to note that 12% of Regular VL Players are not typically in bars/
pubs/lounges on a monthly basis. This suggests that, despite the heavy skew of the machines
towards these types of bar locations, there is still a sizable proportion of Regular Players who are
continuing to play the machines elsewhere. In most cases, this includes restaurants or Native
gambling establishments. However, for others, it suggests regular play at private (illegal)
locations (=3% of Regular VL Players).

It should be kept in mind that, despite the greater tendency for Regular VL Players to be in bars,
Casual and Non-VL Players still comprise the bulk of those adults who are in bar locations each
month (83% versus 17%). However, Regular VL Players go to bars approximately four
times more often than other monthly bar patrons so they will make up a larger proportion
of adults who are in the bars each day. In fact, one-third (33%) of all those adults who are in a
bar more than once a week are Regular VL Players. This means Regular VL Players account
for only 17% of all adults who go to a bar location each month, yet on any given day, they
will comprise up to 33% of all those in a bar/pub/club or lounge in Nova Scotia. Not
surprisingly the profile of bar patrons in NS is very similar to that noted for regular VL
gamblers.

For the most part, simply by virtue of where the machines are located, (e.g. bars, licensed
establishments) Non-VL Players are less inclined to be exposed and, therefore, to try the
games. Older adults, women, homemakers, those who are retired, and those with children in
their households all tend to have a higher incidence of those who have never tried the machines.
However, for adults in these segments who do try the games they are just as likely to adopt
regular playing patterns, and to experience difficulties in managing their play. In some cases
(such as for those who are retired) given their lack of experience or exposure to this type of
gambling they may be at greater risk for developing problems.

On average Nova Scotians are typically in at least 3 locations which offer VLT’s each
month. When all locations which have video lottery machines are taken into consideration,
Regular VL Players are typically in these locations approximately eleven times each month
versus only 4.3 for Casual VL Players and 2.2 for Non-VL Players
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Of all the times Regular VL Players are in locations which have VLT’s, on average, they
will play the machines just over half of the time (57%). Only 25% of the times they are in
VLT locations are to specifically play the games. Regular VL Players are generally more
inclined to play the games on impulse; they have gone to a VLT location for other reasons (e.g.,
to socialize, play darts, etc.) and in 32% of the cases, will end up playing video lottery as well.
Therefore, the play frequency of video lottery games for Regular VL Players is strongly
influenced by the greater inclination for these adults to be in locations which have the
machines for reasons other than to play the games. On average, over half of the times
(56%) they play video lottery is on impulse “because the machines are there” and available
for play.

It is noteworthy that 34% of Regular VL Players tend to play VL games every time they are in a
location which has the machines. This group of Regular Players represents approximately 2% of
all adults in Nova Scotia. On average, these players are in VLT locations less often than other
Regular Players (7.7 times/month versus 12.6 times/month), yet almost half of the time they are
there is to specifically play the games (46%) versus only 15% for other Regular Players.
Impulse play is also higher for these “every time” Regular Players (54% versus 20%).
Therefore, the majority (66%) of Regular VL Players only play VL games approximately
35% of the times they are typically exposed to play. For the remaining one-third of
Regular VL Players (the “every time” players), approximately half of the time they are
exposed to VL games each month is to deliberately play the games and in the other half of
the cases, they end up playing anyway.

There are significant demographic differences in the profile of Regular Players who play
every time they are exposed to the machines versus those Regular Players who do not.

The incidence of “every time” players tends to be higher for Regular Players in the following
segments:

+ Regular VL Players who are 55 years of age or older (59%). Players aged 19 - 24 are least
likely to be playing every time they are in a location with the machines, especially compared
to those over 40 years (26% versus 41%). This means that, although the youngest VL players
in Nova Scotia are in bars more often (12.7 versus 10.4), they actually end up playing slightly
less often, on average, than older players (=4.8 versus 5.1 times per month);

+ those living in single person households (50%);
+ those who are separated/divorced or widowed (50%);
+ those with lower household incomes (under $25,000: 42%)

+ those Regular Players with lower education levels, especially with vocational/trade school
educations (38%), as compared to those with university level educations (227%);

While these adults do not necessarily represent Problem VL Gamblers it appears that Regular
Players in these demographic segments are at greater risk for having problems in managing their
play and, thus, may benefit from assistance in controlling play when they are exposed to the
games at VLT locations.
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It is noteworthy that while impulse play of the machines contributes to the frequency of
play for Regular VL. Gamblers, the evidence suggests that planned play (i.e., those who are
at a location specifically to play the machines) is more strongly associated with problem VL
gambling. Thus, opportunities exist to intervene or interrupt playing patterns as the
decision to play is often made before the Problem Gambler is in front of the machine (See
summary of Problem VL Players Analysis).

Smoking Habits

Overall, approximately 29% of adults in Nova Scotia currently report they smoke cigarettes on a
regular basis, with an additional 6% characterized as social smokers who only “/ight up” on a
part-time basis in social situations or when they are drinking. Approximately two-thirds (66%)
of all Nova Scotian adults are non-smokers, yet only 35% of Regular VL Players fall into this
category. Undoubtedly, there is a strong relationship between VL play and smoking.

Over half (57%) of Regular VL Players smoke on a regular basis which is significantly
higher than for either Casual (34%) or Non-VL Players (23%). Interestingly, Casual Players
are more inclined to smoke on a regular and social basis than Non-VL Players, although not to
the extent noted for the Regular VL Players.

The association is most likely due to the tendency for fewer non-smokers to go to bar locations
on a regular basis (25% versus #40% of smokers). More than half of all social smokers (58%)
and 35% of regular smokers are in bar locations once a month or more. In fact, 40% of all those
who are in a bar once a week or more are regular smokers. Not surprisingly, this would
suggest more smokers have access to play of VLT’s in Nova Scotia than non-smokers since
the majority of VLT’s are distributed in bar locations throughout the province. The restrictions
instituted during the past decade on smoking in public places may have encouraged more
frequent bar patronage for smokers. As the locations where smoking was permitted steadily
decreased (theatres, restaurants, shopping malls), regular smokers may have stopped going as
often to “smoke free” locations for entertainment purposes, in favour of heading somewhere they
could smoke freely. Given the amount of time Regular Players typically devote to VL play (=1
hour and 9 minutes each time they play), it is probably less uncomfortable for another smoker to
be sitting in a “smoky” environment for extended time periods.

In general, 62% of Regular VL Players smoke while they are playing VLT’s, and 20%
smoke more than usual when playing the games. This means almost one-third (32%) of those
Regular VL Players who smoke are smoking more heavily while playing video lottery games.

Given the tendency for Regular VL Players to be smokers, it might be speculated that limiting
the machines to smoke free areas may reduce the amount of time Regular Players would devote
to play of the games. It may be argued that such a move might serve to counter the greater
access smokers have to the machines by virtue of where the VLT’s are located
(bars/pubs/lounges). To some extent, this may be effective in reducing play for a significant
portion of players, however, it is noteworthy that the incidence of problem VL play does not
differ significantly for those Regular VL Players who smoke (18%) or are non-smokers (14%).
(Since smokers comprise a larger proportion of Regular VL Players, they will also make up a
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larger proportion of Problem Players, but they are no more likely than non-smokers to develop
problem play of the games)

Drinking Habits

For the most part, Regular Video Lottery Players are not drinking frequently or heavily
when they play the games; 26% never drink alcoholic beverages when they are playing,

For the 74% of Regular VL Players who do drink while playing VLT’s, almost half (47%) do so
only rarely or on an occasional basis, essentially drinking less than 50% of the time they are
playing. Only 22% of Regular VL Players always drink and 17% frequently partake of alcoholic
beverages during VLT play.

In general, Regular VL Players do not play when they feel they have had too much to drink. In
fact, only 24% indicated that they have ever played the games when they would have considered
themselves to have been intoxicated (had too much to drink). The results suggest that Regular
VL Players want to be focused on the game and that they believe, for the most part, drinking
either “eats up” resources that can be used for VL gambling or that it interferes with their ability
to play and manage their play of the games. Fourteen percent (14%) of all Regular VL Players
indicate that alcohol plays a role in those situations when they tend to exceed their budgets or
spend more time and/or money on VL gambling than they intended. Comments centered on the
greater tendency for players to bet at higher levels or take greater risks when betting. In most
cases this results in players spending their “VL money” faster. For others, there is a tendency to
spend more or “too much”. As a result, most players tend to avoid excessive drinking, or
alcohol in general, while playing VL games.

VL Gambling & Entertainment Expenditures

It will be recalled that, generally, Regular VL Players are more inclined to be involved in other
gambling activities available in Nova Scotia and, typically, spend more than other adults when
they gamble. Furthermore, Regular Players tend to be socially active outside the home and
appear to invest more time and money in entertainment activities, particularly as it relates to
gambling. These findings lead to a number of questions regarding expenditures by Regular
Players. For example, do Regular VL Players spend more than other adults on entertainment,
gambling in general, and video lottery specifically; or do Regular VL Players simply allocate
more of their entertainment budget to gambling and VL play and, thus, are spending less money
than other adults on non-gambling entertainment?

To understand the impact of their VLT expenditures, it is necessary to comparatively
examine spending activity by all adults within the context of total gambling and
entertainment expenditures in Nova Scotia.

On average, adults in Nova Scotia spent approximately $124.79 each month on
entertainment and gambling activities. Gambling specifically comprises approximately
one-third of their total entertainment budget, with video lottery accounting for 11.5% of all
general entertainment expenditures in the province
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Given the continuous nature of play and easy accessibility of video lottery gambling, it is
difficult for players to keep track of their expenditures. This is one of the key factors
contributing to players’ problems in managing their VL play. Consequently, weekly or monthly
estimates by players as to the amount they spent on VLT gambling will often vary from actual
expenditures. However, players find it relatively easy to provide out-of-pocket estimates of
expenditure on a per play basis, as it is more relevant to their actual play behaviour and
experience.

o “Tusually put 320.00 into the machine when I sit down and I play until I lose it,;”

o “Ispend $5.00, one loonie at a time,”

o “Itvaries, but usually I end up spending about 350.00 of my own money every time I play the
machines--sometimes you get really lucky though.”

By applying per play estimates to the actual number of times they played in the last month (i.e.,
how many times in a location with VLT’s; how many times played either planned or on
impulse), it is possible to derive expenditure estimates based on amount spent rather than
amount wagered. This has proven to yield more accurate estimates of net revenue for video
lottery gambling.

The results suggest that net revenues for VLT gambling in Nova Scotia for 1997/98 will be
approximately $117,336,923 which represents an estimated increase of approximately
10.7% over last year (source: NS Alcohol & Gaming Authority 1996/97: $105,929,806).
(Note: According to 1997/98 figure of $120,000,000 recently released, the derived estimates
are within 2.5% of actual revenue)

In total, it was found that Nova Scotians spent approximately $340 million dollars on
gambling in the province over the last year (however, it should be emphasized that
expenditure refers to out-of-pocket expenditure).

Comparatively, Regular VL Players, on average, are spending almost three times as much
money as Casual VL Players each month on entertainment and gambling activities ($435.97
versus $151.40) and five times as much as Non-VL Players ($435.97 versus $81.87).

There is no difference in the amount Casual and Regular VL Players spend on general
entertainment ($120.48 versus $117.33). Therefore, the primary difference between
expenditures in these segments is due entirely to gambling expenditures by Regular VL
Players. By definition, video lottery play is substantially higher for this group, with Regular
VL Players, on average, spending $243.52 each month on video lottery play, as compared
to only $1.29 per Casual Player.
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When only those adults who have played video lottery games in the last year are considered, it
can be estimated that approximately 23% of all adults in Nova Scotia played the video lottery
games at least once. Casual Players comprise approximately 75% of all those adults who
played, yet contributed only 4% of total revenue for video lottery. This means that
Regular VL Players make up only 25% of all those who have played VLT’s in the last year,
yet contribute 96% of the revenue for the games.

Despite the tendency for Casual VL Players to spend twice as much as Non-VL Players on
non-gambling entertainment ($120.48 versus $60.26), both groups are spending a similar
proportion of their entertainment dollars on gambling (20% versus 26%) and non-gambling
activities (80% versus 74%). Conversely, Regular VL Players dedicate 73% of all their
monthly entertainment expenditures to gambling activities. Interestingly, they spend a
similar percentage of their entertainment budget, as other adults, on other gambling, excluding
VLT’s (17%). However, they spend more than half (56%) of their entertainment dollars
specifically on video lottery gambling.

Despite the greater tendency for Regular VL Players to be in licensed locations in order to play
the machines, it appears they are not spending their money on alcohol, food, or other
extraneous expenses. In fact, given their propensity to be involved in social activities outside of
their homes (see Section 2.4 - Social & Leisure Activities Profile), the results suggest that
Regular VL Players may be spending less on non-gambling entertainment than would be the case
if they were not devoting such a significant portion of their “disposable income” or
entertainment budget to VL play. Undoubtedly, video lottery gambling is an important and
sizable part of Regular VL Players’ entertainment. If these adults were not spending such large
amounts of time and money on video lottery gambling, the results suggest, in many cases, they
may be more inclined to be using their resources for other entertainment based activities
(switching their VLT expenditure to other activities). However, given that gambling is such a
pervasive activity for these adults it may be very difficult for them to eliminate play without
undertaking significant changes to their lifestyle. Furthermore, these players may simply
transfer their VL gambling to another gambling activity. It may be that assisting these players in
developing control mechanisms to help them manage their gambling may be an effective
approach, in particular for those cases where VL gambling has not yet reached problematic or
extreme levels.

On average, Regular Players dedicate 56% of all their entertainment expenditures to
VLT’s and 73% collectively to gambling activities. However, within the Regular VL Player
base, there are distinct differences among the players in terms of VLT expenditure and the
proportion of entertainment dollars allocated to VLT’s.

Almost half (49%) of all Regular VL Players spend less than 30% of their entertainment
expenditures on video lottery gambling, with a total of approximately 72% allocating less
than 50% of their “fun money” to play of the machines. This means that approximately
30% of Regular VL Players are spending the majority of their entertainment dollars
(50%-+) on video lottery gambling.
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Impact Of Exposure To VL Play

As noted previously, adults who are Regular (10.8 times per month), Casual (4.4 times) and
Non-VL Players (2.2 times) in Nova Scotia are, not surprisingly, differentiated by the frequency
they are in locations which have video lottery machines. This is largely a function of the current
distribution strategy for VLT’s in the province, and is influenced by demographic characteristics
and lifestyles. However, adults in Nova Scotia can also be exposed to VL gambling both
directly and indirectly through their relationship with other adults who play the games.

Overall, only 5.7% of adults are identified as Regular Video Lottery Players in Nova Scotia and,
yet, 47% of all adults in the region state they have fairly close personal contact with someone
who plays the games on a regular basis. This would suggest that almost 320,000 adults in Nova
Scotia have contact with someone who plays VLT’s on a regular basis which translates to, on
average, 8.2 adults for every 1 Regular VL Player in the province.

Regular VL Players only comprise 10% of all those adults who have close friends, family or co-
workers who play VLT’s each month. The remaining 90% (x287,000 adults in Nova Scotia) do
not play VL games regularly themselves, yet report having relatively close contact with at least
one Regular VL Player. In fact, approximately one-third (34%) of these non-playing adults
either live with a Regular Player or have a close relative playing the games on a regular basis.

Overall, 37% of all adults in Nova Scotia who do not play VL games on a regular basis
personally know of someone who they believe is experiencing problems with this type of
gambling.

In total, there are only 2.4%, or approximately 15,375 adults in Nova Scotia, who do not play VL
games on a regular basis (Non-Regular VL Players), and who report that they are currently living
with someone who has, or has had, a VL gambling problem. Almost 20% of these adults are
including their own past play of the games and in 25% of the cases, there is more than one
Problem Gambler in their households.

Currently approximately 16% of Regular VL Gamblers in NS are characterized as being Problem
VL Gamblers. This represents = .92% of adults in the province. Another 9% of Regular VL
Gamblers indicate they were Problem VL Gamblers in the past, but have gained control of their
play. These players represent approximately 0.51% of the adults in the province. Not all the
Problem VL Players living in households in Nova Scotia are still playing the games. An
additional 1.4% of adults in Nova Scotia have stopped playing VLT’s on a regular basis due to
either time or money problems with play. If those adults who had a problem but gained
control of their play and have continued to be Regular Players, and those who stopped
playing as a result of a self-declared problem with VL play are also included, estimates of
problem play, past and present, would reach approximately 2.8%, or approximately 19,100
adults in Nova Scotia. It is not surprising, therefore, that an additional 2.4% of all adults
who do not currently play VL games would state either they themselves or someone they
live with has had a problem with video lottery gambling.

Even frequent VL play may be causing household or personal problems for those
associated with the player. While the actual player may be involved in personally non-

OCAL{ Reswarcs

October, 1998 XIV



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY TABLE OF CONTENTS

problematic play, other family or household members may still be finding the amount of time
and/or money allocated to the activity as problematic either due to concerns about the player or
because of inconveniences or absences associated with their play. Therefore, although only
0.92% of adults in Nova Scotia are currently identified as Problem VL gamblers who are still
playing the games, even heavy play may have consequences for other family members.

Estimates of problem VL play based on adults’ familiarity with someone outside their own
household who has a problem will tend to grossly exaggerate the incidence of Problem Players
in the province for two reasons:

1. there will be a tendency to over count, as several people can be aware of one Problem Player;

2. the identification of problem play may be based on hearsay, as opposed to actual behaviour
by the individual and, thus, subject to misrepresentation and misinterpretation.

However, having individuals estimate problem VL play by adults outside their immediate
households does provide an indication of the extent to which VL play is associated with
problems by the general population. It also indicates the magnitude of the impact a small
proportion of Problem VL Players may have on adults in general in Nova Scotia.

In total, 9.8% of adults who do not play VLT’s on a regular monthly basis believe that one
or more people in their households or related to their immediate families (including
siblings, parents, grandparents and extended family) have a problem with video lottery
gambling. This represents approximately 63,000 adults in Nova Scotia, or approximately 3.3
adults for every estimated Problem VL Player (past self-declared or present) in the province
(63,000 + 19,100).

Thirty-one percent (31%) of Non-Regular VL Players (x198,000) report having friends or
acquaintances who have problems with video lottery gambling. In fact, 84% of these adults who
know of someone with a VL problem cite play behaviour by friends and acquaintances. Thus,
for the majority of adults, problem play tends to have less direct impact on their personal lives.
Given that Regular VL Players tend to have fairly socially active lifestyles and higher
involvement with others (especially friends), it may not be surprising that such a large
percentage of adults feel that they have friends involved in problem VL play (although, in some
cases, frequent play may also be contributing to impressions that individuals are having
difficulty with their video lottery gambling).

When all Non-Regular Players in the province who state they personally know of someone
with a VL gambling problem are considered (based on past and present problem play
levels), it can be estimated that for every current and past Problem VL Gambler in Nova
Scotia, approximately 3.3 other adults in the province are directly affected, with an
additional 10 adults reporting indirect contact.
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Efforts to Control Play (Self and/or Others)

Overall, 6% of all adults (=40,800) in Nova Scotia have sought assistance or information
for help in controlling video lottery play at some time. Primarily, it is the play of others
which is motivating adults to seek assistance. Approximately 83% of all those who have sought
VL gambling assistance were doing so in an attempt to help others control their play of the
machines. Only 1% of adults (=6,800), or =17% of the 40,800 adults seeking problem gambling
support, were doing so in order to control their own VL gambling problems. Thus, it would
appear that the majority of those who report accessing problem gambling support and
services are friends and relatives of the problem gambler. This has implications for the
delivery of problem gambling information and the coping strategies provided. In particular, 5%
of those who have never played VL games (Non-VL Players) have sought assistance for others.
Adults with no personal experience of play comprise almost half of all those who have tried to
obtain help for someone else’s VL gambling problem. For the most part, they will be unfamiliar
with player technology and habits and may be unable to provide specific information on play.
Educating the individual who is trying to obtain the information on VL play may be part of the
necessary service provided by front-line problem gambling workers (service providers).

It is noteworthy that, in general, adults in Nova Scotia are more likely to access formalized
services to assist someone else with problem VL gambling (5%) than to go to friends or family
members (3%). There is quite often an overlap in the sources accessed. In fact, 66% of those
who have sought help through informal avenues (friends/family) have also sought assistance
through more formalized services. It may be that friends, family or co-workers encourage those
seeking information to contact organizations who they feel will be able to provide more accurate
or effective help and/or information. Interestingly, only 41% of those who have contacted
formal organizations for assistance for someone else, also have gone to friends, family or
informal sources for help.

The results then suggest that only one-third of those who have tried to get information or
help on problem VL gambling by speaking to friends or family have not pursued the issue
further with formalized service providers. This translates into 1% of all adults in Nova
Scotia, or approximately 16% of those seeking help or information on problem VL play.
Thus, 84% of those seeking assistance eventually go to organizations outside their friends
and family.

In total, 9% of Regular VL Players (=3,300 adults) have attempted to get help or
information on VL gambling. Compared to all other adults in Nova Scotia, Regular VL
Players are significantly more likely to report that they seek assistance from informal
sources. In fact, they indicate that they tend to access friends and family almost twice as
much for help than other outside organizations (7% versus 4%). Approximately 80% of
those Regular Players seeking assistance were motivated to do so by their own play, with
approximately 55% seeking information/help for other Regular VL Players. This means just
over one-third (35%) of Regular VL Players seeking help have done so both for themselves and
other players they know. Thus, Regular VL Players will often be a source of information and/or
assistance for other players when trying to control or manage their play.

The use of formal versus informal gambling support tends to be reversed for Regular VL
Players, as compared to the rest of the population; only 35% of those who go to friends or family
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for help also reference more formalized services, whereas 64% of those who use formal problem
gambling service providers have also gone to friends or family for support. It appears that, in
many cases, the players themselves are initiating or motivating efforts by other adults to seek
information from formal sources. Overall, 54% of Regular Players who have sought help have
exclusively relied on informal sources such as friends and family members versus only 16% who
have solely used formal problem gambling services. This means a total of 84% of all Regular
VL Gamblers seeking help go to friends and family for assistance. This underscores the
importance of friends and family members in providing information and support to those
Regular VL. Gamblers experiencing difficulties.

Aside from a greater tendency for Regular VL Players to go to their spouse/partner or to friends
for help, there are no appreciable differences in the percentage of adults in any of the three
population segments using specific formal sources for information or assistance.

Church groups, Drug Dependency/Addiction Services and gambling self help groups (Gamblers
Anonymous) are all equally likely to be contacted by those experiencing problems, either
directly or indirectly, with VL gambling. It is estimated that 2% of adults in Nova Scotia have
used each of these services in the past in specific relation to VL play. However, there appears to
be a fair amount of overlap in use of these three service providers by Regular Players, whereas
other adults are more inclined to use only one of the three. This suggests that once Regular VL
Players have finally undertaken to get assistance from formalized services, they are more
motivated to explore all the various support options available.

A similar proportion have also accessed the Gambling Help Line (1.1%). Specifically,
approximately 1% of Regular VL Players seeking information or help with VL play have
personally accessed the line at least once in the past. However, as noted for gambling support
services in general, the majority of Nova Scotians calling the 1-800 Help Line will be spouses,
friends, family members or other adults seeking to assist someone significant in their lives with a
VL gambling problem.
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PROBLEM VL GAMBLER ANALYSIS

The primary purpose of the Problem VL Gambler Analysis is to identify distinctive
characteristics and behaviours of the Regular VL Players who are experiencing difficulties
with video lottery gambling, in order to gauge and evaluate the nature and causes of
problem play. Regular VL Players were segmented into three groups and a comparison of
Infrequent, Frequent, and Problem VL Gamblers was undertaken, to identify possible causes
and risk factors associated with problem play, as well as to identify Problem VL Gamblers in the
field.

The analysis primarily compares Problem VL Gamblers to Frequent Players of VL games who
tend to play as often as the Problem VL Gamblers, but who are not affected negatively by their
play. Contrasting these two segments identified differences in characteristics, circumstances and
play behaviours; the key factors contributing to problem play.

Identification Of Problem VL Gamblers

Current VL Players were classified as Problem VL Gamblers based on the results of three
independent measures:

1. A derived multi-item attitude score of 16+ on 6 key statements associated with problem VL
gambling (based on pilot testing);

2. A rating of 5 or higher on a 10-point scale, where 1 means “your” VL play is not at all a
serious problem, and 10 means your VL play is a serious problem (self-designated score);

3. Respondent indication they have ever spent more time or money playing VL games than they
should, and that the problem is still unresolved or only partially resolved (self-designated
score).

Respondents had to qualify on at least two of the three measures before being included in the
Problem VL Gamblers segment. There were 105 Regular VL Players who met this nominating
criteria. There were twelve respondents who did not qualify on the first two measures, yet stated
unequivocally they are currently experiencing problems with their VL play and have not yet
resolved the problem. Given these players’ perceptions of their VL gambling, it was decided
these individuals must be included in the Problem VL Gamblers segment.

The Problem Segment

e Problem VL Gamblers currently comprise 16% of the Regular Player base. The
two non-problem regular player segments consist of Frequent VL Players (play once a
week or more) who make up 38% of Regular Players and Infrequent VL Players (play
one to three times a month) who make up 46% of Regular Players.

OCAL| Kesearcss
October, 1998 XVIII =



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY TABLE OF CONTENTS

Problem VL Gamblers represent 0.92% of adults in Nova Scotia or approximately
6,400 adults in any given three-month period.

Problem VL Gamblers contribute a major part of the total revenue from VL
Gambling, spending $808.88 per month compared to $228.50 for Frequent Players
and $53.49 for Infrequent Players. Problem VL Gamblers account for 53% of the total
annual revenue for Video Lottery Gambling in Nova Scotia. On an annual basis, these
players spend approximately $9,706.56 each and collectively contribute approximately
$62 million in VL revenue to the Province.

While the Problem VL Gambler segment comprises 16% of Regular VL Players in Nova
Scotia, there is an additional 9% of players who indicate they have had problems
with their VL gambling in the past, but have subsequently resolved their problem.
This suggests that the majority (75%) of Regular VL Gamblers play the games relatively
free of problems. It is likely that some of these respondents may in fact be experiencing
problems with their play and were not identified in the survey. Furthermore, the
evidence suggests players may move in and out of problems in managing their play at
various times. However, it is reasonable to conclude that the vast majority of
Regular Players derive benefit from the entertainment value of the games without
suffering any lasting ill effects.

Environmental Factors

Ease of access to the VL machines is likely contributing to problem play. Compared
to Frequent Players, Problem VL Gamblers claim that they feel strong desires to play the
games whenever they are near a VL machine (65% versus 26%). As well, the majority
(78%) of Problem VL Gamblers support the restriction of VL machines to three or four
locations in Nova Scotia, presumably to help them control these urges, as compared to
only one-third of other regular players.

Product design is likely contributing to problem play by the Problem VL Gamblers.
The products are designed to enhance the illusion of control and the role of skill, which
reinforces the Problem VL Gambler’s superstitions about VL play. The belief that they
can influence the odds of winning the game leads to chasing behaviour, which is a major
cause of their VL gambling problem.

Personal Factors

There are not large skews in the demographic characteristics of the Problem VL Players
when they are compared to other Regular VL Players. Problem VL Gamblers are not
more likely to be unemployed. Their work status and occupation status profiles are very
similar to other VL players.

Compared to other Regular VL Players they are less likely to be aged 19 to 24 or over 60
years of age, to be students or homemakers, to be in households with 3 children, to be in
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households with five or more persons in them, and to have incomes between $35,000 and
$45,000 or over $75,000.

e Compared to other Regular VL Players they are more likely to have less than grade nine
education, to be aged 50-59, to be living in two adult households with no children, and to
be separated/divorce/widowed.

e Most of these demographic segments are small (5% - 14%) and do not cause a large shift
in the profile of Problem VL Gamblers compared to the other Regular Players. However,
these groups may be particularly vulnerable to problems with VL gambling and may
require targeted intervention strategies. The only large segment associated with a greater
likelihood of being a Problem VL Gambler are those players living in two adult, no
children, households (28%). The largest demographic segment with less chance of being
a Problem VL Gamblers are those Regular Players who are 19-24 year olds (20%).

o The life style of Problem VL Gamblers includes more passive TV watching than any
other segment and includes less social interaction with friends and relatives and
involvement in hobbies, sports or other interactive activities. Gambling and/or
entertainment options like VL games, which are very passive, non-physical and non-
social, fit their life style profile very well. Alternative activities that appeal to a
person with this life style profile would have to be identified as viable substitutes for
VL gambling.

e Problem players are more likely to have incorrect beliefs about the odds of winning
when they play. In particular, they are more likely to believe they can win when they
start to play and to believe they are more likely to win after a string of losses. They
exhibit superstitious behaviour, which they believe influences their chances of winning
(playing machines that haven’t paid out recently or playing machines in specific
locations). They also believe they are more skilled in the play of the games and, thus,
can influence their chances of winning through their ability to control the play of the
game.

e Problem VL Gamblers tend to experience strong physiological, emotional and
behavioral responses towards playing VLT s that those in the other player segments
do not have. This suggests their problem is related to a large extent to their individual
characteristics. These physiological (heart palpitating, sweaty palms, etc.) and emotional
(excitement, anger etc.) responses are symptomatic of the individual’s heightened
response (arousal level) to the play of the games. This suggests they just can’t quit when
they should, or even when they run out of money. This inability to stop playing when
they know they should is a major contributor to their problem.

Any attempts to reduce problem play will have to address changing the beliefs and actual
play behaviours of Problem VL Gamblers, as well as reducing the game’s effect on their
arousal levels while they play. This suggests focusing attention on a combination of factors
contributing to their play behaviours, including the machine/game designs, situational
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factors impacting play and the individual’s perceptions and motivations. Specifically,
efforts should include reducing the perceived value of superstitious behaviour, limiting
their perceived ability to influence the outcome of their play, changing perceptions about
the odds of winning after a loss, and reducing factors that lead to, and facilitate, chasing of

losses.

Situational Factors

Problem VL Players are much more likely to go to a VL location directly from
home or work with the primary (often sole) purpose of playing VL games. This
means they take enough money for that purpose and they select a location where they
know they can play out of sight for an extended period of time. The situation at home is
often cited as the trigger for VL gambling as they often play to escape problems at home.
Other situations that cause them to play include; when they are not working and have
“nothing better to do””; when they feel depressed and play to relieve the depression; and
when they are short of cash and hope to pay off bills through their VL winnings. Dealing
with the extraneous situations triggering the VL Gambling response may be the
necessary first step to solving the problem at the VL machines.

Another situational factor at home that likely causes problem VL gambling is the
presence of another Problem VL Gambler in the household. If there is a Problem VL
Gambler with another regular VL player in the household, there is a 43% chance that the
other player is also a Problem VL Gambler. Again, the problem is a household problem
and must be dealt with at that level.

The fact that they go directly to a location to play VL games means Problem VL
Gamblers are more likely to select a location for the quality of its VLT area, not on
its other entertainment values and are therefore less likely to be distracted by, or
interested in, other activities that might be less costly at that location.

Drinking does not seem to be a major cause of problem play, and in fact, VL play
likely reduces the consumption of alcohol as VL players, in particular Problem VL
Gamblers, shun alcohol in order to maintain their concentration on the games and
conserve their funds for VL play. (NOTE: It is unclear in the current study as to the
role of alcohol when these individuals are not playing VLT’s. This is an area which
warrants further study.)

Social Factors

Surprisingly, Problem VL Gamblers frequently play VL games with other players,
either on the same machine, or on a nearby machine. Thus, a positive social
atmosphere may contribute to problem play in some cases. However, this may provide
an opportunity for intervention if a way can be found to have friends and/or family help
the Problem Gambler control their play (e.g., responsible gaming communication
strategies similar to those instituted for drinking and driving).
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Affinity Toward Gambling In General

Problem VL Gamblers are attracted to all forms of gambling and, on average,
spend more in total on other forms of gambling than the other player segments
($109.75 versus $86.98 for Frequent Players and $55.87 for Infrequent Players). In
particular, compared to Frequent and Infrequent Players, they are higher spenders on
those types of gambling which are non-skill, random outcome games such as lottery
tickets (Lotto 6/49, scratch 'n wins) and casino slot machines. Therefore, the availability
of a more passive/random forms of gambling has likely had a significant impact on the
development of problem play for these adults.

The Problem Players have relatively high expenditures on casino slot machines ($29.70
versus $9.55 for Frequent Players and $5.87 for Infrequent Players), suggesting that slot
machines would be a potential substitute for many of the Problem Players should
current access to VLT’s be restricted.

Identification of Problem VL Gamblers

On-Site Identification

The research identified several ways that Problem VL Gamblers can be identified
on site. For example, although they make up only 16% of regular players, Problem VL
Gamblers spend much more time playing the games, as compared to those in the other
segments (on average, 189 minutes per time versus 30 to 60 minutes for other Regular
Players). As a consequence, they are much more likely to be “occupying a stool” in front
of a VLT at any given time of the day. In general, they make up at least 48% of those
playing the games at any particular time. However, there are some places, days and
times when they occupy an even larger proportion (58% or more) of the available
machines. Specifically, Problem VL Gamblers are more likely to be found at sports bars,
native gambling establishments, or other non-bar type locations (restaurants); at any VL
machine on Sunday through Wednesday and; on any day from 10:30 a.m. to 7:00 p.m.

At any given time, at any given VL location approximately half of all those adults
playing video lottery games will be problem VL gamblers. It is interesting to note that
this fact may be the reason why many people assume that most VL players spend long
hours and large amounts of money playing VL games. If “observers” base their opinions
on the people they see playing, they are likely to substantially over estimate the
percentage of Players having problems.

Problem VL Gamblers are also much more likely to exhibit behavioural responses
to play that will further aid in identifying them through observation. Specifically,
they make up 76% to 86% of any of the players one may see groaning, kicking a
machine, talking to a machine, swearing, cursing or yelling while they play.
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In-questionnaire Identification

e The behavioral, physiological and emotional responses of Problem VL Players tend
to be stronger and more frequent than for other Regular Players. A self-
administered survey that asks about these responses would be viewed as non threatening
and would likely be answered honestly by most players. A selection of such questions
would comprise an effective screen for identifying Problem VL Players, as opposed to
the use of more threatening questions commonly administered in existing screens (e.g.,
SOGS, DSM 1V).

The Impacts of Problem VL Gambling

e Many Problem VL Gamblers have been playing for more then four years (57%) and
have obviously survived thus far. Therefore, the negative effects on them personally, and
on their family’s lives, may be on-going.

e Many have incurred some form of debt in the last year. These players have delayed
bill payments (33% in the last year), dipped into savings (23%), used credit cards (21%),
sold personal property (11%) and spent mortgage or rent payments (9%). As many as a
third have had problems paying back debts they have incurred as a consequence of VL
gambling.

e The play affects them personally with 85% having feelings of guilt and 50% saying
they are sometimes depressed.

e Over half of Problem VL Gamblers say that VL play affects their relationship with
friends and family. The Problem VL Gamblers have friends and family worrying about
them (55%), they spend money on VL gambling that was meant for other purposes
(49%), they lie to others about their VL Gambling (48%), they feel anxious and irritable
when not playing (27%), and they have trouble sleeping (26%).

Coping Mechanisms

e Problem VL Gamblers admit that they have very little will power when it comes to
stopping their play of VL games. Approximately three-quarters (76%) have either
stopped or tried to stop playing at some time in the past. Setting a budget works upon
occasion, however, they will often ignore their budget if they still have money or access
to additional funds they can continue to spend. The most successful strategies for
controlling their expenditure take away their ability to continue playing for extended
periods once they have started to play the machines. These strategies include only
bringing a budgeted amount to the location, leaving bank and credit cards at home
enlisting the aid of spouses and/or friends and avoiding places that have VL machines.
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Problem Gambling Support Services

e Approximately one-third (34%) of Problem Players have had contact with sources
of assistance in the past. When they sought help, they more often (26%) went to
informal sources such as spouses, friends or employees, Fifteen percent (15%) have gone
to formal sources such as counseling services, the Gambling Help Line, Gamblers
Anonymous or religious organizations. However, 70% of Problem VL Players have tried
to stop, or control, their gambling in the last year alone. This suggests that there is
considerable opportunity for formal agencies to assist a larger part of the Problem Player
population. As well, efforts can be focused on providing the informal sources of help
(such as friends and family members) with assistance in helping the Problem Players, or
directing Problem Players to the formal agency for assistance.

e The Non-Problem Player segments account for 78% of those Regular Players who
contact sources in order to help others. Conversely, Problem Players comprise 85%
of those Regular Players who seek out assistance in order to help reduce or stop
their own problem play. All Regular Players are, therefore, potential targets for
assistance, whether to help others or to help themselves. This means that on-site
promotion, or intervention, perhaps provided by bar staff or displayed on the VLT
machines, would be reaching those most in need of assistance.

e Seeking assistance from friends, family and institutions is not common among those
Problem VL Gamblers identified in the study. When they do seek professional help,
they report mixed results from sources such as Gamblers Anonymous and the
Gamblers’ Help Line. This is not particularly surprising since the Problem VL
Gamblers in the study who have used any gambling support services are obviously still
continuing to experience difficulties with their VL gambling. Therefore any assistance
they received from the various service providers has had limited or no impact on their VL
gambling as yet. Simply by definition those Problem VL Gamblers who have
successfully stopped playing video lottery games did not participate in the survey of
Regular VL Players and, therefore, their responses are not included. While the feedback
from those adults who are currently involved in problem VL gambling offers valuable
insight to service providers as to areas for improvement or further development, it only
provides part of the picture. Through additional research it will be necessary to include
the responses of those who have managed to overcome their problem with video lottery
gambling in order to adequately assess and evaluate the effectiveness of problem VL
gambling interventions and treatment strategies. (Note: A proposal for a Study of
Lapsed Regular VL Players in NS has been submitted for DOH consideration.)

Overall, the results of the study indicate that 5.7% of adults in Nova Scotia are involved in
regular continuous play of video lottery gaming. These adults account for approximately
25% of all those who play VLT’s each year in the province and contribute approximately
96% of the annual provincial net revenue for VL gambling.
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The majority of Regular VL. Gamblers (75%) appear to derive entertainment benefit from
VLT play and do not report or manifest any long-term ill effects from VL gambling.
However, the results suggest that at least 25% of Regular Players have had difficulties with
their VL gambling, with at least one-third having attempted to stop and/or reduce their
play levels at some time since they have started playing the machines.

The Problem VL Player segment identified in the current research comprises a distinct
group of VL Gamblers in Nova Scotia. This group is strongly differentiated from other
regular VL gamblers. Problem VL Gamblers in Nova Scotia presently comprise 16% of all
of those who play the machines on a regular basis which translates to approximately 0.92%
of all adults in the province. This group of VL Gamblers contributes just over half of the
net revenue for video lottery gambling and, at any given time, will comprise almost half of
all those sitting in front of a video lottery terminal in Nova Scotia. For the most part, these
adults report significant guilt and anxiety, are experiencing difficulties in coping and are at
a loss as to how to control their VL gambling.

The results of the Problem VL Gambler Analysis suggest that there will not be any single
treatment solution in addressing problem video lottery play. Prevention, intervention and
treatment strategies will have to be as varied as the many factors impacting and
contributing to problem VL gambling. By focusing on the specific behaviours, perceptions
and characteristics of the individual, it may be possible to customize effective treatment
approaches on a per problem player basis. The results of the current study can be used as
input in designing and testing various models related to VL gambling treatment.
Furthermore, the study results suggest that there are opportunities for harm minimization
or harm reduction in terms of those adults who have not (yet) developed problems with VL.
gambling, but who may be at risk for problem play in the future.

The results of the Nova Scotia VL Players’ Survey provide a comprehensive overview and
profile of video lottery play in the province. A number of viable options in addressing
problem VL gambling in Nova Scotia are identified, which can be further explored and
tested. However, given the revenue contribution of Problem VL Gamblers, any “solution”
may have significant implications for VLT revenues in the province.
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1.0 INTRODUCTION

In May, 1991, Nova Scotia was one of the first jurisdictions in North America to undertake the
administration/management and control of the video lottery market. By 1996, play of video
lottery games accounted for almost $375 million wagered by Nova Scotians and approximately
54% of the provincial revenue derived from total gambling activities. Video lottery terminals
are now available in all provinces, except Ontario and British Columbia, although Ontario is
currently preparing to launch its video lottery program. However, to date, there had been no
random quantitative studies undertaken by any provincial jurisdiction which specifically
examined video lottery players. Consequently, much of what is known about the players and
video lottery play habits is based on very small random samples, non-random qualitative studies,
anecdotal information or from treatment populations.

Given the vast revenue potential for video lottery gaming, it is an extremely attractive option for
financially constrained governments. As video lottery becomes more widespread, the negative
consequences of play are also becoming more evident. In the absence of any conclusive
information on the association between video lottery play and problem gambling, the public and
service providers, on a community level, are struggling to cope with the video lottery issue.
Removal or banning of the machines is often viewed as the only reasonable alternative. Prior to
May, 1991, and the government operation of video lotteries, the “Grey Market” for the illegal
machines was estimated at approximately 1,500 to 2,000, with presumably similar negative
consequences for players (although those adults likely comprised a smaller portion of the
population). Banning video lottery play may only serve to eliminate social play and drive the
problems associated with video lottery gambling underground.

There is a strong need for accurate, reliable information on video lottery play and the factors
contributing to problem play. Although currently, on a per capita basis, Nova Scotia tends to be
ranked sixth in Canada in terms of the number of terminals per 1,000 residents (3.55), the
province still represents one of the most mature and evolved video lottery gaming markets in
North America.

In recognition of a need to manage the consequences of having had the machines available over
the past seven years, the Nova Scotia Department of Health Problem Gambling Services wished
to develop a more concise and extensive profile of VL Players in this province. Specifically,
they wanted to determine the profile of problem and non-problem players to develop an
understanding of the mechanisms players can use to overcome problem gambling on video
lottery terminals, and to develop a list of indicators that can be used for the identification,
prevention and treatment of problem video lottery players.

In June, 1997, Focal Research Consultants was commissioned, by the Department of Health, to
undertake the first benchmark study of video lottery play in Nova Scotia.

Focal Research has been researching the video lottery market on an on-going basis since 1991,
when the first in-depth studies on game adoption by potential players was undertaken in Nova
Scotia for the Atlantic Lottery Corporation. Since that time, Focal Research has conducted
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numerous qualitative and quantitative studies on the subject and, thus, are able to apply this
experience and expertise to developing an understanding of VL play in Nova Scotia.

1.1 Project Objectives

The primary objective of the project was to:

“develop an extensive and comprehensive profile of video lottery players in the province (of
Nova Scotia) in terms of playing habits, attitudes and lifestyles” in order to determine:

+ the proportion of players exhibiting problem VL gambling behaviour;

+ demographic/characteristics of VL players and the subset of problem players,

+ impacts on life/lifestyle;

+ adelineation of the risk indicators that will assist in designing prevention and treatment
strategies.

Given these objectives, the goals of the project are essentially twofold:

1. to provide an extensive/comprehensive profile of video lottery play in Nova Scotia;

2. identify risk factors associated with VL play for input in designing prevention and
treatment strategies.

As the first comprehensive study of VL play undertaken in Nova Scotia, the results also provide a
benchmark measure against which VL play and subsequent intervention and harm reduction
strategies/programs can be monitored and tracked. Therefore, it was also necessary to establish
a baseline measure of attitudinal, behavioural and psychographical response for total
adults in Nova Scotia for comparison to VL Players. Rigorous standards in terms of data
collection and methodology were incorporated into the study design to ensure data accuracy and
reliability. In spite of the quality of the data, however, the relevance of the project and its
ultimate effectiveness is driven by the specific information gathered by the survey.

1.2 Questionnaire Design

The original RFP for the study specified that a key component of the questionnaire would consist
of identifying non-problem, problem and pathological gambling through the use of existing
gambling screens deemed appropriate by the Department of Health (e.g. lifetime and current
SOGS, DSM IV, MAGS).

The RFP also indicated that the development of the survey must “include” but was not “limited”
to these measures.

In the proposal for the project, Focal Research acknowledged that, as requested, the questionnaire
would be largely comprised of previously designed and tested measures. However, it was also
indicated that these surveys would most likely require modifications in order to be effective in
exclusively addressing video lottery play.
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Subsequent review of the existing screens by the Department of Health and Focal Research
identified a number of weaknesses associated with their inclusion. In particular, there was
significant uncertainty as to the efficacy of adapting current gambling screens to specifically
address video lottery gambling (Lesieur and Blume, 1987, 1993; Lesieur, 1994).

Given these concerns, an extensive literature search was undertaken including attendance at the
International Gambling and Risk Taking Conference in Montreal (May 31-June 5, 1997). Dr.
Henry Lesieur (one of the co-developers of the South Oaks Gambling Screen and co-author of
current DSM IV) was contracted as a consultant to the project. In addition, meetings/discussions
were conducted with other key researchers currently active in the field of problem gambling
including Dr. Mark Dickerson (Australian Institute for Gambling Studies), Dr. Robert Ladouceur
(Université de Laval, Canada) and Dr. Sue Fisher (University of Plymouth, UK).

There is considerable controversy regarding the effectiveness of both the SOGS and the DSM
IV for use with non-clinical populations (Dickerson, 1993; Volberg, 1996; Walker and
Dickerson, 1996; Schaffer et al., 1997). These screens are primarily used to determine
prevalence estimates of problem and pathological gambling in a population. The survey
questions are long as an addendum and cannot be modified without affecting the instrument’s
reliability/validity. The information obtained is descriptive rather than actionable and, therefore,
it is difficult to translate results for use in treatment strategies. Furthermore, identification of
appropriate cut-off points to minimize concerns regarding false positives are unclear and ill-
defined at present. There is a consensus that new measures are required to address the concept
of problem gambling at large. In particular, efforts are being directed at developing a new
measure for use in Canada which can circumvent the problems associated with the general
application of clinical screening instruments (Canadian Gambling Prevalence Project). A sub-
committee, the Interprovincial Task Force on Problem Gambling, was struck and issued an RFP
in June, 1997, asking for the development and testing of a new measurement instrument for
problem gambling for use in the general population. Subsequently, the Canadian Centre on
Substance Abuse was contracted to conduct this pioneering gambling research. The first
exploratory phase of the research project is currently underway.

In on-going discussion with the Department of Health, it was decided that the use of previously
specified gambling screens was inappropriate for the current VL project in Nova Scotia.
Furthermore, the use of such screens may compromise the ability of the survey to obtain other
behavioural and attitudinal data relevant to defined study objectives (due to survey length,
repetition of measures and type of information obtained).

Therefore, the questionnaire was specifically designed for the project, incorporating the
identification of problem gambling within the context of VL play.

NOTE: The SOGS and/or DSM IV can be administered separately to those survey respondents
agreeing to join the on-going VL research panel (n=482). This return to sample methodology
can be used to obtain prevalence rates of problem/pathological gambling for comparison
against results in other jurisdictions or to address other issues of interest to the DOH as they
arise.
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Prior to the meeting scheduled July 11, 1997, with the Department of Health, Focal Research
developed a model for the questionnaire. Pending receipt of other relevant materials and
research from various sources, the draft questionnaire was revised based on the current
information available. The revisions also incorporated key information from Michael Walker’s
book, The Psychology of Gambling, Henry Lesieur’s book, The Chase and “Cognitive
Constructs” associated with gambling as identified by Dr. Michael Walker and Dr. Robert
Ladouceur (1996). In addition, the 24 interviews conducted for the Department of Health by
Baseline Research as a follow-up to the Gambling Prevalence Study in Nova Scotia were also
reviewed in detail for VL references relevant to the Nova Scotia gaming market.

Dr. Henry Lesieur was instrumental in providing additional insight, as well as relevant
background information, research and literature.

Focal Research administered an initial draft of the survey to 11 regular video lottery players who
participated in approximately one hour in-depth one-on-one interviews (July 5-9, 1997).

The questionnaire model, a revised version of the questionnaire (DRAFT II), as well as a
preliminary listing of attitudinal and lifestyle measures were presented to the Department of
Health on July 11, 1997 for evaluation.

The key considerations resulting from this meeting were as follows:

1. The questionnaire designed for the project must undergo formalized testing prior to field
use to ensure the efficacy of the survey instrument. As this survey was specifically
designed to address the project objectives, the reliability and validity of the measures had not
yet been confirmed. This phase included player input to ensure assumptions based on other
research sources were relevant to video lottery play.

2. Once the survey was designed sufficient pre-test data was required for detailed analysis.
This was used to identify key factors impacting VL play and allow for refinement and
reduction of the questionnaire in terms of length and content.

3. The time lines for the project were adjusted to maximize response rates, minimize time
costs and allow for survey design and pre-testing. It was believed that conducting the data
collection for the project during August would lead to higher respondent attrition (i.e.,
unavailability due to vacations, summer time activities) and a higher rate of call backs to
secure completion. This had implications for response rates (i.e., representativeness of the
sample), as well as costing.

Therefore, the field portion of the study was rescheduled to October, 1997. This also allowed
for the requisite testing of the questionnaire prior to data collection.

1.3  Survey Design & Pre-Testing

1. Phase One: Qualitative Research - Focus Group Testing of Concepts
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In-depth discussion groups with both light to moderate regular VL players (social players)
and heavy regular VL players (serious players) were used to gain insight as to the
effectiveness of the DRAFT III questionnaire under development.

Participants were asked to complete the questionnaire prior to taking part in discussions
regarding the relevance of certain items and evaluation of specific questions during the
sessions. The information was used to revise the questionnaire for field testing.

NOTE: One-on-one interviews (n=8) were also used as a follow-up to explore sensitive issues in
greater detail to gain additional insight.

1. Phase Two - Quantitative Pre-testing - Field Testing of Concepts

A non-random stratified sample of light, moderate and heavy regular VL players was
undertaken to test the revised questionnaire resulting from the qualitative testing (DRAFT
V).

This formalized pre-test required a large enough sample size (n=88) to adequately analyze
the responses and determine the factors impacting critical study measures. These
preliminary interviews were approximately forty-five minutes to one hour in length and
allowed for incorporation of some unstructured feedback. Therefore, senior level
interviewers conducted the interviews. To minimize the costs associated with sampling this
rare population, Focal Research’s in-house confidential listing was accessed. In addition,
snowball referral sampling was used to facilitate participation rates (having a regular player
refer another regular player).

2. Phase Three - Analysis and Final Questionnaire Design

Response frequencies were examined and advanced statistical analysis conducted to refine
the measures included in the final questionnaire.

Factor analysis was used to examine factor loadings for the various attitudinal, motivational
and lifestyle statements. The additional analysis was exploratory and dictated, to some
extent, by survey results. It included: discriminate analysis; correlational analysis; and
segmentation analysis. Particular attention was paid to developing and testing a procedure
for identifying Problem Players. Five different measures, some based on multi-item
measures, were developed and tested to determine validity and reliability, as well as
providing an estimate of the incidence of Problem Players in the population which was used
to determine the required sample size for the main survey.

The data was also used for on-going exploratory analysis during data collection to assist in
development of modeling and segmentation which was applied to final study results. An
overview of pre-test results was presented to the Department of Health prior to finalizing the
questionnaire.
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Dr. Henry Lesieur reviewed the final draft of the survey and offered valuable feedback which
was incorporated into final questionnaire design.

3. Phase Four - Interviewer Briefing & Sensitivity Training

Interviewers at Focal Research already participate in a mandatory eighteen hour training
session for social and marketing research data collection. While it was emphasized that the
interviewers are not trained counselors, it was also recognized that, during the course of the
project, they potentially may encounter individuals who are in crisis or distress, due to their
video lottery gambling. Staff needed to be adequately prepared, in order to cope emotionally
and professionally with respondents without compromising the respondents’ trust or the
integrity of the data collected.

All project interviewers participated in an intensive two day workshop consisting of:

> sensitivity training provided through the Department of Health Problem Gambling
Services and other related gambling service providers, in order to:

+ enhance the information gathered by the front-line interviewers;
» familiarize interviewers with gambling issues and problems;
+ provide interviewers with greater sensitivity towards respondents;

+ ensure appropriate coping mechanisms, if the interviewers encounter someone in crisis
or distress;

> data collection briefing including sample instruction, household screen and questionnaire
design, role playing and discussion;

> familiarity with problem gambling referrals and supplementary services (1-800 Gambling
Help Line, Crisis Intervention programs).

The dedication and professionalism of the interviewers who collected the information for this
study has made an invaluable contribution to the understanding of video lottery gambling.
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1.4 Research Design

To address the objectives of the study, two independent surveys were conducted by telephone
with randomly selected adults in Nova Scotia:

1. VL Players Survey (n=711)
2. General Population Survey (n=400)

VL Player Survey:

The VL Players’ Survey was conducted by telephone with 711 randomly selected adults in Nova
Scotia who, based on their play behaviour over the past three months, played video lottery games
at least once a month or more. Data collection for the study took place from October 12, 1997,
to January 19, 1998 (interviews were suspended over the holiday season (December 18 to
January 2/98) to avoid compromising response rates for the project).

During data collection, a random sample of 11,691 households in Nova Scotia were initially
contacted for participation in a household screening survey. The Household Screen consisted of
a brief five-minute survey which identified the total number of adults (19+ years) in the
household and, for each adult household member, past involvement in four broad gaming
activities, including video lottery. Those who had ever played VL games were further screened
for regular, or past regular, playing patterns with those playing, on average, once a month or
more referred to the Players’ Survey. A list of lapsed regular players was also compiled at this
time for future research consideration (n=197). Each household member was screened
individually, as it was found that one adult was not necessarily aware of another household
member’s involvement in video lottery play.

Of the 11,691 households sampled, a total of 9,339 households and 18,650 adults in Nova
Scotia were successfully screened, yielding a response rate of 79.9% for the Household
Screen. Within this sample, 927 Regular VL Players were identified and 711 (76.7% of all
those qualified) completed the VL Players’ Survey. The overall response rate for the
survey was 61.3%. This means that approximately 61.3% of all Regular Video Lottery Players
in the original 11,691 households, randomly sampled, successfully completed the questionnaire.
Thus, the results of the study are considered representative and are generalizable to the
population. While it is recognized that the sampling procedure for the project excludes those
adults in institutions and transient or homeless adults, according to Statistics Canada 1997
estimates, 98.3% of Nova Scotians currently live in private households. It can be assumed that
those adults living in households differ significantly from transient, institutionalized adults or
those who are not living in households. Therefore, these adults should be examined using a
separate and more appropriate survey approach which is beyond the scope of this current study.

The VL Player interviews ranged from thirty minutes to two hours, with an average of
approximately forty-eight minutes in length. There was only one refusal in progress. In order to
maximize participation rates and enhance the accuracy and honesty of the information collected,
the surveys were conducted at the convenience of the respondent (e.g., Sunday morning when a
spouse was at church, 6:00 a.m. when a spouse/partner was working back-shift, or repeated

(Ll FEFL

October, 1998 1-7



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY TABLE OF CONTENTS

callbacks to ensure the respondent had sufficient privacy and time to complete the survey). On
average, there were 76 calls placed per completed survey (including completing the household
screen), for a total of approximately 54,036 calls. Upon completion of the survey, 482 Regular
Players (68%) agreed to join Focal Research Consultants Ltd.’s confidential research panel for
on-going study related to video lottery play.

General Population Survey:

The General Population Survey was conducted with 400 randomly sampled adults in Nova
Scotia, from November 20 to December 6, 1997, with a response rate of 61.1%.

The interviews ranged from 13 to 29 minutes, with an average length of 17.8 minutes.

Prior to analysis, the incidence levels of VL play for adults obtained in the two samples were
compared.

Household Gen. Population
Screen Survey
(n=18.650) (n=400)
Incidence of Regular VL Play (on average 5.0% 5.73%
1+ per month)
Incidence of Trial (ever played VL) 40.5% 38.5%
Incidence of Non-VL Players 59.5% 61.5%

There were no significant differences between the two samples in terms of estimating the
percentage of adults involved in video lottery play in Nova Scotia. This finding was compelling
since different sampling techniques were employed (see Section 1.5 - Sampling) and, thus,
provided convergent validity for the estimate of VL play activity by adults in Nova Scotia.

In order to profile VL play within the context of all adults in Nova Scotia, the two samples were
weighted based on the results from the General Population Survey and combined prior to
analysis.

1.5 Sampling

Given the project objectives, sampling was a key component of the study and has contributed
substantially to the representativeness of the results. This is particularly critical, as the survey
results establish benchmark measures for video lottery gaming in Nova Scotia, and will be used
for input in the development of programs designed to address problems associated with video
lottery gaming in the province.
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October, 1998 1-8



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY TABLE OF CONTENTS

1.5.1 Sample Considerations

& Generating A Random Sample Of Households

In determining incidence levels, sampling was initially based on a random sample of households
in Nova Scotia. Household samples are generated from the current listings for all residential
telephone numbers published by Maritime Tel & Tel (MT&T).

Focal Research used rotational systematic random sampling in generating a sampling frame.
This means the combined listings (i.e., total population of elements) are randomly sampled a
minimum of three times through. This ensures that all elements in the population (i.e., listing)
have an equal probability of being selected regardless of the response rate or completion rate for
the sample. For example, if a higher response rate is obtained or the incidence of qualified
respondents differs from study assumptions and the telephone listings were only sampled once
through the combined directories, those adults living in particular areas of Nova Scotia and/or
whose name started with a letter earlier in the alphabet would be more likely to be selected for
participation.

The primary limitation of this approach is the exclusion of unlisted telephone numbers. It is
estimated that approximately 1.85% of residential telephone numbers in Nova Scotia are unlisted
(source: MT&T, 1998). While Random Digit Dialing incorporates these unlisted numbers into
the sampling frame, it also includes non-residential numbers (i.e., business, fax, emergency and
vacant lines), which increases the proportion of non-eligible numbers in the sample. Primary
concerns associated with Random Digit Dialing sampling technique include:

+ the introduction of an additional step in the sampling procedure, as the initial contact on the
overall sample is used to define parameters of the actual sample of potentially eligible
respondents for the study. This is costly in terms of time and budgetary resources,
particularly when further screening for a rare population is introduced once the general
residential sample has been defined;

+ it is difficult to manage response rates and incidence levels as surveys are typically
completed on an on-going basis, as eligible respondents are identified rather than after the
sample of eligible respondents has been defined. Determining the percentage of eligible
respondents on the sample who have actually participated in the study versus those eligible
respondents on the sample who have not taken part (i.e., response rate) indicates how
representative the sample and, thus, the study results are regarding the underlying population
being examined;

+ introduces a nuisance factor and erodes respondent goodwill by contacting emergency
services/lines, businesses and unlisted numbers which are typically unlisted to avoid
unsolicited contacts. Given the large sample required for the study (=14,000 numbers), the
ramifications of this approach would be fairly far reaching.

Therefore, the inclusion of approximately 1.85% of the residential population with unlisted
numbers is offset by the considerable costs and extensive management efforts required to ensure
a representative sample.
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& Generating A Random Sample For The General Population Survey

Once the sampling frame had been selected, each household on the sample was then further
screened to randomize the selection of adults within the household. According to Statistics
Canada data (source: Financial Post Canadian Markets 1996), on average, there are
approximately 2.0 adults per household in Nova Scotia, with approximately 75% of households
representing census families. To ensure a random sample of Nova Scotian adults, participant
qualification was based on the selection of a male respondent 19 years of age or older, if the
telephone number ends in an odd digit and the selection of a female respondent (19 years of age
or older), if the telephone number ends in an even digit. This methodology is superior to other
methods of random selection within households such as asking for the individual whose
birthday is next or randomly selecting from all adults in each household for the following
reasons:

+ controls for self-selection bias, as participant selection is based on an independent verifiable
parameter (telephone number) rather than a respondent’s answer. This also eliminates
interviewer judgement/biasing in completing a survey with an ineligible respondent in order
to meet project time constraints or quotas;

+ ensures a random sample of men and women without instituting non-random quota
sampling, as women are more likely to answer the telephone and, typically, are more inclined
to agree to participate in the interviewing process;

+ controls for over-sampling of single-adult households, which represents approximately 10%
to 13% of Nova Scotia adults, but approximately 25% of households. If the designated
gender for selection (i.e., male or female adult) does not reside in the household, the call is
terminated; while if “next birthday” selection or random selection is used, the adult in a lone-
person/adult household is always selected, which can inflate the incidence of participation by
this group to 20% or more of a particular sample. As single-adult households differ
significantly from multi-adult households in terms of behaviour and attitudes, over-sampling
this group can have a significant impact on results.

Introducing quota sampling can offset this bias, however, the representativeness of the resulting
sample can only be determined if each quota group is randomly sampled within and response
rates are calculated for each group. This necessitates conducting a separate sample for each
quota group which substantially increases project time costs. If probability quota sampling is
not used, the resulting sample simply represents a convenience or non-probability sample which
may be reasonable for exploratory designs in which the emphasis is on generating ideas (i.e.,
focus groups). However, the problem with convenience samples is there is no way of
determining whether or not it is representative of the underlying or target population, “although
there is temptation to conclude that large samples, even though selected conveniently, are
representative...which they are not.” (Gilbert Churchill, Marketing Research Methodological
Foundations, 1987)

One drawback of the rotational systematic random sampling used for the General Population
Survey is an under-representation of young adults (=19 to 24 years) in the population . Adults
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19 to 24 years have a greater tendency to be living in households with two or more other adult
members (58% versus 21%) (either living at home with parents or living with roommates). On
average, those aged 19 to 24 have 2.9 adult household members versus 2.0 for adults 25 years or
older. As a result, random sampling of adults by household tends to underestimate the incidence
of young adults in the population by approximately one-third (those aged 19 - 24 account for
only 6.4% of adults on the sample, although they represent approximately 11% of the population
in Nova Scotia. However, in the VL Players’ Survey, all adults in each household were screened
and, therefore, this bias is not introduced for young adults who are regular players.

1.5.2 Sampling Design For The Video Lottery Players’ Study

To assist in defining sampling procedure for the VL Players’ Survey, a series of questions was
inserted into Focal Research’s provincial omnibus (Provincial Pulse). The study was conducted
with 200 randomly sampled adults in Nova Scotia one week prior to the proposal submission
(April 15 - 21/97), with a response rate of 64%.

Based on the results of this survey, as well as results presented in the Nova Scotia Gaming
Control Commission’s First Annual Report (1995 - 1996), the following key information was
determined:

+ approximately 8% (£2.2%) of adults in Nova Scotia play video lottery games on a regular
basis of once a month or more;

+ approximately 31% of those households with one regular video lottery player also have at
least one other adult who plays video lottery games on a regular monthly basis;

+ gender is associated with regular video lottery play, with males almost twice as likely to be
regular video lottery players than women and, thus, accounting for almost two-thirds of those
who currently play video lottery games on a regular basis (63%).

These key considerations for sample design indicate that obtaining a sample of video lottery
players based on a random sample of adults is inappropriate for the proposed study as:

1. It underestimates the impact of video lottery play on household behaviour and attitudes;

2. The resulting sample of video lottery players under-represents the actual incidence of regular
video lottery play in the market such that only approximately 40% (or less) of qualified video
lottery players will be included in the analysis due to sample selection.

It was, therefore, concluded that all members of a sampled household who are video lottery
players should be surveyed. This would provide a more accurate profile of video lottery players

and permit additional analysis at the household level at some time in the future.

MULTI-STAGE SAMPLING PROCEDURE:

STAGE 1: Generate a random sample of households from current telephone listings.
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STAGE 2: Screening of all household members in each randomly selected household to
identify regular video lottery players, 19 years of age or older; and lapsed regular
video lottery players, 19 years of age or older.

STAGE 3:  Conduct VL Players’ Survey with those Regular VL Players identified in each
randomly selected household (n=800).

STAGE 4: Generate listing of lapsed regular video lottery players (problem-related lapsed
players) for potential use in future analysis.

NOTE: Stages 2 and 3 were conducted concurrently, as the estimated incidence level of
qualified respondents (regular video lottery players) was known (8% of adults) and,
therefore, could be randomly sampled to obtained the desired sample size.

1.5.3 Supervisory & Sampling Control

All surveys were fully supervised and conducted from Focal Research Consultants’ centralized
data collection facility.

Focal Research operates a minimum of two supervisors per quantitative shift to ensure sample
management, data monitoring and easily accessible staff assistance.

All surveys were 100% edited for accuracy and completeness by the supervisors following
completion. Any surveys with errors or omissions were returned immediately to staff to
recontact the respondent. Any responses (i.e., open-ended, or close-ended) requiring
clarification are recontacted by supervisory staff to ensure comprehension for data analysis.

Random quality control checks were conducted on an on-going basis throughout the study for all
completed surveys. The supervisors recontacted 10% to 15% of each interviewer’s surveys to
verify key data points and to ensure that respondents had a positive experience with the
interview process. This information is maintained on file and available for review.

1.6 Coding & Data Entry
1.6.1 Coding

The verbatim responses for all summary tables and open-ended responses were recorded from
the commencement of data collection. Once 20% of all surveys had been completed (i.e., =160
surveys), the responses were analyzed and grouped into relevant segments. Coding mastersheets
were developed and verbatim responses were entered under the designated or assigned code. A
complete listing of coding and verbatim responses are included in Appendix E. The verbatim
responses were used during analysis to provide insight as to the response for general codes.

Coding mastersheets were reviewed daily by the data manager to monitor verbatim assignments.
In addition, an on-going random 10% to 15% quality control check was performed on all coding
assignments.
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1.6.2 Data Entry

All data entry was conducted by technical support staff and managed by the Data
Manager/Analyst.

The data was entered using a data entry program customized for the specific study using
SYSTAT.

Data entry was performed concurrently with data collection to allow for preliminary data
checks/reviews.

Random quality control checks were conducted on 10% to 15% of entered surveys. In addition,
the data was submitted to customized data cleaning programs which incorporate logic checks, as
well as out of range value checks. Any problems detected were traced back to the respondent
survey for corrective action. The data can be exported to various other applications, including
SPSS, dBase, or worksheet formats.

1.7 Report Objectives
1) Overview of VL Play in Nova Scotia - Section 2.0
A) Profile of the incidence of VL play in Nova Scotia in terms of:
« trial (ever played);
» casual play;

+ regular VL play;
+ lapsed regular play.
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B) Total Population Segmentation Analysis

> Profile video lottery play in the context of a) Non-VL Players; b) Casual VL
Players; c¢) Regular VL Players in Nova Scotia, their lifestyles and
gambling/gaming habits including:

+ who they are (demographics);

« their lifestyles (involvement in work, leisure activities, socializing, community
involvement);

+ their involvement in gaming/gambling activities (trial, regular play, expenditure
levels);

« impact of video lottery gambling (exposure to VLT’s, personal play, play by
household members, awareness of problem players, use of problem gambling support
services).

2) Regular VL Player Segmentation Analysis - Section 3.0

> Profile a) Infrequent; b) Frequent Non-Problem; ¢) Problem; Video Lottery
Players; their lifestyles and their play habits, including:

+ who they are (demographics);

+ their lifestyles (hours spent playing, time of day, occasions for play, on the road
versus at home, socialization profile);

+ their play behaviours and experiences (frequency of play, length of play, preferred
games, betting strategies/levels, quitting rules, expenditure levels, number and
nature of locations where they play, single or group play, social or solitary settings,
biggest wins, biggest losses);

+ their attitudes toward video lottery play (perceptions of winning, motivations to
play, belief in a “system”, preference for video lottery compared to other games of
chance, likelihood they will become “addicted” or spend too much, belief that they
are spending too much or not, attitudes toward government control of video lottery,
alternative activities if not playing video lottery, particularly gambling activities,
etc.).

> Identify and profile problem gamblers who play video lottery games regularly,
their play habits, the effect of play on their lives (and others).

> Identify risk indicators that might identify players who have, or potentially will
have, problems in their lives due to video lottery play.

> ldentify environmental and situational factors, player characteristics and control
mechanisms that lead to problem resolution for those who have had problems
because of video lottery gambling.
The Department of Health wishes to identify successful strategies for problem resolution, those
who are likely to use these strategies, and under what conditions they are likely to succeed. The
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Video Lottery Gambling Problem Resolution Model (Exhibit 1) describes what Focal Research
believes are the key elements of this aspect of video lottery play. This model was developed for

use in questionnaire design and hypothesis testing.

Exhibit 1

Model of VL Problem Play

General
Gambling

Gambling
Outcomes

Situational
Factors

Demographics r

Lifestyle l~

Attitudes
and
Motives

VL Play
*Patterns
*Behaviour
*Betting

*Quitting

Impact on:
*Self
Money *Work/School
and Time *Family
Problems *Financial
Well Being

Coping
Mechanisms

Attempted

*Successful
*Unsuccessful
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1.8  Analysis

The data was analyzed for all adults at a total provincial level and within the Regular VL Player
base. To obtain figures for in-depth analysis for the total Provincial Overview, the data for the
General Population Survey (n=400) and Regular VL Players’ Survey (n=711) were weighted and
combined.

The weighting was based on the incidence of Non-VL Players (61.5%; n=246), Casual VL
Players (31.8%, n=131) and Regular VL Players (5.7%; n=23), as identified in the General
Population Survey. These incidence levels were verified by the results of the Household Screen
(n=9,339). It will be recalled that the Household Screen was used to determine video lottery
play status for adults in Nova Scotia (n=18,650), in order to generate a random sample of
Regular Video Lottery Players for participation in the VL Players’ Survey.

In order to conduct within segment analysis at a provincial level, the 23 Regular VL Players
identified in the General Population Survey were excluded from the combined sample and
replaced by those participating in the Regular VL Players’ Survey (n=711).

1.8.1 Confidence Intervals (Margins of Error)

The following table presents the confidence intervals (i.e., margins of error) for the results of
each sample and each player subsegment. The figures are based upon a confidence level of 90%,
meaning the study results will not vary from actual population figures by more than the
designated + percentage, nine out of ten times the population is sampled. It should be noted that
the margin of error is largest when responses fall around 50% since the variance of the estimates
is highest at this point. As fewer or more respondents indicate a response, due to lower variance
as the proportion estimates approach very low or very high values (e.g., 10% or 90%), the
margin of error will be smaller.

Confidence Intervals/Margins Of Error For Each Sample
Population Sample Confidence Interval at 90% Confidence Level

(NS Adults 19+) Size 10%/90%  20%/80%  30%/70%  40%/60%  50%/50%
Household Screen 679,500 18,650 || +0.36%  +0.47%  +0.54% +0.58%  +0.59%
General Population 679,500 400 || +25%  £33%  +38%  +4.0%  +4.1%
Survey
Regular VI Players ~38,750 711 L1.8%  42.4%  42.8%  3.0%  +3.1%
Survey
Population Subsegments:
Non-VL Players ~418,100 246 +3.1% +4.2% +4.8% +5.1% +5.2%
Casual VL Players ~216,200 131 +4.3% +5.7% +6.6% +7.0% +7.2%
Regular VL Players Subsegements:
Infrequent VL Players ~17,700 327 +2.7% +3.6% +4.1% +4.4% +4.5%
Frequent VL Players ~14,600 267 +3.0% +4.0% +4.6% +4.9% +5.0%
Problem VL Players ~6,400 117 +4.5% +6.0% +6.9% +7.4% +7.5%
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All reported differences are significant at the 90%+ confidence level (p<0.10) unless otherwise
specified. Due to the exploratory nature of the research, and the need to minimize Type 2 as
well as Type 1 errors, a minimum confidence level of 90% was considered reasonable:

e Type 1 error refers to the probability of rejecting the null hypothesis when it should be
accepted, that is, concluding that two values are significantly different when, in fact, they are
the same.

e Type 2 error refers to the probability of failing to reject the null hypothesis when it should be
rejected, that is, concluding that two values are not significantly different when, in fact, they

are.l

1.8.2 Tests Of Significance

Mann-Whitney U tests of significance were used for testing medians. Z-tests (two-tailed unless
otherwise specified) and Chi Square tests were conducted for all between group differences.
Pearson Correlation analysis was used for interval level data correlations, while Spearman
Correlations were used for rank ordered data.

It is noteworthy that, while a minimum 90%+ confidence level was adopted for reporting
significant differences, this criterion was based on two-tailed tests of significance. For
hypothesis testing, where the direction of the difference between groups is hypothesized, the
reported differences are actually significant at the 95%+ confidence level (p<0.05).

1.8.3 Principal Measures For Segmentation Analysis

There are three principal measures used for comparison among the segments to examine VL play
and related activities, attitudes and behaviours:

+ Profile;
+ Penetration;
+ Continued Adoption.

> Profile

+ identifies the percentage within each VL population segment which exhibits a
particular response or characteristic (within each VL population segment, the sum
over the responses or characteristics will equal 100%). This allows users to determine
what a particular segment “looks like” and what the principal characteristics of the
individuals comprising the segment are (e.g., 62% of Regular VL Players are male).

Example:

" CHURCHILL, GA, Marketing Research: Methodological Foundations - Fourth Edition, University of Wisconsin,
Dryden Press, 1987, p. 635-637, 640-646
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Demographic Profile of VL Population Segments

Total Non-VL Casual VL Regular VL
Adults Players Players Players
(n=1088) (n=246) (n=131) (n=711)
% of Population 100% 61.5% 32.8% 5.7%
Gender:
Males 48% 41% 58% 62%
Females 52% 59% 42% 38%
(Total) (100%) (100%) (100%) (100%)

I:l - denotes significant differences at the 90%+ confidence level among VL population segments.

+ 48% of adults in Nova Scotia are male;

+ 41% of Non-VL Players are male;

+ 58% of Casual VL Players are male;

+ 62% of Regular VL Players are male;

+ the incidence of males for Casual (58%) and Regular Players (62%) is significantly higher
than for Non-VL Players (41%);

« conversely, the incidence of females is lower for those who have ever played VL games
(Casual Players: 42%; Regular Players: 38%) than for Non-VL Players (59%).

Penetration:

+ identifies the percentage of adults within each category who fall in each of the VL
population segments (within each category, the sum over the three VL population
segments will equal 100%). This allows users to identify which segments in the
population are responding most strongly to the games, regardless of their relative size
in the market. For example, a particular group of adults may only comprise a small
proportion of all adults in the province (e.g., unemployed, retired, students), but
within this group, regular VL play may be higher than for other adults.

Example:
Market Penetration Of VL Play By Demographic Category
Total Non-VL Casual VL | Regular VL
Population Players Players Players
(n=1088) (n=246) (n=131) (n=711) Total
% of Population 100% 61.5% 32.8% 5.7% 100%
Gender:
Males 48% 53% 40% 7% 100%
Females 52% 69% 26% 4% 100%

D - denotes differences among demographic categories significant at the 90%+ confidence level.

+ 53% of all males in Nova Scotia are Non-VL Players;

+ 40% of all males in Nova Scotia are Casual VL Players;

+ 7% of all males in Nova Scotia are Regular VL Players;

+ males are significantly more likely than females to be Regular VL Players (7% versus 4%)
or Casual VL Players (40% versus 26%);

October, 1998

(Ll FEFL




NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY TABLE OF CONTENTS

« females are significantly more likely than males to be Non-VL Players (69% versus 53%).

> Continued Adoption of VL Play is a derived measure which represents the percentage
of adults (within a given segment) who take up regular play after trying the games.
Given the distribution strategies for video lottery, certain segments are more likely to
be exposed to play and, thus, will comprise a larger proportion of players by virtue of
greater accessibility rather than an actual preference or vulnerability to the game (e.g.,
males comprise 62% of all VL players versus 38% for females). The continued
adoption rate of VL play within each segment (percentage of trial players who continue
to play on a regular basis) is an important measure because it eliminates any bias due to
the number of adults who have tried the games (i.e., men are more likely to play than
women because they are more likely to be in locations that have VLT’s) and generates a
relative value for comparison across the various sub-segments in a population. (Once
they have tried VL games, men and women are equally likely to take up regular play.)
Thus, continued adoption measures are extremely effective in identifying those groups
which are at greater risk to be involved in more regular, frequent play, although they
may account for a relatively smaller portion of Regular Players.

Example:
Males Females
+ 48% of the population; + 52% of the population;
+ 47% have tried VLT’s; + 31% have tried VLT’s;
+ 7% are Regular VL Players; + 4% are Regular VL Players;
+ 62% of Regular VL Players are male; + 38% of Regular VL Players are female;
+ continued adoption rate for VL games = 16%  + continued adoption rate for VL games = 14%

Conclusion: Despite the fact women are less likely to have tried VL gaming (31% versus
47%), and comprise fewer of the Regular VL Players (38% versus 62%), they are just as
likely as men to adopt regular playing patterns once they have tried the games (14% versus
16%).

% %k %

The data tables are presented in the Appendices for reference purposes:

e Appendix C: Section 2.0 - Provincial Overview Data Tables
e Appendix D: Section 3.0 - Problem VL Gambler Analysis Data Tables

OCAL{ Researcs
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2.0 OVERVIEW OF VIDEO LOTTERY PLAY IN NOVA SCOTIA

A general overview of VL play is presented in Section 2.1 in order to examine and identify
response towards video lottery within the context of the total adult population in Nova Scotia.

2.1 General Play Of VL Games In Nova Scotia

The results of the General Population Survey and the Regular VL Players Survey were weighted
and combined prior to analyses. The following section provides an overview of current video
lottery playing patterns for adults in Nova Scotia in order to position the video lottery gambling
within the context of all adults in the province. (The analysis at a total provincial level is used to
segment the population into three distinct groups for comparative analysis in Sections 2.2 to 2.7,
Non-VL Players, Casual VL Players and Regular VL Players.)

2.1.1 Current Play Patterns

Incidence of VL Play For Adults in Nova Scotia

Approximately 38.5% of all Nova
Scotians (262,000 adults) have
tried video lottery games at some
time in the past. There are 11%
(=75,000) who have played in the
last month (prior to data collection),
with approximately 5.7% of all
adults in the province
characterized as regular players
(39,000 who played VL games

40.0%1

35.0%

30.0%

25.0%1

20.0%

15.0%1

10.0%1

5.0%1

0.0% once a month or more, on average, in
Trial (Ever Play In Last Regular Play the last three months).
Played) Month (1+ per
month)

The percentage of adults in the
population who are identified as
Regular VL Players tends to be
lower than previous estimates obtained from other studies in Nova Scotia (5.7% versus ~8% -
10%). Measures of video lottery gambling, historically, have been included in studies which,
initially, had been designed to measure other regulated gambling activities. It appears that video
lottery play is very different from other gambling activities such as lottery draws, bingo, cards
for money and sports betting which are most often tied to specific play times or regular
schedules and/or accessibility to play. These factors directly influence play levels and exert
some control on play. Video lottery gambling, however, is continuous, accessible and the
schedule of play, for the most part, is self-imposed with no definable start/finish time for play
within the prescribed hours of operations for licensed establishments in Nova Scotia. It is,
therefore, possible for adults to undertake binge play of the games (play heavily on a sporadic
basis), with breaks or stops in between those times when they do play frequently. This
“irregular” regular play is often a consequence of extraneous factors interrupting play (e.g.,

OCAL. if-:szwfzré.
October, 1998 2-1




NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A

travel, other activities/events) or is deliberately imposed in attempts to control or manage their
VL play.

Defining regular VL play based on those adults who have played in the last month, or tend to
play once a month or more, on average, will tend to over-estimate the less frequent, social
players (and consequently the percentage of adults playing VL games on a regular monthly
basis) and under-estimate the impact of frequent, heavy or binge VL players. Furthermore,
restricting play definition to average weekly activity will further skew sampling for the same
reasons, as there is no more reason to assume a regular weekly schedule for VL play, although
some players may indeed play on a weekly basis.

To ensure the sample of Regular VL Players obtained in the current study was
representative of those adults involved in continuous, regular play of the games, estimates
of play behaviour were based on actual play over the past three months. This allowed
adults to refer to specific recent behaviour rather than project estimates of play over an
extended, unspecified time period. Those adults who, over the three months preceding
data collection, had played VLT games at least once per month, or were involved in
irregular, binge play of the games (i.e., 10 times one month, (0 times next month, 12 times
last month), were identified as Regular Players and included in the Players’ Survey.

It is noteworthy that net revenue estimates for VLT’s in Nova Scotia, based on the
projected contribution from both Casual and Regular VL Players as identified in the
current study, are within approximately 2.5% of actual VL revenue in Nova Scotia
suggesting this methodology results in a highly representative overview of adults’ response
towards VL gambling in Nova Scotia (see Section 2.5 for Expenditure analysis).

Current VLT Playing Patterns For Adults In Nova Scotia

Ever Played Lapsed Regular Played In Last Month
VLT’s VLT Players But Do Not

(38.5%) (4.5%) Play Regularly
% (5.3%)
Never Played Regular VLT
VLT’s Played In Last Players
(61.5%) Month (5.7%)
e (11.0%)

In terms of adoption (i.e., of those who try the games, the percentage who continue to play), of
the 38.5% of Nova Scotians who have ever tried VL games, 28.6% continued to do so in the last
month, and only 14.9% of these trial players have adopted regular playing patterns. Therefore, it
can be estimated that, in general, 15% of all those who have tried VLT’s in Nova Scotia are
presently Regular Players.

OCAL. if-:szwfzré.
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& Frequency Of Video Lottery Play:

Frequency of Playing Video Lottery Games for Total NS Adults

Once+/Day 0.5%
Once+/Week 2.3%

Once-+/Month 3.0%

Once/Few Months 7 3%

Once or Twice/Year I 10.3%

Less than Once/Year I 15.3%

0.0% 5.0% 10.0% 15.0% 20.0% 25.0%

NOTE: Due to rounding, amounts may vary from total percentages reported in the text.

As previously noted, approximately 5.7% of adults in the province play video lottery games once
a month or more. Less than one percent (0.5% or 23,400 adults) play on a daily basis,
approximately 2.3% (=15,000 adults) play weekly and another 3% (=20,000) play VL games on
a monthly basis. The remaining Nova Scotians who have tried VL games are more casual
players, who play once every few months (7%), once or twice a year (10%) or less often then
once a year (15%). These casual VL players comprise approximately one-third of adults in Nova
Scotia (32.8% or =222,900).

Frequency of Playing Video Lottery Games for Trial VL Players

Once+/Day 1.3%
Once+/Week 5.8%
Once+/Month 7.8%
Once/Few Months I18 8%
Once or Twice/Year I 26.6%
Less than Once/Year I 39.6%
T T T T T T

0.0% 0% 10. 0% 15. 0% 20.0% 25.0%  30.0% 35.0%  40. 0% 45.0% 50.0%

Considering only those Nova Scotians who have tried VL games in the past, collectively,
approximately 15% play either on a monthly (8%), weekly (6%) or daily basis (1%). Two-thirds
of these trial players usually play the machines only once or twice per year (27%) or less often
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(40%). Thus, the majority (67%) of those who have tried VL games do not adopt regular
playing patterns and, for the most part, are unlikely to have even played the games in the
last year.

Frequency of Playing Video Lottery Games for Those Who Played In The Last Month

Once+/Day 4.6%

Once+/Week I20.5%

Once+/Month I27.3 %

Once/Few Months I36.4%

Once or Twice/Year 9.1%

Less than Once/Year 2.3%

0.0% 5.0% 10.0% 15.0%  20.0%  25.0%  30.0% 35.0%  40.0%  45.0% 50.0%

As might be expected, Nova Scotians who played VL games during the month prior to data
collection for the General Population survey tend to play on a more frequent basis, but nearly
half (=48%) of these players usually play only every few months (36%), once or twice per year
(9%) or less than once per year (2%). Therefore, estimating regular monthly play based on
behaviour in the last month will tend to overestimate the percent of the population who are
typically playing VLT’s. In fact, in a given month, only half of those adults who have played
VL games do so on a continual basis while the other half tend to play on only a casual basis.
These casual players represent a distinct player group who play less often, play for different
reasons and spend significantly less when they do play. Thus, while casual players may account
for half of the adults who have played in the last month, they will only represent a very small
proportion of those actually playing the machines at any given time, and contribute a minimal
portion of monthly VL revenues. This has implications for projecting results to the population,
particularly when estimating gaming revenues and regular player behaviour.

For example, on average, those casual players who played in the last month spent
approximately $8.05 on video lottery play versus approximately $243.52 for those adults
identified as regular, continuous players. If these revenue estimates were used to calculate
average expenditures for VL players in the last month, the amount spent per VL player in Nova
Scotia would be approximately $130.97. While the projected estimate of annual net revenue for
VLT’s remains unchanged at approximately $117,475,000, the results would suggest that
approximately 11%, or approximately 75,000 adults in Nova Scotia, are contributing to this
amount. In reality, 5.7%, or approximately 38,750 adults, are contributing approximately
$113,236,800, or approximately 96%, of the annual net revenue for video lottery gambling in the
province. Therefore, it can be assumed that VL play behaviour differs significantly among those
who are casual VL players and those who play on a regular, continuous basis (see Section 2.5 for
Expenditures).
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2.1.2 Lapsed Regular Video Lottery Play

Approximately 4.5% of Nova Scotians (231,000 adults) may be categorized as Lapsed Regular
VL Players, or adults who used to play regularly (i.e., once per month or more) at some time in
the past, but currently play once every few months or less often. (NOTE: The sample size for
Lapsed Regular Players (n=18) is too small to yield reliable estimates for within segment
analysis. Therefore, the following analysis is descriptive in nature and provides insight as to
the factors contributing to Lapsed Regular Play.)

Those respondents identified as Lapsed Regular Players were asked how long ago they stopped
playing the games on a regular monthly basis. Most (3.5% of adults) had given up regular play
more than a year ago; one respondent stopped within the last year and three stopped playing
regularly within the last three months.

The primary reasons why these adults stopped playing VL games regularly were related to the
accessibility of the machines, cited by half of Lapsed Players. One-third of these respondents (6
out of 18) gave up regular play when the terminals were removed from corner stores (“Because
they moved them out of the corner stores and into bars, which I don’t tend to frequent”; “After
they were taken out of the stores, I was not tempted to put a loonie in”), and another three
respondents mentioned a lack of convenient access (“After my game at the golf course I play --
now that the golf season is over, I rarely play”; “I have a new job in a different location so it’s
not convenient anymore’’).

Five of the 18 Lapsed Players gave up regular VL play because they were spending too much
money and/or feared addiction (“/ was a compulsive gambler”; “I realized I was becoming
addicted”; “I was losing too much money and never winning”). Four Lapsed Players simply
lost interest in playing, either becoming bored or tired of losing money ( “No interest in them -- 1
Just tried them out if they were there”; “I just really never took to them, I just played for fun”; “I
didn’t find the odds were that great”). Only one respondent indicated a temporary cessation of
regular play, in order to “save money for Christmas”.

In terms of the Regular VL Player base (5.7% of adults), it appears that 1.4% of adults
stopped playing over the last year (primarily due to concerns about addiction or spending
too much money). However, this was offset by an additional 1.3% of adults who started
playing on a regular basis during the last twelve months. Therefore, it can be estimated
that there is a relatively high amount of churn (turnover in the percentage of adults
playing regularly) within the Regular VL Player base in Nova Scotia, with approximately
25% of Regular Players ceasing play and a similar proportion taking up regular playing
patterns. However, on average, current Regular VL Players have been playing the games
on a regular basis for 3.6 years, suggesting that regular playing patterns for VL games are
fairly entrenched for these adults.

2.1.3 Comparative Liking of VL Games

All adults who had ever tried video lottery gaming were asked to describe how much they like
video lottery games using a one to five scale, where one means they like them much less and five
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means they like them much more than other games of chance. The responses were examined and
grouped into three liking segments to provide an overview of response.

Comparative Liking of VL. Games Comparative Liking of VL. Games
For Those Who Have Ever Played For Those Who Played In Last Month
Dislike . Dislike Like
(1 or 2/5) Like (1 0r 2/5) (4 or 5/5)
66% (4 or 5/5) 32% 43%

19%

Neutral
(3/5)
15%

Neutral
(3/5)
25%

Comparative Liking of VL Games Approximately two-thirds (66%) of all trial

For Regular VL Players VL players report they like video lottery
Dislike games less than other games of chance
(1 or 2/5) Like available for them to play. This represents

(4 or 5/5)

0,
26% 43%

approximately 25% of Nova Scotian adults,
who have tried video lottery games but prefer
other games of chance instead. Only 19% of
those who have ever played VL games (=8%
of all adults) indicate they prefer this type of
gaming over other options, with 15% of trial

players (=6% of adults) neutral in their

Neutral
3/5) preference.

31%

When only those adults who played in the
last month are considered, preference for VL
games compared to other games of chance is considerably higher (43%). However, nearly one-
third (32%) played video lottery games in the month prior to data collection but like these games
less than other gambling activities. For regular players, liking of the games tends to be similar
(43%) and, although fewer regular players responded negatively, there are still 26% of regular
monthly players who comparatively dislike video lottery gambling and yet continue to play
on a regular basis.

The results suggest that, for approximately one-quarter of all Regular VL Players (and for
one-third of those who played in the last month), factors other than game appeal or liking
are contributing to regular play levels. Presumably, Casual VL Players have simply played
the games on impulse in the last month and are not involved in regular, continuous play.
Therefore, given the lower relative appeal of the games to these Casual Players, it is
unlikely they will adopt regular playing patterns. However, the fact that 25% of Regular
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VL Players comparatively dislike the games, yet continue to play heavily, is of concern as
this suggests their behaviour is motivated by habit (or compulsion) rather than enjoyment
or preference for the activity. It should be kept in mind that, in some cases, VL play may
be an accessible and convenient gambling outlet for those who do not have access to more
preferred options (casino, horse racing). Regardless, the fact they continue to play a game
they do not necessarily like is indicative of potential problems for a significant portion of
players.

2.1.4 General Population Segmentation Analysis

To identify the characteristics and behaviours associated with video lottery play in the province,

all adults were segmented into one of three groups for comparative profiling (in Sections 2.2 -
2.7):

Non-VL Players:

+ 61.5% of adults in Nova Scotia;

+ includes those who have never tried VL games and, thus, are not currently being targeted for
play. This group is at low risk for VL play because they have not tried video lottery gambling
and, for the most part, are unlikely to do so. However, there may be adults within this
segment who would be vulnerable to VL play if they tried the games or if there were any
changes in distribution strategies or management of VLT’s in Nova Scotia. While these
adults have no personal experience with play, in some cases, they will be exposed to VLT’s
indirectly through involvement by others. Non-VL Players comprise the majority of adults in
Nova Scotia and, thus, will exert considerable influence on public opinion towards VL
gambling. Furthermore, evidence suggests they also account for the majority of those seeking
information or assistance to help others with VL problem gambling.
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Casual VL Players:

32.8% of adults in Nova Scotia;

includes those who have tried video lottery games at some time, but are not currently playing
on a regular basis. While they comprise the majority of the target market for video lottery
gaming (=85%), these adults do not currently have regular playing patterns and, thus, may
differ significantly in terms of behaviours, attitudes and demographic characteristics for VL
gambling in particular, and other gaming/gambling in general. Currently, Casual Players can
be characterized as social players, although some have deliberately reduced play or stopped
playing, either due to changes in lifestyles or in order to control their play of the games.

Regular VL Players:

3

.

5.7% of adults in Nova Scotia;

includes those adults who play video lottery games on a regular, continuous basis (once a
month or more). Therefore, these adults are contributing the majority of revenue generated
from VL gaming in Nova Scotia (96%) and, consequently, are at greater risk for developing
problems with VL gambling.

NOTE: In Section 3.0, the regular player base is segmented into the three primary player

segments: 1) Infrequent Players; 2) Frequent Non-Problem Players; 3) Problem
Players. These player groups are profiled and compared for response on various
dimensions of video lottery play, attitudinal and behavioural measures.
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2.2 Gambling Activities And Behaviours

2.2.1 Participation in Gambling Activities

Participation In Any Gambling Activities
By VL Population Segments

100%* 100%*

100%7
90%1 v 0
80%‘:. 76% 80%
70% 62%4* 540
60%
sovi] LSS
0
40%1
30%
20%
10%
0%
Non- Casual Regular Total
VL VL VL Adults
Players Players Players

|I:|Play Any Regularly OPlayed Any Last Month |

* indicates a significant difference at the 90%+ confidence level (p< 0.10).

For the most part, playing
games for money in Nova
Scotia is a widespread and
socially accepted entertainment
option. Almost every adult in
the province (94%) has played
at least one type of game
offering money prizes before,
and the strong majority (80%)
participated in at least one
gambling activity in the last
month. Just over half (54%, or
~367,000 adults) gamble on a
regular monthly basis.

The percentage of Non-VL Players who participate in gambling activities regularly (46%) and in
the last month (76%) are only slightly below the population figures, while Casual VL Players are
more likely to play a game for money regularly (62%) and to have played in the last month
(85%). Regular VL Players, by definition, play at least one gambling activity regularly and have
played in the previous month.

Number of Gaming Options Played Regularly & In The

Last Month By VL Population Segments

Regular VL Players tend to play
a greater variety of gaming

4.57 4.1% |

4.0 OPlay Regularly
§ 354 314 OPlayed Last Month
a
o 3.0
on
£ 25 2.2+
g - : 2.0
© 207
5 1.6*
oy 1.5
) 1.0* 1.0}
g 1.0 0.8
Z

0.57

0.0

Non- Casual Regular Total
VL VL VL Adults
Players Players Players
* indicates a significant difference at the 90%+ confidence level (p< 0.10).

options regularly, with an
average of 3.1 games played on
a regular monthly basis. In fact,
the number of gambling
activities played increases in
relation to involvement with VL
gaming. Non-VL  Players
participate in the fewest gaming
options on average, both
regularly (0.8) and in the month
prior to data collection (1.6),
while Casual VL Players play
significantly more games of
chance for money (1.0
regularly, 2.2 in the last month).
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Participation in gambling activities during the month prior to data collection was similar for
Casual and Non-VL Players. The only differences were primarily lottery ticket games (Casual
VL Players were more inclined to have purchased lottery draws, $2.00 and $1.00 Scratch ‘n
Wins, and 50¢ Breakopens) and slot machines at a casino. Also, Casual VL Players tended to
play more games of chance, on average, in the last month (2.2 versus 1.6). For regular monthly
play, the differences between these two segments are even fewer ($2.00 and $1.00 Scratch ‘n
Wins, and Breakopens only). Therefore, Casual and Non-VL Players were combined for
comparison to the gambling behaviours of Regular VL Players.

Play of Gambling Activities In The Last Month
Regular VL Players Versus Casual/Non-VL Players

100%*

VLT's
60 0

D 799+

Lottery Draws =T%

$2 Scratch 'n Wins | B 79%*
-=l PRV

P50%*

$1 Seratch 'n Wins 23% ORegular VL Players
O Casual/Non-VL Players

Charity Raffles/Draws 43%%*

Bingo in a Bingo Hall

Card Games (Outside Casino)
Sport Select Proline

Sports Bets/Pools

Other Casino Games

Horse Races

Other Gambling

T T T T T T T !
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

* indicates a significant difference at the 90%+ confidence level (p< 0.10).

Overall, Regular VL Players are significantly more likely to have participated in each
gambling activity during the last month, with the majority having purchased lottery draw
tickets (79%), $2.00 Scratch ‘n Win tickets (79%) and $1.00 Scratch ‘n Win tickets (50%). The
only notable exception is charity raffles and draws, with Casual/Non-VL Players (43%) more
inclined to have purchased this type of ticket than Regular VL Players (30%).
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Regular Play of Gambling Activities
Regular VL Players Versus Casual/Non-VL Players

VLT%% 100%*
0
| ) B 61%=
Lottery Draws TR
$2 Scratch 'n Wins 36%*
+===;9%
B3

$1 Scratch 'n Wins

ORegular VL Players
OCasual/Non-VL Players

Charity Raffles/Draws

Breakopens

Slot Machines

Bingo in a Bingo Hall

Card Games (Outside Casino)
Sport Select Proline

Sports Bets/Pools

Other Casino Games

Horse Races

Other Gambling

I I I I I I I I
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

* indicates a significant difference at the 90%+ confidence level (p< 0.10).

The discrepancy in participation in gambling activities between Regular VL Players and other
adults also holds true when regular monthly play is considered. Essentially, significantly more
Regular VL Players play each type of game for money at least once per month on a regular
basis, as compared to Casual/Non-VL Players. While these Non-Regular VL Players were
more inclined to buy charity draw tickets during the month prior to data collection, Regular VL
Players are just as likely to report purchasing this type of game on a regular basis (13%).

These results suggest that Regular VL Players are “consummate gamblers”. This group of adults
appears to be attracted to games of chance played for money to a much larger degree than other
adults. More than half (61%) of Regular VL Players are monthly lottery draw ticket players and
approximately one-third (33% to 36%) buy Atlantic Lottery’s Instant Scratch ‘n Win ticket
games, compared to less than 10% of those adults who do not play video lottery games on a
regular basis. Regular VL Players are at least three times as likely as other adults to also be
regular players of 50¢ Breakopens (14% versus 4%), bingo in a bingo hall (13% versus 4%),
card games for money outside a casino (9% versus 2%), slot machines at a casino (7% versus
1%), Sport Select Proline (7% versus 1%) and other sport bets or pools (6% versus 1%).
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Continued Adoption For Gambling Activities
Regular VL Players Versus Casual/Non-VL Players
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* indicates a significant difference at the 90%+ confidence level (p< 0.10).

Not only are they more inclined, in general, to play most games of chance for money regularly,
Regular VL Players are also more likely than Casual/Non-VL Players to adopt regular play
habits of these gambling activities after they try them. Two-thirds (67%) of all Regular VL
Players who have ever purchased lottery draw tickets are now playing on a regular monthly
basis, compared to half (50%) of those Non-Regular VL Players who have tried lottery draws.
Continued adoption by Regular VL Players is also twice as high for both $2.00 (49% versus
24%) and $1.00 Scratch ‘n Wins (44% versus 22%), and higher for 50¢ Breakopens and slot
machines at a casino.

Interestingly, adoption levels do not differ significantly between the two segments for charity
raffles and draws, bingo in bingo halls and card games for money. Of all the categories of
gambling options available, these may be described as more social gambling activities which
often involve interactions with other people during play. For the Casual and Non-VL Players,
the adoption rates for most games of chance are similar (220% to 24% for each option other than
lottery draws and slot machines). While Regular VL Players are just as likely as other adults
to adopt the more social gambling activities, they are significantly more inclined to be
attracted to the more solitary games that appear to offer higher returns for the investment
and are typically played alone (e.g., Scratch tickets, lottery draws, slot machines, and
VLT’s).
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2.2.2 Casino Gambling

Penetration For Trial of Casino Gambling With the assumption that

By VL Population Segment there 1is a relationship
between play of video lottery
games and play of casino
gaming (slot machines, in

100%1
90%

80%1 DRegular VL Players particular), a separate
70%1 OCasual VL Players analysis was conducted for
60%1 ONon-VL Players casino gambling among the
50%1 three VL Population
40%1 segments.

30%
20%
10%

0%

While Regular VL Players
account for 5.7% of all
adults in Nova Scotia, they

Slot Other Any Casino
Machines Casino Gaming represent 12% of all adults
Games who have ever played any

type of game at a casino, and
12% of those who have
specifically tried slot machines. Penetration is even higher for other casino games (e.g., card
games, roulette) at 17%, suggesting that a relationship does exist.

It is noteworthy, however, that 22% of Non-VL Players have also tried casino gambling at some
time in the past. All of these adults have tried slot machines, with only 4% of Non-VL Players
(=18% of these slot machine trial players) having ever played any of the other games found at
casinos. In fact, Nova Scotians who have never played a VLT comprise half of all adults who
have tried the slot games. When continued adoption rates are calculated for casino gaming, there
are no significant differences between Non-VL Players and Regular VL Players in terms of
adoption of regular play for slot machines (8% and 12%) or of any casino gambling (9%
and 14%) after trial.

This is likely attributable to accessibility. For Regular VL Players, slot machines rank fifth out
of the 14 gaming categories in terms of trial, yet regular play ranks 10th. Given that the slot
machines are only available at two locations in Nova Scotia (Halifax and Sydney Sheraton
Casinos), play is relatively inaccessible and inconvenient, as compared to VL machines. This
underscores the impact of accessibility to the machines and suggests that further restriction of
VLT distribution would effectively reduce play levels of the games (when asked, approximately
38% of Regular VL Players strongly agreed with the statement, “I would prefer VL machines
were only available in 3 or 4 restricted places within Nova Scotia” (rating of 5 out of 5)).

FOCA L Researcs
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2.2.3 Gambling Expenditures

On average, Regular VL Players spent a significantly higher amount in the month prior to data
collection on each gambling activity compared to both Casual and Non-VL Players. The only
exceptions are charity raffles and draws, for which there was no difference in expenditure among
the three segments ($3.76 to $4.86) and card games for money outside of casinos, with no
significant difference in expenditures for Regular VL Players ($5.08) and Casual VL Players
($2.18).

In terms of total monthly
expenditure on  gambling

Average Amount Spent On Gambling Activities In The
Previous Month By VL Population Segments

activities, the much higher
$350.00 - (8318.64) amount spent by Regular VL
' 03-D Column 4 Players comes primarily from
$300.00 expenditure on video lottery
OVLT Gambling
$250.00 1 Expenditure games ($243.52 versus $1.29
$200.00 ONon-VLT Gambling for Casual VL Players),
' Expenditure e Ed) although they tend to spend
$150.00 much more on other types of
$100.00 gambling as well. Regular
($21.61) (830.92) VL  Players spent, on
$50.00 7 - $75.12* average, $75.12 in the last
$0.00 2061 $29.63 month on non-VLT
Non-VL Casual VL Regular VL gambling, more than 2.5
Pl Pl Pl .
Joaes o TaeEs avers times what Casual VL
* indicates a significant difference at the 90%+ confidence level (p< 0.10).
Players spent ($29.63) and

nearly 3.5 times what Non-
VL Players spent ($21.61). This reinforces the observation that Regular VL Players are
attracted to virtually all forms of gambling and suggests that if their access to VL machines
were restricted, they may switch some of their existing video lottery game expenditure to
these other forms of gambling.

Non-VL Players spend the largest amount of their gaming expenditure ($5.80) on Atlantic
Lottery Corporation draw games, followed closely by charity raffles/draws ($4.54) and slot
machines at casinos ($4.11), with bingo at bingo halls a distant fourth ($2.58). Interestingly,
while this monthly expenditure level on slot machines is about the same as charity draws and
lottery draws, play in the last month is substantially lower within this segment (4% played slot
machines versus 43% buying charity tickets and 54% buying lottery draw tickets). Given that
most slot machines cost $0.25, $1.00 or $2.00 per spin (also similar to charity and lottery draw
tickets), this suggests that those Non-VL Players who do play slot machines spend a significant
amount of money over the course of a month (the sample size for slot machine players within
this segment are too small to profile). Regardless, these four types of games account for
approximately 79% of Non-VL Players’ total gambling expenditure.

OCAL. if-:szwfzré.
October, 1998 2-14



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A

Casual VL Players have a spending pattern similar to Non-VL Players, although the same four
gaming categories account for only 65% of their total gambling expenditures. Casual VL
Players tend to spend more money on lottery draws ($8.76 versus $5.80), and spend more money
on $2.00 Scratch ‘n Wins ($2.88 versus $1.14) and card games for money ($2.18 versus $0.70)
as compared to Non-VL Players (these six types of games account for 85% of their total
expenditures). The larger expenditures by Casual VL Players on these other games reflect their
interest in a diversity of games for money (2.2 gaming options played in the last month versus
1.6 for Non-VL Players). These Casual VL Players therefore try a variety of games
(including VLT’s) without spending excessive amounts on any one of them.

Regular VL Players play more game options (4.1 in the last month) and far out-spend the
other segments on most games. As a whole segment, Regular VL Players are interested in
all forms of gambling and reserve approximately 24% of their gaming funds to spend on
these other games. It is not known how much they spent on other games before playing
video lottery games, nor is it known how much they would spend on these games were VLT
access restricted. It is possible that many Regular VL Players switched expenditure to
VLT’s from these other forms of gambling once the machines became available, or as they
developed regular playing patterns for the video lottery. It may be that a good portion of
their gaming budget would be switched back to them, if their VL gambling was curtailed.
(This issue is examined in greater detail in Section 2.5 - Entertainment, Gambling & VLT
Expenditures.)

FOCAL| Kewarcsh
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2.3 Accessibility To VLT Machines

Currently, VLT machines are restricted to licensed establishments in Nova Scotia. Therefore, it
can be assumed that frequency of going to a bar/club or lounge will be associated with video
lottery play. What is not clear, however, is the direction of the relationship; once a potential
player tries the machines is he/she then more inclined to go to bars or to play or does being in a
bar frequently lead to higher, more frequent play levels? In order to determine the interaction
between accessibility and play, all study respondents were asked for their frequency of going to a
licensed establishment. Furthermore, to estimate the impact of planned versus impulse play, all
respondents indicated the number of times they were in a location with VLT’s during the last
month. Regular VL Players also reported, of all the times they were exposed to VL gaming, how
many times they were in the location specifically to play VLT’s and how many times they ended
up playing the machines even though they were there for another reason. This allowed estimates
to be derived which differentiate between deliberate, planned play and impulsive, opportunistic

play.
2.3.1 Frequency Of Going To A Licensed Establishment

Frequency of Going to a Licensed Establishment As would be expected, Regular VL
(By VL Population Segment) Players are more than twice as likely as

100%1 even Casual VL Players to be in a bar
’ location each month (88% versus 40%).
80%- O 1+ Per Conversely, only 20% of Non-VL
Month Players (those who have never tried
60%1 ssvr | Dot VLT’s) are in licensed establishments
each month, with the majority (59%)
40%1 ODo Not dicatine thev d b
s90,s Go indicating they do not go to bars even
20%- on a casual, periodic basis. Thus,
24% ek simply by virtue of where the machines
A3
0%+= are located, Non-VL Players are less
Non-VL Casual VL Regular VL o
o asua cgutar inclined to be exposed and, therefore, to
Players Players Players
* indicates a significant difference at the 90%+ confidence level (p<0.10). try the games *

It may be somewhat surprising to note that 12% of Regular VL Players are not typically in bars/
pubs/lounges on a monthly basis. This suggests that, despite the heavy skew of the machines
towards these types of bar locations, there is still a sizable proportion of Regular Players who are
continuing to play the machines elsewhere. In most cases, this includes restaurants or native
gambling establishments. However, for others, it suggests regular play at private (illegal)
locations (=3% of Regular VL Players).

FOCAL( Researcs
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Penetration of VL Play By Frequency of
Going to a Licensed Establishment
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It should be kept in mind that, despite the
greater tendency for Regular VL Players to
be in bars, Casual and Non-VL Players still
comprise the bulk of those adults who are
in bar locations each month (83% versus
17%). However, Regular VL Players go to
bars approximately four times more often
than other monthly bar patrons so they will
make up a larger proportion of adults who
are in the bars each day. In fact, one-third
(33%) of all those adults who are in a bar
more than once a week are Regular VL
Players. This means that, while Regular
VL Players account for only 17% of all
adults who go to a bar location each
month, on any given day, they will

comprise up to 33% of all those in a bar/pub/club or lounge in Nova Scotia.

2.3.2 Planned Versus Impulse Play

Average Number of Times in a

Location with VLT’s Each Month

(By VL Population Segment)

11.0*
129
101
8-
*
6 4.3
4- 2.2%
2- j
0-
Non-VL Casual VL Regular VL
Players Players Players

* indicates a significant difference at the 90%+ confidence level (p< 0.10).

When all locations which have video
lottery  machines are taken into
consideration, Regular VL Players are
typically in these locations approximately
eleven times each month versus only 4.3
for Casual VL Players and 2.2 for Non-VL
Players.
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Percentage of Times Regular VL Players Of all the times Regular VL Players are

are in a VLT Location to Specifically Play in locations which have VLT’s, on
VLT’s Versus Impulse Play average, each month they will play the

50%- % machines just over half of the Fime
259 (57%). 'Overall, only 25% of thg times
2091 1204 they are in VLT locations is to specifically

play the games. Regular VL Players are
25% generally more inclined to be playing the
games on impulse; they have a gone to a
VLT location for other reasons (e.g., to

35%7
30%1
25%1
20%

15%- socialize, play darts, etc.) and in 32% of
10%4 the cases, will end up playing video lottery
5% as well. Therefore, the play frequency of
0% video lottery games for Regular VL

Planned Play Impulse Play Do Not Play Players is strongly influenced by the

greater inclination for these adults to be
in locations which have the machines for reasons other than to play the games. On
average, over half of the times (56%) they play video lottery is on impulse “because the
machines are there” and available for play.

il “Every Time” Players

Percentage Planned Versus Impulse Play By It is noteworthy that 34% of Regular
Regular VL Players Who Play Every Time They VL Players tend to play VL games
Are in a VLT Location Versus Those Who Do Not every time they are in a location
1% Timos which has the machines. On

(100%) gflpulse average, these players are in VLT

“ locations less often than other

1(9)824,: ”}’f;afl;fff Regular Players (7.7 times/month
% ;
20%9 Play versus 12.6 times/month), yet almost

half of the time they are there is to
specifically play the games (46%)
versus only 15% for other Regular
Players. Impulse play is also higher
for these “every time” Regular
Players  (54%  versus  20%).

70%7
60%7]
50%1
40%1
30%7
20%7
10%7

0%-

(35%)

Regular VL Players Regular VL Players Therefore’ the maj Ority (66 %) Of
‘Who Play ‘Who Do Not
Every Time Play Every Time Regular VL Players only play VL
* indicates a significant difference at the 90%+ confidence level (p< 0.10). games approximately 3 5 % Of the

times they are typically exposed to
play. For the remaining one-third
of Regular VL Players (the “every time” players), approximately half of the time they are
exposed to VL games each month is to deliberately play the games and in the other half of
the cases, they end up playing anyway.
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This group of Regular Players represents approximately 2% of all adults in Nova Scotia.

There are significant demographic differences in the profile of Regular Players who play every
time they are exposed to the machines versus those Regular Players who do not.

The incidence of “every time” players tends to be higher for Regular Players in the following
segments:

+ Regular VL Players who are 55 years of age or older (59%). Players aged 19 - 24 are least
likely to be playing every time they are in a location with the machines, especially compared
to those over 40 years (26% versus 41%). This means that, although the youngest VL players
in Nova Scotia are in bars more often (12.7 versus 10.4), they actually end up playing slightly
less often, on average, than older players (=4.8 versus 5.1 times per month);

+ those Regular Players with lower educations, especially with vocational/trade school
educations (38%), as compared to those with university level educations (227%);

+ those living in single person households (50%);
+ those who are separated/divorced or widowed (50%);

+ those with lower household incomes (under $25,000: 42%), as compared to those living in
mid-income households ($25,000 - $45,000: 30%) and, to a lesser extent, high income
households ($45,000+: 35%).

It appears that Regular Players in these demographic segments are at greater risk for having
problems in managing their play and, thus, may benefit from assistance in controlling play when
they are exposed to the games at VLT locations.

2.3.3 Types of Locations At Which Regular VL Players Play

All Regular VL Players were asked to indicate how often they play at particular VLT locations
throughout Nova Scotia. To avoid any “threatening” questions which may lead respondents to
be less honest in their responses, an “other location” category was included in addition to the
standard location categories. This allowed respondents to include play at illegal or private
locations without having to reveal a specific source. All location categories were created and
described to respondents as mutually exclusive to avoid overlap among the categories.

(Ll FEFL
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Frequency of Play at VLT Locations in Nova Scotia By Regular VL Players
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As noted, the majority of Regular VL Players play the machines at least once a month at general
licensed establishments such as bars/clubs/pubs/lounges (64%). Only 19% either rarely (8%) or

never (11%) frequent these locations.

For these 19% of Regular VL Players who do not

typically play at bars, the most popular regular VLT locations are legions (45% play regularly),
and sports bars (23%), although 10% play at Native gambling establishments and 8% frequent

“other” gaming venues (excluding standard licensed establishments in Nova Scotia).

Percentage of Regular VL Players Who Have

Played At A Particular Location Who
Adopt Regular Playing At The Location

Not surprisingly, airports are least
likely to be adopted as a regular play
location and, conversely, 73% of

100%7
90%
80% 73%
0
70%
0/ -
60% 46%
50% 399,
40%- 5%  35%
30%1
20%
10%- 5%
0%
Bars Legions Sports Native Other Airports
Bars Gambling

(39%) have

social pursuits.

similar

Regular VL Players who play at bars
do so on a regular monthly basis.

Legions (46%) and sports locations
levels of
adoption for regular play. Since
these venues are often associated
with other social
activities, it appears that VL play is
incidental to these other recreational/
Thus, the majority
(54%+) of all those VL players who
play at these types of locations do so
on a casual rather than regular basis,

and leisure

most likely reflecting the fact that typically they are not in these locations as often, and when
they are it may be for other reasons.
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Percentage of Regular VL Players Exclusively Overall, 11% of Regular VL
Playing At Specific Types of Locations Players do not have a particular

type of location at which they
play on a regular basis. Not
surprisingly, these players, on
average, are in VLT locations less
often each month (9.9 times versus
11.2), and play less often each
month (3.3 times versus 4.9) than
those who have a regular play

100%7
90%
80%
70%
60%- 51%

50%1
40%
30%

209 12% o 1% location. There is also evidence
10%- ° 30 39 that those who do not have a
0% preferred type of location are less
Bars  Legions Sports  Native  Other  None likely to manifest problem play
Only  Only gfj; Gambling behaviour (10.4% versus 17.2%

for those with regular locations).
However, regular play at locations other than bars/clubs/pubs and lounges may be associated
with higher levels of problem play than is the case noted for the traditional VLT bar locations
(see Section 3.0 Problem VL Gambler for detailed analysis).
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2.4 Social & Leisure Activities Profile

To understand lifestyle factors which may be associated with, or contributing to, video lottery
play, all adults participating in the study were asked to indicate the amount of time they typically
allocate to various activities in an average week. This information provides a snapshot of
general lifestyles for comparison among the three population segments. However, some social
and leisure activities are not undertaken on a weekly basis, yet may differentiate behaviour
among adults. Therefore, for specific activities such as visiting friends or family, going to
church, visiting historical sites or cultural events, etc., all respondents indicated how often they
participate in these activities each month. Given the location of video lottery machines in
licensed establishments, drinking and smoking habits for Regular Players were also examined.

Undoubtedly, lifestyles and involvement in various social and leisure activities are strongly
influenced by demographic characteristics. For example, younger adults are more likely to be
socializing in bar locations. Therefore, many of the differences observed among the three
population segments can be explained by the demographic profiles for each segment. Section
2.6: Demographic Profile of VL Play, builds upon the findings in previous sections of the report.
However, an overview of lifestyle characteristics and involvement in social and leisure activities
provides greater insight in evaluating the contribution of other, non-demographic characteristics
for Regular Video Lottery Players.

2.4.1 Weekly Social & Recreational Activities

Contrary to many previously held perceptions, it appears that Regular Video Lottery Players are
more socially active than other adults in Nova Scotia and are more inclined to be involved with
others in most social and leisure activities.

Percentage Socializing With Friends, Family & Others Each Week
(By VL Population Segments)

T
Socializing at Own H ith Friends & 887%
ocializing af w;lam(iylr;le with Friends 90%
I 85%
)
Socializing with F;::l::s& Family at Their l H 8;8/3 A
o
1 80% ORegular VL
l 69%* Players
Socializing with Friends & Family at Bars I 31%* OCasual VL
_I—l 14%* Players
o/ %
Socializing with Others/General (sports, 57% ONon-VL
organizations, volunteer work, etc.) 53% Players
’ 49%* ]
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

* indicates a significant difference at the 90%+ confidence level (p<0.10).
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On average, each week, Regular VL Players (88%) are just as likely as Casual (90%) and Non-
VL Players (85%) to socialize with friends and family in their own home, with all adults
spending approximately two hours per week entertaining at home. Both Casual (88%) and
Regular VL Players (87%) are more inclined than Non-VL Players (80%) to be going to
someone else’s home to socialize, with Regular VL Players spending, on average, one hour
more per week visiting friends or families than those who play VLT’s on a casual basis (=4
hours versus 3 hours). One of the key distinctions for Regular VL Players is the greater
tendency for them to socialize with friends and family at bar locations or licensed
establishments (69%). Not surprisingly, Non-VL Players are least likely to go to bars for this
reason each week (14%). However, even Casual Players (who, on average, tend to be as
young as Regular Players) are less than half as likely to socialize with friends/family in a
licensed establishment, as compared to Regular VL Players (31% versus 69%). Regular
Players, typically, spend two hours per week socializing with friends or family in a bar,
club or lounge. Thus, it is not surprising that 89% of them play VLT’s weekly, usually
spending one hour each week playing.

Regular VL Players are also significantly more inclined than Non-VL Players to be involved
with others by playing sports or participating in other voluntary organizations or groups (57%
versus 49%). Although this level of involvement is similar to that noted for Casual Players
(53%), Regular VL Players, on average, devote twice as much time to these activities each week
(2 hours versus 1 hour). It should be noted that the majority of this involvement by Regular VL
Players is likely in response to sports, as Regular VL Players are significantly less likely than
Non-VL Players to be participating in volunteer work (20% versus 35%) or community clubs
(21% versus 31%).

Percentage Working at a Job Outside & Inside the Home
(By VL Population Segments)

ORegular VL
1 Players

T4%* OCasual VL
% Working At Job 829,%| Players

U550, ONon-VL

Players
13%*
% Working At Home (if in 31%
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24%

95%

% Who Do Household Chores 950,
94%%
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* indicates a significant difference at the 90%+ confidence level (p< 0.10).
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In terms of work, although Regular VL Players are slightly less inclined to be employed than
Casual Players (74% versus 82%), on average, those who work in each group spend
approximately forty hours per week employed outside the home. However, Casual Players
(31%), and to a lesser extent Non-VL Players (24%), are significantly more likely to bring their
work home with them, as compared to only 13% of Regular VL Players who typically are
working at home at some time each week. The greater tendency for Casual VL Players to be
employed in white collar, professional occupations is most likely influencing this difference
between the two player groups.

Non-VL Players, in general, are older, are more likely to be female than adults in the other two
segments (see Section 2.6) and have a higher proportion of those who are income supported (i.e.,
retired, homemakers). Thus, fewer Non-VL Players are working outside the home (55%).
Although adults in all three segments are equally likely to contribute to household chores each
week (=95%), Non-VL Players allocate almost twice as much time to maintaining their home
than either Casual or Regular VL Players (=12 hours/week versus ~7 hours).

Percentage Involved in Leisure Activities Each Week (By VL Population Segments)

!
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* indicates a significant difference at the 90%+ confidence level (p< 0.10).

Weekly participation in leisure activities for Regular VL Players is similar to that noted for other
adults. Almost everyone watches television each week, although Casual VL Players (=14
hours) and especially Regular VL Players (=15 hours) spend substantially more time in front of
the TV than Non-VL Players (=10 hours). Regular VL Players are also slightly more inclined
than Non-VL Players (95% versus 91%) to spend time relaxing at home, playing music and/or
reading, with adults in all three groups allocating approximately ten hours per week to “relaxing
at home.” Despite the skew towards older adults and women, Non-VL Players are least likely to
be involved in hobbies, crafts or other special interests (50% versus 58% - 63%). It may be, in
some cases, that certain activities are considered more of a “chore” or regular part of their daily
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routine rather than a hobby or craft for this group (e.g., knitting, gardening). While Regular VL
Players are just as likely as Casual Players to be involved in a hobby or special interest, they tend
to spend half as much time on these activities each week (2 hours versus 4 hours).

Overall, approximately half of all Nova Scotian adults play games each week strictly for fun or
entertainment, as compared to 10% who play games for money (excluding organized/regulated
gambling). Almost two-thirds of Casual (60%) and Regular VL Players (66%) are involved in
card, board or computer games each week that do not involve wagering or betting. However,
twice as many Regular VL Players (31% versus 16%) also play these types of games for money
as well. Not surprisingly, Non-VL Players are less likely to be involved in either pastime (47%
and 5%, respectively).

These results suggest that adults who play VL games tend to be “busy people” in general.
When compared to Non-VL Players, they are more likely to entertain at home, visit other
people in their homes, socialize at bars/licensed establishments, participate in organized
sports, work outside the home, relax at home, participate in hobbies/crafts and play games
(both for money and for fun). While there is undoubtedly some overlap among these
activities (e.g., a weekly poker game with friends may be considered both socializing with
friends at their home and playing games for money), it would seem that VL Players have
no shortage of weekly social activities. Conversely, it appears that Non-VL Players, in
general, tend to spend more time during a given week doing fewer different activities (e.g.,
household chores, hobbies/crafts, relaxing at home) and, thus, arguably have a “slower
paced” lifestyle centered more often on family and their community.

2.4.2 Participation In Activities In An Average Month

Average Number of Times Per Month
Visiting Family & Friends

Casual VL Players are most inclined
to be involved in family functions or
4 7.6% events each month (93% versus
8- ~
| 62 63 % ~87%? and, Fherefore., on average, go
7 5.7% to visit family 7.6 times per month
67 4.6% Ovisiting || Versus only approximately 6.3 times
Family for Regular and Non-VL Players.
mvisiing || This tends to be consistent with the
Friends demographic profile of Casual
Players (see Section 2.6) which
characterizes these adults as more
likely to be married with children
I‘;‘I’H‘VL C‘;“al VL R"E%lular VL and, thus, more inclined to be
ayers ayers ayers . . . . .
* indicates a significant difference at the 90%+ confidence level (p< 0.10). anOIVGd Wlth famlly Obhgatlons and
related social activities.

(Times per month)

Compared to all other adults,
Regular VL Players tend to visit friends more often than family (6.8 versus 6.3 times) and, thus,
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each month, visit friends more so than either Casual (5.7 times/month) or Non-VL Players (4.6
times/month). In fact, Non-VL Players are least inclined to go out to visit friends each month
and are more inclined to entertain at home or to go to another family member’s house.

Involvement In Community Events Each Month ~ Non-VL Players are more likely to be
(By VL Population Segments) involved in their church and

community than either Casual or
ORegular VLI Regular VL Players. There are few
29% DZ?;e;fVL distinctions between Casual and
Church 49 Players Regular Players in this regard. This
55%* |ONon-VL may be somewhat surprising given the
. Players more family related profile for Casual
Cg‘zncl)m“m.ty Clubs Players. However, it appears that
rganizations
careers/work and busy social and
entertainment schedules may provide
Volunteer Work less incentive for Casual and Regular
R — VL Players to be more active in their
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100% church and community.
* indicates a significant difference at the 90%+ confidence level (p< 0.10). It ls alSO noteworthy that, although

Regular VL Players are more likely to
be employed than Non-VL Players, in an average month, they are least likely to be traveling for
either business or pleasure (44%) compared to Casual (60%) or Non-VL Players (55%).

Involvement in Entertainment Activities Each Month (By VL Population Segment)

'
86%
Eat At Restaurants 87%
1 83%
. 77%
Rent Videos T 799,
4 55%*
) 35% ORegular VL
Go To Movies 7 e 36% Players
1 . P 38%* OCasual VL
Attend Live Sporting Events l_l 27% Players
d 24% ONon-VL
Attend Live Entertainment I'J 208% Players
(concerts/theatre) i 225?, /A’
0
0/ %
Go To Library/Museum/Zoo 33% 44%
(cultural/historic/educational) 41%
Ll Ll Ll Ll Ll 1

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

* indicates a significant difference at the 90%+ confidence level (p< 0.10).

There is no difference in the percentage of adults in any segment who eat out at restaurants.
However, Regular (3.5 times per month) and Casual (3.1 times per month) VL Players typically
go out to eat more often each month than Non-VL Players (2.4 times per month). Given the
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frequency Regular VL Players tend to socialize outside of their homes (69% go to bars each
week), it may be surprising to find they do not eat out at restaurants more often.

Regular and Casual VL Players are both equally likely to rent video tapes (77% and 79%) and go
out to view movies at the cinema (35% and 36%, respectively). Non-VL Players are less
inclined to take part in either entertainment activity (55% rent video tapes; 23% go out to the
movies). Similar to Casual Players (4.5), Regular VL Players rent approximately one video per
week (4.1 per month). Given that Regular Players watch TV more often than other adults,
in combination with video rentals, this means, on average, they spend approximately
seventeen hours per week at home in front of the television.

Compared to other adults, Regular VL. Gamblers are more inclined to attend live sporting
events (38% versus 24% - 27%), and less likely to go to cultural, historic or educational
sites or centres (33% versus 41% - 44%). While this tends to be influenced in part by the
demographic profile for Regular Players (skewed towards males, singles, younger adults,
without children), it appears that Regular VL Players are attracted to entertainment
options which are more exciting and physically stimulating rather than cultural or
educational pursuits. There is no difference in the percentage of adults in any of the three
categories who attend live entertainment events such as concerts or theatre (although
evidence (demographic profile of players) may lead one to suspect Regular VL Players are
attracted to concerts (i.e., rock concerts) rather than theatre, ballet or the symphony).

2.4.3 Smoking Habits

Percentage Who Smoke Cigarettes Overall, approximately 29% of adults in

(By VL Population Segment) Nova Scotia currently report they smoke
cigarettes on a regular basis, with an

additional 6% characterized as social
smokers who only “/ight up” on a part-time
basis in social situations or when they are

100%TTf
90%1 || 23%*
80%1
70%

34%*

60%1 8% ORegular drinking. Approximately two-thirds
50%- :m‘?kler (66%) of all Nova Scotian adults are
40% 2304 Dsﬁf;ier non-smokers, yet only 35% of Regular
30%7 58%* ONon- VL Players fall into this -category.

20%1 Smoker
10%1

0%

Undoubtedly, there is a strong
relationship between VL play and
smoking.

35%*

Non-VL Casual VL Regular Total
Players  Players VL

Players Over half (57%) of Regular VL Players
* indicates a significant difference at the 90%+ confidence level (p< 0.10). . . .
smoke on a regular basis which is
significantly higher than for either Casual
(34%) or Non-VL Players (23%). Interestingly, Casual Players are more inclined to smoke on a
regular and social basis than Non-VL Players, although not to the extent noted for the Regular
VL Players.
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Penetration of VLT Play By Smoking This relationship between smoking and VL
play does not mean that smokers are
more likely to play video lottery games.
In fact, only 11% of all smokers in Nova
Scotia are Regular VL Players.

100%1
90%1
80%

70%7 ORegular

o Play Th iation i likely d h

0% OCasual e association is most likely due to the

40%- Play tendency for fewer non-smokers to go to

30%1 ONever bar locations on a regular basis (25%
Played

20%] y versus ~40% of smokers). More than half

10%-
0% +=

of all social smokers (58%) and 35% of
regular smokers are in bar locations once a
Regular Casual Non
Smokers Smokers Smokers month or more. In fact, 40% of all those
* indicates a significant difference at the 90%+ confidence level (p< 0.10). WhO are ln a bar once a Week Oor more are
regular smokers. Not surprisingly, this
would suggest more smokers have access to play of VLT s in Nova Scotia than non-smokers
since the majority of VLT’s are distributed in bar locations throughout the province. The
restrictions instituted during the past decade on smoking in public places may have encouraged
more frequent bar patronage for smokers. As the locations where smoking was permitted
steadily decreased (theatres, restaurants, shopping malls), regular smokers may have stopped
going to “smoke free” locations for entertainment purposes as often in favour of heading
somewhere they could smoke freely. Given the amount of time Regular Players typically devote
to VL play (=1 hour and 9 minutes each time they play), it is probably less uncomfortable for
another smoker to be sitting in a “smok)” environment for extended time periods.

In general, 62% of Regular VL Players smoke while they are playing VLT’s, and 20%
smoke more than usual when playing the games. This means almost one-third (32%) of
those Regular VL Players who smoke are smoking more heavily while playing video lottery
games.

Smoking Habits of Regular VL Players Only 6% smoke less (10% of those Regular
When Playing VLT’s VL Players who smoke). Thus, for the
majority of Regular Players (including
S}\'q“(‘:rkee those who do not smoke), there is no
20% impact on their smoking patterns while

Do Not playing the games (74%).

Smoke

38% Given the tendency for Regular VL

Players to be smokers, it might be
Smoke speculated that limiting the machines to
¢ Same smoke free areas may reduce the amount
6% 36% of time Regular Players would devote to
play of the games. It may be argued that
such a move might serve to counter the
|greater access smokers have to the machines by virtue of where the VLT’s are located

Smoke Less
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(bars/pubs/lounges). To some extent, this may be effective in reducing play for social
players, however, it is noteworthy that the incidence of problem VL play does not differ
significantly for those Regular VL Players who smoke (18%) or are non-smokers (14%).
(Since smokers comprise a larger proportion of Regular VL Players, they will also make up
a larger proportion of Problem Players, but they are no more likely than non-smokers to
develop problem play of the games (see Section 3.0).

2.4.4 Drinking Habits

Frequency of Drinking Alcohol When Playing VLT’s For the most part, Regular

(Regular VL Players Only) Video Lottery Players are

0o not drinking frequently or
’ 26% heavily when they play the
25%1 22% 22% games; 26% never drink
20% 17% alcoholic beverages when they

are playing, primarily because
they are non-drinkers (19%),
10%1 either by choice or because
they are on medication for
which alcohol is contra-
0%+ — P " indicated. = Hence, 19% of

(EZ/:) (jz;/;:) (;‘;av/sosoi/;/ fs%lif.,ﬂy (1;:)% Regular  Players do  not
normally drink alcohol and,
therefore, do not drink when they play. Only 1% of Regular Players avoid alcohol while playing
because they tend to spend too much time or money and may “continue to play even when [they]
should stop.”

150 13%

5%

One percent (1%) of players (n=8) indicated they play at locations which do not serve alcohol
which suggests regular play at illegal locations for these players since the machines are currently
restricted in Nova Scotia to licensed establishments.

Only 2% of Regular Players specifically mentioned a desire to “put the money into the machines
rather than drink.” “l only bring so much money with me and it’s not spent on drinks.” “When I
go to drink, I drink, but when I go to play, I play.” “I just don’t drink when I play. 1'd rather
spend it on VLT.”

For the 74% of Regular VL Players who do drink while playing VLT’s, almost half (47%) do so
only rarely or on an occasional basis, essentially drinking less than 50% of the time they are
playing. Only 22% of Regular VL Players always drink and 17% frequently partake of alcoholic
beverages during VLT play.

(Ll FEFL
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Impact of VLT Play on Drinking For those who do imbibe while
(Regular VL Players Only) playing, only 4% tend to consume

0% more alcohol than they would
S52% normally drink versus 17% who

30%7 actually drink less. Those who
40%1 rarely drink while playing are
301 26% significantly more likely to report
17% that they drink less when playing

2077 the machines (34% versus ~18%)
10%1 4% than those Regular Players who
0% drink more frequently. However,
Drink More ~ Drink Same Drink Less Don't Drink there is no difference among

Regular Players in terms of those
who drink more. This suggests that for a significant portion of Regular VL Players, the
games actually lead to decreased alcohol consumption.

Impact of VLT Losses on Drinking Even when losing, VL Players are

(Regular VL Players Only) not inclined to drink. In fact,
there are four times as many who
will drink less when they are
losing, as compared to those who
30%7 consume more (8% versus 2%). It
40% appears that, when losing, Regular
30%1 26% Players are more inclined to
allocate funds to continue play of
100 8% VLT games (i.e., chase losses)

A rather than for alcohol, food or
0% other expenses (see Section 3.0 for

Drink More Drink Same Drink Less Don't Drink .
further analysis).

70%1 63%
60%1

20%7

All respondents were asked to indicate whether the amount of alcohol they consume affects their
play. Only 24% felt their drinking impacts their play of VLT’s. The primary complaint by 12%
of players is attributed to spending more money than planned or desired: “The more I drink, the
more I spend.” “I think they put them in bars on purpose so you spend more.” “Makes me
probably spend more than I should.”

There are 11% of players who specifically note that they tend to play at higher bet levels than
usual and take more risks: “I take more of a gamble and increase bets when I’'ve had a lot to
drink.” “You get more cocky, more chances are taken--for example, you up your bets more often
and higher than if you were not drinking.” “I start betting max--1 still stop after 320.00, I just
spend it faster.”

For 5% of Regular Players, alcohol affects their attention and ability to focus on the game: “/
wasn’t paying attention to what I was doing.” “I’m sloppy--can throw away the wrong card.” “I
can’t watch the little things spinning around--not focused.”

OCAL. if-:szwfzré.
October, 1998 2-30



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A

There were 20% who specifically mentioned they become “too carefree and don’t worry about
expenditures” and 1% who noted they “can’t hit the stop button effectively because their reflexes
are too slow.”

In general, Regular VL Players do not play when they feel they have had too much to
drink. In fact, only 24% indicated that they have ever played the games when they would
have considered themselves to have been intoxicated (had too much to drink). This
suggests that Regular VL Players want to be focused on the game and that they believe, for
the most part, drinking either “eats up” resources that can be used for VL gambling or that
it interferes with their ability to play and manage their play of the games.
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2.5 Expenditure Profile

It will be recalled that, generally, Regular VL Players are more inclined to be involved in other
gambling activities available in Nova Scotia and, typically, spend more than other adults when
they gamble (see Section 2.2 - Gambling Activities Profile). Furthermore, Regular Players tend
to be socially active outside the home and appear to invest more time and money in
entertainment activities, particularly as it relates to gambling. These findings lead to a number
of questions regarding expenditures by Regular Players. For example, do Regular VL Players
spend more than other adults on entertainment, gambling, in general, and video lottery,
specifically; or do Regular VL Players simply allocate more of their entertainment budget to
gambling and VL play and, thus, are spending less money than other adults on non-gambling
entertainment?

To understand the impact of their VLT expenditures, it is necessary to comparatively
examine spending activity by all adults within the context of total gambling and
entertainment expenditures in Nova Scotia.

2.5.1 Revenue & Expenditure Calculations

All respondents participating in the surveys were asked to report:

+ the amount they typically spend on video lottery gaming each week or month;

+ monthly entertainment expenditures;

+ the actual amount spent during the last month on the various other gambling activities
available in Nova Scotia.

In order to derive accurate estimates of gambling expenditures and revenue, all respondents were
asked to provide the out-of-pocket amount spent on each gambling activity (excluding
reinvestment of any winnings). It has been found in previous research related to gambling that
by having players note the actual amounts they spend on a per time or per purchase basis, the
estimates obtained will more accurately reflect actual spending behaviour and net sales figures.
This is particularly relevant for video lottery gaming.

Given the continuous nature of play and easy accessibility of video lottery gaming, it is difficult
for players to keep track of their expenditures. This is one of the key factors contributing to
players’ problems in managing their VL play. Consequently, weekly or monthly estimates by
players as to the amount they spent on VLT gaming will often vary from actual expenditures.
However, players find it relatively easy to provide out-of-pocket estimates of expenditure on a
per play basis, as it is more relevant to their actual play behaviour and experience.

o “lusually put $20.00 into the machine when I sit down and I play until I lose it;”

o “Ispend $5.00, one loonie at a time,”

o “Itvaries, but usually I end up spending about 350.00 of my own money every time I play the
machines--sometimes you get really lucky though.”

FOCAL( Researcs
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By applying per play estimates to the actual number of times they played in the last month (i.e.,
how many times in a location with VLT’s; how many times played either planned or on
impulse), it is possible to derive expenditure estimates based on amount spent rather than
amount wagered. This has proven to yield more accurate estimates of net revenue for video
lottery gaming.

Thus, instead of relying on a player’s perceptions of what he/she is spending, the estimate is
derived by breaking expenditure into its component parts:

Out-Of-Pocket Average # Number of Times
Monthly Expenditure = Expenditure * Of Plays * | Played At Establishment
Per Play Per Visit Over The Past Month

When expenditure estimates based on actual play for the last month (month prior to data
collection) are projected to obtain annual revenue estimates, the figures will be more accurate on
an aggregate and segment basis, but may over or under estimate actual expenditures on an
individual basis. This is due to the fact that some players will have played more than usual in the
last month, but it will be balanced off by those who have played less than usual. In any given
month, it can be expected that this same fluctuation will occur within the player base and, thus,
overall, revenue projections tend to be reasonably accurate.

Given this method of deriving expenditures, it is not necessary to introduce “capping” of those
amounts which ordinarily would be considered outliers. (However, when profiling within
certain player segments (e.g., demographic categories such as age, gender, etc.) , all VL
expenditures are capped at a maximum of $2,000.00 per month, in order to minimize the
influence of extreme cases on mean estimates at a segment level.)

The total amount spent on all entertainment activities including gambling was estimated for each
respondent by combining the following:

+ derived VLT expenditure;
+ sum of monthly expenditures on all other gambling activities;

+ estimated monthly entertainment expenditures (excluding gambling).

2.5.2 Provincial Overview Of Entertainment & Gambling Revenue

Estimated+ Estimated % Of Total
Average Monthly Annual Revenue | Entertainment/
Expendituret Revenue ($000) Gambling
Per Adult (8000) Revenue
Video Lottery Revenue $ 14.39 $ 9,778.00 | § 117,337.00 11.5%
Other Gaming/Gambling Activities $ 27.31 $18,557.00 | $ 222,687.00 21.9%
Total Gambling $ 41.70 $28.335.00 | $ 340,024.00 33.4%
Other Entertainment $ 83.09 $56,460.00 | $ 677.521.00 66.6%
Total Entertainment & Gambling $124.79 $84.795.00 | $1,017.545.00 100%

7 Based on adults 19 years or older = 679,505 adults in Nova Scotia (Source: Statistics Canada 1996 Estimates)
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On average, adults in Nova Scotia spent approximately $124.79 each month on entertainment
and gambling activities. Gambling specifically comprises approximately one-third of their total
entertainment budget, with video lottery accounting for 11.5% of all general entertainment
expenditures in the province.

The results suggest that net revenues for VLT gambling in Nova Scotia for 1997/98 will be
approximately $117,336,923 which represents an estimated increase of approximately
10.7% over last year (source: NS Alcohol & Gaming Authority 1996/97: $105,929,806).
The 1997/98 Annual Report has not yet been distributed, however, the 1997/98 figure for
VLT net revenue released by the Nova Scotia Alcohol & Gaming Corporation was $120
million.

In total, it was found that Nova Scotians spent approximately $340 million dollars on
gambling in the province over the last year (however, it should be emphasized that
expenditure refers to out-of-pocket expenditure (net revenue), as opposed to amount wagered).
This means that video lottery will have contributed approximately 34.5% of all gambling
revenue after prizes have been paid. Video lottery, typically, returns a higher proportion of net
revenue to the province, as compared to other regulated gambling and, thus, the rate of return to
the province by VLT’s will be closer to 50% of all gambling revenue in the province.

2.5.3 Expenditures By VL Population Segment

Average Monthly Expenditure On Total Entertainment Activities

I
$500.00 7 -
($435.97%) OVLT's
$450.00 1 O Gambling (Other)
$400.00 O Entertainment
$350.00 1
$300.00 $243.52*
$250.00 1
$200.00 1 ($151.40)
$150.00 1 $75.12% $124.79
($81.87)
$100.00 1
i 5 $120.48 117.33
$50.00 X $ $83.09
1 $60.26
$0.00 -
Non-VL Players Casual VL Players Regular VL Players Total
* indicates a significant difference at the 90%+ confidence level (p< 0.10).

Comparatively, Regular VL Players, on average, are spending almost three times as much
money as Casual VL Players each month on entertainment and gambling activities ($435.97
versus $151.40) and five times as much as Non-VL Players ($435.97 versus $81.87).

OCAL. if-:szwfzré.
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There is no difference in the amount Casual and Regular VL Players spend on general
entertainment ($120.48 versus $117.33).  Therefore, the primary difference between
expenditures in these segments is due entirely to gambling expenditures by Regular VL
Players. By definition, video lottery play is substantially higher for this group, with Regular
VL Players, on average, spending $243.52 each month on video lottery play, as compared to
only $1.29 per Casual Player.

VLT Revenue Contribution

By Population Segment When only those adults who have

100%1
90%
80%
70%
60%
50%1
40%1
30%1
20%1
10%

0%

25%

75%

% of Annual
Players

96%

% of Annual
Revenue

ORegular
Play

O Casual
Play

played video lottery games in the last
year are considered, it can be estimated
that approximately 23% of all adults in
Nova Scotia played video lottery games
at least once. Casual Players comprise
approximately 75% of all those adults
who played, yet contributed only 3% of
total revenue for video lottery. This
means that Regular VL Players make
up only 25% of all annual VL players,
yet contribute approximately 96% of
the revenue for the games.

Percentage of Monthly Expenditure Spent On Gambling Versus Non-Gambling
By VL Population Segment

100%1 i 0% VLT's

90%1 26% 20%
80%1 0% Gambling
70%1 (Other)
60%] 0% Entertainment
50%1 (Other)
40%1 74%, 80%
30%1
20%1
10%

0%-

Non-VL Players Casual VL Players Regular VL Players Total
* indicates a significant difference at the 90%+ confidence level (p<0.10).

To understand differences in how adults are allocating their expenditures (regardless of amount
spent), the proportion each group spends on VLT gambling, other gambling and non-gambling
activities were calculated and compared.

Despite the tendency for Casual VL Players, on average, to spend twice as much as Non-VL
Players on non-gambling entertainment ($120.48 versus $60.26), both groups are spending a
similar proportion of their entertainment dollars on gambling (20% versus 26%) and non-
gambling activities (80% versus 74%). Conversely, Regular VL Players dedicate 73% of all
their monthly entertainment expenditures to gambling activities. Interestingly, they spend a
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similar percentage of their entertainment budget, as other adults, on other gambling, excluding
VLT’s (17%). In fact, compared to Non-VL Players, Regular VL. Gamblers spend a smaller
proportion of their entertainment dollars on other gambling activities (17% versus 26%).
However, they spend more than half (56%) of their entertainment dollars on video lottery
gambling.

Despite the greater tendency for Regular VL Players to be in licensed locations in order to
play the machines, it appears they are not spending their money on alcohol, food, or other
extraneous expenses. Given their propensity to be involved in social activities outside of
their homes (see Section 2.4 - Social & Leisure Activities Profile), the results suggest that
Regular VL Players may be spending less on non-gambling entertainment than would be
the case if they were not devoting such a significant portion of their “disposable income” or
entertainment budget to VL play. Undoubtedly, video lottery gambling is an important
and sizable part of Regular VL Players’ entertainment. If these adults were not spending
such large amounts of time and money on video lottery gaming, the results suggest, in
many cases, they may be more inclined to be using their resources for other entertainment
based activities (switching their VLT expenditure to other activities, in particular, other
gambling activities).

2.5.3 VLT Expenditure For Regular VL Players

On average, Regular Players dedicate 56% of all their entertainment expenditures to VLT’s and
73% collectively to gambling activities. However, within the Regular VL Player base, there are
distinct differences among the players in terms of VLT expenditure and the proportion of
entertainment dollars allocated to VLT’s.

Distribution Of Regular Players By Amount
Of Entertainment Expenditure Allocated To VL. Gambling

100% 1
90% 1
80% 1
70% 1
60%
50% 1

% of Players

40% 1
30% T
20% 1
10% 1

0% A T T T
'0% '10% '20% '30% '40% '50% '60% '70% '80% '90% '100%
% of Budget
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Almost half (49%) of all Regular VL Players spend less than 30% of their entertainment
expenditures on video lottery gambling, with a total of approximately 72% allocating less than
50% of their “fun money” to play of the machines. This means that approximately 30% of
Regular VL Players are spending the majority of their entertainment dollars (50%+) on video
lottery gambling. To gain additional insight as to the impact of this behaviour on expenditure
patterns, all Regular Players were segmented into one of three groups, based on proportion of
their entertainment dollars devoted to video lottery play:

+ GROUP 1 - Low/Social Players (spend <30% of entertainment expenditures on VLT’s);

+ GROUP 2 - Medium Players (spend 30% - 50% of entertainment expenditures on VLT
gaming);

+ GROUP 3 - High/Heavy Players (spend over 50% of entertainment expenditures on VLT’s).

Average Monthly Expenditures By Amount
Of Entertainment Expenditure Allocated To VL Play

Regular Players (% spent on VLT’s)
Spend <30% Spend 30%-49% | Spend 50%+
(n=348) (n=149) (n=213)

% of Regular VL Players 49% 21% 30%
Average Amount Spend Per Month:

VLT’s $ 29.62 $138.05 $665.03

Other Gambling $ 62.38 $ 91.77 $ 85.39

Other Entertainment $142.20 $105.25 $ 83.80
Total $234.20 $335.07 $834.22

Those Regular Players who spend more than 50% of their entertainment expenditures on VLT’s
are, typically, spending two to four times more per month than other Regular VL Players, with,
on average, 80% of their expenditures dedicated to video lottery play. Comparatively, those
Regular VL Players who allocate less than 30% of their monthly entertainment budget to play of
video lottery (low/social players) are spending only slightly more than Casual Players in Nova
Scotia each month on any entertainment and/or gambling activities ($234.20 versus $151.40).
The difference in expenditures between these two groups is entirely due to higher gambling
expenditures by the Regular Players, with both spending a similar amount on non-gambling
entertainment ($142.20 versus $151.40).

Not surprisingly, as VLT expenditure goes up, there is a decline noted in the amount spent by
players on non-gambling activities. Those who allocate less of their entertainment funds to VLT
gaming spend over 1.5 times more money on non-gambling entertainment activities, as
compared to those who spend the majority of their funds on VLT’s ($142.20 versus $83.80). In
fact, Social VL Players only spend approximately 40% of all their expenditures each month on
gambling versus 69% for those in the mid range and 90% for the heaviest VL players.
Interestingly, there is no difference between Regular Players in the medium and heavy VL
segments in terms of what they spend on other gambling activities ($91.77 versus $85.39).
Rather, it is expenditure on VLT’s which distinguish these two groups of Regular Players
($138.05 versus $665.03).

(Ll FEFL

October, 1998 2-37




NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A

It appears that as Regular Players increase the proportion of their entertainment funds spent on
video lottery, the amount spent on VLT’s also goes up exponentially such that, on average,
medium players spend 4.7 times more than lighter players ($138.05 versus $29.62) and heavy
players spend 4.8 times more than medium players ($665.03 versus $138.05).

It could be argued that spending behaviour for VLT’s may develop over time. It may be that as
Regular Players are exposed to play, they initially start to divert other spending to VLT s and
then begin augmenting their expenditures (spend additional monies) as they continue to play at
increasing levels.

Length of Time Playing VLT’s On A
Regular Basis By Expenditure Segment To some extent, this is true. There

6o- is a significant difference in the

' length of time adults in the three

5.0- expenditure segments have been

3.6 3.9% playing video lottery on a regular

4.07 3.4 basis. On average, heavy players

) " have been playing VL  games

2 regularly for 3.9 years versus only
2.0 3.4 for the lighter players.

1.07 However, the differences among

0,04 the segments are not large enough

Low/Social Medium High/Heavy to offer a compelling explanation of

Players Players Players the differences in playing patterns

* indicates a significant difference at the 90%+ confidence level (p< 0.10). among the players. For example,

18% of heavy players have only
started playing on a regular basis within the last year. Conversely, 19% of light/social players
have been playing regularly for five or more years. Obviously, frequency of play, amounts
wagered, bet strategies and other factors play a role in how quickly or slowly problems may
develop if at all. A counter argument would suggest that as players gain more experience with
video lottery play, some may learn to control or manage their expenditures. Thus, at different
points in their regular VL gambling history, players may have moved into and out of different
play levels (e.g., spending more heavily at some points and less so at other times).
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Incidence Of Problem VL Play
By Expenditure Segment

50%1
45%1
40%1
35%7
30%1
25%1
20%
15%
10%

5%
0%‘;

10%

#ﬁ

40%

Low/Social
Players

Medium
Players

High/Heavy
Players

While both high expenditures and a
greater tendency for players to
allocate more of their entertainment
expenditures to VLT play are
strongly associated with problem
VL play, the relationship is not
perfect.  Approximately 40% of
heavy players can be currently
categorized as Problem Players;
10% of medium and only 4% of
social/light players.

This means for the majority of
heavy players (60%), their current
VL play is not a problem for them.
Likewise, despite the relatively

lower amount spent by light/social players, there is still a small, yet significant, group (2% of all
Regular VL Players; 12% of all Problem VL Players) within this segment experiencing difficulty
with their play. Thus, expenditure levels for VLT’s are strongly associated with problem VL
gambling, yet cannot be used as a sole indicator of problem VL gambling.
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2.6 Demographic Profile Of VL Play In Nova Scotia

To identify “who” is playing video lottery games in Nova Scotia, the three population segments
were profiled in terms of their demographic characteristics and associated play behaviours.
Specifically, the demographic analysis identifies those adults in Nova Scotia who are most likely
to have:

+ tried VLT games;
+ adopted casual VL play;
+ adopted regular VL play.

Any differences in adoption are examined in greater detail to develop a more comprehensive
understanding of the demographic factors influencing, or associated with, video lottery
gambling. The information will assist in defining and targeting those segments in the population
most likely to benefit from information, or support/assistance, in controlling and/or managing
their VL gambling.

2.6.1 Gender

Gender By Video Lottery Penetration of Video Lottery Play
Population Segment By Gender
1882?: OMales 100%7 ° 1o
’ 90%1
| OFemal
2ol [0 Lssoll [ezscll [ —— 8071 o
o 62% 40% ORegul
60%1 70%1 Plegu ar
50%1 60%] o
40%1 50%1 OCasual
30%1 ||59% 52% 40%- . Play
- 0,
?ng» 2% 38% 30%1 53% (20 ONever
n
o 20%1 Played
Non-  Casual Regular Total 10%7
VL VL VL Adults 0% i o
Players Players Players ales emales

Men comprise just under half of all adults in
Nova Scotia (48%), yet, they represent 62% of the Regular VL Player base in the province.

Conversely, women comprise the majority of Non-VL Players (59%), with 69% having never
tried the games, as compared to 53% of men.

Almost half of all adult males (47%) have tried video lottery games at some time in the past.
While the majority of these men play on a casual basis, 7% (=3.6% of all Nova Scotian adults)
are regular monthly players versus only 4% of women (=2.2% of adults in Nova Scotia).
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Continued Adoption By Gender

It is noteworthy that, although only
16% 15% approximately 31% of women have
1504 14% tried VL gaming, the adoption rate
(i.e., those who become regular
10% players after trial) is similar for both
men (16%) and women (14%). This
3761 suggests that the principal differences
between play levels for men and women
Males Females Total is largely attributable to exposure or
access to play, with women less likely
to have tried VL gaming and, thus, less
likely to become Regular Players. However, once they have tried the games, women are just
as likely as men to take up regular play of the games.

20%7

0%.-

Bar Patronage By Gender

In an average month, men are twice as
likely as women to be in locations which
have VL machines (4.6 versus 2.3
times). Typically, 60% of all those who
are in bar locations or licensed
establishments on a regular monthly
basis are men and they comprise nearly
three-quarters (73%) of all weekly bar
patrons.

100%1
90%
80% 38%*
70%
60%
50% 23%
40%
30%

ORegular (1+/month)
OCasual (<1/month)
ONever Go To Bars

20%7 || 39%*

10% Although half of all women do not go to

bars, pubs, clubs or lounges at all, even

0/ el
" Males Females Total when they do go, they are more inclined
* indicates a significant difference at the 90%+ confidence level (p<0.10). than men to be casual (53% versus
39%), rather then regular bar patrons
(47%  versus  61%). Therefore,

opportunities for regular play are considerably lower for women, as compared to men. If
the machines were not restricted to licensed establishments (as was the case prior to January,
1993, when they were available in corner stores in Nova Scotia), it could be expected that
women would comprise a much larger proportion of the regular player base for VL gaming than
they now do. Therefore, given the current distribution strategy, males are more likely to be
targeted for VL gambling in Nova Scotia. On average, women who are Regular VL Players
tend to play the games just as often as men when they are in locations which have the machines
(=56% of the time), but because they are in these locations less often, they account for fewer of
the players.
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2.6.2 Age

All respondents were asked for their year of birth, in order to derive accurate age estimates.
Adults were then segmented into age categories for descriptive and segmentation analysis.
However, when appropriate, actual age of the respondent is used for analysis.

Age Distribution By VL Population Segment

o19-24

35%7

30%

25%

19%
20%4| =2

14%44°,14%
12%
90

15%

10%

5%

0%
Regular VL Players

13%

24%

18%

149

Casual VL Players

1%, 10%

025-29
030-34
035-39
W 40-44
m45-49
. m50-59
22 60+

25%

16%

129
10f%
6%

3% 2%

Non-VL Players

There is a strong inverse relationship between age and play of VL machines. Almost half of all
Casual (49%) and Regular VL Players (47%) are under age 35, with approximately two-thirds

under 40 years of age.

There are no significant differences among Casual and Regular VL

Players, with the exception that the youngest adults (aged 19 - 24 years) comprise more of those
playing video lottery games on a regular basis (19% versus 11%), whereas, those aged 30 to 34
years account for a larger proportion of Casual Players (14% versus 24%). This most likely
reflects the impact of lifestyle factors, with younger adults more frequently in locations which
have VL machines than those aged 30 to 34 years (7.1 versus 3.6 times/month).

Average Age By VL Population Segment

60.07 50.0*
50.01 45.3
37.8 38.3
> 40.01
)
« -
S 30.0
g 2007
Z
10.01
0.0
Non- Casual Regular Total
VL VL VL Pop.
Players Players Players
* indicates a significant difference at the 90%+ confidence level (p< 0.10).

Non-VL.  Players tend to be
significantly older, on average, than
their “VL playing counterparts.” In
fact, 45% of non-VL players are 50
years of age or older, as compared to
only 13% of Casual Players and 19%
of Regular Players.

Penetration of VL Play By Age
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Category

10/
100% =
90%1

’ 19%
o 28%
80% 35% 34% ’

ORegular
Play

70%

60%1
OCasual
50% Play
92%
77% ONever

67% Played

40%

30%1 60% 60%
20%1

10%

0%-
19-24 25-29 30-34 35-39 40-44 45-49 50-59 60+
(years)

Given the greater propensity for younger adults to be frequenting locations which have
video lottery gaming, it is not surprising they are more inclined to have tried VL gambling
or have a comparatively higher incidence of regular VL play. Approximately 80% of all
those aged 19 to 24 years have tried VL gambling at some time, with 18% playing on a regular
basis. This is not particularly surprising given that 74% of all adults in this youngest age
category are currently in bars or licensed establishments once a month or more.

Percentage of Regular Bar Patrons Within Each Age Category

80%- o
70%
60%- 56%
50%1
40% 36%
31% 31%
30% 27%
20% %
()
10% 8%
0%
19-24 25-29 30-34 35-39 40-44 45-49 50-59 60+
(years)

The results suggest that the majority of differences in video lottery play among the three VL
population segments are largely due to accessibility and the current distribution strategies for
VLT’s. Obviously, there is a relationship between how often someone goes to a licensed
establishment and their likelihood of playing VLT’s. For example, 85% of adults over 59 years
of age do not go to bars, clubs, pubs or lounges, and only 8% go on a regular, monthly basis.
This tends to correspond with the 8% of older adults who have ever tried video lottery.
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Penetration of Time Regular VL Players Are In A Location To
Specifically Play VLT’s Versus Impulse Play (By Age Category)

100%1
o/ 4
90% (76%)
8071 (61%) 0% Ti
] ° () 60(y o, o 11mes
70:/0 (51%) (56%) (52%) (60%) (57%) (59%) Impulse
) O(; ] 33% 27% 28% 26% @ % Times
° 36% 36% 33% Planned
30%1 ° Play
0/ 4 43%
20% 28% SR 29% 32% ’
10%1 14% 20% 19%
0%
19-24 25-29 30-34 35-39 40-44 45-49 50-59 60+
(years)

Despite the high tendency for young adults to regularly be in locations which have the machines,
only 14% of the times they go to these locations are to specifically play video lottery. For the
most part, young adults are at the bars for other social reasons, with the majority playing on
impulse primarily for entertainment purposes. This contrasts sharply with those Regular Players
60 years or older who tend to play VL games the majority of times they are in a location which
has the machines (76%). In 43% of the cases, these oldest players are only there specifically to
play video lottery.

Although the average number of times they play when they are exposed to VLT gambling is
fairly similar for all adults under 60 years of age (51% - 61%), undoubtedly, those over 35 years
of age are more inclined to be in these locations because they are seeking out the machines.
This suggests that video lottery play is a more incidental activity for most players under 35
years and more of a deliberate or planned activity for adults 35 years and older.

Despite differences in exposure to VLT’s, a similar percentage of Regular Players within all age
categories will play the games on impulse when they are in locations which have the machines.
Generally, Regular Players will play on impulse approximately one-third of the time they are
exposed to the machines.

Continued Adoption By Age Category

30%1
25%
25%1
0,
20%. 190/0
15% 16% 15% .
0/ -

15% 12%
10%1 9%

5%

0%

19-24 25-29 30-34 35-39 40-44 45-49 50-59 60+ Total
(years)
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Interestingly, continued adoption of regular VL play by those who have ever tried the games
tends to be highest for those at either end of the age continuum. Adoption rates for those 60
years or older (25%) and 19 to 24 years (22%) tends to be significantly higher than for those
between 30 and 39 (9% - 12%) years of age. Therefore, while older adults are less likely to be
exposed to VL gambling, they are just as likely (if not more so than some other age
segments) to take up regular play once they have tried the games.

Undoubtedly, the availability of video lottery terminals at locations frequented most often by
young adults has had a significant impact on the likelihood of trial and adoption of regular VL
play within this age group. Continued adoption of regular VL play tends to be similar across all
other age segments, except for the youngest and oldest adults in the province.

It could be argued that both these population segments may be more likely to adopt regular
VL play because they tend to have more leisure time and, on average, less family or related
social obligations, responsibilities and expenses. This is true, to some extent, as both these
groups are less likely to have children living in their households and are more inclined to be
single than any other segment. In terms of employment, 19 to 24 year olds are equally likely to
be employed whether or not they play VL games regularly. However, half (50%) of Regular
Players who are 50 years or older have full-time (40%) or part-time jobs (10%), as compared to
less than one-third (30%) of adults in this age group who do not play. These older Non-Players
are, instead, more likely to be retired (47% versus 36%). It may be that the younger players have
not yet incurred the debts and responsibilities associated with mid-range age groups (e.g.,
mortgage, family), while older players have “out grown” them (e.g., house paid off, children
grown, widowed/divorced). Thus, both groups may have more disposable income and the free
time to play the machines.

&~ Adults Aged 19-24 Years:

For those adults under 25 years of age, frequency of being in locations which have video lottery
machines tends to be one of the primary factors influencing play. In particular, women in this
youngest age segment are more likely to be going to bar locations at least once a month (90%)
than any other segment in the population including their male counterparts (60%).
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Frequency of Bar Patronage By Gender For Those Aged 19 - 24 Years

60%1 OMales
Females
50%- 47% g
40% )
30%
' 24% 23%
20% . 18%
10% 11%
10% 8%
3% 2%
<1%
0% L] L) L)
Never Less than 1/Month Approx. Once/ More than
1/month Every Week Once/
2 Weeks Week

While young women have a greater tendency to be regular monthly bar patrons, those
young males who do go are doing so significantly more often each month, with 31% of males
who are 19 to 24 years old frequenting a bar location at least once a week or more compared to
only 5% of women in this age category. Consequently, young males are in a location with video
lottery machines, on average, 8.8 times per month versus 5.2 times for young women.
Considering Regular VL Players in this age group, even though they tend to spend the same
amount each time they play (=$28.75), the fact that young men are in bars more often contributes
to more frequent playing patterns and, consequently, higher monthly expenditures on VL
gaming, as compared to young women (males 19 - 24: $218.22 per month versus females 19 -
24: $163.14 per month).

Percentage of Regular VL Play By Age & Gender Categories

30%1 OMales
OFemales

25%1

0,
20%1
15% 13%

()
11% 10%
0/ -
10% 704 7% 7%
5% 5% 5% 59
40 0 0,
5041 % . 4% 3%
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0% L] L] L) L) L) L} L)
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As may be expected, regular VL play by women aged 19 to 24 years is significantly higher
than for women in any other age category (13% versus 1% - 7%). In fact, play levels for
these young women actually equals, or exceeds, those noted for men aged 25 years and
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older. However, young men are almost twice as likely to be Regular Players, with 22% of
all males aged 19 to 24 years in Nova Scotia currently playing video lottery games on a
regular basis.

As young adults in the province continue to be exposed to this type of gambling, it will be
important to determine if early adoption rates translate into long-term playing patterns.
Video lottery gaming was first introduced by the provincial government in May, 1991.
Those who were 19 to 24 years of age at the time the games were launched are now
approximately 27 to 32 years of age. Not surprisingly, trial of video lottery games is
significantly higher within these age categories (60% - 80%) than for those over 35 years
(8% - 40%). However, regular playing patterns tend to drop off as young adults start
establishing families/relationships and acquire more financial and professional
responsibilities. It appears that video lottery play is more of a social activity for these
youngest adults which is replaced, as their maturing/developing interests reduce their
exposure to the machines. Increased experience with video lottery gambling, both through
personal play and play by the majority of their peer group, may in some cases provide
additional knowledge and, thus, ultimately, contribute to greater control over play. It also
positions the games as a social and interactive activity, as opposed to a solitary pursuit.
However, there is also a possibility that, with increased exposure, some young men and
women in Nova Scotia may be at greater risk for developing long-term problems with VL
gambling. (See Section 3.0 for more detailed analysis - Regular VL Players and risk
indicators.)

2.6.3 Marital Status

Marital Status By VL Population Segment Single adults, who have never been

00t married, comprise approximately 14% of
900/0_ 10% i | oo, 14% the adult population in Nova Scotia, yet
’ 32% represent almost one-third (32%) of
80%1 . .
2091 Regular VL Players in the province.
0% Ui/i[nglP/dNevef Casual Players are also more inclined to
() arric .
soved [| 75% "y be single than Non-VL Players (18%
o 77% . * | OMarried/ versus 10%), although not to the extent
40% 57% Cohabitating .
30% noted for regular play. While those who
20%- O Separated/ are married or living with a partner account
10%1 (1208 - - omorced! for the majority in all player segments,
0% D 1% P ) U% b | Regular VL Players  (57%)  are
Non-VL Casual Regular  Total significantly less likely to be married than
Players Pl:;I;rs Pl:’yI;rs either Casual (77%) or Non-Players
(75%).
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Penetration of VL Population Segment Overall, 56% of single adults are
By Marital Status playing VL games on at least a casual
100%- — I ORegular | basis, with 13% playing video lottery
0% Play games regularly once a month or more.
80%1 34% OCasual Conversely, only 38% of married
70%1 Play

adults have tried video lottery, with
only 4% playing the games on a regular
basis.

60%
50%
40%1
30%1
20%
10%1

0%

ONever
Played

79%
62%

It is noteworthy that Casual VL Players
are significantly less likely than those in

Single/ Married  Separated/D the other two segments to be separated/
Never ivorced/Wid divorced or widowed (5%). Casual
Married owed

Players account for approximately one-
third of the adult population and, yet,
only represent 15% of those who are currently living without their spouse or partner. It may be
that some of the Casual Players have remarried or acquired new partners at some time.
Regardless, 94% of Casual Players who have ever been married are currently involved in
an on-going relationship with a “significant other,” as compared to only 83% of Non-VL
Players and 84% of Regular VL Players.

Although the incidence of those who are separated/divorced/widowed is higher for both Non-VL
Players and Regular VL Players, Non-Players are significantly more likely to fall into this
category than are Regular Players (15% versus 11%). This is largely due to the fact that Non-VL
Players, on average, are older (it will be recalled that 45% are over age 50) and, consequently,
could be expected to have a higher rate of those who have lost a spouse or partner (i.e.,
widowed). This tends to be supported by the finding that 81% of those Non-VL Players who are
separated/divorced/widowed are over 50 years of age (although it should be considered that
separated/divorced may also be higher for this group as well, simply by virtue of having had
more life experiences. In the future, research on VL gaming should further segment marital
status to determine if there are significant differences between those who are separated/divorced
and those who are widowed). It has been speculated that regular VL play is often associated
with higher divorce rates, family break-ups and separation. While this may be true for
extreme cases, in general, the incidence of regular VL play is not significantly higher for
adults in this segment (6%).

Continued Adoption By Marital Status Once they have tried video lottery
games, adults who are not

30%] 27% . . .
aso,]| 24% currently living with a spouse or
0% partner (27%), or are single
15%1 15% (24%), are over twice as likely to

0 11% .
0% adopt regular play of video lottery
5041 than those who are married (11%).
0% The key differentiating feature
Single/ Never Marr'ied/' Se'parated/ Total appears to be related, again’ to
Married  Co-habitating  Divorced/ Adults . . .

Widowed opportunity to play. Single adults, in
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general, are more than twice as likely as married adults to have been in a location which has
video lottery machines in the past month (6.7 versus 3.0). One would expect the same to be true
for those adults who are separated/divorced/widowed, but they, as a group, only tend to be in a
VL location 2.1 times per month. This suggests that Regular VL Players who are
separated/divorced/widowed may be very different from other non-playing adults in this same
segment. In fact, Regular VL Players who are separated/divorced/widowed are in a location
with VLT’s, on average, 9.7 times per month, as compared to only 2.3 times for Casual Players
and 1.5 times for Non-VL Players falling in this marital segment. While those who are
separated/divorced/widowed are not more likely to be Regular VL Players, the minority (21%)
of these adults who have tried the games are more inclined to adopt regular playing patterns.
This suggests that the absence of a partner or spouse, combined with high accessibility to
play (in VLT locations frequently), contributes to higher play levels for Regular Players
who are separated/divorced or widowed.

Percentage of Times Regular Players Are In A Supporting this conclusion, of all the

Location To Specifically Play VLT’s times they are in a location which has
Versus Impulse Play By Marital Status the machines, those Regular Players
) who are separated/divorced/ widowed
100%1 0% Times .. R
00%- Tmpulse are significantly more likely to be
80%1 . . (©9%) | Play there specifically to play the games
0% (55%) (36%) B% Times (40%). In fact, 69% of the time they
ool 29% g}:;ned are in locations which have the
40%] | 360 30% machines, they end up playing versus
30%? only 55% to 56% for other adults.
20%" 40%
10%] | 19% M2
0%+ . This means that, although Nova
Single/ Married Separated/ Scotians who are not currently
Never Divorced/ .. .
Married Widowed living with a partner are not more
likely to be Regular VL Players, in

general, when they do try VL games, they tend to adopt regular play, and may be more
susceptible to problem playing habits. What is not clear, however, is if video lottery played
a role in their marriage break-up, or if the loss of a spouse through separation/divorce or
being widowed actually led or contributed to play for this group.
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2.6.4 Household Composition

Average Number of Persons Per Household By VL Player Segment

3.57 32 O Average #
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3.0 2.8
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2.0 2.1 — 2.1 O Average #
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157 1.1
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104 08 0.7
<
0.57
0.0 T y 7
Non-VL Players Casual VL Players Regular VL Players Total Adults

On average, Regular VL Players tend to have significantly more adults living in their households
(2.3), as compared to either Casual (2.1) or Non-VL Players (2.0). However, Casual Players are
more inclined to have children living at home (1.1 children versus 0.7 - 0.8).

Those Adults With Children In The Household

By VL Player Segment
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Household Composition By VL Population Segment

70%7 ORegular VL
60%- 56% Players
0
OCasual VL
50%1 41| Players
37% o
40%7] o 37 346~ ONon-VL
0% 28% 31% Players
s
15% 20% 2% Dg(?[t;llation
0/ (\)
2097 g 09 13% 0%11% 11%
10%1 (] 4% 5% 4% 4% ”
0% 7 7 7 7 7
1 2 3+ 1 Adult 2 Adults
Adult Adults Adults & Children & Children

Not surprisingly, Casual VL Players are more inclined to live in family households with
two adults and children (56%). Compared to Casual Players, Regular VL Players are
more likely to live in multi-adult households (2+ adults) without children (48% versus
30%). Although 10% of Regular VL Players live alone, this is similar to results for Casual
Players (9%). It is Non-VL Players who are more likely to live in single person households
(15%). However, unlike Regular VL Players, Non-Players are more inclined to live alone or
with one other adult (52% versus 38%). These findings tend to counter the belief that
Regular VL Players are typically “/loners” who live by themselves and, thus, are isolated
from others.

Penetration of VL Play By Household Composition
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In terms of penetration, it appears that play of video lottery games is significantly higher in
households with children. However, this is almost entirely due to casual rather than regular play.
Regular video lottery play is similar in all household segments, except for being higher for those
with multiple adults (3+) and no children (11% versus =5%).

It should be noted, however, that the level of regular play in multi-adult households does not
differ significantly from that observed for single parent households (11% versus 6%). (Given the
lower incidence of adults living in single parent households (9% of households;, ~4.5% of
adults), this segment had a smaller sample size (n=46) and, therefore, did not yield a significant
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difference when compared to those in households with three adults or more (n=182). Due to a
larger margin of error for estimates based on single parent households, the actual incidence of
regular VL play within this segment may be within £6.9%.)

Adults who are single parents are no more likely than any other household segment to be
involved in regular video lottery play. However, it may be expected that, given the typically
reduced circumstances of single parents, regular play should be lower within this group.
Approximately half of all single parents are divorced/separated/widowed and half are single/
never married. The overwhelming majority are female (86%), with 81% under 35 years of age.
Although results should be considered as exploratory (due to small sample sizes on a segment
basis), it appears that those single parents who are divorced/separated are less likely to have tried
VL gaming than those single parents who have never been married (27% versus 73%).

On average, single parents tend to be in locations which have video lottery machines more often
than other adults (5.0 times/month versus 3.4 times/month). This is most likely attributable to
the fact that these adults are younger and, as noted for the analysis of marital status, are not
currently involved with a spouse or partner and, thus, are more inclined to be in a social setting
which has the machines. When frequency of being at a location with video lottery games is
compared to other adults under 35 years, there is no difference between single parents and adults
in general (5.0 versus 4.7). Thus, the skew of single parents towards younger, single females
tends to be influencing the incidence of regular play levels for VL gaming noted within this
group. As a result, regular VL play for single parent adults is similar to levels noted in all
other household segments, but may potentially be more problematic, as there are obviously
fewer individuals contributing to the household income. Furthermore, income is typically
lower in this segment, with 67% of all single parent adults reporting household incomes of
$25,000 a year or less. There are significantly more low income single-parent adults even when
compared to those adults living in single person, one-income households (67% versus 53%).

Percentage Of Times In A VLT Location To Specifically Play VLT’s
Versus Impulse Play (By Household Composition)
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The percentage of times Regular VL Players are in locations with VLT’s in order to specifically
play the games (planned play) is similar across all household segments (22% - 30%), as is
impulse play (31% - 36%). However, Regular Players who live alone are more inclined
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overall to end up playing whenever they are in a location which has VLT’s (66% versus
~56%).

Since these Regular VL Players are in locations, on average, slightly more often than players
living with other people (13.1 versus 10.8 times, on average), they tend to play the games more
often each month (8.6 versus 6.0 times). Furthermore, they play for longer periods of time each
time they play (78.5 versus 68.2 minutes). As a result, Regular Players living in single person
households comprise only 10% of all regular players, but will represent approximately 15% of
those sitting in front of a video lottery terminals, in a given month.

The evidence suggests that those Regular Players who live on their own, on average,
allocate more of their entertainment dollars (42% versus 35%) to VLT gambling, as
compared to those who live with other adults. Thus, while adults living in single person
households are no more likely than other adults to adopt regular play, it appears that once
they do they are inclined to play more frequently and for longer periods of time.

2.6.5 Work Status

Work Status By VL Population Segment
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Contrary to many perceptions regarding video lottery play, both Casual (68%) and Regular VL
Players (60%) are significantly more likely to be employed in full-time positions, as compared to
those who have never played the games (42%). In particular, Casual VL Players are most
inclined to work in full-time positions outside their homes.

Other notable differences for regular video lottery play are that students account for more
Regular Players than Non-Players (5% versus 1%) and, as noted previously, Non-Players are
more inclined to be retired (23%) than Regular VL Players. However, retired adults who have
played VL games tend to make up a significantly larger proportion of Regular rather than Casual
Players (7% versus 2%). This suggests that, when they do play the games, retired adults tend
to play on a more regular and frequent basis, presumably due to more leisure time and less
professional or work related responsibilities.
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The incidence of those who stay at home on a full-time basis (homemakers) is also higher for
Non-Regular Players (14% versus 6% - 8%). Homemakers are most likely to be female (98%)
and tend to be older, on average, than women in other segments so it is not surprising these older
females have not taken up play of video lottery.

There is no significant difference for the percentage of adults who are unemployed among
the four segments.

Penetration of VL Play By Work Status
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Overall, retired adults (6%) and homemakers (25%) are least likely to have tried video
lottery games, yet in the case of homemakers, once they have played, they are just as likely
as adults in any other work status segment to adopt regular playing patterns (13%). As
noted previously, retired adults are significantly more inclined to adopt regular play after
trial compared to most demographic segments (44%). It may be that this group is more
susceptible to regular play than other segments, presumably due to having both the time and
(possibly) resources to “invest” in video lottery. Unlike younger adults, they have less exposure
to video lottery gambling. While this means they are less likely to play, it also means they have
less experience with the machines, and this form of gambling. Strategies, such as those
employed by casino operators in the province, which specifically target “seniors” by facilitating
access and play, may be extremely effective in initiating regular gambling patterns in a relatively
short time period. Given the lack of skill level required, the slot machines (which are similar to
video lottery games) are attractive and easy to play. Without experience and/or the development
of effective coping strategies for controlling play, it may be that seniors in Nova Scotia are
particularly vulnerable to these continuous electronic forms of gaming. In the absence of
understanding how the games work (random wins), adults may tend to apply strategies they have
acquired or inferred from other games of chance which have a skill element, thus, leading them
to think they can influence game outcomes when, in fact, they cannot.

As these forms of gambling become more accessible to older, retired adults (outside the
traditional bar locations), it may be advantageous for the Department of Health to target
this group with information services designed to educate them on electronic gambling.
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Trial of VL play by students is extremely high (72%), primarily due to the fact they are largely
younger, single adults (58% under 30 years of age), frequenting VL locations an average of 7.3
times per month, with 58% in bars, clubs, pubs or lounges at least once a month or more.
Despite high trial and, therefore, higher regular play levels, continued adoption of regular play
by students is similar to that noted in other segments, suggesting there is a social aspect to
play within this group. In fact, they only spend 25% of their entertainment dollars on VL play
compared to 36% for all other adults.

Interestingly, there are no significant differences in play noted for those who are unemployed.
Not only does this group comprise similar proportions of Regular, Casual and Non-VL Players,
adults who are employed full-time or part-time are just as likely to be trial and Regular VL
Players as those who are not currently working.

It may be surprising that Regular Players who are unemployed, on average, tend to spend just as
much on VL play each month as those who are employed ($259.28 versus $266.78).
Furthermore, expenditure on entertainment activities are similar within each group, with VL play
accounting for approximately 37% of their total entertainment dollars. However, incomes within
the unemployed players’ segment are skewed significantly lower, with 44% having household
incomes of $25,000 or less compared to only 14% of those who are employed. This does not
necessarily mean unemployed adults are more likely to be Problem Players (in fact, in Section
3.0 it is found this group tends to have similar levels of problem play, as compared to the other
segments). It does suggest, however, that the unemployed who play VL games on a regular
basis are allocating substantially more of their income to entertainment activities including
VL play than adults in most other segments.

2.6.6 Occupation Category

Occupation Category By VL Population Segment
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Compared to both the other population segments, Regular VL Players are more likely to be
employed in blue collar occupations (35%) and least likely to be comprised of white collar
workers (14%). While Casual Players tend to have a higher incidence of those employed in
blue collar occupations than Non-Players (27% versus 15%), the percentage of white collar
workers in either group does not differ significantly (26% versus 19%).
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The income supported occupation segment includes unemployed adults, homemakers, students,
disabled and those who are retired. Consequently, it is not surprising to find a higher incidence
of income supported adults in the Non-VL Players segment (44%). Casual VL Players tend to
have the lowest percentage of income supported adults (19%).

Penetration of VL Play By Occupation Category
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In terms of penetration of video lottery gambling among the occupation groups, there is no
significant difference among the three employment categories (white, grey and blue collar
workers) for casual video lottery play, while those in the income supported category are less than
half as likely to have tried VL games. Essentially, approximately 40% of all those employed
play video lottery games on either a trial or casual basis, regardless of the type of work
they do. However, blue collar workers are more likely to have ever tried VL gaming (53%
versus ~45%) and to be Regular Players (10% versus 4% - 6%). After trying the games,
continued regular play tends to be significantly lower for those employed in white collar as
opposed to blue collar occupations (9% versus 18%). In fact, adoption of regular VL gambling
is highest for blue collar (18%) and income supported adults (19%).

Blue collar workers tend to be more inclined than white collar workers to adopt regular
playing patterns and yet, adults in both segments tend to be in locations which have the machines
on a similar basis (=4.7 times per month). In fact, white collar workers are even more inclined to
be regular monthly bar patrons than those employed in blue collar occupations (43% versus
31%).

Adults in both these occupations segments tend to be skewed towards males (63% versus 58%),
with no notable differences in marital status (83% married) or in the likelihood of having
children (=56%).

The primary difference appears to be related to socioeconomic status, with white collar
workers skewed towards higher income levels (60% having annual household incomes over
$45,000 versus only 19% of blue collar workers) and significantly more white collar
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workers having university educations (42% versus 2%) or any post secondary educations
(56% versus 14%).

When only Regular Players are compared for the two segments, the average monthly
expenditure level for VL gambling is almost twice as high for blue collar players ($342.25
versus $147.53). In fact, Regular VL Players employed in white collar occupations spend
only 41% of their average monthly entertainment expenditure on VL gaming compared to
71% by blue collar workers. Both groups are just as likely to play VLT games a similar
percentage of the time they are in locations which have the machines (=56%) and have the
same incidence of planned (=20%) versus impulse play (=36%). However, blue collar
workers who are Regular Players tend to play more often in an average month than those
employed in white collar occupations (8.0 versus 6.1 times). Furthermore, each time they
play, blue collar players, on average, spend more time (79 versus 50 minutes) and money
($35.53 versus $24.78) than white collar players.

It appears that those Regular Players employed in blue collar occupations tend to rely on
video lottery gaming for the majority of their entertainment, spending more time and more
money on this type of gambling, as compared to adults in any other occupation segment.

2.6.7 Education

Respondents were asked for the highest level of education they completed. Based on
preliminary analysis, responses were grouped into four principal education categories for
profiling:

+ high school or less (43% - including less than Grade 9 (9%) and high school Grades 9 - 13
(34%));

+ trade school/vocational (24% - including non-university and community colleges);

+ university without degree (14%);

+ university degree/post graduate degrees (19%).
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Education Level By VL Population Segment
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There appears to be a strong association between regular video lottery play and education
levels. Compared to Casual and Non-Players, Regular VL Players are more inclined to have
high school educations or less (51% versus 38% - 44%) and less likely to have university (8%
versus ~14%) or post graduate degrees (1% versus 6%).

Penetration of VL Play By Education Level
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It is particularly compelling that, although trial of video lottery games is similar for adults
with high school educations or less (36%) and those with university degrees (35%), regular
play is twice as high for those with the lowest education levels, as compared to the most
educated adults in Nova Scotia (7% versus 3%).
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Continued Adoption By Education Level
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Those currently enrolled in university
are included among the “some university” segment. Therefore, it can be anticipated that, upon
completion of their degree and a subsequent change in their lifestyle, regular play should decline
for these adults. However, students only account for approximately 3% of adults in this segment
and, thus, any change in their play behaviour will have minimal impact on results for this group.
Presumably, “new” students will be entering this segment as the need for higher education
increases. For the most part, those with partial or incomplete university educations fall across all
age and work status segments, suggesting this group represents either those who have dropped
out of university before completion or those who have supplemented their education through
specific university courses. Therefore, these adults have different characteristics and play
patterns than those who have completed a university education.

Not surprisingly, there is a significant correlation between education and income (r=.50 p<.000)
at a total population level such that those with the highest education levels typically have higher
annual household incomes. In fact, approximately 60% of university graduates and post
graduates have household incomes above $45,000 versus only approximately 17% for high
school graduates and approximately 35% for trade school/vocational or some university.

It is noteworthy that despite the skew towards lower incomes for those with lower
education levels, average VLT monthly expenditure for Regular Players with high school
or less is actually higher, on average, than for those Regular Players having university
degrees ($233.75 versus $175.07). Thus, adults who have higher educations are not only
less likely to play VL on a regular basis, when they do play, they tend to spend less.
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Percentage of Times Regular Players Are In A
Location To Specifically Play VLT’s
Versus Impulse Play (By Education)
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proportion of people’s
entertainment budget spent on
VLT’s declines. This is not necessarily because more educated players have higher
entertainment budgets (total entertainment expenditures do not differ among any of the
segments, with the exception of those with trade school/vocational, on average, spending more
($492.72 versus ~$415.00)). Rather, this is due to the fact that Regular Players with higher
education levels tend to spend less on gambling, whereas those with the lowest education
levels allocate significantly more of their entertainment dollars to gambling activities (65%
versus 46%).

This is also true for adults in all three VL population segments, with those who have high school
educations or less spending, on average, more than half (56%) of their total entertainment dollars
on gambling activities (including VL) versus only one-third (32%) by adults with university
level educations. (Adults with vocational/trade school (47%) and some university (43%) fall
mid way between.)
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Undoubtedly, those adults with higher educations are generally at lower risk for adopting
regular play and, thus, potentially problematic VLT play. Given the relative youth of VL
Players in Nova Scotia, and the relationship of play to education, strategies for informing
and educating adults on gambling need to be directed at high school students (or younger),
in order to achieve the greatest long-term value. Given the propensity for less educated
adults to rely fairly heavily on gambling for entertainment, attempting to replace video
lottery play with other entertainment activities for Problem Players in this segment may be
more difficult. Strategies for controlling play rather than abstinence may be most critical
for these adults, as it is highly likely they would continue to be exposed to gambling in
various forms.

2.6.8 Annual Household Income

Preliminary analysis indicated that grouping household incomes into the following four
segments provided a clearer picture of the relationship between VL play and income:

+  Low Income Households ($25,000 or less: 24%)
- including <$10,000 (4%) and $10,000 - $25,000 (20%);
+ Mid Income Households ($25,001 - $45,000: 32%)
- including $25,001- $35,000 (20%) and $35,001 - $45,000 (12%);
+ High Income Households ($45,000+: 34%)
- including $45,001- $60,000 (15%), $60,001 - $75,000 (8%) and over $75,000 (11%);
+ Don’t Know/Refused (10%)
- including Refusals (8%) and Don’t Know/Unsure (2%).

NOTE: Rather than excluding refusals/don’t knows from the income analysis, or
attempting to derive income estimates based upon their responses for other
demographic measures, it was decided to include these adults in a separate
segment. The rationale for this is based upon assumptions that these responses
may be related to VL play and, thus, additional insight can be gained by profiling
this segment.
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Income Category By VL Population Segment
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In general, Non-VL Players tend to fall fairly evenly into the three primary income segments.
Comparatively, Casual Players tend to be skewed towards higher household incomes, with
significantly more adults earning over $45,000 (44%). Regular Players are more inclined to
have mid level incomes (37%), especially compared to Non-VL Players (32%).

Just under one-quarter (24%) of adults in Nova Scotia have annual household incomes of
$25,000 or less. The incidence of lower income adults tends to be higher for those who have
never played video lottery games (Non-VL Players: 27%) than for those who play the games on
a casual basis (Casual Players: 17%).

Penetration of VL Play By Income Category
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It has been speculated that video lottery gambling tends to target those adults who can

“least afford to play”. In terms of regular video lottery play, adults with the lowest

household incomes make up approximately 23% of Regular Players, which is almost

identical to the proportion of low income adults found in the province as a whole.
Continued Adoption By Income Segment
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regular play levels is significantly

lower for those adults with the highest
household incomes (10%), as compared to both those with mid (16%) and low (20%) household
incomes. It is noteworthy that although lower income adults are less likely to try the games,
once they have played, they are among those most inclined to take up regular playing patterns.
This suggests that, while video lottery does not necessarily target low income adults more so
than other income groups, the lower income segments are more likely to become Regular
Players once they try them and, thus, may be more likely to need to learn how to manage
their play of the games.

Percentage of Times Regular Players Are In A When only those adults who play VL

Location To Specifically Play VLT’s games regularly are considered, on
Versus Impulse Play (By Income) average, lower income players are
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budget (67%), VLT expenditures by
lower income VL Gamblers represent approximately 42% of their total entertainment
dollars. Comparatively, those players in the mid and higher income levels,
proportionately, only spend about one-third of their entertainment expenditure on VLT

play.

The refused/don’t know income segment comprises 10% of the adult population in Nova
Scotia. Video lottery playing patterns for those who refused or are unsure of their annual
household income tend to be similar to that noted for low income adults. Approximately 71%
have never tried video lottery games. However, this group has the highest rate of continued
adoption for video lottery gambling which means that 28% of all those who try the games
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become Regular VL Players. The adoption rate of video lottery play by those who refused or
don’t know their household income is higher than that noted for adults with mid (16%) or high
(10%) incomes, yet it only differs from low income adults (20%) at the 88% confidence level.

Overall, Non-VL Players were more inclined to refuse to provide their income (10% versus 4%),
while Regular VL Players were more likely to be unsure in this regard (10% versus =1%).
Casual VL Players are least likely to fall in either of these segments.

For those who are Regular Players, there appears to be a distinct difference between those who
are unsure versus those who refused income.

Regular Players who do not know the total amount of their household income comprise 10% of
Regular VL Players and, on average, tend to be younger than other adults (27.6 years versus 39.5
years); 60% are employed, although 40% of those working have part-time positions; 16% are
currently students; and 73% are single/never married. On average, they have more adults living
in their households (3.3 versus 2.2). Therefore, the evidence suggests that the majority of
these younger adults, who are unsure of their household incomes are most likely still living
at home. It can be assumed that a larger proportion of their personal income is available
for entertainment purposes than would be the case if they were the principal household
“bread winner.” They are also among those adults who are most likely to be in bar
locations or exposed to video lottery machines, in general, on a regular basis. Thus, it is
not surprising that continued adoption of video lottery gambling is high in this segment.

Those adults who have refused to provide their income make up a small proportion of Regular
VL Players (4%). Although the results should be considered exploratory (due to small sample
size: n=26), it appears the Regular Players who refused to divulge their income may, in
some cases, be reluctant to provide the information because of their level of VL play. On a
preliminary basis, there is a higher incidence of problem play in this segment compared to some
other income segments (28% versus 8% - 11% - see Section 3.0).

€~ Number of Adults Contributing to Income

Average Number of Adults Contributing Average Number of Adults Contributing To
To Household Income Household Income By VL Population Segment
2.57 22 2.57
2.0
] | 1.9
20 1.7 20 1g 1.7 1.7
— s L4 1.51
<10 2 107
o
* ks
0.57 E 0 0.57
0.0 0.0
Low Mid High Refused/ Non- Casual Regular  Total
(<$25k)  ($25k-  ($45k+) Don't Know VL VL VL
$45k) Players Players Players
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Not surprisingly, as the number of adults contributing to a household income increases so does
the total amount of the collective household income. While this tends to be a logical association,
it is noteworthy that, on average, Regular VL Players tend to have significantly more adults
contributing to household incomes, as compared to the other two population segments (1.9
versus 1.7). Yet, income levels within the Regular VL Player segment tend to be skewed
significantly lower than for Casual Players and similar to that noted for Non-VL Players.

Since, on average, there are more employed adults living in households with Regular VL
Players, this suggests that the average income per adult tends to be lower for those households
with at least one Regular VL Player. This is partially due to the fact Regular VL Players tend to
be younger, are less likely to have university degrees or to be employed in professional
occupations.

NOTE: Survey respondents were asked to indicate which of the broad income categories best
described their total annual household income (everyone combined before taxes).
Ideally, it would be preferable to obtain actual income amounts, however, this
approach tends to yield higher refusal rates and, therefore, less usable information
upon which to base analysis. It is possible to derive accurate estimates of income
from this ordinal data based upon the distribution of income responses and
assignment of estimated values. These values can then be used to calculate average
household income levels and average per adult/per household member (including
children) income estimates. Based on these estimates obtained, it is possible to
determine the relative impact of video lottery and other gambling expenditure, as a
proportion of an individual’s resources (income). This is additional analysis which
the Department of Health may wish to undertake.

2.6.9 Mother Tongue

Mother Tongue By VL Population Segment

Based on the results of the study, it can
8% be estimated that approximately 92% of
R0%- OFrench/Other || adults in Nova Scotia are Anglophones,
DEnglish who speak English exclusively as their
60%1 first language. There will be some bias
92% 92% 95% 92% in these estimates, as any adults who
could not speak either English or French
would have been excluded from
participation in the study. (This bias will
0% be minimal, as the majority of all adults
Non- — Casual  Regular  Total speak one or both of Canada’s official
VL VL VL .

Players  Players  Players languages.) Due to small sample sizes

for mother tongue (excluding English), it

was necessary to combine all other

languages for comparison purposes. However, it was found at a total provincial level that,
overall, Francophones represent 3.6% of the population and those with other mother tongues
comprise approximately 2.4% which is highly similar to Statistics Canada estimates for the
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province (French: 2.2%; Other: 3.0%). An additional 1.6% cited both English and French as
their mother tongue and these bilingual adults were included in the French/Other category as
well.

In general, there are few differences in terms of language, with Regular VL Players more likely
to be comprised of English speaking adults than the Non-VL Players segments (95% versus
92%). Again, this is largely due to the skew towards younger adults for Regular VL Players.
Adults under 35 years of age are significantly more likely to have English as their mother tongue
than those over 35 years of age (96% versus 90%).

Penetration of VL Play By Mother Tongue Continued Adoption By Mother Tongue

100%1 0 5 ORegular 20%1
90%1 Play
80% 33% 339, Dglasual . 15%
ay 0
70%
60%1 ONever 10%
50% Played 10%-
40%1
30% 61% 63% 5o,
0
20%
10%1
0% ‘ 0%
English French/ English French/
Other Other

Trial and regular play (6% versus 4%) of video lottery games is almost identical for both
Anglophones in Nova Scotia and those who have other mother tongues. Continued adoption of
video lottery gambling (i.e., those who play on a regular basis after trial) appears to be higher for
English speaking adults (15% versus 10%). However, due to the smaller sample size for those
with other mother tongues (n=63), this does not represent a significant difference in play
behaviour.

2.6.10 Area of Residence

Area of Residence By VL Population Segment

. ults i v .
100 The proportion of adults in Nova Scotia
’ is evenly split between living in urban
80%7 | 4704 T BUrban (49%) and rural areas (51%) of the
— B0 HRural province. Not surprisingly, Regular
0
VL Players are significantly more
40%7 likely to live in urban centres (63%),
20%1 (I 52% 379, with no skews in area of residence
0
noted for Non-VL Players or Casual VL
0%
Non- Casual Regular Total Players'
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OCAL. if-:szwfzré.
October, 1998 2-66



NowSIA

DEPARTMVENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY I N NOVA SCOTI A
Penetration of Play By Area of Residence Continued Adoption By Area of Residence
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There is no significant difference in the
percentage of adults in either segment who play the games on a casual basis (33%), however,
urban residents are twice as likely to be involved in regular monthly play than rural
residents (8% versus 4%). As a result, adoption of regular video lottery play in urban
areas of Nova Scotia is substantially higher than in rural Nova Scotia (19% versus 11%).

While part of this discrepancy is due to a higher concentration of locations which offer VL
gambling (and presumably more VL machines), it is also attributable to a greater concentration
of young adults in the province living in urban centres. In general, adults under 30 years of age
comprise approximately 15% of the adult population, yet make up 19% of urban residents and
only 10% of rural residents. Furthermore, young adults (<30 years) comprise 36% of Regular
VL Players in urban centres versus only 14% of Regular VL Players in rural areas of Nova
Scotia.  As younger adults move to urban areas to pursue educational or employment
opportunities, they also tend to be exposed to more social and entertainment options, particularly
in the form of licensed drinking establishments. Not surprisingly, young adults in the city are
more likely to be in bar locations on a regular monthly basis than their counterparts living in the
county (68% versus 52%), and yet, a similar proportion of young adults in both areas play video
lottery games on a regular basis (14% versus 10%). Also, regardless of where they live, a
similar proportion of those young adults who try the games adopt regular playing patterns for
video gambling. Thus, for young adults, living in the city itself does not necessarily lead to
higher regular video lottery play.

The results suggest that, in addition to greater accessibility to the machines, demographic
differences between the two populations contribute to the higher regular play levels in urban
centres. In the case of younger adults especially, video lottery may be a more social gaming
activity by those who live in the city than for many other player groups.

When only Regular Players are considered, rural players are more likely to be in locations with
VLT’s specifically to play the games (29% versus 23% of the time). Players in both areas are
equally likely to play on impulse. As a result, the times they are in a location with the machines,
players in the country will tend to play more often than their counterparts living in the city (61%
versus 55%).

OCAL Lswarcs
October, 1998 2-67



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A

On average, Regular VL Players in both areas of Nova Scotia tend to play the machines 6.7
times per month, playing approximately one hour and five minutes each time. However, urban
players spend significantly more each month on VL play ($287.50 versus $168.17),
suggesting they tend to wager higher amounts than rural players.

Typically, Regular Players in urban areas of Nova Scotia spend more on entertainment activities
each month ($497.41 versus $330.96). As a result, video lottery gambling, on average, accounts
for a higher proportion of rural players’ monthly entertainment budget, despite the lower
amounts wagered and spent each time they play (60% versus 55%).

On average, adults living in urban areas of Nova Scotia tend to have higher incomes and
higher education levels than those living in rural areas. These characteristics tend to be
associated more often with casual, more social play of video lottery games. Therefore,
despite the higher levels of regular play in urban Nova Scotia, adults in rural areas of the
province may be at greater risk for developing problems with VL gambling, if the
machines should become more accessible to them. In fact, the incidence of problem play is
similar for Regular VL Players living in either rural (15%) or urban (18%) areas of the
province (16% of Regular VL Players can be classified as Problem VL Gamblers - see
Section 3.0). Since there are more Regular Players living in urban centres in Nova Scotia,
per capita, there will be more Problem Players requiring support and/or treatment.
However, 32% or approximately 12,500 Problem Players live in rural areas which will
require different strategies in service/support provision.

2.6.11 Household VL Play

Incidence of VL Play For Other Household  Overall, 11% of adults have at least one

Members By VL Population Segment other household member whom they believe

0o Dother plays video lottery games on a casual basis

27% Regular (less than once per month, on average), with

25%1 Players 3% reporting at least one other Regular VL
20% 19% ‘38;1513; | Player living in their household.

15% Players

15%7 1% Not surprisingly, the incidence of casual

10% 6% play for other household members tends to

50| 5o »o 30 be higher for. those adults who either play on

m_'_ a casual basis themselves (19%) or who are

0% y Regular Players (15%). Comparatively,

I\\I;’Ln ) Ci/sﬁal Re\g/ilar :;&ils only 6% of Non-VL Players report having a

Players Players Players casual player in their household. Regular

play by other household members tends to

be significantly higher for those who already are playing video lottery games on a regular basis
(27% versus 2%).
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Penetration of Play By Presence The association between the VL play
of Other Players In Household behaviour of an individual and other

100%- ORegular household members’ involvement in the
90%- Play activity is even more clear when it is
80%A o, I:lgle;sual examined for thpse who have Casual or
70%- Y Regular Players in the household. Casual
60% Dglz;zl VL Players account for 58% of all those
50%1 15% who have other casual players in their
40%7 households, whereas Regular Players
30:"' account for only 8%. Conversely, 47% of
Tg;‘: 38% th0§e who have other Regular Players in
0% their households are also Regular Players

OtherCanal ot themselves versus only 15% who are Casual

Regular Player Players.

Essentially, this means almost half of those adults living with a Regular Player are Regular
Players themselves. This may have implications, not only for household financial
resources, but also for controlling play, if one or both are having difficulties.

Based on household composition for Regular Players, it is possible to estimate the
proportion of the population who are exposed directly or indirectly to regular video lottery
play, either through personal play or due to regular play activity by other immediate
household members.

& Population Estimates For Those Exposed To Regular VL Gambling In Nova Scotia

Total Percentage of
Population Total Population

Total Nova Scotia Population’ ~909,280 100%
Total Adults (19+ years)' ~679,505 74.4%
Total Children (<19 years) ~229,775 25.3%
Regular VL Gamblers ~38,732 4.3%
Other Adults Living With Regular VL Gamblers ~31,412 3.5%
Children Living With Regular VL. Gamblers ~21,350 2.3%
Total People in NS Living in Households With a Regular VL ~91,493 10.1%
Gambler (including Regular VL Gamblers)

Total Households With Regular VL Players: ~30,498

% of Nova Scotia Households with 1+ Regular VL Players: ~9.3%

" Source: Financial Post - Canadian Markets 1997 - 1998 Nova Scotia Population Estimates
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In total, 5.7%, or approximately 38,700 adults, play video lottery games on a regular basis each
month in Nova Scotia. Given the nature of video lottery play, there will be some fluctuations in
this estimate as players move into and out of regular play habits. However, for the majority of
these adults, play is well established and habitual. These regular players reside in approximately
30,500 households in Nova Scotia.

Based on the above calculations, it can be estimated that 10.1% of all Nova Scotians, or
approximately 91,500 people are living in households with at least one Regular VL Player. This
translates into 10.3% of all adults (=70,000) and approximately 5% of all children (=21,500) in
the province.

2.6.12 Demographic Profile For Regular Video Lottery Play in Nova Scotia (Data Table)

Table 2.6 provides a comprehensive demographic profile for regular video lottery play in Nova
Scotia. This table is included for reference purposes, primarily to allow the reader to determine
the contribution of adults (and players) in the various demographic categories to monthly video
lottery revenues in Nova Scotia. It should be noted that this table exclusively profiles Regular
Video Lottery Players, defined as those who play VL games on a regular basis of once per month
or more (5.7% of Nova Scotian adults) and does not include Casual VL Players (32.8% of
adults). While Casual Players comprise a significantly larger proportion of the Nova Scotian
population, these players only contribute approximately 3% of video lottery revenues in any
given month.

There are seven analyses included in the Demographic Profile for Regular Video Lottery Play in
Nova Scotia:

1. Percentage of the Nova Scotian adult population in each demographic category (Percent of
Population)

2. Percentage of the video lottery player base accounted for by each demographic category
(Percent of Regular VL Players)

3. Video Lottery Players in each demographic category as a percentage of Nova Scotian adults
(Percent of Adults)

4. Percentage of those adults within each demographic category who are Regular Video Lottery
Players (Percent of Category Playing)

5. Average video lottery expenditure in the last month per player in each demographic category
(Average Expenditure for Regular VL Players)

6. Average video lottery expenditure in the last month per adult in each demographic category
(Average Expenditure for Adults)

7. Percentage of total video lottery revenue generated by each demographic category (Percent
of VL Revenue)
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To assist the reader in interpreting the table, each of these measures is described below in greater
detail:

1. Percent of Population:

This shows the size of each segment in the Nova Scotian adult population (19 years of age or
older). For example, males comprise 48% of the adult population in the province. With a total
sample size of 1,088, this means that males in this table represent a sample size of approximately
522 (due to the weighting of respondents based on the incidence of VL play, the actual number
may vary slightly from this estimate).

2. Percent of Regular VL Players:

This statistic indicates the percentage of all Regular VL Players that come from each
demographic segment. This provides a measure of the category’s importance based on its
contribution to the video lottery player base. For example, 62% of all Regular VL Players in
Nova Scotia are men. This can be compared to the size of the segment in the population; in this
case, it means that men comprise less than half of all adults in Nova Scotia (48%), but account
for 62% of Regular VL Players in the province (suggesting either that men are more likely to
play video lottery games regularly, or women are less likely to play regularly).

3. Percent of Adults:

This measure reports the video lottery players in the category as a percent of Nova Scotian
adults. Although 62% of Regular VL Players are male, these players represent 3.6% of the total
NS adult population.

4. Percent of Category Playing:

This measure represents market penetration or the percentage of those within each demographic
category who are Regular VL Players. In the table, 7% of all men in Nova Scotia play video
lottery games on a regular basis (once per month or more). Men, in general, are more inclined to
be Regular VL Players than women, of which only 4% are Regular Players.

5. Average Expenditure for Regular VL Players:

This statistic shows the average amount spent (out-of-pocket) on video lottery games by each
Regular VL Player in the demographic category. The amount is based on derived video lottery
expenditures in the last month for each Regular Player (i.e., # of times played in the last month X
amount spent each time) and does not include any winnings the player may have invested during
play. Expenditures were capped at a maximum of $2,000 per player before averages (means)
were calculated. While this does reduce the average expenditure amounts, it also reduces the
impact any outliers have on the mean and, thus, greatly enhances the ability of the analyst to
more accurately identify patterns in play/spending based on demographics. For example,
Regular VL Players who are men spent, on average, $218.22 each on video lottery play in the
last month (excluding winnings). This is a higher amount than noted for female Regular VL
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Players ($163.14 per month, on average) which suggests that men are not only more likely to be
Regular Players (7% versus 4%; market penetration), male players also tend to spend more
money on the games over the course of a month than female players.

6. Average Expenditure for Adults:

This measure presents the average amount spent on video lottery play (derived expenditures for
the last month) calculated based on all adults in that demographic category, including those who
are not Regular VL Players. Essentially, this number reflects the combined result of market
penetration (Percent of Category Playing) and Average Expenditure Per Player to represent the
best overall measure of average expenditure per adult in each demographic category. Either low
penetration or low player expenditures can result in low average expenditure per adult. In the
table, the average amount spent in the last month for all men in Nova Scotia is $16.65. This is
more than twice the amount spent by women in the province ($7.24).

7. Percent of VL Revenue:

This column shows the estimated percentage of video lottery revenue (from Regular Video
Lottery Players) generated by each demographic category in a given month. (It will be recalled
that Casual Players are not included in this analysis. The average monthly expenditure on VL
games per Casual Player is $1.29; as such, these players generate approximately 3% of total VL
revenues in a given month. Therefore, the video lottery revenues referenced in this analysis
represent only those derived from Regular VL Players, or approximately 96% of total monthly
VL revenues.) Given the higher incidence of Regular VL Play for men and the fact that male
players tend to spend more on VL games in a month, on average, than female players, it is not
surprising to see that men generate 68% of the video lottery revenues from all Regular Players in
a given month, even though they only account for 48% of the Nova Scotian adult population.
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TABLE 2.6.12
TOTAL MARKET DEMOGRAPHIC PROFILE FOR REGULAR VL PLAY
Average
Percent of Percent Expenditure for Average
Percent of Regular VL Percent of of Category Regular VL Expenditure Percent of
Population Players Adults Playing Players * for Adults * VL Revenue

Percent of Adults 100% 100% 16.5% 6% $197.31 $11.74 100%
Gender:
Male 48% 62% 3.6% 7% $218.22 $16.65 68%
Female 52% 38% 2.2% 4% $163.14 $7.24 32%
Age Category:
19 - 24 years 6% 19% 1.1% 18% $175.17 $32.23 17%
25 - 29 years 9% 14% 0.8% 9% $190.04 $18.08 14%
30 - 34 years 13% 14% 0.8% 6% $127.50 $7.98 9%
35 - 39 years 17% 14% 0.8% 5% $207.02 $10.96 15%
40 - 44 years 10% 12% 0.7% 6% $253.35 $16.33 14%
45 - 49 years 11% 9% 0.5% 5% $210.06 $10.64 10%
50 - 54 years 17% 13% 0.8% 4% $203.09 $8.98 13%
55 + years 17% 6% 0.3% 2% $275.59 $5.41 8%
Marital Status:
Single 14% 32% 1.8% 13% $226.66 $30.60 35%
Married/Co-habitating 75% 57% 3.3% 4% $156.07 $7.33 47%
Separated/Divorced/Widowed 11% 11% 0.6% 6% $324.04 $18.61 18%
Number Of Adults in Household:
One 17% 15% 0.8% 5% $188.86 $9.52 14%
Two 64% 55% 3.1% 5% $186.68 $9.68 53%
Three 13% 19% 1.1% 8% $222.31 $18.64 21%
Four or more 5% 11% 0.6% 2% $195.37 $23.83 11%
Number Of Children In Household:
No children 54% 59% 3.4% 6% $214.43 $13.64 63%
One or more children 46% 41% 2.4% 5% $173.17 $9.47 37%
Total People In Household:
One 13% 11% 0.6% 5% $202.40 $9.76 11%
Two 34% 31% 1.8% 5% $216.29 $11.98 34%
Three 16% 23% 1.3% 8% $210.21 $17.64 24%
Four 24% 21% 1.2% 5% $156.93 $8.37 17%
Five 9% 11% 0.6% 7% $170.64 $12.80 10%
Six or more 5% 3% 0.2% 4% $271 .98 $10.94 4%
Household Composition:
One adult, no children 13% 10% 0.6% 5% $202.94 $9.66 11%
Two adults, no children 31% 28% 1.6% 5% $209.03 $11.50 30%
Three or more adults, no | 40, 20% 1.2% 1% $227.87 $24.35 23%
children
One adult with children 4% 4% 0.2% 6% $154.13 $9.08 3%
Two adults with children 41% 37% 2.1% 5% $168.43 $9.14 32%

- results should be viewed as preliminary (n>10<30).

* - Average monthly VL expenditure figures are based on expenditures capped at 32,000 per player. This reduces the reported average expenditure amounts,
however, it greatly enhances the ability of the analyst to more accurately identify patterns in play based on demographics.
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TABLE 2.6.12 - Continued
TOTAL MARKET DEMOGRAPHIC PROFILE FOR REGULAR VL PLAY

Average
Percent of Percent Revenue for Average
Percent of Regular VL Percent of of Category Regular VL Revenue Percent of
Population Players Adults Playing Players * for Adults * VL Revenue
Percent of Adults 100% 100% 16.5% 6% $197.31 $11.74 100%
Occupation Category:
White collar 21% 14% 0.8% 4% $147.53 $6.57 12%
Grey collar 24% 24% 1.4% 6% $178.41 $10.68 22%
Blue collar 20% 35% 2.0% 10% $255.47 $25.50 44%
Income Supported 35% 27% 1.5% 4% $166.03 $7.64 23%
Work Status:
Employed full-time 51% 60% 3.4% 7% $200.00 $13.95 61%
Employed part-time 14% 13% 0.8% 6% $247.93 $13.84 16%
Unemployed 4% 6% 0.3% 9% $202.38 $18.77 6%
Student 2% 5% 0.3% 17% $129.39 $23.33 4%
Homemaker 12% 6% 0.3% 3% $67.07 $2.39 2%
Retired 15% 7% 0.4% 3% $234.09 $6.21 8%
Disabled 3% 3% 0.2% 6% | £A$204.12 | AA$11.79 3%
Education Category:
Less than Grade 9 9% 6% 0.3% 4% $283.63 $10.90 8%
Grade 9 - 13 34% 45% 2.6% 8% $203.11 $15.83 46%
Trade school/Non-university 24% 26% 1.5% 6% $200.56 $12.90 26%
University without degree 14% 14% 0.8% 6% $154.87 $9.17 11%
University with degree 13% 8% 0.5% 3% $143.02 $5.68 6%
University post graduate degree 6% 1% 0.1% 1% kil $3.58 2%
Summary:
High school or less 43% 51% 2.9% 7% $212.31 $14.81 54%
Trade school/Vocational 24% 26% 1.5% 6% $200.56 $12.90 26%
University incomplete 14% 14% 0.8% 6% $154.87 $9.17 11%
University degree or more 19% 9% 0.5% 3% $164.34 $5.02 8%
Income Category:
Less than $10,000 4% 4% 0.3% 6% $274.78 $17.69 6%
$10,000 - $25,000 20% 19% 1.1% 5% $195.24 $11.03 19%
$25,001 - $35,000 20% 19% 1.1% 5% $181.03 $10.32 18%
$35,001 - $45,000 12% 18% 1.0% 9% $158.88 $14.11 14%
$45,001 - $60,000 15% 13% 0.7% 5% $236.97 $11.53 15%
$60,001 - $75,000 8% 5% 0.3% 4% $171.43 $7.22 5%
More than $75,000 11% 8% 0.5% 4% $202.02 $9.29 9%
Refused 8% 4% 0.2% 3% | £A$273.30 $7.46 5%
Don’t Know/Unsure 2% 10% 0.6% 31% $198.91 $61.27 9%
Summary:
Low - less than $25,000 24% 23% 1.4% 6% $210.48 $12.15 25%
Medium - $25,000 - $45,000 32% 37% 2.1% 7% $170.25 $11.73 32%
High - more than $45,000 34% 26% 1.5% 4% $212.52 $9.81 29%
Refused/Don’t Know 10% 13% 0.8% 8% $219.27 $17.68 14%
Number Of People Contributing To Income:
One 34% 30% 1.5% 5% $193.68 $9.45 29%
Two 60% 58% 2.9% 5% $184.92 $10.50 56%
Three or more 5% 12% 0.6% 11% $239.00 $26.14 15%

TABLE 2.6.12 - Continued
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TOTAL MARKET DEMOGRAPHIC PROFILE FOR REGULAR VL PLAY

Average
Percent of Percent Expenditure Average
Percent of Regular VL Percent of of Category for Expenditure Percent of
Population Players Adults Playing Regular VL for Adults * | VL Revenue
Players *
Percent of Adults 100% 100% 16.5% 6% $197.31 $11.74 100%
Mother Tongue:
English 92% 95% 5.5% 6% $199.59 $12.24 96%
French 8% 5% 0.3% 4% $151.79 $5.60 4%
Area Of Residence:
Urban 49% 63% 3.6% 8% $214.16 $16.48 68%
Rural 51% 37% 2.1% 4% $168.17 $7.37 32%

- results should be viewed as preliminary (n>10<30).

w#%% _ pepresents sample sizes too small to be profiled.

2.6.13 Relative Index Values For Video Lottery Play By Demographic Category

In order to illustrate the demographic characteristics of those most likely (and least likely) to
adopt regular playing patterns for video lottery games in Nova Scotia, a set of indices was
derived. These indices demonstrate the relative magnitude of play (or non-play) within specific
demographic segments as compared to play behaviour in the general population and are provided
for reference purposes. The index calculations are based on the percentage of those in each
demographic category who fall into each of the video lottery population segments, divided by
the percentage of total Nova Scotians who fall into each of these segments. These index values
indicate, relative to the total adult population, those demographic categories which are most/least
likely to exhibit the video lottery play behaviour defined by the VL population segments (i.e.,
Non-VL Players, Casual VL Players and Regular VL Players). An index value of 1.0 indicates
that there is no difference between response for adults within that demographic category and
adults in general.

For example, market penetration for non-VL play for males is 53% (i.e., 53% of men are Non-
VL Players), while 61.5% of all Nova Scotian adults are Non-VL Players. Dividing these
figures yields a relative index value of 0.86, with regard to non-VL play for men in the province.
Tests of significance were conducted to determine whether or not the category is significantly
under- or over-indexing for each measure (at the 90%+ confidence level). In the example, men
are significantly under-indexing for non-play of video lottery games; scanning across this row in
the table shows that Nova Scotian men instead significantly over-index for both Casual (1.21)and
Regular VL play (1.30) in comparison to adults in general.
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These relative index values provide the user with an at-a-glance assessment of response
towards video lottery play by the demographic characteristics of all adults in Nova Scotia.
Scanning down the Regular VLT Players column shows that those adults in Nova Scotia most
likely to adopt regular playing patterns (and, thus, are significantly over-indexing in terms
of Regular VL Play) include:

Demographic Category: Relative Index Value
Those with other Regular Players in their household 8.15
Those who do not know their annual household income 5.38
Those aged 19 to 24 years 3.06
Students 2.96
Single adults (never married) 2.34
Those living with three or more adults and no children 1.85
Blue collar workers 1.71
Those living in urban areas 1.31
Males 1.30

OCAL( Researcs
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RELATIVE INDEX VALUES FOR VL POPULATION SEGMENTS - BY DEMOGRAPHIC CATEGORY

Total
Population Non-VLT Casual VLT Regular VLT
(n=1088) Players Players Players
Percent of Population: 100% 61.51% 32.76% 5.73%
Gender:
Male 48% v 0.86 A 121 A 130
Female 52% A 113 ¥ 0.80 v 073
Age Category:
19 - 24 6% v 034 A 189 A 3.06
25-29 9% ¥ 065 A 156 1.60
30 -34 13% Vv 051 A 191 1.06
35-39 17% 0.98 1.06 0.85
40 - 44 10% 0.98 1.03 1.11
45-49 11% 1.09 0.85 0.85
50 - 59 17% A 125 ¥ 058 0.76
60+ 17% A 150 ¥ 018 v 034
Marital Status:
Single/Never married 14% v 072 N 129 N 234
Married/Co-habitating 75% 1.00 1.03 v 077
Divorced/Widowed/Separated 11% A 1.28 Vv 047 0.99
Number Of Adults In Household:
One 17% 1.09 0.85 0.86
Two 64% 0.99 1.04 0.85
Three 13% 0.93 1.05 1.46
Four or more 5% 0.90 0.99 A 209
Number Of Children In Household:
No children 54% A 114 v o 1.08
One or more children 46% v 083 AN 134 0.91
Total People In Household:
One 13% A L17 v 071 0.82
Two 34% A 116 v 071 0.92
Three 16% v 069 A 150 1.46
Four 24% 0.94 1.13 0.88
Five 9% 0.96 1.03 1.25
Six or more 5% Vo078 1.47 0.63
Household Composition:
One adult, no children 13% N 117 v 071 0.81
Two adults, no children 31% A 120 v 065 0.91
Three or more adults, no children 11% 0.97 0.91 A 185
One adult with children 4% 0.86 1.26 0.99
Two adults with children 41% v o082 A 135 0.90
Household VLT Play:
Other Casual VLT Players in Household 11% Vv 0.6 A 176 1.39
Other Regular VLT Players in Household 3% v 062 Vv 046 A 815
A ¥V - indicates over-indexing or under-indexing for each VL population segment, within each demographic category,

significant at the 90%+ confidence level when compared to adults in general.
RELATIVE INDEX VALUES FOR VL POPULATION SEGMENTS - BY DEMOGRAPHIC CATEGORY - Continued

Total
Population

Non-VLT

Casual VLT

Regular VLT
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(n=1088) Players Players Players

Percent of Population: 100% 61.51% 32.76% 5.73%
Occupation Category:
White collar 21% Vv 0.90 N 125 0.70
Grey collar 24% v 092 A LIS 1.02
Blue collar 20% v 076 A 132 A 171
Income Supported 35% A 1.26 Vv 055 0.76
Work Status:
Employed full-time 51% Vv 038l A 132 1.17
Employed part-time 14% 1.03 0.94 0.96
Unemployed 4% 0.95 1.00 1.51
Student 2% Vv 045 AN 1.69 N 296
Homemaker 12% 1.23 v 0.66 0.51
Retired 15% A 153 ¥ 0.10 v 046
Disabled 3% 0.92 1.15 1.01
Education Category:
Less than grade 9 9% N 115 0.78 0.65
Grade 9 - 13 34% 1.01 0.93 1.32
Trade school/Non-University 24% Vv 085 N 127 1.09
University without degree 14% 1.07 0.87 0.97
University with degree 13% 1.05 0.98 0.61
University post graduate degree 6% 1.07 1.01 Vv 021
Summary:
High school or less 43% 1.04 Vv 0.89 1.18
Trade school/Vocational 24% ¥ 085 N 127 1.09
University incomplete 14% 1.07 0.87 0.97
University degree or more 19% 1.05 0.99 Vv 048

¢ * - indicates over-indexing or under-indexing for each VL population segment, within each demographic category, significant at the 90%+ confidence

level when compared to adults in general.

- due to small sample sizes (10<n<30), results should be viewed as exploratory.
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RELATIVE INDEX VALUES FOR VL POPULATION SEGMENTS - BY DEMOGRAPHIC CATEGORY - Continued

Total
Population Non-VLT Casual VLT Regular VLT
(n=1088) Players Players Players
Percent of Population: 100% 61.51% 32.76% 5.73%
Income Category:
Less than $10,000 4% A 132 v 038 1.12
$10,000 - $25,000 20% A 113 v 077 0.96
$25,001 - $35,000 20% 1.02 0.98 0.93
$35,001 - $45,000 12% Vv 088 1.14 1.50
$45,001 - $60,000 15% v 085 A 130 0.83
$60,001 - $75,000 8% v 083 A~ 137 0.70
More than $75,000 11% 0.94 1.16 0.72
Refused 8% N 127 0.59 0.47
Don’t know/Unsure 2% v 068 0.84 A 538
Summary:
Low - less than $25,000 24% A 116 v 0.70 0.99
Medium - $25,000 - $45,000 32% 0.97 1.04 1.14
High - more than $45,000 34% v 088 A 127 0.76
Refused/Don’t know 10% A 115 Vv 0.64 1.40
Number Of People Contributing To Income:
One 34% 1.02 0.99 0.83
Two 60% 0.97 1.06 0.93
Three or more 5% 0.87 1.09 1.91
Mother Tongue:
English 92% 1.00 1.00 1.03
French/Other 8% 1.03 1.01 0.64
Area Of Residence:
Urban 49% 0.97 1.00 A 131
Rural 51% 1.02 1.01 v 072
2 - indicates over-indexing or under-indexing for each VL population segment, within each demographic category, significant at the 90%+ confidence
level when compared to adults in general.
FOCAL Researc/
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2.7 Impact of Exposure To VL Play

As noted previously, adults who are Regular (10.8 times per month), Casual (4.4 times) and
Non-VL Players (2.2 times) in Nova Scotia are not surprisingly differentiated by the frequency
they are in locations which have video lottery machines. This is largely a function of the current
distribution strategy for VLT’s in the province, and is influenced by demographic characteristics
and lifestyles. However, adults in Nova Scotia can also be exposed to VL gaming both directly
and indirectly through their relationship with other adults who play the games.

2.7.1 Percentage of Adults Who Have Exposure to VL Play Through Others

Percentage Who Have Family, Friends And/Or Co-Workers
Who Play VLT’s On A Regular Basis (By VL Population Segment)

. ORegular VL
I 73% Players
% Who have (Close) Friends Who Play l N OCasual VL
VL Regularly Q2% Players
I l 33% ONon-VL
I Players
39%
% Who Have Family or (Close) o
Relatives Who Play Regularly 16%
15%
I 2%
% Who Have Co-workers/Fellow 20%
Students Who Play VL Regularly
12%
L) L) L) L) L) L) L) L) !
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

Regular VL Players are significantly more likely to have friends (73%), family (39%) and co-
workers or fellow students (32%) who are also Regular Video Lottery Players. In fact, 83% of
all those who currently play the games on a regular basis have at least one other significant
person in their lives involved in regular video lottery gambling, as compared to only 49%
of Casual Players and 42% of Non-VL Players.

October, 1998 2-80



NowSIA

DEPARTMENT OF HEALTH - VI PLAYERS SURVEY OVERVI EW OF VL PLAY | N NOVA SCOTI A
Percentage of All Adults Who Have What is of particular interest is that,
Contact With Regular VL Players overall, only 5.7% of adults are

100%- identiﬁeq as Regular. Video Lottery
90%- Players in Nova Scotia and, yet, 47%
30% of all adults in the region state they
70%- have fairly close personal contact
60%? 47% with someone who plays the games
50%1 38% on a regular basis. This would
40%7 suggest that almost 320,000 adults in
30%1 16% 16% Nova Scotia have contact with
Tg:ﬁ’: m someone who plays VLT’s on a
O%l:_ regular basis which translates to, on
Friends Family/ Co-Workers/ Total average, 8.2 adults for cevery 1

Relatives Students Regular Player in the province.

Penetration of VL Play By VL Players’ It is reasonable to expect Regular VL
Contact With Other Regular Players Players to be more aware of those adults
in their lives who also are involved in
VL gambling on a regular basis.
However, Regular VL Players only
comprise 10% of all those adults who

100%1
90%
80%

Zgof;- D;Zgyular have close friends, family or co-workers
50%1 OCasual who play VLT’s each month. The
el mil:vyer remaining 90% (=287,000 adults in
2302: Played Nova Scotia) do not play VL games

regularly themselves, yet report having
relatively close contact with at least one
Close Family  Co-workerss  Total Regular VL Player. In fact,
Friends ~ Relatives Sfue}il:nwts (Any) approximately one-third (34%) of these

non-playing adults either live with a
Regular Player or have a close relative

10%
0%

playing the games on a regular basis.

2.7.2 Percentage of Non-Regular VL Players Who Have Personal Knowledge of Someone
With a VL Problem

In some cases, those who do not participate in video lottery gambling may be over-estimating the
frequency of play for those who do. This tends to be emphasized somewhat by the percentage of
Non-Regular VL Players who state they have personal, first-hand knowledge of someone with a
problem with VL gambling.

OCAL. if-:szwfzré.
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Percentage of Non-Regular VL Players Who Know  Overall, 37% of all adults in Nova
Personally of Someone With VL Problem Gamblin Scotia who do not play VL games
on a regular basis personally

100%7

90%1 know of someone who they believe
80%1 . Lo . .
2091 is experiencing Problems w1'tl‘1 this
60%1 type of gambling. Surprisingly,
30%1 3T Non-VL PI ignificantl
1071 23% on-VL Players are significantly
30%1 14% more likely to report knowing
fgi;‘::j someone with a VL gambling
0% problem than Casual Players (23%

Non-VL Players Casual VL Total Non- versus 1 4% ) ThlS appears to be

Players Regular VL .
Players somewhat contradictory, as Casual

Players are more inclined than Non-
Players to live in households with adults who at least play VL games on a periodic basis.
Furthermore, due to their tendency to be younger than Non-VL Players and to be in bar locations
more often, presumably, Casual VL Players should have greater exposure to those who play VL
games on a regular basis. It can be argued that the greater experience with and exposure to VL
gambling for Casual Players may make them more sensitive to the differences between social
and problem VL play. For Non-VL Players, and, thus, the majority of adults in Nova Scotia, it
may be more difficult to differentiate between frequency of playing the games and problem VL
play such that the two types of players are evaluated as the same. Media coverage of the issue
with a heavy emphasis on a minority of adults who have experienced extreme problems
associated with video lottery gambling may serve to further sensitize adults in Nova Scotia to an
association between VL play in general and problem gambling. However, it may also be that
even frequent play of VL games has consequences for others.

In the face of growing concerns and media evidence that video lottery gambling leads to
problems for some players, and in light of the extremely high revenues generated by VLT
gaming by such a small portion of the population, it is not surprising that those who have little to
no personal experience with play are very concerned when family members or close friends take
up play of the games. Similar to response towards other activities or substances which appear to
have potential for addiction, there is a greater tendency to view any “heavy” use as addictive,
problem behaviour. Thus, any VL play by “those you care about” could be considered risky and
ill-advised behaviour and may be contributing to the growing emergence of “zero tolerance” for
the activity.

Based on players’ responses, behaviours and attitudes, it has been estimated that approximately
16% of all Regular VL Players in Nova Scotia can be characterized as problem VL gamblers
(see Section 3.0). This group comprises 0.92% of the population, or approximately 6,250 adults
in the province, who are experiencing significant difficulties and/or distress as a result of their
VL gambling. For the remaining Regular VL Players in Nova Scotia, 46% are identified as
Infrequent Regular Players (less than 4 times per month) and 38% are Frequent (Non-Problem)
Players (4 or more times/month). However, although only 16% of Regular Players are profiled
as Problem VL gamblers, there may also be adverse effects for those adults who are living with
or are close to Frequent Non-Problem Players.
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Relationship To Problem VL Gambler
(For Those Who Do Not Play VL. Games On A Regular Basis)

Self

Household Family Member

Household Non-Family Member
(roommate/friend)

Immediate Family not in household (brother,
sister, parents, grandparents)

5.0%

Other Family not in household (uncles, aunts,
cousins)

4.0%

Others (friends/acquaintances)

I 31.0%

0.0% 5.0% 10.0% 15.0% 20.0% 25.0% 30.0% 35.0%

All adults who do not play video lottery games on a regular basis (94.2% of adult population in
Nova Scotia) were asked to identify their relationship to those Problem VL Players they
personally know. Approximately 0.5%, or 3,200 adults in Nova Scotia, reported that they
themselves have experienced problem play of video lottery in the past and have subsequently
stopped playing the games.

In order to assess the impact of VL problem play for those adults in Nova Scotia who do not play
the games on a regular basis, all Problem Players personally known to these adults were grouped
into three categories based on the level of that relationship:

+ Household Member - either immediate family member or someone who lives directly in the
household;

+ Family Member - any related individual including family members living in the household
or extended family living outside the household (spouse, children, parents, grandparents,
aunts, uncles, cousins);

+ Others - friends, acquaintances, co-workers, colleagues, excluding household or family
members.

The categories are not mutually exclusive (i.e., there is overlap among the three categories).
Furthermore, some people know two or more problem VL gamblers who may be classified into
different categories. Therefore, direct comparisons (tests of significance) cannot be conducted
among the three categories.

OCAL. if-:szwfzré.
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Relationship To Problem VL Gamblers by Category In total, there are 2.4%, or
(For Those Who Do Not Play VL. Games approximately 15,375 adults (Non-

On A Regular Basis) Regular VL Players) in Nova Scotia

who report that they are currently
living with someone who has, or has
40.0%? 31.0% had, a VL gambling problem.
Almost 20% of these adults are
including their own past play of the

50.0%7

30.0%1

20.0%1 9.8% games and in 25% of the cases, there
10.0%1 2.4% is more than one Problem Player in
their households.
0.0%+C
Household Family Other
Member Member On average, Problem VL Gamblers

identified in the VL Players’ Survey
(see Section 3.0) have 1.3 other adults living in their households. This would suggest that
approximately 8,125 adults in Nova Scotia (6,250 players X 1.3 = 8,125) are presently living
with Problem VL Players, as based on current problem play behaviour by Regular VL Players.
There is an additional 9% of Regular VL Gamblers who indicate they have experienced
problems in the past, but have resolved their difficulties. This represents an additional 0.51% of
adults who have experienced problems with their VL gambling and are continuing to play on a
regular basis. On average, these players have 1.1 other adults living in their households (3,450 X
1.1 = 3,795). Therefore, it can be estimated that approximately 11,950 adults reside with a
current Regular VL Player who has, or has had, problems with their VL gambling. This estimate
is lower than the numbers of adults who report they are living with a Problem VL Gambler, as
compared to the actual proportion who reside with a current Problem Player (15,375 versus
11,950).

Part of the discrepancy between the two measures is due to the fact that not all the Problem VL
Players living in households in Nova Scotia are still playing the games, whereas the actual
number of those players who are having, or have had, problems represent only current players.
Given that approximately 1.4% of adults in Nova Scotia have stopped playing VLT’s in the past,
due to either time or money problems with play (Section 2.1), this would suggest that the actual
proportion of adults in Nova Scotia with current or past problems with VL play will be higher
than 0.92%. If all those adults who stopped playing as a result of a self-declared problem
with VL play are included, estimates of problem play, past and present, would reach
approximately 2.8%, or approximately 19,100 adults in Nova Scotia. It is not surprising,
therefore, that 2.4% of all adults who do not currently play VL games would state either
they themselves or someone they live with has had a problem with video lottery gambling.

As noted previously, even frequent VL play may be causing household or personal problems for
those associated with the player. While the actual player is involved in personally non-
problematic play, other family or household members may still be finding the amount of time
and/or money allocated to the activity as problematic either due to concerns about the player or
because of inconveniences or absences associated with their play. Therefore, although only

(Ll FEFL
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0.92% of adults in Nova Scotia are currently characterized as Problem VL Gamblers, even
heavy play may have consequences for other family members.

Estimates of problem VL play based on adults’ familiarity with someone outside their own
household who has a problem will tend to grossly exaggerate the incidence of Problem Players
in the province for two reasons:

1. there will be a tendency to over count, as several people can be aware of one Problem Player;

2. the identification of problem play may be based on hearsay, as opposed to actual behaviour
by the individual and, thus, subject to misrepresentation and misinterpretation.

However, having individuals estimate problem VL play by adults outside their immediate
households does provide an indication of the extent to which VL play is associated with
problems by the general population. It also indicates the magnitude of the impact a small
proportion of Problem VL Players may have on adults in general in Nova Scotia.

In total, 9.8% of adults who do not play VLT’s on a regular monthly basis believe that one or
more people in their households or related to their immediate families (including siblings,
parents, grandparents and extended family) have a problem with video lottery gambling. This
represents approximately 63,000 adults in Nova Scotia, or approximately 3.3 adults for every
Problem VL Player (past or present) in the province (63,000 + 19,100).

Thirty-one percent (31%) of Non-Regular VL Players (=198,000) report having friends or
acquaintances who have problems with video lottery gambling. In fact, 84% of these adults who
know of someone with a VL problem cite play behaviour by friends and acquaintances. Thus,
for the majority of adults, problem play tends to have less direct impact on their personal lives.
Given that Regular VL Players tend to have fairly socially active lifestyles and higher
involvement with others (especially friends), it may not be surprising that such a large
percentage of adults feel that they have friends involved in problem VL play (although, in some
cases, frequent play may also be contributing to impressions that individuals are having
difficulty with their video lottery gambling).

When all Non-Regular Players in the province who state they personally know of someone
with a VL. gambling problem are considered (based on past and present problem play
levels), it can be estimated that there are approximately 10.4 adults who know a Problem
VL gambler for each individual Problem Player in Nova Scotia (including both current and
past problem players).

(Ll FEFL
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2.7.3 Efforts to Control Play (Self/Others)

Percentage of All Those Who Have Ever Tried VL Gaming
Who Were Concerned With Play

ORegular VL
Players

OCasual VL
Players

OTotal
Adults

Told Someone Else is Concerned About How
Much Time And/Or Money is Spent on VLT's

25%*

Personally Concerned (spending too much
time and money on VLT's)

8%

5%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
* indicates a significant difference at the 90%+ confidence level (p<0.10).

In total, 2% of all adults in Nova Scotia (=13,600 adults) have been told by someone else that
they were concerned about the amount of time and/or money they were spending on video lottery
games. As would be expected, Regular VL Players are significantly more likely to have been
approached by concerned friends and family members than Casual Players (18% versus 3%).
However, Casual VL Players make up half (51%) of all those who have had someone else
intervene or comment on their play. This intervention by a significant person in their lives may
have contributed to a Casual Player adopting less regular play levels and, ultimately, achieving
success in controlling their play.

It is noteworthy that, although only 2% of adults have been warned by someone else, over
twice as many (5%) have had personal concerns regarding their VL play. The results
suggests that at some time (past and present) as many as 34,000 adults in Nova Scotia have
felt they were spending too much money and/or time playing video lottery games. Regular
VL Players are more likely to have, or to have had, concerns in this regard, as compared to
Casual VL Players (25% versus 8%). Again, due to the fact that Casual Players comprise
a larger proportion of the population, those who currently play VLT’s on only a casual
basis account for half (52%), or approximately 17,830 adults in Nova Scotia, who have ever
been concerned about their play of VL games. This suggests that these players deliberately
reduced play levels or stopped playing in order to control their play, and it appears that
their efforts have been effective in managing play of the games.
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Those Who Have Ever Sought Assistance For
Self or Others (By VL Population Segment)

20% OFor
Self
18%

o/ OFor
16% Others
14% OSought Any

0/ -

12% 10% |_Help
10% 8%8% 2o
8%7 : 6%
6 5% so 5% -0
4%
2% 19 1%
0% Y
Non- Casual Regular Total
VL VL VL Adults
Players Players Players

Overall, 6% of all adults (=40,800) in
Nova Scotia have sought assistance or
information for help in controlling video
lottery play at some time. Primarily, it is
the play of others which is motivating
adults to seek assistance. In fact,
approximately 83% of all those who
have sought VL gambling assistance
were doing so in an attempt to help
others control their play of the
machines. Only 1% of adults (=6,800),
or =17% of the 40,800 adults seeking
problem gambling support, were doing
so in order to control their own VL
gambling problems. Thus, it would

appear that the majority of those accessing problem gambling support and services are

friends and relatives of the problem gambler.

This has implications for the delivery of

problem gambling information and the coping strategies provided. In particular, 5% of those
who have never played VL games (Non-VL Players) have sought assistance for others. Adults
with no personal experience of play comprise almost half of all those who have tried to obtain
help for someone else’s VL gambling problem. For the most part, they will be unfamiliar with
the game technology and/or play habits and may be unable to provide specific information on
play. Educating the individual who is trying to obtain the information on VL play may be part of
the necessary service provided by front-line problem gambling workers (service providers).

EFFORTS TO CONTROL VL PLAY (SELF/OTHERS)

Non-VLT Casual VLT Regular VLT Total
Players Players Players Population
(n=246) (n=131) (n=711) (n=1088)
Percent of Population 61.5% 32.8% 5.7% 100%

SOURCES ACCESSED TO OBTAIN HELP OR INFORMATION ON CONTROLLING PLAY OF VIDEO LOTTERY

GAMES...

Total (i.e., accessed for self and/or someone else):

Spouse/Partner 2% 2% 4% 2%
Other family members, household 2% 2% 2% 2%
Friends 1% 2% 4% 2%
Family doctor, therapist 2% 4% 2% 2%
Gambling self-help group/Gamblers Anonymous 1% 2% 1% 2%
Drug Dependency Services/Detox 1% 2% 1% 2%
Church/Religious groups 1% 3% 1% 2%
Employer/Colleagues <1% 2% 1% 1%
Gambling Help Line 1% 1% 1% 1%
Community center/Counselor 1% 1% 1% 1%
Other (See verbatim listing) <1% 2% <1% 1%
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2.7.4 Use of Formal Versus Informal Gambling Support Services

Sources Accessed to Obtain Help or To identify any differences in the
Information on Controlling Play of VL Play types of sources accessed to obtain
10% Dinformal information on  problem VL
10%1 Sources gambling, potential sources were
8% segmented into the following two
8% o™ o OFormal
T4 | I Sources groups:
6% sop
’ o, 5 OTotal % .
49 4% Accessing + Informal Information Sources -
4%7 1 | 3 Sources including spouse/partner, other
2¢ .
2% family members/household
members, employers/colleagues/
0% y co-workers, friends;
Non- Casual Regular Total
VL VL VL Adults + Formal Information Sources -
Players  Players  Players church/religious groups, doctor/

therapist, gambling self help
groups, Drug Dependency/Detox, Gambling Help Line, community centre counselor, other
service providers.

It is noteworthy that, in general, adults in Nova Scotia are more likely to access formalized
services to assist with problem VL gambling (5%) than to go to friends or family members
(3%). There is quite often an overlap in the sources accessed. In fact, 66% of those who have
sought help through informal avenues (friends/family) have also sought assistance through more
formalized services. It may be that friends, family or co-workers encourage those seeking
information to contact organizations who they feel will be able to provide more accurate or
effective help and/or information. Interestingly, only 41% of those who have contacted formal
organizations for assistance also have gone to friends, family or informal sources for help.

The results then suggest that only one-third of those who have tried to get information or help on
problem VL gambling by speaking to friends or family have not pursued the issue further with
formalized service providers. This translates into 1% of all adults in Nova Scotia, or
approximately 16% of those seeking help or information on problem VL play. Thus, 84% of
those seeking assistance eventually go to organizations outside their friends and family.

In total, 10% of Regular VL Gamblers (3,300 adults) have attempted to get help or
information on VL gambling. Compared to all other adults in the region, Regular VL
Gamblers are significantly more likely to seek assistance from informal sources. In fact,
they tend to access friends and family almost twice as much for help than other outside
organizations (7% versus 4%). Approximately 80% of those Regular Players seeking
assistance were motivated to do so by their own play, with approximately 55% seeking
information/help for other Regular VL Players. This means just over one-third (35%) of Regular
VL Gamblers seeking help have done so both for themselves and other players they know.
Thus, Regular VL. Gamblers will often be a source of information and/or assistance for
other players when trying to control or manage their play.
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The use of formal versus informal gambling support tends to be reversed for Regular VL
Players, as compared to the rest of the population; only 35% of those who go to friends or family
for help also reference more formalized services, whereas 64% of those who use formal problem
gambling service providers have also gone to friends or family for support. It appears that, in
many cases, the players themselves are initiating or motivating efforts by other adults to seek
information from formal sources. Overall, 54% of Regular Players who have sought help have
exclusively relied on informal sources such as friends and family members versus only 16% who
have solely used formal problem gambling services. This means a total of 84% of all Regular
VL Players seeking help go to friends and family for assistance. This underscores the
importance of friends and family members in providing information and support to those
players experiencing difficulties.

Aside from a greater tendency for Regular VL Gamblers to go to their spouse/partner or to
friends for help, there are no appreciable differences in the percentage of adults in any of the
three population segments using specific formal sources for information or assistance.

Church groups, Drug Dependency and gambling self help groups (Gamblers Anonymous) are
all equally likely to be contacted by those experiencing problems, either directly or indirectly,
with VL gambling. It is estimated that 2% of adults in Nova Scotia, have used each of these
services in the past in specific relation to VL play. However, there appears to be a fair amount
of overlap in use of these three service providers by Regular Players, whereas other adults are
more inclined to use only one of the three. This suggests that once Regular VL Players have
finally undertaken to get assistance from formalized services, they are more motivated to explore
all the various support options available.

Employers (1%) and community centres or counselors (1%) are used less often. However,
approximately 6,800 adults in Nova Scotia have gone to each of these sources for help with
problem VL play at some time.

A similar proportion have also accessed the Gambling Help Line (1.1%). Specifically, the
results suggest approximately 500 - 600 current Regular VL Gamblers seeking information
or help with VL play have personally accessed the line at least once in the past. However,
as noted for gambling support services in general, a large proportion of those calling the 1-
800 Help Line will be spouses, friends, family members or other adults seeking to assist
someone significant in their lives with a VL. gambling problem.

NOTE: Refer to Section 3.10.5, Nature of Contacts With Sources of Help and Section 3.10.6,
The Use & Value of Specific Sources for Help or Information for the evaluation of
Problem Gambling support services exclusively by Regular and Problem VL
Gamblers.
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3.0 PROBLEM VL GAMBLER ANALYSIS

Introduction

The primary purpose of the Problem VL Gambler Analysis is to identify distinctive
characteristics and behaviours of the Regular VL Players who are experiencing difficulties
with video lottery gambling, in order to gauge and evaluate the nature and causes of
problem play. The original project objectives specified a comparison and profile of Infrequent,
Frequent, Problem and Pathological VL Gamblers, to identify possible causes and risk factors
associated with problem and pathological play, as well as to identify Problem VL Gamblers in
the field.

However, given the debate surrounding the issue of pathological versus problematic gambling,
as well as the utility of existing gambling screens (Dickerson, 1993; Volberg, 1996; Walker and
Dickerson, 1996), in discussion with DOH officials, the requirement to identify and profile
pathological gamblers was eliminated from the study. A revised and expanded definition of
problem VL play was adopted which had implications for questionnaire design.

Current measures to classify individuals as probable, problematic and pathological gamblers
(e.g., South Oaks Gambling Screen (SOGS), DSM 1V) require that respondents be directly asked
questions dealing with attempted suicide, stealing to pay gambling debts and other potentially
sensitive questions. Typically, these gambling screens have been designed for and tested with
clinical populations (those currently seeking or receiving treatment within organized and/or
clinical settings). The survey instruments are not designed nor validated for use in random
sampling of adults and gamblers in the general population. Furthermore, the effects of revising
the questions for specific use with video lottery gambling is unknown (Lesieur and Blume, 1987;
1993; Lesieur, 1994).

At present, there is little information on what constitutes and characterizes “normal” or typical
VL play and, therefore, on what differentiates problem from non-problematic video lottery
gambling. It may be that many individuals perceive their VL gambling to be problematic prior
to resorting to the more extreme behaviours typically associated with “pathological” gambling.
In some cases, individuals may never qualify in terms of pre-set criteria and, yet, experience
significant difficulties in regard to VLT’s. Conversely, for some individuals, involvement in
extreme behaviours or consequences is not necessarily exclusive to their VL gambling. Instead,
it may be indicative of other, more general compulsive disorders or “an addictive personality”
for which VL gambling is the current trigger or addicting activity. Undoubtedly, the continuous
nature of VL gambling and the easy accessibility to play should make players with pre-existing
addictive or compulsive disorders particularly vulnerable to developing compulsive VL
gambling behaviour. However, it is often unclear as to whether or not individuals who resort to
stealing or other illegal activities in order to finance (or facilitate) their VL gambling have
engaged in similar behaviour (to a lesser or greater extent) to fund other activities, or the
acquisition of other items or substances. This may also be true for other criteria associated with
pathological gambling such as arguments with significant friends or family members, suicidal
ideation or depression. It is often difficult to determine the causal relationship between the
problem gambling and the associated criteria, as measured by SOGS or the DSM 1V.
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Given the objectives of the study and concerns surrounding the efficacy of adapting existing
gambling screens, extensive exploratory research was undertaken to specifically assist in
questionnaire development, project design and the subsequent identification of Problem VL
Gamblers. (See Section 1.0 Introduction and Background.) The final draft of the survey was
field tested through a Pilot Study (n=88).

Based on the results of the Pilot Study for the project, Focal Research recommended the use of a
multi-item measure that would also allow respondents to self select for membership in the
Problem VL Gambler segment. The rationale underlying this approach assumes that, regardless
of the tendency for an individual to be involved in (or to report honestly on) specific behaviours
demonstrated to be associated with problem gambling (e.g., suicide, theft), the subjective
experience of the individual in terms of their gambling will be an important indicator of those
who are experiencing difficulty in managing or controlling their VL gambling. This means that
those who feel their VLT gambling is problematic should be considered in an analysis of
problem play, regardless of their qualifications on other behavioural or attitudinal measures.
Furthermore, those who report they are having “problems” are more likely than other VL
gamblers to seek assistance and/or information on VL gambling from the various support and
service providers in Nova Scotia. They are also the individuals most likely to benefit from
assistance, given that they (already) recognize VL gambling is problematic for them. (For a
detailed explanation of the Problem VL Gambler classification method employed for this study,
see “Identification of Problem VL Gamblers” in this section.)

Methodology:

The VL Players’ Survey was conducted by telephone with 711 randomly selected adults in Nova
Scotia who, based on their play behaviour over the past three months, played video lottery games
at least once a month or more. Data collection for the study took place from October 12, 1997,
to January 19, 1998 (interviews were suspended over the holiday season (December 18 to
January 2/98) to avoid compromising response rates for the project).

During data collection, a random sample of 11,691 households in Nova Scotia were initially
contacted for participation in a household screening survey. The Household Screen consisted of
a brief five-minute survey which identified the total number of adults (19+ years) in the
household and, for each adult household member, past involvement in four broad gaming
activities, including video lottery. Those who had ever played VL games were further screened
for regular, or past regular, playing patterns with those playing, on average, once a month or
more referred to the Players’ Survey. A list of lapsed regular players was also compiled at this
time for future research consideration (n=197). Each household member was screened
individually, as it was found that one adult was not necessarily aware of another household
member’s involvement in video lottery play.

Of the 11,691 households sampled, a total of 9,339 households and 18,650 adults in Nova Scotia
were successfully screened, yielding a response rate of 79.9% for the Household Screen. Within
this sample, 927 Regular VL Players were identified and 711 (76.7% of all those qualified)
completed the VL Players’ Survey. The overall response rate for the survey was 61.3%. This
means that approximately 61.3% of all Regular Video Lottery Players in the original 11,691
households, randomly sampled, successfully completed the questionnaire. Thus, the results of
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the study are considered representative and are generalizable to the population. While it is
recognized that the sampling procedure for the project excludes those adults in institutions and
transient or homeless adults, according to Statistics Canada 1997 estimates, 98.3% of Nova
Scotians currently live in private households. It can be assumed that those adults living in
households differ significantly from transient, institutionalized adults or those who are not living
in households. Therefore, these adults should be examined using a separate and more
appropriate survey approach which is beyond the scope of this current study.

The VL Player interviews ranged from thirty minutes to two hours, with an average of
approximately forty-eight minutes in length. There was only one refusal in progress. In order to
maximize participation rates and enhance the accuracy and honesty of the information collected,
the surveys were conducted at the convenience of the respondent (e.g., Sunday morning when a
spouse was at church, 6:00 a.m. when a spouse/partner was working back-shift, or repeated
callbacks to ensure the respondent had sufficient privacy and time to complete the survey). On
average, there were 76 calls placed per completed survey (including completing the household
screen), for a total of approximately 54,036 calls. Upon completion of the survey, 482 Regular
Players (68%) agreed to join Focal Research Consultants Ltd.’s confidential research panel for
on-going study related to video lottery play.

The Regular VL Players participating in the survey were segmented into three distinct player
groups:
1. Infrequent VL Players (n=327; 46% of Regular Players)

+ those who are involved in VL gambling three times per month or less often;
+ average times played per month = 1.6

2. Frequent VL Players (n=267; 38% of Regular Players)

+ those who are involved in VL gambling four or more times per month;
+ on average, Frequent VL Players play VLT’s just as often as Problem VL Gamblers (7.2
versus 8.0)

3. Problem VL Gamblers (n=117; 16% of Regular Players)

+ those individuals classified/identified as Problem VL Gamblers;
« on average play VLT’s 8.0 times per month.
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Identification Of Problem VL Gamblers

Current VL Players were classified as Problem VL Gamblers based on the results of three
independent measures:

1. A derived multi-item attitude score of 16+ on 6 key statements associated with problem VL
gambling (based on pilot testing);

2. A rating of 5 or higher on a 10-point scale, where 1 means “your” VL play is not at all a
serious problem, and 10 means your VL play is a serious problem (self-designated score);

3. Respondent indication they have ever spent more time or money playing VL games than they
should, and that the problem is still unresolved or only partially resolved (self-designated
score).

Respondents had to qualify on at least two of the three measures before being included in the
Problem VL Gamblers segment. There were 105 Regular VL Players who met this nominating
criteria. There were twelve respondents who did not qualify on the first two measures, yet stated
unequivocally they are currently experiencing problems with their VL play and have not yet
resolved the problem. Given these players’ perceptions of their VL gambling, it was decided
these individuals must be included in the Problem VL Gamblers segment.

1. Derived Multi-Item Attitude Score

The six item attitude measure was developed during the pilot phase of the project using Principal
Component Analysis.

Strongly Strongly
Disagree Agree
I sometimes feel guilty about how much time I 1 2 3 4 5
spend playing VL games
I play video lottery games to forget my troubles 1 2 3 4 5
or worries
I have friends or family members who worry or 1 2 3 4 5
complain about me playing VL games
My VL play has put a strain on my relationships 1 2 3 4 5
at home
I have lied about my VL gambling 1 2 3 4 5
I sometimes feel guilty about the amount of money 1 2 3 4 5

I spend on VL games

At the pilot stage of the study, the multi-item attitude measure was found to be reliable
(Cronbach’s Alpha = 0.869"), indicating all six items are measuring the same underlying

' Cronbach’s Alpha is a commonly used measure of reliability for a set of two or more construct indicators. Values range
between 0 and 1.0, with high values indicating higher reliability among the indicators.
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construct. It was assumed that the Alpha would drop to some extent when calculated using a
different sample. However, Cronbach’s Alpha remained constant at 0.862 in the VL Player
Survey, again indicating the measure is highly reliable.

The multi-item attitude score was created by adding together each respondent’s response for
each of the above six items. Given that the six items are scaled from one to five, the range of the
total score falls from a low of six to a high of thirty. Assigning a cut-off point at which to
classify an individual as a Problem VL Gambler can be rather arbitrary. While a four and five on
a five-point scale are understood by most to signal agreement with a particular item, the entire
scale of a psychographic measure can be used to discriminate between segments. For example,
selecting those who respond with a rating of three to a statement where 95% of respondent
answered one or two may be a very effective way of identifying distinctive subsegments. (Given
the nature of the six statements identified as a discriminator, the combined response score was
labeled the “Tormented Scale.)

Multi-Item Attitude Scores For All Regular VL Players
(“Tormented Scale”)

50.0%
40.0%
30.0%
—p» 15.3% of Sample, n=109

20.0%

10.0%

0.0%

6 7 8 9 1011 12 13 14 15|16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

Total Score

The distribution of responses for each item was examined and an overall score of sixteen was
adopted as the cut-off point. Those Regular Players who scored 16 or above comprise 15.3% of
the sample (n=109). Some respondents who scored above fifteen were not classified as Problem
Players, as they did not qualify on at least one of the other two independent measures. The
distribution of responses for each of the player segments is presented below.
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Segment Distribution On “Tormented” Scale

70%
60%
50% 16+ 16+ 16+

0
40%
30%

20%

10%

0%
Infrequent Players 306 Frequent Players 306 Problem Players

The mean score for the three Regular Player segments on the “Tormented Scale” are as follows:
+ Infrequent Players = 7.4;

+ Frequent Players = 8.4;

+ Problem Players = 20.3.

2. Reported Impact Of VL Gambling (10-point scale)

Respondents were nominated for membership in the Problem Player segment if they responded
with a 5 or higher on a 1 to 10 scale for the following question:

In general, on a scale of 1 to 10 where I means your VL play is not at all a
problem and 10 means your VL play is a serious problem, how would you rate
your VL play right now?

OCAL. !JI‘BA'J?_”/Z
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Distribution for Scale of Reported Impact of VL. Gambling

70.0%1
60.0%1
50.0%"
40.0%1
30.0% —» 14.5% of Sample, n=103

1 2 3 4 5 6 7 8 9 10

Rating

This question was asked towards the end of the survey after respondents had been able to
consider the various aspects and consequences of their play, and after they had established a
rapport with the interviewer. Again, there were some respondents (n=15) who rated the level of
seriousness of their VL play at five or above, yet did not qualify on at least one of the other
nominating criteria for problem VL gambling. Consequently, these adults are not included in the
Problem Player segment.

3. Self Declared Problem

The second and third measures are both self-designated, based on scored questions in the survey.
Respondents qualified to be nominated for Problem Player segment membership if they
answered “Yes” to:

Have you ever felt you were spending more money or time playing VL games than
you should? (Yes to more money, more time or both)

Have you dealt with this issue of your VL gaming or is it still a concern to you?
(Yes to “resolved problem partially” or “still a problem”)

In the sample, 25% of respondents (n=177) respondents indicated they have had a problem with
time or money playing VL games at some time in the past. Of these, 6% of the sample (n=44)
reported they have only partially solved the problem, and 11% (n=76) said they still have a
problem. Combined, those that said yes to both of these questions comprise 17% of the sample,
or 126 respondents.
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Criteria Used To Assign Respondents To
Problem VL Player Category
(Number of Respondents)

Reported Impact of VL Gambling
10-point scale

547 do not
have any Problem
Player Characteristics

at this time
elf Declared VL
Gambling Problem
Multi-item

Partially Resolved
Attitude Score

Not Resolved

Criteria Used To Assign Respondents To
Problem VL Player Category
(% of Regular VL Players)

Reported Impact of VL Gambling
10-point scale

76.9% do not
have any Problem
Player Characteristics
at this time

elf Declared VL
Gambling Problem
Partially Resolved
Multi-item
Attitude Score
Not Resolved
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As noted, assignment to the Problem VL Player segment required a respondent to have been
nominated on two of the three measures (Cronbach’s Alpha = 0.842).

There were 105 Regular Players who qualified on at least 2 of the nominating criteria. There
were also an additional twelve respondents who stated unequivocally that they currently have a
problem with their VL gambling which has not yet been resolved. Although these players do not
qualify on the other two measures, it was decided (for reasons previously stated) they should be
included in the Problem Player segment.

The remainder of the sample was divided into two segments, based on their frequency of play:
those who played three times per month or less, and those who played four times a month or
more. Those who played less than four times a month were designated the Infrequent Player
segment; those who played four or more times a month joined the Frequent Player segment.

Infrequent Players

Frequent Players

Problem Players

Sample Size 327 267 117
% of Regular Players 46% 38% 16%
Average Times Played per Month 1.6 7.2 8.0

The Frequent Player segment meets the criterion of playing, on average, as frequently as
Problem Players. Thus, the actual play levels between the two segments is the same, and it will
be other factors, such as attitudes or play patterns that will differentiate the groups.

Analysis:

The assumption underlying the creation of the three Regular VL Player segments is that there are
distinct differences among adults who regularly gamble on VLT’s and are not currently
experiencing problems with their play and those who are involved in problem VL gambling.
Obviously, frequency of play is believed to be a contributing factor. However, while most
Problem VL Gamblers play frequently (=8 times per month on average), the majority of those
who play frequently are not necessarily Problem VL Gamblers. Therefore, the analysis focuses
primarily on profiling and contrasting the Frequent and Problem Player segments. The data
tables, in Appendix D, present the means, medians and percentages for all three Regular VL
Player segments. Differences significant at the 90% confidence level or greater are highlighted
(See Appendix D for a discussion on how to interpret the tables). A fourth column has been
added which presents any statistically significant differences in responses between the Frequent
and Problem Player segments. This allows the reader to quickly identify which characteristics or
behaviours differ significantly between the Frequent and Problem VL Gamblers, as well as the
magnitude of the differences.

Due to the exploratory nature of the research, and the need to minimize Type 2 as well as Type 1
errors, a confidence level of 90% was considered reasonable. Mann-Whitney U tests of
significance were used for testing medians. Z-tests (two-tailed unless otherwise specified) and
Chi Square tests were conducted for all between group differences.
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During the developmental phases of the study, a VL Player Behaviour Model was developed in
order to facilitate the designing of the questionnaire and for use in hypotheses testing:

Model of VL Problem Play

4.0 5.0

Situational
Factors

General
Gambling

1.0

Demographics '—

9.0

Impact on:
*Self

8.0

7.0

VL Play

*Patterns Gambli Mon.ey *Work/School
2.0 Life Style *Behaviour nd) Wi *Family
. *Betting Problems *Financial

Well Being

*Quitting
Attitudes
and

Motives

3.0

Coping
Mechanisms
Attempted

*Successful
*Unsuccessful

10.0

The analyses (and the data tables in Appendix D) follow the model from left to right, with the
numbers indicating the appropriate section in the report (e.g., 3.1: Demographics). The model
starts with the underlying characteristics hypothesized to influence VL playing and potentially
problem play, and moves through to an analysis of successful and unsuccessful coping
mechanisms. As readers proceed through the report, they should develop an understanding of
the factors that lead to problem play and the consequences of the problem for the VL gamblers
themselves.

FOCAL( searcs
October, 1998 3-10



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY PROBLEM PLAYER ANALYSI S

3.1 Demographics (Tables 3.1.1 - 3.1.3, Appendix D)

A comparison of demographic profiles, between Regular VL Players and the rest of the adult
population, found that Regular Players tend to more often be male, are younger, are less
educated and are more likely to be single. This corresponds with people who are more socially
active outside the home, spend more time at bars where the machines are found, are less
religious and, therefore, more likely to be tolerant of gambling. The majority are employed and,
thus, have access to a pay cheque in order to support the activity. It is reasonable, therefore, that
they would more likely be regular players of VL games.

However, these are not necessarily the demographic characteristics that lead to problem VL play.
As mentioned earlier, the issue is how can an individual be a Regular VL Gambler, in particular,
a frequent regular player, and not have problems? Comparing the Problem Players to the
Frequent Players found that there is very little difference demographically between those who
play frequently (Frequent Players) and Problem Players.

Problem Players are less likely than Frequent Players to fall into the following segments:

+ age 19 - 24 years (10% of Problem Players versus 18% of Frequent Players);

+ age 60 years or older (3% versus 8%);

+ have household incomes of $35,000 or more (35% versus 45%), in particular, between
$35,000 and $45,000 (12% versus 19%) or over $75,000 (4% versus 10%).

Problem Players are more likely, however, to include those who:

+ are separated/divorced/widowed (15% versus 9%);

+ are living in two adult, no children households (37% versus 28%);
+ are disabled (6% versus 2%);

+ have less than Grade 9 educations (9% versus 4%).

These demographic segments of Problem VL Gamblers are small and, therefore, have less
impact on the overall profile of Problem Players. However, within these demographic segments,
problems with VL play may be more prevalent. The sample size (400) for the general population
survey is not large enough to profile these smaller segments for Problem Players (which would
be expected to consist of three to five respondents in a sample of 400 adults). However, the
Regular VL Players’ sample can be used to determine the proportion of Problem Players within
demographic segments of regular players.

The percentage of Problem Players, as defined in this study, is 16% of all regular players.
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The following table lists those segments with statistically significant higher and lower incidences
of Problem Players compared to video lottery players in general.

Figure 3.1
Regular VL Player Demographic Segments That Have
Significantly Higher or Lower Percentage of Problem Players

Percentage of
Percentage of Segment Who
Regular VL Sample Are Problem
Segment Players Size Players
All Regular VL Players 100% 711 16%
High Percentages:
Less than Grade 9 6% * 41 24% **
Non-English Mother Tongue 5% 34 24%
50 - 59 year olds 13% 93 23%
Thosg living in two adult households with 28% 199 200,
no children
Separated/Divorced/Widowed 11% 80 22%
Low Percentages:
Have three children 6% 44 7%
Homemakers 6% 42 7%
Students 5% 38 8%
19 - 24 year olds 20% 139 9%
Household Income: > $75,000 8% 57 9%
University Incomplete 6% 41 10%
60 years or older 14% 97 10%
Income: $35,000 - $45,000 18% 128 11%
Five+ person households 14% 79 11%

* 6% of Regular Players indicate they have less than Grade 9 education levels.

** 24% of those Regular Players who have less than Grade 9 education levels are identified as Problem VL
Gamblers.

The results suggest that those Regular Players at greater risk of developing a problem with their
VL gambling include those who have less than Grade 9 education levels, those who have a
mother tongue other than English, those aged 50 to 59 years, those living in two-adult with no
children households and those who are presently divorced/widowed or separated. It appears that
these players may have the cultural influences, the time to spare and/or the financial resources to
experience trouble with VL gambling.

At lower risk are Regular Players with three children in their households, homemakers, students,
or those 19 to 24 years of age. Presumably, these people’s lives are too filled with other
activities (going to school, raising children), and they do not, as frequently, have the time or
resources necessary to play as long or to spend as much as it requires to develop problems with
video lottery gambling. In fact, both homemakers (69%) and students (55%) are more inclined
than other Regular VL Players to be Infrequent Regular VL Gamblers. Of particular interest are
the contrasts between the 19 to 24 year olds, with 9% problem play, and the 50 to 59 year olds,
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with a level of 23% for problem play. Lifestyle and additional differences between these
segments may be the factors that cause the discrepancy. The younger people may be in
establishments where VLT’s are located, but have too many other interests to distract them from
sitting in front of the machines for extended periods of time. However, those in the older
segment (50 - 59 years) may be less active and more inclined to seek out this form of
entertainment. Furthermore, these older adults (50 years +) have greater financial resources to
spend on the games (e.g., having “paid off the house” and having fewer dependents to support
while in a higher income earning category). A key question is whether more of the younger
players will become Problem Players as they age, or will the present socialization process reduce
this susceptibility to having problems with VL gambling?

The authors of this report have heard non-players comment several times that Problem VL
Gamblers must be unemployed in order to spend so much time playing VLT’s. However, the
data do not support this hypothesis. In fact, the three Regular VL Player segments are the same
in terms of having a full-time job (60% - 61%), being employed part-time (12% - 15%) and
being unemployed (5% - 7%).

The results suggest that, despite the significantly higher incidence of problem play within small
distinct segments of the Regular VL Player base in Nova Scotia, those adults who are
characterized as Problem VL Gamblers, for the most part, will have a similar profile to Regular
VL Players in general. For example, there is no difference in the proportion of men or women
who are Regular VL Players and who subsequently develop problems with their VL gambling
(17% versus 15%). However, since males comprise 62% of all those adults who play VLT’s on

a regular basis, men will also account for the majority of Problem VL Gamblers in Nova Scotia
(65%).

Intervention and support strategies for Problem VL Gamblers in Nova Scotia will have to
accommodate individuals with a diverse range of backgrounds and characteristics. However, at
this time, those adults most likely to require problem gambling support services in the province
will largely be comprised of those with the following demographics characteristics:

+ males (65%);

+ from 25 to 59 years of age (86%);

+ approximately half are married (53%), with one-third single/never married (32%) and 15%
separated/divorced/widowed;

majority do not have children living in their households (65%);

predominately having high school educations or less (59%);

majority are employed full-time (61%), primarily in Blue Collar occupations (42%);

annual household incomes tend to fall under $45,000 (61%), and the majority will have two
people contributing to household income (63%);

+ largely Anglophones (English mother tongue) (93%);

+ live in urban arcas of Nova Scotia (68%).

*> * * *

(Ll FEFL
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3.2 Lifestyle (Table 3.2.1 - 3.2.2, Appendix D)

Two primary aspects of lifestyle were included in the survey:
1) how much time players spend on work, social and recreational activities each week;
2) frequency of participation in specific social and recreational activities each month.

The second measure focused on how often respondents participate in a particular activity each
month, rather than the amount of time devoted to the activity. This is due to the fact that many
of these activities are not, typically, undertaken on a weekly basis. In addition, the amount of
time spent on the particular activity may vary widely each month and, thus, it is too difficult for
respondents to provide reliable estimates of the time they typically spend on these various
activities each month.

3.2.1 Time Spent Weekly On Work, Social & Recreational Activities (Table 3.2.1)

It was hypothesized that, compared to Frequent Players, Problem Players would spend more time
playing VL games and, thus, less time on other, potentially less problematic, social and
recreational activities. This comparison was undertaken primarily for the following purposes:

+ to provide insight into the distinctive nature of the Problem Player;

+ to help explain why certain individuals are involved in problem video lottery gambling;

+ to potentially identify other activities that might be reasonable substitutes for VL play (this is
subject to interpretation).

There are no significant differences among any of the Regular VL Player segments for the
following activities undertaken in a typical week:

+ work at their jobs (=40 hours per week);

+ relaxing at home (=10 hours per week);

+ doing household chores (=7 hours per week);

+ socializing at the homes of friends or family (=4 hours per week);
+ socializing with friends or family at bars (=2 hours per week);

+ playing games (not for money) (=1 hour per week).*

On average, Problem VL Gamblers are no different from other Regular VL Players in terms of
their typical weekly involvement in these activities. However, there are distinct differences
noted for some of the other activities measured.

* It should be noted that, typically, Frequent VL Players spend two hours per week playing non-
gambling games versus only one hour for Problem VL Gamblers. While this difference is only
significant at the 85% confidence level (p=0 .15), in light of other behavioural differences,
this result may be of practical significance.
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Graph 3.2.1
Median Time (Hours) Spent On Social & Recreational Activities Each Week
_ OProblem VL
ﬁw Players
Watch TV 15.0 OFrequent VL
15.0 Players
5.0* OlInfrequent VL
Play VLT's Players
Socialize with others at home
5.0*
Socialize with others through
recreational activities
Hobbies/crafts
0.0 . 10.0 15.0 20.0 25.0 30.0
(Hours Per Week)
* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

As predicted, even though the frequency of play for VL. games is no different between the
two segments (7.2 times a month for Frequent Players and 8.0 times a month for Problem
Players), the median time per week spent playing VL games is 150% higher for Problem
Players. The Frequent Players’ median time is two hours per week, while the median for
the Problem Players is five hours per week, or an extra twelve hours per month spent
playing video lottery games. The median time spent by Infrequent Regular VL Players is
only thirty minutes per week or approximately two hours per month.

It is apparent that Problem Players spend more time playing the games each time they play and
that helping them to control the amount of time spent in front of the machine may be an
important part of reducing their problem with video lottery gambling.

It was expected that problematic play of VLT’s would reduce time spent on other activities, and
this appears to be true. However, time spent watching television is significantly higher, with the
median for Problem Players #33% higher than for those in the other player segments (20 hours a
week rather than 15 hours a week). The median for Problem Players is twice that for those
adults who do not play video lottery on a regular basis (20 hours versus 10 hours). This suggests
that Problem VL Gamblers have a greater propensity to watch television shows. There is no
difference in the frequency of video rentals among regular players, suggesting that Problem
Players really prefer to watch television programs. It is possible that were they not playing VL,
they would be spending even more of their time watching television and, therefore, the
discrepancy in time spent watching television each week among the Frequent and Infrequent
segments and Problem Players would be even greater.

Problem VL Gamblers, typically, spend less time on activities that require personal initiative,
social interaction and skill development. The median time spent socializing with others by
playing sports, involvement with volunteer organizations and other recreational activities is two
hours lower for Problem Players than for Frequent Players, as is involvement with hobbies,
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crafts and special interests. The median weekly time spent with friends at home and playing
games not for money are both one hour lower. Conversely, the Frequent Players spend more
time socializing, playing sports, participating in hobbies and socializing at home.

The direction of causality is difficult to determine. Given the Problem Players’ greater interest
in watching television, it may be that they were always more passive, less social, more attracted
to visually and emotionally stimulating entertainment and were always less involved in the more
pro-active social and recreational activities. If this hypothesis is true, then efforts to get Problem
VL Players involved in more pro-active activities may not be effective, no matter how socially
acceptable these other activities might be. A potential solution may be to provide alternative
passive entertainment options (e.g., the satellite channels) and encourage the Problem Players to
substitute these types of behaviours for VL play.

To test this hypothesis, a preference score can be developed for the various alternative activities
measured and Problem Gamblers could be directed toward those activities that have the highest
preference within this group of players.

Given that the median times spent working at the job, working at home, and doing
household chores are identical for all three player segments, it appears that it is other
recreational activities that Problem Players sacrifice in order to play VL games.
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3.2.2 Participation In Activities On A Monthly Basis (Table 3.2.2)

Graph 3.2.2a
Percentage Of Segment Involved In Each Activity Each Month

— —
Visit friends 92%
4 93%
- 87%
Visit family 88%
! 87%
1L.79%*
Eat out at restaurants 90%
i 86%
0/ %
Rent/watch video tapes %tyﬂ
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Travel for business/pleasure 49%
4 43%
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Players
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o/ * nfrequen
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7 122 0: >
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* Indicates a significant difference at the 90% + confidence level (p< 0.10)

October, 1998 3-17



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY PROBLEM PLAYER ANALYSI S
Graph 3.2.2b Consistent with Problem VL
Frequency of Participation With Friends & Family Gamblers’ weekly involvement
In An Average Month (Average # of Times) with work, social and recreational
100- pursuits, on average, those
9'0_ regular players who are
2.0 1% experiencing problems with
701 6.0 their VL gambling have less
6.01 Lo involvement with friends and
£ 501 family members during the
£ 4.0 course of a month, as compared
3.07 to other regular VL gamblers.
2.01
107 While they are just as likely each
00 th to be visiting with famil
Go out to visit Go out to visit l’IlOIl‘ 0 e Visiing wi amily
family friends outside their homes (87%), on
Olnfrequent VL Gamblers OFrequent VL Gamblers O Problem VL Gamblers average, Problem VL Gamblers
* Indicates a difference significant at the 90%+ confidence level (p<.10) tend to dO SO leSS Often than Other
regular VL players (5.1 versus 7.1

times per month) and, typically,
spend less time visiting when they do go (=2 hours versus 3 - 5 hours per week).

Comparatively, Problem VL Gamblers are also less inclined than other regular VL gamblers to
visit friends (80% versus #92%) and, typically, go out visiting friends fewer times each month
(5.6 versus 7.1 times/month). It is noteworthy that despite a slightly greater overall tendency for
Problem Players to be visiting family (87%) as compared to friends (80%) each month, they
generally visit more often with friends during the course of an average month (5.6 versus 5.1
times per month). In contrast, Frequent VL Players are equally likely to visit with family or
friends (7.1 times per month).

Greater interaction with friends and family may offer some Problem Players alternative
activities to replace VL gambling, or assist in reducing the amount of time devoted to play
of the machines. In particular, since the majority of Problem VL Gamblers are involved
with friends and family each month, yet typically spend less time on these events, an
opportunity exists to extend their involvement/participation in social situations with friends
and family. The support of friends and family will be critical in including the Problem VL
Gambler in social events they may have previously avoided or cut short.
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Graph 3.2.2¢ Compared to other regular VL
Frequency of Participation With Church & Community players, fewer Problem VL
Clubs, Organizations In An Average Month Gamblers are involved in
(Average # of Times) community clubs or
4 0- B nfroquont VL organizations (16% versus
Gamblers 24%) or a church or religious
337 OFrequent VL organization (22%  versus
3.0 Gamblers 33%). Encouraging
OProblem VL . .

2 54 Gamblers involvement in these
community based activities

2.0 N .
2 may offer limited potential for
g 15 1.0 1.0 the majority of Problem VL
* 0] L= 0.7 . Gamblers, however, for a
0.51 distinct segment, opportunity
0o exists to use these activities to
' Community Church support their efforts to control

clubs, their play.

organizations
It will be recalled from Section
* Indicates a difference significant at the 90%+ confidence level (p< 0.10) 24 that VL Gamblers, in
general, are less likely to be
going to church or a synagogue
than those who have never played VL games (29% versus 55%). Problem VL Players are even
less likely than other regular VL players to be involved in organized religion and, on average,
are in a church or synagogue approximately once every two months, as opposed to once a month
for other regular VL gamblers (0.6 versus =1.1 times/month).

While the majority of Problem VL Gamblers (78%) do not typically attend church each month,
22% of all those currently experiencing difficulty with their VL play attend church at least once
a month and are fairly evenly divided between sporadic once to twice a month attendance (10%)
and regular weekly attendance (12%). For these Problem VL Gamblers, regular contact with the
church or other religious affiliations may offer support either directly, or indirectly, through
family or other household member involvement. Currently, approximately 2% of Problem VL
Gamblers report they have sought help for their play through a church or religious group.
Interestingly, none of the 26 Problem VL Gamblers in the study who regularly attend church
stated they have personally sought assistance for their problem VL play through a religious
affiliation. In the present study, it appears that it is largely other family members or friends who
go to this source for help or information. In fact, only 3% of all those seeking assistance from
churches or religious groups on VL gambling in Nova Scotia are Regular VL Players
themselves.

The Problem VL Gamblers who are accessing religious groups/organizations for help appear, for
the most part, to be those who are lapsed or non-regular church attendees, as opposed to those
who currently attend regular religious functions. It may be that there is such a significant social
stigma attached to problem VL gambling that going to a familiar religious leader or religious
group for help is difficult for Problem Players. It may also be the Problem VL Gambler does not
perceive religious organizations as being able to assist them with their “problem.” Given the
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necessity of the “church” to be largely responding to the family (or friends) of Problem VL
Gamblers, it may be that the actual players themselves avoid using this support source (possibly
due to embarrassment, shame or guilt).

Graph 3.2.2d As noted previously, Problem VL

Frequency of Going Out To Movies Or Renting Gamblers are heavy television
Videos In An Average Month (Average # of Times)  viewers, as compared to any other
player segments in the population.

6.071 Olnfrequent VL Players R
OFrequent VL Players Although, on average, they rent just
sod | DOProblem VL Players as many movie videos each month
4.2 (3.9 versus 4.0 video rentals/month),
4.01 significantly fewer Problem VL
5 Gamblers (68%) watch video tapes
= 3:07 during a typical month, as compared
S0 to Infrequent (80%) or Frequent VL
' Gamblers (76%). Conversely, a
LoA 0.7 07 similar proportion of all regular VL

' 0.4* .
J’ gamblers go out to watch movies at a
0.0 . ) cinema (=35%), however, Problem
Going out to Renting Players tend to do so less frequently
movies Videos

each month than those in the non-
* Indicates a difference significant at the 90%+ confidence level (p< 0.10) problem player segments (0.4 versus
0.7 times per month). It would be
reasonable to assume that the response of Problem VL Gamblers towards “videos or
movies” would be higher given their propensity towards television viewing. However, it
appears that accessibility and/or cost may be exerting influence such that Problem VL
Gamblers may not be sufficiently motivated to go out and/or spend money when they can
watch TV with no additional cost or effort. It may also be that the additional funds are
allocated (or consumed) by VL gambling.

In terms of other entertainment options, Problem VL Gamblers are less inclined to attend live
sporting events (29% versus #40%), go to library, museums, educational or historic sites
(23% versus =37%), or travel for either business or pleasure (34% versus =49%). Again, for
those Problem Players who do take part in these activities, it may be particularly effective to
assist them in redirecting more of their leisure time towards the pursuit of these interests. For the
most part, these activities are inexpensive (library, museum) or there are cost-effective
alternatives available (watching hockey at local arena, watching a ball game on the local
diamond). Assisting Problem VL Gamblers in substituting even some of their typical VL
gambling sessions with another activity of interest (e.g., going to a weekly meeting or watching
the Junior A ball game every Friday evening instead of playing VLT’s) may interrupt the playing
pattern without leaving the Problem Player with time on his/her hands (that typically was filled
through VL gambling).

Problem VL Gamblers are also less inclined to eat out at restaurants each month (79%
versus *90%) and, on average, eat out approximately three times per month, as compared
to approximately four times per month for Frequent VL. Gamblers. Presumably, their high
expenditure on VL gambling contributes to part of this discrepancy.
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Graph 3.2.2¢ On average, Problem VL

Average Amount Of Monthly Expenditure Gamblers spend $105.00 per
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it may be possible to develop a
“personal fund” whereby the
average amount they usually spend on VLT’s is deposited into a jar, account, or some other fund,
each time they deliberately skip a planned VLT expenditure. These funds can then be used to
finance other entertainment options (as opposed to bills or other household/personal expenses).
Quite often Problem VL Gamblers are playing in the hopes of paying off debts or bills and may
use this rationale to justify their involvement in the gambling activity. It is not possible to apply
this same argument to other, non-gambling based entertainment activities (i.e., going out to
dinner). Thus, replacing the gambling with another non-gambling entertainment option will be
difficult for the player to rationalize or fund. “Low cost” or “no cost” alternatives are ideal such
as visits with friends, family; non-gambling games for fun; walking/hiking;
involvement/viewing/participating in amateur sporting events; video games; movie rentals).
However, these activities may not be attractive or reasonable alternatives for some Problem VL
Gamblers and may be only partially effective in offsetting the “urge” to gamble on VLT’s.
Demonstrating to these Problem VL Gamblers the financial return from reducing VL play and
specifically allocating a proportion of this “recovered ‘or’ found money” to another non-
gambling based entertainment option such as going out to dinner or going out to the cinema once
a week may emphasize a personal benefit to the player and offset the loss of an entertainment
option many players may experience when trying to reduce or stop playing VLT’s.

In cases where high levels of debt have been accrued, it may be reasonable and necessary to
redirect the funds towards a repayment strategy. However, it must be kept in mind that these
adults were spending beyond their capability to fund the activity and, thus, the actual amount
available to “pay off debts” will be substantially lower than their VL expenditures. Furthermore,
these adults devote large blocks of time to VL gambling. Replacing VL gambling with a long-
term debt repayment plan may be difficult, if not impossible, to sustain. Balancing a manageable
debt repayment schedule and budgeting skills with alternative leisure/entertainment/social
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activities, to fill the time previously spent gambling, may lead to better outcomes for some
Problem VL Gamblers. It may also minimize the risk of relapses as, typically, lifestyle changes
take time to occur.
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3.3 Attitudes & Motives Towards VL Gaming (Table 3.3, Appendix D)

Attitudes were measured using a five-point analog scale of strongly disagree to strongly agree.
The twenty-one (21) attitude statements were grouped using principal component analysis
(SYSTAT) into five factors and an independent statement. The statements in each factor were
then ranked by the magnitude of the average difference between the Problem and Frequent
players for presentation in the data tables and the graphs in this section.

3.3.1 Enjoyment From Playing

Graph 3.3.1a
Segment Agreement To Statements About Enjoyment From Playing
- OProblem VL
l 439 Players
VL games are a fun & entertaining way for me ﬁ *
to pass the time 52% OFrequent VL
+ l 399, Players
fnd ol o . 4% OlInfrequent VL
I find playing VL games an enjoyable part of a
visit to an establishment l " 48% Players
5 35%
54%
1 really enjoy playing VL games 56%
i, P 39%
0
. (]
Playing VL games is a great way to pass time
with friends 5 30%*
24%*
T = J 38%
My friends and I enjoy playing VL games when
we go out together 35%
#4 0/0*
1 1 1 1 1 1 1 1
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

Problem Players and Frequent Players both feel that VL games are a form of
entertainment (24% to 56% agreement for the five statements in this factor). Aside from the
fact that Frequent Players are significantly more likely to indicate “VL games are a fun and
entertaining way for (them) to pass the time,” the attraction of the games and the enjoyment
derived from playing is similar for both segments. This suggests it is other attitudinal and/or
motivational factors that may be causing the Problem Players to be in their current situation with
video lottery gambling. It is not surprising that those Regular Players who have the lowest play
levels each month (Infrequent Players) also have a lower incidence of those who derive
enjoyment from playing.
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3.3.2 Ability To Influence Play

Graph 3.3.2
Segment Agreement To Statements About Their Ability To Influence Play
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* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Problem Players are more likely to feel they have the ability to influence the outcome of the
game (27% versus 13%) and are less likely to agree that everyone has the same chance of
winning (52% versus 63%). When asked whether the chances of winning depend on specific
factors, both groups felt the odds of winning could be influenced by how recently the machine
had “won” or “paid out” (60% to 57%), the size of the bonus (46% to 47%), and effective use of
the stop button (44% to 39%). Therefore, belief in control and/or ability to influence winning is
common for both segments. However, the Problem Players believe many more factors could
influence the odds, including the location they play in (43% versus 22%), the type of game
(i.e., Swinging Bells, Aces Fever) (36% versus 18%), specific machines win more often (39%
versus 23%), the make of the machine (18% versus 10%), the time of day (36% versus 16%),
the day of the week (32% versus 18%), the size of the bet (52% versus 35%) and the skill of
the player (22% versus 15%).

These beliefs appear to be contributing to problem VL gambling. If Problem VL Gamblers feel
they can influence the odds of winning by the selection of machines or time of day they play,
they will continue to play with the belief they can beat the odds in the long run. In times of
trouble or when they are short of cash, they can win to feel better or they can win the needed
cash. Manufacturers add stop buttons, bonuses and other features which certainly make video
lottery more interactive and add to the enjoyment of the game. However, when these features
provide players with illusionary control, or the false impression they are able to increase or
influence their likelihood of winning, then the actual features themselves may be contributing
and perpetuating problem VL gambling. It should be noted that elimination of these features
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would certainly not solve the problem, as many of the factors that players feel influence the odds
of winning have nothing to do with the specific features of the game itself.

Again, part of the solution appears to be creating within the players an understanding and
acceptance of their true ability to influence the odds. This will not be easy to do, as most players
(whether Infrequent, Frequent or Problem) firmly believe the odds of winning can be influenced
and will simply disbelieve or disregard any statement to the contrary, no matter how
authoritative the source. This suggests that research will be necessary on how to best
communicate these points to players, particularly Problem Players, in a manner that is effective
in changing these beliefs.

3.3.3 Expected Returns From VL Play

Graph 3.3.3
Segment Agreement To Statements About Their Belief That VL. Play Can Pay Off
OProblem VL
l 45%* Players
I sometimes play VL games with the hope of
paying off bills 4% m] ]F, {equent VL
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5%
1 1 1 1 1 1 1 1 1 1
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Resulting from their belief that they can influence the odds of winning is the belief that video
lottery gambling can result in a player “coming out ahead.” Fully, 50% of Problem Players
agree that they feel they are going to win when they start playing VL games compared to only
21% of Frequent Players. One-quarter feel that, over time, VL will pay off for them compared to
only 9% of Frequent Players. However, one of the largest contributors to problem play may
be the belief that after a string of losses, they feel they are more likely to win (23%
compared to 8%). Acting on this belief will cause players to continue to play, particularly after
they have lost, in most cases creating further losses (chasing their losses).

Tragically, these beliefs are associated with the 45% of Problem Players who will sometimes
play VL games with the hope of paying off bills (compared to 4% of Frequent Players).
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3.3.4 Desire To Play More Often

Graph 3.34
Segment Agreement To Statements About Their Desire To Play More Often
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* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Few Frequent Players have a desire to play video lottery games more often than they are already
playing. Comparatively, more Problem Players say they would play almost every day (29%
versus 7%), would spend most of their extra time on VL play (23% versus 3%) and wish they
could play more often (25% versus 5%).

This suggests that, for many Problem Players, there is an on-going danger that they could play
even more often than they currently do and that they need control mechanisms in order to keep
the desire in check. It also suggests that at least one-quarter or more of all Problem Players may
be, or believe that they are, trying to exert some control on their desire to play, insofar as they
are not playing as often as they would like.
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3.3.5 Perceived Ability To Stop (Control)

Graph 3.3.5
Segment Agreement To Statements About Their Perceived Ability To Stop
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Problem Players are much less likely to see themselves as being able to stop playing. Only
34% feel they can stop any time they want to, compared to 79% of Frequent Players. Likewise,
75% indicate they sometimes find it hard to stop playing, compared to only 9% of Frequent
Players. Considering themselves as “serious players” (48% versus 6%) and having a strong
desire to play when in a location that has the machines (65% versus 26%) are also associated
with an inability to control their play.

By definition, the Frequent Players and the Problem Players play the games just as often, but the
main problem for Problem Players appears to be an inability to stop once they have begun.
This is most likely fueled, in part, by their beliefs surrounding the odds of winning which many
feel improve after a string of losses.

One possible solution to help control play that is strongly supported by Problem Players
(78%) and, to a much lesser extent, by Frequent Players (32%) is to restrict the machines
to three or four locations within Nova Scotia. This illustrates strong desire for control of their
play by those who recognize they have a problem. Although the majority of regular players in
Nova Scotia are not strongly supportive of this concept (only 43% of all Regular VL Players
indicate some level of agreement), such a move may have substantial impact for an
overwhelming proportion of Problem Players in the province. What is unclear, however, is
whether the creation of a few designated VL gambling locations would actually reduce the VL
gambling of Problem Players or, instead, tend to have a greater influence on reducing social play
of the games. It may be that only those most motivated to play the machines (i.e., Problem VL
Gamblers) would actively seek out play at a designated or restricted VLT location. The social,
non-problematic VL gamblers who typically play the machines in addition to other social

FOCAL( Researctsi

October, 1998 3-27



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY PROBLEM PLAYER ANALYSI S

activities on site may be less inclined to go to an exclusive VLT location. Thus, for these “social
players” once VLT games are “out-of-sight” (i.e., no longer convenient to play), they are also
“out-of-mind.”

3.3.6 Other Attitudinal & Motivational Factors

Graph 3.3.6
Segment Agreement To Other VL Statements
OProblem VL
Players
0/ %
28% OFrequent VL
Iplay VL to forget troubl Players
play VL games to forget my troubles or
worries 4% Olnfrequent VL
Players
2%
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

One of the situations that players report as triggering over-expenditure on VLT’s is when
they play to escape from troubles at home. Problem Players more often play VL games to
forget their troubles and worries (28% versus 4%) and, thus, find themselves in a situation that
may lead to overspending. It may be that Regular VL. Gamblers are more vulnerable to problem
play when they are experiencing other problems in their lives, as VL gambling allows them to
“tune out” their worries and escape from their problems while they are playing the games. It
may offer a temporary respite from life stresses. However, VL gambling itself may be
contributing to other problems in their lives, thus, continued escape through VL gambling
becomes a “vicious circle” the Problem Player cannot break.

3.3.7 Motivations To Play

When asked why they play video lottery games, the reasons cited tend to differ
substantially between the two principal player groups. The majority (59%) of Frequent
Players play for fun and entertainment, whereas only 42% of Problem Players play for this
reason. Problem Players are also less likely to say they play just to “fill time” or for “something
to do” (20% compared to 42% of Frequent Players). However, players in both groups are
equally likely to say they play for a chance to win money (21% to 26%).

Many Problem Players no longer feel that VL play is fun, or that it is a benign activity suitable
for filling time. Instead, 38% (compared to 1% of Frequent Players) say they play because they
succumb to their urges, they are compulsive, they are addicted. To some extent, this finding is a
result of how the Problem Player segment was defined with those players who stated they have a
problem with video lottery gambling (self declared problem) being automatically included in the
problem segment. However, for many of these Problem Players, “the thrill is gone” suggesting
they may be receptive to alternative activities, behaviours or other interventions as a part of the
treatment for their “addiction.”
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3.4 Situational Factors (Table 3.4, Appendix D)

Situational factors are those factors, outside of the person, that influence the behaviour in
question. These are factors at work, home, or play that motivate the person to seek out VLT
gambling and situations during the course of VL gambling that cause him/her to play longer,
more frequently, or at higher bet levels. Understanding the influence of situational factors that
trigger problem gambling should be of value in helping the player avoid or negate the impact of

those situations.
‘ Situation I

Stimuli Object Response

(VL Machines) (Person) (Play Patterns)

The situational factors are broken down into 1) the effect of exposure to the machines, 2) ease of
access to the machines (convenience), 3) situations that lead to over-expenditure, 4) availability
of cash, 5) factors in the work or school environment and, 6) the home environment.

3.4.1 Exposure

The Frequent and Problem Players tend to have comparable exposure to the machines and, on
average, are in a location that have VL machines approximately 13.5 to 13.8 times a month.
Thus, the level of exposure to the machines alone does not appear to be a strong factor in
differentiating Problem Players from those who can be characterized as heavy or Frequent
Players. However, the situation under which the two segments are exposed to the machines are
significantly different.

In 66% of the occasions that the Problem Players play VL games, they had gone
specifically to the location to play the machines (i.e., planned play). Thus, the decision was

made prior to arrival in the location, either at home, at work, or at another location.

Problem Players Situational Model

H Location:
ome or
Play
Work or — VL
Other Location .
Machines
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Only 40% of Frequent Players make their decision to play video lottery games outside of the
location. This suggests VL gambling by Problem VL Gamblers is more planned and deliberate
whereas, in the majority of cases, VL gambling by Frequent Players is more impulsive and
secondary to other social activities. This has implications for Problem VL Gamblers both in
terms of the situation at the time of the decision to play, and their decision to stop playing.

For many players, the decision to play is a primarily motivated by the fact that they really like to
play. Problem VL Gamblers are more likely to be influenced by the situation at home where the
alternative is to sit and watch TV, or when they are bored, depressed, and need to get out of the
house.

Therefore, the key to controlling the behaviour for these Problem Players may be found at
home, or work, where the situational triggers can be reduced, alternative activities made
available and, ultimately, the response pattern for VL gambling interrupted or altered.

The second implication is that the locations where they play may have few other attractions for
Problem Players that are worthwhile alternatives to VL gambling. For the majority of Frequent

Players, the model below applies:

Frequent Players Situational Model

Location
Home/ ssocialize Play Home/
Work *drink VL —® | Work
*play games Machines
scat
edance

In this case, the Frequent Player goes to the location to socialize, play games, eat and drink or
dance, as well as to play VL machines. It is easier for them to stop VL play because they have
other attractions/interests or activities available on site. The Frequent Players want to play VL
games, but want to do other things on the premises as well, whereas Problem Players have little
or no attractive alternatives. One way to help the Problem VL Gamblers to stop playing when
they feel they should would be to provide and/or support their involvement in alternative
activities at the locations. Of course, some Problem Players jam the machines on, and return to
them repeatedly, while they play pool or participate in other activities so the attractiveness of the
alternative may have little impact for these particular Problem Players and, thus, different
intervention strategies will be required. It may be that complete VLT avoidance will be required
until the pattern of behaviour is altered. In Nova Scotia, this is difficult, as it would also entail
avoiding the majority of licensed establishments in the province. “VLT free” bar locations may
be very effective in assisting Problem Players in breaking the association between a bar or
“social night out” and VL gambling. This removes the temptation to play until players have
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developed activities or socializing which substitutes the reliance on VL gambling when in a bar
situation.

3.4.2 Convenience

Ease of access to locations with VL machines does seem to play a role in problem play. The
number of different locations that Frequent and Problem Players play in each month is the same
(3.6). However, the Problem Players tend to have more regular locations (1.8 compared to 1.4
for Frequent Players), with the primary difference between the two segments being that Problem
Players have more regular locations close to home (1.4 versus 0.9). This would, in part, explain
why Problem Players are more likely to go directly to a location to play. Having a regular
location makes it easier to play longer, as a player will more likely feel comfortable in their
regular/familiar place. They are familiar with the staff, the staff know them and their habits, they
know the other players, and the location is conveniently located close to home. The situation is
much more conducive to extended play periods. This suggests that management and staff at
VLT locations are likely in a position to recognize Problem VL Gamblers and, thus, may be
trained to intervene or possibly assist players who wish to exert control over their play. At the
very least, it would educate management and staff in VLT locations as to behaviours or practices
associated with problem play that can be passed along to others (word-of-mouth).

3.4.3 Situations That Influence Over-Expenditure

Respondents were asked if there were situations where they spend too much time or money
playing VL games. Fifty-four percent of Problem Players could identify specific situations,
compared to only 12% for Frequent Players. Furthermore, 52% of the Problem Players found
themselves in these situations in the last three months (compared to only 11% of Frequent
Players), with half of these Problem VL Players (27% of Problem Players) indicating they
frequently or always found themselves in such situations during the past few months.

These situations where players say they spend too much can be broken down into two broad
categories: situations that occur in the location and situations that trigger or influence them to go

to the location to play.

Location Specific Situations:

Drinking/drinking too much is the primary situational factor which Problem VL Gamblers claim
causes over-expenditure (14% compared to 3% of Frequent Players). However, for the majority
of Problem Players (=86%), alcohol plays little to no role in precipitating or affecting their
problem play. This issue will be explored in more detail in Section 3.0 - Impact Of Play
(Subsection 3.9.1.1 - Drinking) of this report where it is concluded that alcohol consumption
does not play a major role in problem VL gambling for the majority of the Problem Players.
However, in the present study, it is unclear as to the impact of alcohol for these adults when they
are not playing the machines.

Situations Exogenous to Location:
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For Problem Players, it was shown that they more often go to a location for the sole purpose of
playing VL games. The critical situations, therefore, are the ones that lead them to decide
to go and play. For some, it is a matter of having extra time and being bored (9%) and during
days off from work (3%). For these people, VL is a way to pass time. The fact that they “pass
time” with an activity they know is a problem suggests a compulsion to play, or a lack of
drive/lack of personal resources to find a solution and, thus, the need to provide viable
alternative activities to VL play.

As an alternative interpretation, it has been suggested in the gambling literature that “gambling
to pass time” is a strong indicator of addiction. Thus, for these players, response towards video
lottery gambling has become habitual and entrenched. Given the amount of time Problem
Players allocate to VL gambling, they may no longer know what else to do to “fill” or pass time.

A fair percentage of Problem Players are triggered to play because of their need to “find escape.”
They want to escape their problems or fighting at home (6%), or they are upset/depressed/
frustrated (3%). Again, having alternative activities or coping strategies may help, but the
problem gambling may persist while the need to escape exists. Unfortunately, one of the causes
of the problems at home may be problem gambling itself.

3.4.4 Availability Of Cash

The availability of cash (or the lack thereof) can also be a trigger. Unfortunately, 8% of
Problem Players say they play VL games when they are short of cash. Since they are, for the
most part, playing on a frequent basis, one would expect they would know the odds of winning
in order to cover a shortfall of cash. However, there is evidence that having gamblers learn the
odds of winning can help them to overcome the belief that they can/will win (Ladouceur and
Walker, 1996). This may, in turn, lead to less reliance on the machines when the player is low
on cash. This is particularly important, as those players already short of cash may be putting
themselves in a position of greater financial distress by hoping/believing that VL gambling will
solve their problem.

There is another group who say they play too much when they have access to easy cash
(payday: 4%), or when they have extra cash/or their bank card their pockets (3%). In
these cases, mechanisms that control access to cash (only take so much to the location, have
direct deposit of pay cheques, leave bank card at home) may be effective in managing the
behaviour. In more extreme cases, it may be possible to establish limited access to funds
designated for household use (i.e., rent, bills). These funds can be placed in a spouse’s account
or an account that is not accessible by bank card.

Overall, the nature of the situations that trigger or influence play and, ultimately, lead to
problem gambling are diverse. No single approach will work for all problem gamblers.
Instead, situations must be identified and understood for each individual and then a
specific solution can be devised and applied.
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3.4.5 Situational Factors Related To The Work Or School Environment

It was hypothesized that ease of access to VL play at work or school, peer group acceptance of
VL play and possible peer pressure to play at work, school or home would influence players to
become Problem Players. To explore these issues, players were asked to indicate the availability
of VL machines near to their workplace, and their play habits during, or around, work hours.
They also indicated whether they have colleagues who play, and whether other adults in their
household play.

There is an opportunity for the work environment to influence a large percentage of the
players as 74% to 78% of regular players work outside the home. The school environment
is less likely to be exerting an influence, with 10% to 11% of Infrequent and Frequent Players
attending school, and only 4% of Problem Players attending school.

Contrary to expectations, Problem Players are less likely (3% compared with 7% to 9% for the
other segments) to have VL machines located on the premises where they work. This suggests
that having a machine on the premises may not lead to problem play. However, 21% of Problem
Players say there are VL machines available close to their work or school, compared with 14%
to 15% for the other segments. (It could be that Problem Players are more likely to be aware of
VL machines located close to their work, or it may be that the accessibility of VL machines close
to their work has contributed to the problem gambling; the direction of causality is difficult to
determine.) Regardless, 14% to 21% of all regular players have easy access to VL machines
during work hours.

The issue is, does the availability of machines lead to play, and are Problem Players more likely
to take advantage of the accessibility? To address this issue, the two non-problem segments
were combined in order to provide a valid contrast. The two Non-Problem VL Players’
segments are defined based on frequency of play, consequently, by definition, any estimates
based on frequency of play would be high for Frequent Players and low for Infrequent Players
and, thus, any differences in the effect of accessibility on likelihood of play would be masked.
Therefore, the Infrequent and Frequent Players were combined to offset any bias which may
simply be due to frequency of play rather than a greater tendency to be involved in the specific
play behaviour being examined (i.e., play of machines while at work or school).

Play of VL. Machines While At Work or School

Infrequent &
Frequent Players | Problem Players (Significant)
(n=594) (n=117) Difference

Played video lottery machines

during work or school hours in the 8% 15% 7%
last month

Played on breaks/between classes 3% 6% —
Played at lunch time 5% 7% —
Played at other times 2% 8% 6%

I:l - indicates differences significant at the 90%+ confidence level (p<0 .10).
Problem Players are more likely to play VL machines during work hours (15% versus 8%).
While some of these players do play during breaks (6% versus 3%) and during lunch (7% versus
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5%), they differ from non-problem players in that they are more likely to play at “other times”
during work or school hours (8% compared with 2%). For the most part, this is a euphemism for
“playing when I should be working”. During the pilot phase of the study, it was determined that
respondents felt a direct question was too threatening. However, excluding play at lunch and
breaks, and then asking for play at other times, allowed the respondent to indicate play during
those times when they should be working.

Accessibility to, and thus play of, VL. machines during work hours does not appear to be a
major problem for regular VL players in general. For the most part, it is only the Problem
Players who may be adversely affected by access to the machines and who are playing
when they should be working. This happens with 8% of all Problem Players, which is not a
large part of the segment, but still is cause for concern due to the potential impact on their
employment status should this behaviour be discovered.

3.4.6 Situational Factors Related To The Home Environment

One situational factor that could influence problem play is the presence of one or more
other adults in the household who play video lottery on a regular basis, and are perhaps
themselves a Problem Player. When the other adult(s) in a household is/are also regular
player(s), problem play is more likely to be tolerated, supported or induced. This may also
reduce the chances of the Problem Player seeking or receiving any assistance or pressure
(intervention) from the other adults in their households to reduce or eliminate their problem play.

Problem Players and Frequent Players are equally likely to have another regular VL player in the
household (32% and 31%), as compared to only 21% of Infrequent Players. This suggests that
frequency of play is related to the probability of having another regular VL player in the
household, but that having another regular player in the household does not necessarily
lead to problem play. However, it is possible that, once a person is a Problem Player, having
another regular VL player in the household may make it more difficult to reduce problem play,
as the other adult will be more tolerant of the behaviours that lead to, or contribute to problem

play.

This issue of the possible influence of other adults in the household was examined in more detail
by analyzing those households in the sample in which two or more adults play VL games
regularly. It is possible that if there is one Problem Player, the other regular player(s) in a
household is(are) more likely to have problems with VL gambling as well. This would suggest
that Problem Players are influencing or contributing to problem play for other adults in the
household. Furthermore, the impact of problem VL play within a particular household may be
substantially greater than analysis at the individual level would indicate. (It would also suggest
that prevalence studies that only sample one adult per household may be underestimating the
prevalence of problem gambling, in particular, as it relates to video lottery gambling.)

In this study, if there were more than one regular player in a household, all of the players in the
household were surveyed. This sampling procedure makes it possible to determine the number
of Infrequent, Frequent and Problem Players in each household. There were 141 regular players
surveyed in households where one or more surveys were completed with another regular player
in their household. Within this sub-sample, there are 47.5% Infrequent Players, 36.2% Frequent
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Players and 16.3% Problem Players (versus 46%, 37.5% and 16.5%, respectively, in the total
sample). The following table shows the percentage of other regular players in the household that
belong to the three segments.

Percentage Of Other Regular Players In Household By VL Player Segment

Infrequent Players Frequent Players Problem Players
(n=67) (n=51) (n=23)
Other Regular Players In Household Are**:
Infrequent Players 60% 39% 35%
Frequent Players 28% 51% 26% *
Problem Players 12% 14% * 43%

* one Frequent Player and two Problem Players live together which makes the totals greater than 100%.

** the average number of adults per household is 2.3 for all three segments. Therefore, any differences found
among the segments cannot be attributed to differences in the number of adults in the household.

If segment membership is independent within a household (i.e., one adult does not influence the
level or type of VL play by another adult in the household), then it would be expected that 64%
of Infrequent Players would have another Infrequent Player in their household, 53% of Frequent
Players would have another Frequent Player in their household, and 28% of Problem Players
would have another Problem Player in their household. These expected proportions are very
close to those found for Infrequent Players (60%) and Frequent Players (51%), suggesting that
other regular play has little influence on their own behaviour if they are not a Problem Player.
However, 43% of the Problem Players live with another Problem Player which is
significantly higher than would, statistically, be expected (p < .010; x> corrected one tailed
test).
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Expected Vs. Actual Incidence of Other Similar
Regular VL Players In Those Households With Each Of

Graph 3.4.6

The Three Types Of Regular Players

(Infrequent, Frequent, Problem)
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This has implications both for
finding Problem Players, and
for helping them. First, if a
Problem Player is identified
(e.g., they go to a community
centre for help, or call the
Gambling Help Line) and they
live with another person who is
also a regular VL player, there
is a 43% chance that person will
also need help in overcoming a
problem with VL play. Second,
if a Problem Player is identified
then there is a good probability
that the problem is influenced
by the fact that there is another
Problem Player at home.
Therefore, assisting them in
dealing with their problem VL

play may be facilitated by helping both Problem Players in the home to overcome their problem
with video lottery gambling. It is obvious that counselors need to be aware of the possibility of a
companion also in need of help, and to focus on solving the problem at the household level
whenever necessary.
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3.5 General Gambling Play & Average Expenditure (Table 3.5, Appendix D)

Graph 3.5 On average, VL Problem Players
Monthly Non-VLT Gambling Expenditure Profile spent more on other forms of
. gambling in the last month than
3120007 e either of the other two segments
$100.00 ($86.98) g ey ($109.75 compared to $86.98 for
BOther gambling (sports Frequent Players and $55.87 for

$80.00 roline. e hose, Infrequent Players).

($55.87)* bingo, cards for money)

$60.00 1 B Casino slot games These figures illustrate a strong
640,00 1 commitment to gambling in a
' DCasino games: non-slot variety of forms by the Problem
$20.00 Players. They are less likely to
play non-slot casino games than

$8.83

$0.00 - the Frequent Players (18%

versus 33%), and are equally
likely to play slot machines at
casinos (60% versus 57%).
However, Problem Players
spend more than three times as much money, on average, each month than those in the Frequent
Player segment ($29.70 versus $9.55) on casino slot machines. So, while the Problem VL Player is
typically involved in various gambling activities, they have a particular affinity for VLT/slot
machine types of gambling.

Infrequent Frequent VL Problem VL
VL Players Players Players

* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

It might be speculated that the play of VL machines is simply diverting cash that otherwise would be
spent on other traditional, high stakes or more serious gambling such as horse racing, sports betting
and casinos. Problem VL Players are less likely than Frequent Players to spend money “on the
horses” ($0.21 versus $6.16) and less likely to participate in sports bets/pools (12% versus 19%).
They also spend less on Sport Select Proline ($1.21 versus $2.69). These games are all sports
oriented and they require more reasoned wagering (selection of horses, players and teams, as well as
spreads and placing, etc.). Problem VL Players also are less likely than Frequent VL Players to
gamble on non-slot casino games (18% versus 33%). It is not clear, therefore, whether these
particular wagering activities would be attractive alternatives to VLT’s for Problem Players, should
access to VL machines be restricted. They may not be interested or attracted to these more skill-
based forms of gambling which, typically, require some knowledge (or interest level) in order to play.

These results suggest that Problem VL Gamblers are strongly attracted to gambling in general
(although their response towards skill based gambling typically is lower), and that VLT’s are a
particularly compelling outlet for this drive. Regardless, they appear to seek variety in their
gambling and participate in the full spectrum of games available, in particular VLT’s, and to a
lesser extent slot machines (60% of Problem VL Gamblers played slot machines at a casino in
the last month).

On average, Problem Players are currently spending $808.88 per month on VLT’s which is
substantially more than the $29.70 they are spending on casino slot machines. However, this
level of expenditure on casino slot machines shows a particular affinity toward this type of
gambling which suggests slot machines would be a potential substitute for VL machines, should
access to VLT’s be restricted.
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3.6 Video Lottery Play Behaviour (Table 3.6, Appendix D)

This section of the report profiles and contrasts the play behaviour of the three Regular VL
Player segments. It examines time and money spent (years playing, times per month, minutes of
play and expenditure amounts), games played, where they play (legion centres, sports
establishments, etc.), when they play (day of week/weekend, times of day), play in more than
one location in a day, plays at one location, quitting behaviours, the play of two or more
machines simultaneously, superstitious behaviour while playing, and social play.

Differences in play behaviours between the Frequent and Problem Players are a result of
differences in demographics, lifestyles, situations as well as attitudes and motives, which are
themselves a result of past play behaviour.

3.6.1 Length Of Time Involved In Regular VL Play

It might be expected that, over time, most Problem Players would drive themselves into
bankruptcy, or develop coping mechanisms that would take them out of the “Problem” category.
If this were true, then the average length of time Problem Players have been playing would be
less than the time Frequent Players had been playing. This is not the case, with Problem Players
having played, on average, for 54.9 months compared to 39.9 to 40.5 months for the other
Regular Player segments.

Graph 3.6.1
Average Number Of Years Playing VL. Machines By VL Player Segment
O<2 years
50%
02 to <4 years
0/ -
45% 04 to <6 years
= o/ %
40% 359 06+ years
35%1
30%7 | 279
) = 259
25% <
20%

20%7
15%
10%

5%

0%

Infrequent Players Frequent Players Problem Players
* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

The distribution for the Frequent and Infrequent Players is virtually identical. However,
compared to these two segments, there are fewer Problem Players who have been playing from
two to less than four years (21% compared to 35%) and more who have been playing six years or
longer (38% compared to 18% to 19%). It is obvious from this that the impact of VL play for
many Problem Players has been on-going over many years. The key issues then become, what
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are the financial and social implications of their long-term play, and what have these people
done, or attempted to do, to control and/or change their problem play? These issues will be
addressed in Section 3.9 - Impact Of VL Play and Section 3.10 - Coping Mechanisms.

3.6.2 Frequency Of Play

As discussed at the beginning of the Problem Player analysis, regular players who did not fall
into the problem category were split into two segments based on their reported average
frequency of VL play each month: Infrequent Players (play less than once a week, on average)
and Frequent Players (play once a week or more, on average). There is no difference in the
reported average number of times Frequent Players and Problem Players play the games. In
recognition that play levels can vary substantially for a given individual over time, monthly play
frequency was also derived specifically based on play in the last month. Players were asked how
often they had been in a location which had video lottery machines; how many times they went
to specifically play video lottery games; and how many times they went for another reason but
ended up playing, all within the last month. Frequency of play using these questions is slightly
higher for Infrequent Players (2.2, up from 1.6) who may not have remembered to include those
times when they played on impulse in their average frequency estimates. It is also higher (9.4,
up from 8.0) for Problem Players, who are more likely to play at more than one location on a
given day and play at more locations in general, and, thus, may have excluded play occasions at
these other locations. Interestingly, there was no change in the average number of times
Frequent Players played VL in the last month.

Graph 3.6.2 Using the derived estimate of
Frequency of Play By VL Player Segment frequency of play, the Problem
9.4% Players, on average, tend to play

10.07 .
o.0] the games more often (9.4 times per
N 7.4% month) than either Frequent Players
50 (7.4 times) or Infrequent Players
70 (2.2 times). The difference
607 between reported and derived
507 play frequency estimates for
407 Problem Players suggests that in
3.07 2.2% addition to their high level of
2.07 frequency for planned play, they
1.07 may also be more impulsive
0.0- about play. However, the
Infrequent VL Frequent VL Problem VL difference in the number of times

Players Players Players

played per month between
* Indicates a difference significant at the 90%+ confidence level (p<0.10) Frequent and Problem VL

gamblers (7.4 versus 9.4 times)

makes a  relatively small
contribution to explaining the difference in total expenditure between the two frequent
playing segments.
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3.6.3 Time Spent Playing VLT’s

Graph 3.6.3
Average Minutes Per Location Per Day
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* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

A factor that does contribute
substantially to the difference in
expenditure is the length of time
players spend at a machine each
time they play or, more
specifically, the total time spent
playing at a particular location
(given that some players will play
at a location more than once in a
single day). Problem Players will
spend two and a half hours
playing at a time (150 minutes)
while Frequent Players play for a
little over an hour (67 minutes)
and Infrequent Players only play
for 43 minutes, on average, each
time they play. When those who

play at a location more than once in a day are factored in, the average amount of time
spent playing VL games at a particular location in a day is over three hours (189 minutes)
for Problem Players, close to an hour and a half (85 minutes) for Frequent Players and an
hour (62 minutes) for Infrequent Players. The length of time Problem Players spend
playing VL games is roughly twice as long as Frequent Players and, therefore, makes a

significant contribution to the difference in expenditure.

3.6.4 VL Expenditure

Graph 3.6.4a
VL Expenditure Per Visit To A Location
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$90.00 1
$80.00
$70.00
$60.00 1
$50.00 1
$40.00
$30.00 1
$20.00 1
$10.00 1

$0.00

$35.00
$23.61
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* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

Per Visit Expenditures:

Expenditures on VL machines
were broken down based on
discrete events to increase the
accuracy of the estimates and to
provide multiple methods of
deriving estimates in order to
assess validity. At the lowest
level, players were asked to
estimate the out-of-pocket
(excluding winnings) average
amount they spent on video
lottery play each time they played
over the last month. (The sample
interval of a month was chosen, as
virtually all respondents played at

least once over the last month and could, therefore, give an estimate). Each time they play,
Frequent Players ($29.44) spend substantially more than Infrequent Players ($16.33), with
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Problem Players ($82.29), on average, spending almost three times as much as Frequent Players
each time they play the machines. Interestingly, when the total number of times played during a
single visit is considered, there is no significant difference in the amount spent per visit between
Infrequent Players and Frequent Players ($23.61 versus $35.00). The expenditure per visit rises
to $97.37 for Problem Players when their repeated play at a location is taken into account. This
means that each time a Problem Player walks into a location and plays VL games, they are
going to spend $62.37 more than a Frequent Player would, which is a differential of
approximately 177%. It may be that encouraging Problem Players to “break-up” their
playing sessions by cashing out, or stopping, every half hour or forty-five minutes may
make them more aware of what they are spending and interrupt their play response.

Monthly Expenditures:

Monthly expenditure on VL gambling was estimated using two measures:

+ perceived expenditures;
+ derived expenditures.

Perceived VL expenditure is based on a question asking the respondents to estimate, referring to
the previous three months, on average, approximately how much they spent, out-of-pocket, per
week (or per month) on video lottery games, not including winnings. Based on this question,
Infrequent, Frequent and Problem Players spent $29.79, $146.69 and $473.83 per month
respectively, over the last three months. These amounts may appear to be substantial to many
observers. However, based on past research conducted by Focal Research Consultants Ltd., it
has been found that these estimates substantially underestimate players’ actual expenditures,
although the relative expenditure by segment is fairly accurate. Instead of relying on players’
perceptions of what they spent over the last three months, a more accurate estimate is derived by
breaking expenditure into its component parts according to the formula below:

Out-Of-Pocket Average Nun;)blzr gleEmes
Monthly Expenditure = | Expenditure Per | * Number Of * Y
.. Establishments Over
Play Plays Per Visit

The Previous Month

Given the continuous nature and accessibility of video lottery play, it is difficult for players to
accurately keep track of their expenditures. This is one of the key factors contributing to
players’ problems in managing their play. However, players find it easier to provide out-of-
pocket estimates of expenditure on a per play basis, as it is more relevant to their actual play
experience. (“ usually put $20.00 into the machine when [ sit down and play until I lose it.”")
By applying per play estimates to the actual number of times they played in the last month,
average expenditure estimates will be more accurate on an aggregate and segment basis, but may
over-or underestimate actual expenditure on an individual basis. This is due to the fact that some
players will have played more than usual in the last month and others may have played less.
However, in any given month, it can be expected that this same fluctuation in play levels will
occur for other players. When these estimates are then projected to obtain annual expenditure
rates, higher amounts will be balanced by amounts which are substantially lower, thus yielding
highly accurate estimates on a total aggregate basis.
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The Monthly Expenditure equation tends to yield higher monthly expenditure estimates for most
players (43% of players), and reduce it for others (29% of players). The increases are due to the
fact that players are specifically reporting on their behaviour over the last month. They are
better able to remember how often they play more than once at an establishment, and recall more
accurately how often they played at establishments even though they had gone there for another
purpose. (The number of visits to establishments is based on the sum of responses to two
questions: “In the last month, how many times that you were in a location that had VL machines
did you go there specifically to play VL games?” and “How many times did you go to a location
for another reason but ended up playing video lottery games while you were there?”) The
estimates derived using this approach have consistently been within two to four percentage
points of the per adult expenditures derived from the Nova Scotia Alcohol & Gaming Authority
reports.

In this case, the derived estimate for net expenditures on VL gaming in Nova Scotia by regular
VL players is approximately $113.7 million in 1997, which compares very well to the net
revenue from VL gaming of approximately $120 million for Nova Scotia for the fiscal year
1997/98. (NOTE: The contribution of casual VL play is not included in net expenditures for
regular players and is estimated at approximately $3.3 million. Thus, the projected VLT net
revenue for Nova Scotia in 1997 is approximately $117 million which is within 2.5% of the
actual reported revenue of $120 million for 1997/98.)

As well as having external validity, the derived measure is highly correlated (0.85) with the
estimate based on player perceptions, thus providing convergent validity. Based on the derived
estimate, Problem Players spend an average of $808.88 per month, compared to $228.50
and $53.49 per month for the Frequent and Infrequent Players, respectively. This means
that Problem Players account for a disproportionate amount of the total revenue coming
from regular players (who collectively account for approximately 96% of all VL revenue).

Graph 3.6.4b
Average Monthly Expenditure By Regular Player Segment
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* Indicates a difference significant at the 90%+ confidence level (p<0.10)
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Graph 3.6.4¢ As illustrated in Graph
VL Revenue Contribution By VL Player Segment 3.6.4c, 55% of the VL
gambling revenue in
60%7 55% Nova Scotia contributed
| o by regular players comes
50% 46% from Problem Players.
40%- These are people who,
for the most part,
30% recognize they have a
problem and don’t wish
20%- to be playing and
10% spending as much as they

10%1 do.
0%+ The average Problem
Infrequent Frequent VL Problem VL Player would be

VL Players Players Players

spending $9,706.56 per
O% of Regular Players 0% of Revenue from Regular Players year. They represent
0.92% of adults in Nova
Scotia (16% of the
5.75% of adults who are regular players) or approximately 6,400 Nova Scotians who
collectively spend a total of approximately $62 million on VL play. Overall, VL
expenditures by Problem Players in the province comprise approximately 53% of total VL
gaming revenue in Nova Scotia (i.e., including revenue from Casual VL Players).

It is obvious that success in helping Problem Players to reduce their expenditures will have
a substantial impact on the total revenue Nova Scotia derives from VL play. If Problem
Players’ expenditure was similar to that noted for Frequent Players, there would be a
reduction in total revenues from VL gambling of approximately 35% to 40%.

3.6.5 Locations For Video Lottery Play

On average, Problem Players tend to have more regular locations at which they play video
lottery games, therefore, it is reasonable to find that they are more inclined to be regular
patrons of certain types of establishments. Both Frequent and Problem Players regularly play
in bars, pubs, lounges and licensed restaurants (65% to 68%) and at legion centres (18% to
20%). However, Problem Players are more likely to play regularly at sporting establishments
such as pool halls, bowling alleys, curling clubs and golf courses (21% versus 14%). They are
also more likely to play regularly at Native gambling establishments (9% versus 4%). These are
the type of establishments where the ratio of patrons to machines is typically relatively low,
when compared to many bars and pubs. This puts less pressure on the players to “give up” their
machine. Also, they do not like to be watched while they play and the greater solitude to be
found at a curling club, for example, allows them to comfortably play longer and in relative
anonymity.
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Graph 3.6.5
Segment Profile Of Players In Front Of Machines At Any Given Time
By Type of Location
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These figures tell us where players in the three segments like to play, but does not tell us the
profile of the players at each type of location at any given time. The fact that Problem Players
play 8.0 times a month, on average, compared to 7.2 and 1.6 for the other two segments, and the
fact that Problem Players average approximately 150 minutes in front of the machines each time
they play (compared to 43 minutes for the Infrequent Player and 67 minutes for Frequent
Players) suggests that they are much more likely to be in front of a machine at any given time.
Taking these figures into account leads us to the conclusion that the 16% of players who are
Problem Players occupy 48% to 66% of the machines at any particular time, depending on
the type of establishment in which they are playing. Therefore, it is not surprising that
people, in general, believe the majority of regular VL gamblers have problems since, at any
given time, at least half of those in front of the machines will be Problem Players. The same
analysis shows that Frequent Players, who make up 38% of the player base, occupy between
29% and 44% of the machines at any given time. The Infrequent Players comprise 46% of the
player base, but only occupy between 5% to 7% of the machines at any given time.

These results suggest that if one wants to find Problem Players, go into any pool hall, sports bar,
legion hall, or especially Native gambling establishments and at least half of the people at the
machines will be Problem Players. The odds of finding a Problem Player are improved if one
visits that establishment at different times of the day.
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3.6.6 Days Of Week & Time Of Day For Play

Graph 3.6.6a
Day Of The Week Playing Patterns
By VL Player Segment
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Days Of Week:

Although the majority of Regular
VL Players, in all segments, tend to
play VLT’s on specific days of the
week, comparatively, Problem VL
Gamblers are more inclined to
indicate they play every day/most
days (9% versus =3%) and are less
likely to report specific days played
than other Regular Players (50%
versus ~61%).

There are no significant differences
noted among the three segments in
terms of those who report they do
not play on any particular day (36%
to 41%).

In order to assess differences in the
“days played” among the three

segments, those players who report daily play were included in the estimates for each day of the
week. Furthermore, for purposes of this analysis, it is assumed that, within each segment, the
distribution of “no particular day” mirrors the distribution of those who play on particular days.

Graph 3.6.6b
Day Of The Week Played By Player Segment
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* Indicates a difference significant at the 90%+ confidence level (p<0.10)
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Friday and Saturday are the most popular days of the week for VL play by Regular VL
Players in all three segments. Typically, more than half of all Regular Players are playing the
games on these days. Infrequent VL Players (54%) are less inclined to play Friday than either
Frequent (61%) or Problem VL Gamblers (65%). However, Problem VL Gamblers are more
likely to be playing on Saturday (68%) than players in either of the other two segments (52% to
59%).

It is noteworthy that Frequent and Problem VL Gamblers tend to report similar levels of play for
Thursday (33% versus 38%) and Friday (65% versus 61%). It is play on other days, especially
Sunday to Wednesday, which distinguishes playing patterns between the two segments. It
appears that Problem VL Gamblers tend to get an early start on the weekend, with just
over one-third (35%) playing on a Wednesday which is twice as high as that noted for
Frequent Players (16%) and five times higher than for Infrequent Players (7%). Play for
Sunday to Tuesday is also significantly higher for Problem VL Gamblers, with Infrequent
Players least likely to be playing on Monday (6%), Tuesday (7%) or Wednesday (7%).

Graph 3.6.6¢
Segment Profile Of Players In Front Of Machines At Any Given Time By Day Of Week
=
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A profile of those players in front of a VLT machine at any given time on a particular day of the
week was calculated. Based on the number of players, the frequency of VL play and the length
of time playing, it is possible to derive estimates of the proportion of players accounted for by
each segment.

At any given time, Problem VL Gamblers will comprise approximately half or more of the adults
observed playing. From Sunday to Tuesday, more than half of the people sitting in front of
VLT’s will be Problem Players, and on Wednesdays this proportion increases to two-thirds
of all those playing the machines.

During the weekdays, Problem Players are more likely than Frequent Players to be playing
the machines in the afternoon (between 2:00 p.m. and 4:30 p.m.: 17% compared to 6%),
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and at suppertime (between 4:30 p.m. and 7:00 p.m.: 19% compared to 10%). The heavy play
period for both these segments is in the evening, between 7:00 p.m. and 10:00 p.m. (30% - 32%)
and after 10:00 p.m. (16%).

During the weekend, the Problem Players who say they play at specific times are more
likely to be playing in the afternoon from 2:00 p.m. to 4:30 p.m. (21% compared to 8% for
the Frequent Players). Demand for the machines, overall, is lowest in the afternoon, even on the
weekends, and this appears to be the time that the only people left playing are the Problem
Players.

Graph 3.6.6d
Segment Profile Of Players In Front Of Machines At Any Given Time
By Time Of Day During Weekdays
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Graph 3.6.6¢
Segment Profile Of Players In Front Of Machines At Any Given Time
By Time Of Day During Weekends
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Taking into account the number of times they play in a given month, and how long they play,
Problem Players are, again, more likely to be the players in front of the machines at particular
times. During the weekdays, Problem Players make up 72% of the players in front of the
machines from 2:00 p.m. to 4:30 p.m.

They are also very likely to be one of the people occupying the “VL” stools between 4:30
p-m. and 7:00 p.m. (66% compared to 31%), and over lunch, from 11:30 a.m. to 2:00 p.m.
(58% compared to 38% for Frequent Players). The numbers are very similar during the
weekend, with 71% of the machines played by Problem Players in the afternoon, from 2:00 p.m.
to 4:30 p.m. During the morning and dinner times, Problem Players make up about 59% to 60%
of the players at the machines.

During the weekday and weekend evenings, the Problem Players comprise 49% to 53% of
players, with Frequent Players accounting for 39% to 46% of the machines and Infrequent
Players accounting for 5% to 9% of them.

The fact that Problem Players make up a larger proportion of the players found during
lunch to supper times does not mean that most of the Problem Players can be found at
these times in the VL locations. Only 37% of VL Problem Players, who said they play at
specific times, play before the evening (although another 21% say they play anytime which
could bring the total to 58%). Comparatively, only 22% of Frequent Players (and another 22%
who play any time) and 14% for Infrequent Players (and another 29% who play any time)
typically play prior to 6:00 p.m.
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3.6.7 Number of Locations Played In A Day

Problem Players are much more likely to play at more than one location in a single day
than Frequent Players (44% compared to 19%). In fact, 26% (compared to 8% of Frequent
Players) play in more than one location in a given day at least occasionally (i.e., 25% of the time
or more).

In order to minimize interview time, respondents were not asked to describe why they moved
locations. However, given their beliefs in lucky machines and lucky locations, there is a good
chance Problem VL Gamblers are motivated to move in order to improve their luck. Also, given
their desire to avoid spectators, and that they often play for hours on end, they may move to new
locations when it becomes too crowded where they are, or to make their play less conspicuous to
others.

If Problem VL Gamblers are looking for a luckier machine or location, then chances are
they have lost money, but still have access to funds to chase their losses on a “luckier”
machine. This moment, when their focus is away from the screen, may offer a good
opportunity to encourage them think about “quitting” play for the day. If they can be
shown that chasing losses does not work, and then are encouraged to realize as they walk
out the door that they have a choice, it may be enough to deter some Problem Players from
continuing to play, especially as it is this “continued play” which is likely to result in the
most harm to them. Thus, the switching of locations is possibly the situation (trigger)
leading to the most problematic play, but it may also represent an opportunity to get
Problem Players to consider quitting for the day.

3.6.8 Average Number Of Times Played Per Visit

Problem Players are similarly likely to play more than once at a location each visit as
Frequent Players (20% compared to 18%). In fact, the average number of times they play each
visit is the same (1.3 to 1.4). However, the Problem Players play for a much longer duration
and are, therefore, spending more time at the machines without a break.

3.6.9 VL Games Played

The most popular game by far for all segments is Swinging Bells (played by 75% to 89% of
players in the last three months). Aces Fever, a poker game that is played on the Spielo machine
which also has Swinging Bells, is also a preferred game for the Problem Players (21%) and the
Frequent Players (16%), but is not as popular with Infrequent Players (8%). Problem Players
(24%) and Frequent Players (18%) also prefer to play other poker games such as Joker Poker and
Fever Poker, while Infrequent Players again play these types of games less often (13%). The
other games (Lucky 7, Lucky 8-line, Red Hot 7’s, Lotto 5-line, Blackjack, and the several
variations of Keno) are all played by 5% or less of the players in these segments. Given that
Problem Players play Swinging Bells less often than the other segments, and that only 75%
of them played the game at all in the last three months, the results suggests that many more
Problem Players are playing the other games, in particular the poker games.
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Graph 3.6.9 When players who played any VL poker
Percent of Player Segments Playing a Poker game are identified, the Problem Players
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* Indicates a difference significant at the 90%+ confidence level (p< 0.10) prob]em p] ay.

3.6.10 Spending Behaviour

It has already been determined that Problem Players spend more money and spend more time
playing VL games than the Frequent Players. This section of the report examines specific
spending/play patterns that contribute to the higher expenditure.

Graph 3.6.10a First of all, Problem VL
Average Amount Brought To A Location Gamblers arrive at the location
In Order To Play VL. Games with substantially more money
$100.00 - in their pocket to spend on VL
play ($73.93 compared to $23.34
$90.00 1
$80.00 1 $73.93* for Frequent Players and $16.48
$70.00 1 for Infrequent Players). With
$60.00 1 more money in their pockets, they
$50.00 1 can spend more on the games for
$40.00 a longer period of time. If they
$30.00 $23.34* reduced the amount they brought
s20004 | 1648 to the location they would likely
$10.00 m spend less.
$0.00
Infrequent VL Frequent VL Problem VL One possible reason Problem
Players Players Players Players bring more cash for VL
* Indicates a difference significant at the 90%+ confidence level (p< 0.10) play with them is that they are

more likely to be going to the
location specifically to play the machines. Whether the motivation is to “escape from problems”
or to simply pass the time, these players typically spend a much longer time period at a machine
than Frequent Players. They are aware, therefore, that they will need a larger amount of cash to
be able to play for their “usual” duration. Frequent Players, on the other hand, are more inclined
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to play VL games for entertainment purposes, for which they can more easily set a (smaller)
budget.

Graph 3.6.10b A number of other factors likely

Amount Put Into Machines At Beginning Of Play contribute to the Problem
Players’ expenditures on VL
gambling as well. On average,
$25.00 they tend to put more money
into the machines to begin
$20.00 1 play ($12.34 compared to $5.88
for Frequent Players and $5.49
for Infrequent Players).
Problem Players have more
money to spend and they intend
$5.00 J to play for a longer period of
50,00 - time than Frequent Players.
Infrequent VL Frequent VL Problem VL However, their play patterns

Players Players Players (e.g., higher bet levels) also

* Indicates a difference significant at the 90%+ confidence level (p< 0.10) result in them spending their
money at a faster rate than

$30.00 1

$15.00 1 $12.34%

$10.00 1 §5.49 $5.88

Frequent Players.

Graph 3.6.10c There is no difference in the value

Average Credit Level Per Spin of a credit for Problem and

30.0- Frequent VL Gamblers, with 91%
' to 93% betting nickel credits.
25.01 However, the Problem Players,
18.5% as noted earlier, are far more

200 likely to feel they can influence
15.0- 12.0 their chances of winning and, as

11.0

a consequence, 84% feel they

10.07 must have all bets covered when
5.0 playing line games.

Comparatively, only 63% of

0.0° Frequent Players feel they must
Infrequent VL Frequent VL Problem VL 11 th b t h n la il’l
Players Players Players cover a e cts W e_ playing

* Indicates a difference significant at the 90%+ confidence level (p< 0.10) VL games llke SWlnglng Bells.

This perceived “need” to have all
bets covered is likely a major reason why the average bet level and, thus, expenditure per
play/spin are 50% higher for Problem Players (18.5 credits compared to 12.0 credits, and $1.12
compared to $0.71 per play/spin).
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Graph 3.6.10d
Bet Maximum 50% Or More Of The Plays
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Graph 3.6.10e
Composition of All Players Who Play the
Maximum Bet 50% of the Time or More

Problem Infrequent
Players VL Players
52% 27%

Frequent
VL Players
21%

Beyond merely covering the
possible bets, one-quarter of
Problem Players frequently (=50%
of the time) to almost always bet
the maximum amount possible
each play. This compares to only
5% of Frequent Players and 4% for
Infrequent Players. Given that
only a small proportion of
players who do not have a
problem with VL gambling
frequently bet the maximum, a
reduction in the allowable
maximum  would primarily
affect Problem Players.

Another way to identify the
potential impact of a reduction in
the maximum bet level is to
examine those players who bet
the maximum on a frequent basis.
The 8% of all VL gamblers who
bet the maximum amount 50% or
more of the times they play is
comprised of 52% Problem
Players, 21% Frequent Players
and 27% Infrequent Players.
Obviously then, a reduction in
the maximum bet level would
have an impact on the 48% of
maximum bet players who do
not have a problem. However,
half of those affected would be
Problem VL Gamblers. The

possible impact of such a control strategy, particularly for Problem Players, would best be

determined in experimental conditions.
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Graph 3.6.10f
Percentage Who Spend All The Money Brought
To A Location At Least 50% Of The Time
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90%1 81%*
80%
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60% 53% 54%

50%
40%
30%
20%
10%]
0%-

Infrequent VL Frequent VL Problem VL

Players Players Players
* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

Close to half (48%) of Problem
Players spend all the money that
they brought to a location for VL
play almost every time they play.
Another 33% spend all of their
VL money between 50% and
100% of the times they play. This
means that, typically, 81% of
Problem Players spend all of their
VL money 50% of the time or
more when playing VLT’s, as
compared to 53% to 54% for the
other segments. Thus, the
Problem Players bring more
money to play with, and are
much more likely to spend it all.
This stand to reason, as for many
Problem Players, their primary

motivation for going to a location is to play VL games. Therefore, it is likely that they would
continue to play until the money they brought for this purpose is gone.

3.6.11 Sources of VL. Money for Continued Play

Graph 3.6.11
Percentage Who Obtain More Money To Continue
Playing 25% Or More Of The Times They Play

100%1
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80%-
70%
60% 51%*
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Infrequent VL Frequent VL Problem VL
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* Indicates a difference significant at the 90%+ confidence level (p<.10)

Unfortunately, 77% of Problem
Players obtain more money in
order to continue play on a given
day, with 51% in this segment
obtaining more money 25% or
more of the times they play. This
compares to only 13% for
Frequent Players, and 6% for
Infrequent  Players. Thus,
Problem Players are more likely
to play until they run out of
money and then are more likely
to obtain additional funds in
order to continue to gamble on
video lottery.

Players can borrow money from
others, get credit at the location,

use their bank or credit card on location, or go off premises to obtain the needed cash for

continued play.

A relatively small percentage of Problem VL Gamblers borrow money from others at a location
occasionally (5%) or frequently (3%), in order to continue to play once their money runs out.
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Comparatively, only 1% to 2% of those in the other non-problem VL player segments borrow at
least occasionally.

Problem Players (28%) and Frequent Players (23%) report lending money occasionally or
frequently to other players so that they can continue to play. Interestingly, the percentage of
those lending money is much greater than for those borrowing. A segment profile of lenders and
borrowers is presented below.

Segment Profile of Players Who Are at Least Occasionally
Borrows and Lenders

Infrequent Frequent Problem
Players Players Players Total
(n=327) (n=267) (n=117) (n=711)
Lender 6.1% ' 8.7% 4.5% 19.3% *
Borrower 0.6% 0.4% 1.4% 2.4%
Lender 31% ° 45% 23% 100%
Borrower 24% 18% 59% 100%

1. 6.1% of players are Infrequent Players who at least occasionally lend money to other players.
2. 19.3% of players at least occasionally lend money to other players.
3. 31% of those who lend money to other players at least occasionally are Infrequent Players.

The 2.4% of players who borrow money at least occasionally are lent money by 19.3% of
players (and possibly a pool of friends and acquaintances who may be at the location at time of
need). The borrowers are mainly the Problem Players (59%), while 18% are Frequent Players
and 24% are Infrequent Players. Given the higher expenditure level and more frequent play of
Problem Players, as compared to the Infrequent Players, they probably account for much more
than 59% of the money borrowed.

The process of borrowing money may be one of the main triggers of the guilt associated with the
time and money spent on VL play. Furthermore, if Problem VL Gamblers are chasing their
losses with the borrowed money, then the situation (in terms of guilt) will worsen as they lose
the money borrowed. This issue will be discussed further in the section on the impact of VL
play on Problem Players (see Section 3.9 - Impact Of Play).

3.6.12 Chasing Behaviour

Two levels of chasing behaviour were examined: 1) increased, or continued expenditure in order
to win back lost money while still at the machine; and 2) leaving the machine after a loss and
then coming back at another time with more money, with the express intention of winning back
the previous losses.
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Graph 3.6.12a
Percentage Who Increase Bet Levels To Win Back Lost
Money 25% Or More of The Times They Play
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Graph 3.6.12b

Percentage Who Spend More Than
Intended In Order To Win Back Losses
25% Or More of The Times They Play
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* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

Chasing losses by increasing
their bet level is a major
contributor to problem play and
is a significant distinguishing
feature between Problem
Players and the other segments.
Sixty four percent of Problem
Players increase their bet levels at
least occasionally (25% of the
time or more) compared to 16% -
19% of those in the other
segments. In fact, only 20% of
Problem Players say they never
chase losses by betting at higher
levels compared to 55% of
Frequent Players and 69% of
Infrequent Players.

Problem Players are also much
more likely to indicate they
exceed the amount of money
they intended to spend in order
to win back money they have
lost (69% versus 13% for
Frequent players and 7% for
Infrequent Players). Presumably
for Problem Players, access to
cash at this point is critical to their
continued play. This results in the
borrowing of cash from friends
and acquaintances, the use of
credit cards, or taking advantage
of credit available at the locations.
Restricting access to cash in order

to chase losses then becomes a potentially strong deterrent to problem play.
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Graph 3.6.12¢ Problem VL Gamblers also

Percentage Who Have Chased Losses Later In The Day frequently chase their losses from
Or The Next Day During The Last Three Months to VL play on the following day,
with 72% having returned another

100% .
90%- day to win back losses at least
20 once during the last year, 51%
0% within the last three months.
0% 51%%% Some Frequent Players also chase
50%- losses in this manner, but to a far
40%- lesser extent, with only 10%
30% having done so within the last
20%1 10%* three months.

10%1 3%

0% Sometimes Problem VL Gamblers

Infrequent VL Frequent VL Problem VL

are chasing losses from other
forms of gambling, with 17%
having chased other gambling
losses through VL play within the
last three months compared to 4%
of Frequent Players. Analysis of general gambling behaviours had found that Problem Players
spend substantially more on casino slot machines than Frequent Players. This suggests that
casino slot machines may be a primary source of losses from other gambling that is being chased
on VL machines by Problem Players.

Players Players Players

* Indicates a difference significant at the 90%+ confidence level (p<0.10)

When the chasing for VL losses and other gambling losses are combined, 78% of Problem
Players have ever chased losses from gambling compared to 21% of Frequent Players and
9% of Infrequent Players. This question, asked of players, will be highly effective in
discriminating between Problem Players and those in the other segments.

The chasing behaviour may explain, in part, why Problem Players are more likely to be going to
a location specifically to play VL games. Their goal is to win back money. Educating them as
to the likelihood of winning back their losses may go a long way toward what is obviously a
major determinant of their problem play. This kind of behaviour, perhaps fueled by the belief
that after a string of losses they are more likely to win, magnifies the problem, as Problem
Players will lose even more money while continuing to chase previously incurred gambling
losses.

3.6.13 Reinvestment Behaviour (How Players Spend “Wins”)

One of the key factors leading to increased expenditure by players is what they will do with
money they have won. Will they simply put it back into the machine, or will they spend it on
other things? To examine this issue, respondents were asked what they would most likely do
with a $20.00, $50.00 or $100.00 win.
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Graph 3.6.13 Infrequent Players are least

Percentage of Players Who Reinvest $20, $50 likely to spend any amount of

& $100 Wins Into VL Play their VL winnings on continued

$0%- o play (13% - 26%). The large
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Gamblers are much more

likely to re-invest their winnings. Nearly three-quarters (74%) will reinvest a $20.00 win;
58% a $50.00 win; and 48% will continue to play with a $100.00 win. They are equally
likely to spend their winnings on alcohol as those in the other two segments (15% - 28%), but
less likely to spend it on something else (13% - 15% compared to 23% - 28% of Frequent
Players). This is consistent with the profile of Frequent Players who go to these locations to do
more than just play VL games and, thus, these players would have something else on which to
spend their winnings. Problem Players, on the other hand, are more inclined to go to a location
primarily to play VL games and, therefore, aside from alcohol which is available at all VL
locations, they have fewer attractive activities on-site to spend their winning money on other
than the VL machines.

The fact that 48% to 74% of Problem Players will reinvest their winnings into the VL
games means that the money paid out to these players in particular may be lower than the
average of 72% of total VLT wagers typically paid out as prizes. (Source: Nova Scotia
Alcohol & Gaming Authority 1996-97 Annual Gaming Report.) (If this is true, and given
that Problem Players account for 55% of VL revenue, then it is possible that the Infrequent and
Frequent Players are taking out more than the 72% of credits that are paid out, on average. They
may, in fact, be much closer to breaking even than the Problem Players and, thus, gain more
financial reward from their play.) This suggests that, if the Problem Players do not adopt
stopping behaviours, perhaps encouragement to play “smarter” (i.e., not reinvest their winnings)
may be beneficial.

One reason Problem players will be more likely to reinvest their winnings, particularly if they
win early on during their play, is they have fewer other things to do at the location, and they had
likely planned to spend substantially more time playing. Rather than quitting at a credit level at
which they would normally cash out (after playing for a more typical time period), they would be
more likely to continue playing and, as likely as not, watch the number of credits decline. Other
players, who are primarily at a VL location to enjoy themselves, socialize, or “have a good time”
would be more likely to cash out, quit playing, and either spend the money on other activities on-
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site, or pocket it. Focusing on what Problem Players can do to quit while they are ahead,
particularly if they win right away, may be a key factor in reducing their problem play.

3.6.14 Jamming the Machines

Graph 3.6.14 Problem Players are much more
Percentage of Players Who “Jam” Machines likely to jam machines on so
Belonging to Each VL Player Segment that they play automatically

(39% compared to 21% for
Frequent Players). Almost one-
Infrequent VL Frequent VL quarter (24%) of Problem Players
Pl?f/jrs Players jam the machines 25% or more of
1% the times they play compared to
14% of Frequent Players. Due to
the fact that Problem Players
play longer, and because they
Problem VL are more likely to jam
Players machines, it is estimated that
83% when considering all players
who are observed jamming a
machine, 83% will be Problem
Players, 16% will be Frequent Players and 1% Infrequent Players. Again, this behaviour
alone is an effective identifier of Problem Players.

One control measure may be to alter the design of the machines such that they cannot be
jammed. Obviously, for the 39% of Problem Players who jam the machines, this would make
the play of VL more demanding of their attention and, to a small extent, a more physical activity.
This may help to reduce the amount of time and/or money these players allocate to VL gambling.
Greater involvement in play could be more gratifying for some players or, conversely, they may
become “bored” if they must remain at the machine to continue playing. Some players who jam
the machines on do so in order to participate in other activities at the same time. If jamming the
buttons is not an alternative, these players may choose to participate in these other activities
instead of continuous gambling, thereby reducing the length of time and the amount of money
spent on the machines.

Experimentation could be conducted to help determine the impact of eliminating jamming play.

OCAL Lswarcs
October, 1998 3-58



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY PROBLEM PLAYER ANALYSI S

3.6.15 Attempts To Improve Chances Of Winning

Graph 3.6.15a The first thing many VL gamblers
Percentage of Players Who Play Particular Machines  are likely to do in order to
To Improve Luck “improve their luck” is to play a
particular machine they feel is
390, % lucky. Problem Players (39%) are
40%7 more likely to do this than
30%: Frequent Players (19%) and
19%* Infrequent Players (9%). Problem
99 % Players are also more likely to do
something while playing in order
0% to improve their chances of
Infrequent VL Frequent VL Problem VL winning (28% Compared to 15%
Players Players Players for Frequent Players and 10% for
Infrequent Players). There are
two primary tactics used to increase winnings: changing bet levels (12% compared to 6% for
Frequent Players) and the use of the stop button (10% compared to 5% for Frequent Players).

50%7

20%1

10%

* Indicates a difference significant at the 90%+ confidence level (p< 0.10)

Graph 3.6.15b Problem VL Players are most
Importance Of Using A System To Improve Luck likely to  consider their
When Playing (For Those Who Use A System) “strategy” or tactic to improve

their luck as important

100% OVery .
00 Important (somewhat or very important:
ol O Somewhat 82% of Problem Players versus
Important 60% of Frequent Players). In fact,
70%7 ONot At All only 18% of those Problem VL
60%7 Important Gamblers who employ some kind

50%-
40%
30%
20%
10%1

0%+

of system to improve their luck,
believe it is not at all important to
use the system when they play VL
games.

Some players also differentiate
Infrequent Frequent VL Problem VL between “systems” designed to
VL Players Players Players improve luck and superstitious
* Indicates a difference significant at the 90%+ confidence level (p<0.10) ac tiOl’lS or I‘ituals use d When

playing. Fewer Problem Players

report using  superstitious
rituals than “tried and true” systems (16% compared to 28%), although there is a great
deal of overlap between systems and superstitions reported by these players. There is, in fact, a
wide variety of superstitions for VL players, or rituals, they will “perform” when playing the
games, ranging from changing bet levels (e.g., using a specific sequence of bets) or using the
stop button to rubbing the machine, chanting or even praying.

Describing these actions as superstitious or rituals implies that the players are unlikely to believe
that such actions will actually influence the outcome of their play. However, the “systems” used
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may be a manifestation of Problem Players’ belief that they can influence their odds of winning,
especially considering how important these tactics are to those who use them. Reducing these
beliefs, perhaps through education or reinforcement as to the randomness of wins, may help to
change problematic behaviour for these players.

3.6.16 People Watching Players Gamble

There is a substantial difference between Problem Players and the other two player segments
when it comes to feeling uncomfortable because other people are watching them play. Problem
Players are much more likely to feel uncomfortable at all (57% compared to 27% for Frequent
Players, 20% of Infrequent Players), and 41% of them feel uncomfortable 25% or more of the
times they play compared to 12% of Frequent Players.

Graph 3.6.16 The Problem VL Gamblers are,
Percentage Of Players Who Are Uncomfortable therefore, more likely to select
25% Or More Of The Times They Play playing locations and times
Because Of Other People Watching Them Play when they can’t be observed
S0 playing. This helps to explain
459 41%* why they may be playing in
40%1 locations during the afternoons
g(s)z; when business is slow and the
25%1 establishments are not as full of
?gi’; . 12% people  (potential  spectators).
ool 0% They will also be more likely to
5% seek locations that offer less
0% opportunity to be watched, either
Infrequent VL Frequent VL Problem VL
Players Players Players because they do not tend to be as
* Indicates a difference significant at the 90%+ confidence level (p< 0.10) CTOWdCd, such as sports
establishments, or locations that

have specific areas away from or out of sight of other people. As noted earlier, this may also be
one of the reasons they are likely to move to alternate locations in a single day to continue play.

Problem Players make up the majority of gamblers at the machines for most of the day. It is
reasonable, therefore, that management at these locations would become aware of players’ desire
for privacy and may construct separate or secluded gambling or casino areas. However, by
raising the comfort level for players in this manner, the managers may be contributing to their
problem gambling. At the location level, managers know a separate gambling area should attract
and keep gamblers playing at the location. At the societal level, this may not be beneficial, as
these separate gambling areas may be seen to contribute to problem VL gambling behaviours.
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3.6.17 Losing Track of Time

Graph 3.6.17 Problem Players are much more
Percentage Who Lose Track Of Time While likely to have lost track of time
Playing 25% Or More Of The Times They Play while playing VL games in the

previous three months (75%
compared to 30% for Frequent
Players and only 17% for
Infrequent Players). This
5304 % happens at least 25% of the time
for 53% of the Problem Players
compared to 13% for Frequent
Players and 5% for Infrequent
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20% 0 . .
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O(yo time is a cause or an effect of
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Infrequent VL Frequent VL Problem VL problem play It 1s casy to see

Players Players Players how players can become

* Indicates a difference significant at the 90%+ confidence level (p< 0.10) mesmerized by the game and lose

track of time. As some players
are playing to escape from situations at home or work, their goal may be to lose track of time to
help time pass quickly, or to avoid confronting problems or unpleasant situations.

Section 3.10 - Coping Mechanisms examines the relative success of various actions and
strategies VL players have undertaken to control their play. If VL players are not already
focusing on controlling the time they spend on VL gambling, then it may be useful to try to
provide them with mechanisms aimed at helping to control the amount of time they spend in
front of the machines. For example, a timer or a built-in clock with a count-down alarm
appearing on play screens may encourage players to keep track of time and use defined time
periods for play as a stopping rule.

3.6.18 Sitting/Standing During Play

Whether players stand or sit while playing was measured as a potential identifier and as a
potential facilitator of extended play hypothesized to be associated with problem VL gambling.
Frequent and Problem Players are equally likely to sit (71% to 73%) or stand (18% to 23%)
while playing or alternate between sitting and standing (6% to 9%). It is only the Infrequent
Players who are more likely to be standing when they play (32% compared to 18% to 23%).
Therefore, whether players sit or stand does not appear to distinguish between the two heavy
player segments and does not appear to have an influence on extended play.

3.6.19 Social Interaction While Gambling

Social interaction while playing VL machines, whether Problem Players play alone or with
friends or acquaintances, is potentially an important factor in efforts to control problem play. It
was hypothesized that Problem VL Players would be more likely to play alone, avoiding social
interaction because of their “problem.” However, if there is social interaction during play, then
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there is the opportunity for friends or acquaintances to help the player control their gambling at a
time when help could be most effective (i.e., during play). A simple “it’s time for us to go,” or
“let’s play pool now,” could be a trigger for realization of the amount of time spent playing and,
consequently, a motivation to stop playing at that moment.

A large percentage of both the Problem Players (41%) and Frequent Players (46%) play VL
games on the same machine with friends or acquaintances at least one-quarter of the time they
play. Just over half are also likely to play at least 25% of the time with a friend or acquaintance
on a nearby machine (51% to 57%). This illustrates that for many Problem Players, VL play is
a social activity and that the opportunity may be there for a “friends don’t let friends drive
drunk” type of strategy. Obviously, this would be a sensitive issue and friends may be unwilling
(i.e., not motivated) or unable to influence their friend or acquaintance to control their play.
However, this also tended to be the case when the Drinking & Driving campaigns were first
initiated. As the “community at large” is made more aware of the effects of “over gambling,” it
may become more socially acceptable to intervene on a grass roots level, provided the initial
position is supported through an organized campaign. Taking advantage of this factor would
require an innovative approach.

The results suggest that Problem Players seem to want to control their play and, thus, may
be willing partners in such an approach. It may be worthwhile to explore the response of
Problem VL Gamblers and associated friends/acquaintances towards this concept in in-
depth discussion groups or other additional research.

3.6.20 Quitting Behaviour

It was noted Section 3.3.5 - Perceived Ability To Stop that 75% of Problem VL Players indicate
they sometimes find it hard to stop playing, compared to only 9% of Frequent Players. Their
inability to stop is, therefore, a major contributor to the problems they face with VL gambling.
Further questions dealt with the player’s ability to stop in specific situations. It is not surprising
to find that Problem VL Players tend to have more difficulty stopping under any circumstances.

Figure 3.6.20
Differences In Quitting Behaviours By Player Segment
Difference —
Infrequent Frequent Problem Frequent &
Players Players Players Problem
(n=327) (n=267) (n=117) Players
Have trouble quitting while ahead 5% 7% 52% 45%
Spend all the money they brought to a location 530 549 81% 27%
for VL play
Get more money to continue VL play that day 1% 2% 25% 23%
Continue as long as they have any money left 6% 12% 52% 40%
Continue after they have spent all the money N
. _— 4 ) 4 0,
they intended to spend on VL play 3% 3% 0%

|:| - indicates differences significant at the 90%+ confidence level (p<.10)

Fifty-two percent of Problem Players say they frequently or always have trouble quitting
while they are ahead compared to 5%-7% for the other player segments. This is likely due
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to the fact that they set their notion of what constitutes “a win” at a much higher level.
They therefore continue to play while ahead in order to achieve their goal. Unfortunately,
their chances of reaching their goal in a given game are less, and they are therefore more likely
to find themselves in a losing position later in their play. If they are less likely to quit while they
are ahead (in the true sense), they are more likely to find themselves in a loss situation with
continued play and, as a consequence, spend all their cash. As predicted, Problem Players are
more likely (81%) to keep playing until they have spent all of the money they brought to a
location for VL play compared to 53%-54% for the other segments. Problem Players are also
much more inclined to frequently or always continue playing until they have no money left to
spend (52% compared to 6%-12% for the other segments).

Not only are Problem Players much more likely to spend all of the money they brought for VL
play, they are much more likely to continue to play once these funds are gone. Forty-three
percent (43%) of Problem Players frequently or always continue to play after they spent their
intended amount on VL games compared to 3% or less of those in the other segments. The fact
that they had money allocated for VL play suggests they had a budget in mind when they began
to play, but continue to gamble after they have spent their budget. Some of these players still
have money (not originally intended for VL play) in their pockets, but 25% of Problem Players
frequently or always have to get more money in order to continue playing compared to only 1% -
2% of those in the other segments.

Graph 3.6.20 For Problem
Overspending Behaviours By Player Segment Players,
therefore, it is a
progression of
Trouble Quitting While I 5204 s .
Ahead 5ol decision  points
1 - 8104+ that brings them
Spend All VL money II;;‘/% to a pOSitiOll of
- S5 70 .
| OProblem VL overspending.
Spend Allmoney |y 12%* Players They often won’t
1 OFrequent VL . .
Continue Play After VL Ty | PRI Players qlut while ahead,
Money is Spent Toor ° Dinfrequent VL they are very
25%% Players likely to continue
Get more mone 2¢ .
’ 1/ | to play until they
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100% have spent the
* Indicates a difference significant at the 90%+ confidence level (p<0.10) money they

brought to a
location specifically for VL play, they may then spend all of the money they have in their
pockets, and some of them frequently go to get more money to continue to play that day.
Understanding why they do stop, and identifying reasons why Frequent Players stop in
comparison to Problem Players may provide insight into why Problem Players have
difficulty stopping, and suggest strategies for helping them change their play and, thus,
their overspending behaviours.

3.6.21 Reasons for Stopping

Players were asked to indicate how often they stopped playing VL machines for a list of specific
reasons. For each reason measured, they indicated whether they never (0% of the times they
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play), rarely (less than 25% of the time), occasionally (25% - 50% of the time), frequently (50%
or more of the time) or almost always (=100% of the time) stopped playing VLT’s. The table
below indicates the percent of players in each segment that stopped frequently or almost always
for a particular reason. The reasons are grouped into four categories: self imposed limits,
internal factors (bored/distracted), external factors, and resources depleted.

Reasons for Stopping

Infrequent Frequent Problem Difference:
Players Players Players Frequent &
(n=327) (n=267) (n=117) Problem Players
Self Imposed Limits:
Spent Budgeted Amount 73% 74% 63% -11%
Hit a Certain Credit Level 53% 53% 39% -14%
Spent Planned Amount of Time Playing 28% 37% 31% —
Ran Out of Credits on the Machine 75% 67% 66% —
Internal Factors:
Lost Interest, Got Bored 27% 22% 15% -7%
Decided to Play Pool or Dance 17% 19% 13% -—--
Decided to Eat or Drink 19% 12% 14% —
External Factors:
Friends or Family Arrived to Socialize 20% 19% 21% —
Friends or Family Are Leaving 17% 15% 15% —
Gave Someone Else a Chance to Play 10% 8% 9% -—--
Resources Depleted:
Spent All Cash Available 19% 26% 65% 39%
Location/Establishment Closing 3% 7% 25% 18%

|:| - indicates differences significant at the 90%+ confidence level (p<.10)

Problem Players are less likely to stop because of a self imposed limit. They are less likely to
stop because they had spent their budget (63% compared to 73%-74% for the other segments) or
because they reached a specific credit level (39% compared to 53% for the other segments).
Despite the fact that they stop less often because they have spent their budget, this is still one of
the three main reasons why Problem Players stop playing VLT’s. Therefore, budgeting of VL
expenditure does have some value for these people.

The fact that Problem Players are less likely to stop because they reached a specific credit level
was previously discussed (Section 3.6.20 - Quitting Behaviour). The problem for these players
is they likely set higher goals for desired credit levels and therefore are less likely to reach them.
It is also likely that many are there to pass time, and no matter how much they win, they will not
leave until stopping is imposed upon them for some other reason.

Players in all three segments have time budgets and Problem Players (31%) are just as
likely as Frequent Players (38%) to quit because they had spent their planned amount of
time playing. Thus it appears that while Problem Players are less likely to stop because of self
imposed limits, such limits are still very often set, and do result in the cessation of play.
However, these numbers mask a significant difference between the Frequent and Problem
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Players as to how they set these limits. Problem Players’ expectations and their perceptions of
acceptable behaviour are very different and contribute to difficulties in stopping play. They
expect they can win and they feel it is reasonable for a person to play for hours.

The arrival (19% - 21%) and departure (15% - 17%) of friends and family has a similar
impact on all Regular VL Players in terms of stopping their play. However, given that
Problem VL Gamblers play more often and for longer periods of time, there is greater
opportunity for friends and family members to intervene in the on-going play of these
adults. In some cases, the underlying motives for stopping play due to the arrival of friends and
especially family will differ among the three player segments (e.g., Infrequent and Frequent
Players may stop playing in order to socialize, whereas Problem VL Gamblers may stop in order
to hide their play from significant others and/or to avoid arguments/confrontations). Regardless,
approximately 21% of Problem VL Players frequently or always stop their play in response to
friends or family and, thus, there is potential for these individuals to play an even larger role in
helping Problem Players regulate their play.

Regrettably, the majority (65%) of Problem VL Gamblers usually stop playing because
they have exhausted their available resources. They are almost three times more likely to cite
this reason for stopping than either Frequent (26%) or Infrequent Players (19%). Furthermore,
25% of Problem VL Gamblers are frequently forced to stop playing by the location closing.
While this reason for stopping is cited less often than other budget related limits, it exceeds the
influence of internal events in precipitating quitting behaviour and is reported significantly more
often by Problem VL Gamblers than by players in the other segments (25% versus 3% - 7%).

It appears that despite the extended amounts of time Problem VL Gamblers devote to playing the
games, the reasons they finally stop playing each time are largely unrelated to boredom, fatigue
with playing VLT’s or a desire to move on to another activity. While self-imposed limits such as
budgeting are the primary control mechanisms used by all Regular Players, Problem VL
Gamblers use this strategy less often, have significantly higher budgets when they do set limits
and, ultimately, two-thirds only stop when they have spent all their available cash.

Figure 3.6.21b
Cash Out Behaviour

Infrequent Frequent Problem Difference:
Players Players Players Frequent &
(n=327) (n=267) (n=117) Problem Players
% Who Cash out and then continue to play 10% 27% 50% 23%
Average amount at which they cash out $24.13 $37.56 $80.50 $42.94

|:| - indicates differences significant at the 90%+ confidence level (p<.10)
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The motives and play strategies for Frequent and Problem Players are quite different. The
entertainment value of play desired by Frequent Players should lead them to be satisfied with
taking home a much smaller win. This means they would be more likely to cash out when they
have reached a desired or satisfactory credit level and they would be less likely to continue play
after cashing out. This is, in fact, what happens, with 50% of Problem Players frequently or
always cashing out and then continuing to play compared to 27% of Frequent Players and 10%
of Infrequent Players. Frequent and Infrequent Players also tend to cash out at much lower
levels ($37.56 and $24.13 for Frequent and Infrequent Players compared to $80.50 for Problem
Players) which they will reach sooner than Problem Players. The likely result of this play
behaviour is that Problem Players will lose more often, going for the “big win.” The results of
this behaviour will be discussed in Section 3.7 - VL. Gambling Outcomes.
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3.7 VL Gambling Outcomes

Graph 3.7a Most players recognize that,
Percentage Of Time Players Feel They Are Up Any generally, more often than not
Amount Of Money When They Are Finished Playing  they lose money playing VLT’s.

T0=50% of Time Problem VL Gamblers (70%)
100%1 050% of Time are more likely to believe this
3832 700/*D>50% of Time than Frequent (60%) and
0% sgos 60% . Infrequent (58%) Players. Only
60%1 11% to 14% of any VLT Players
20%1 believe they are up any amount of
;‘8;‘:: 30% 26% 1904 money more than half of the
20%1 13% 14% 1% times they play.
10%
e Infrequent VL ' Frequent VL ' Problem VL When the frequency of “quitting
Players Players Players when ahead” is averaged,
* Indicates a difference significant at the 90%+ confidence level (p<0.10) Problem VL Gamblers estimate

they are up less often (31% of the
time) than do the other regular players (38% - 39%). It is highly likely that the perceptions of
Problem Players in this regard reflect the actual effects of their play behaviour. As discussed
previously, Problem Players play longer and are much less likely to quit while ahead. The end
result is that their total cash loss, that is the amount of the out-of-pocket money initially invested
in play that ends up as losses, would be greater for the Problem Player segment than for those in
the other segments. Thus, Problem VL Gamblers would be more likely to be in a loss position
when they “quit” or stop playing each time and, consequently, they lose a greater share of the
money they spend out-of-pocket on VL gambling, as compared to other Regular VL Players.

Graph 3.7b
Perceptions Of Win/Loss Playing VLT’s Over The Past Three Months
OLost A Lot
60%
’ 54%* OLost A Little
50% OBroke Even
’ 42%% OWon A Little
HEWon A Lot
40% 35%
- 28% 28%
30% 2 24%
20%
20%
7%
10% ° %
o 5% 4% 6%
0% T y
Infrequent VL Players Frequent VL Players Problem VL Players
* Indicates a difference significant at the 90%+ confidence level (p<0.10)

The fact that Problem VL Gamblers typically bring more money to spend on VL play each time
they play, and are more likely to be in a loss position when they finish playing, would lead to the
conclusion that they should lose more money than other Regular VL Players in a given time
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period (i.e., three months). Problem VL Players report this is the case, with 54% saying that
over the last three months, they had “lost a lot” when playing the machines compared to 5% to
7% for the other segments. Conversely, only 9% of Problem VL Players feel they broke even
compared to 28% for the other segments, and 6% feel they won a little compared to 20% to 24%
for the other segments.

The average amount estimated as lost over the previous three months (by those indicating
they had lost “a little” or “a lot”) is substantially higher for Problem Players ($1,164.90)
compared to Frequent Players ($176.54) and Infrequent Players ($62.31). Not surprisingly,
those Problem Players who win also tend to win greater amounts ($1,590.00 compared to
$651.20 for Frequent Players and $202.96 for Infrequent Players). However, there are
significantly fewer Problem Players (9%) who have won over the last three months
compared to Frequent (30%) and Infrequent (24%) Players.

It is these losses, in part, that result in these Regular VL Players being Problem Players. It is
interesting to note that 18% state they broke even or won over the last three months, but still are
classified as Problem Players. This suggests that the necessary investment of time and/or money
made by these players to achieve their “wins” is problematic for them.

Problem Players are also more likely to have had a large win at some time in their VL
gambling history, averaging $650.63 for the largest amount ever won compared to $358.45
for Frequent Players and $211.95 for Infrequent Players. This is not particularly surprising
given the longer periods of play and higher betting levels for these players.

It is clear from these results that Problem VL Players are aware of their losses. However, most
have experienced a big win in their past and, given their play behaviour (e.g., bet levels), when
they win, they win more. The issue is, how do these outcomes influence their behaviours and
beliefs? It appears that recognition of the fact that they have lost in the past does not
influence the attitudes of many Problem VL Gamblers concerning their future chances of
winning. As noted in Section 3.3 (Attitudes & Motivates Towards VL. Gambling), Problem VL
Players are more likely to feel they are going to win when they start to play. They hold this
belief despite their past failures to win.

There are two possible causes of this anomaly:

+ Problem Players rely on superstitious behaviour to change their luck. As long as they
believe they can influence the outcome of the game by selecting specific machines to play or
changing their bet levels, they will feel they can overcome these losses;

+ whether they win or lose is not a major motivation to play. For these players it is the
experience of playing that drives them to the machines. To justify their behaviour to
themselves, they have to believe their luck will change and that they will likely win the next
time they play.

It has been noted in the Play Behaviours section of this report (Section 3.6 Video Lottery Play
Behaviour) that educating Problem Players concerning the odds of winning might help them to
manage their problem play. The results regarding VL gambling outcomes (i.e., wins/losses)
reinforces that conclusion and also provides insight as to the information that should be
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effectively communicated to these Problem Players. Informing them that extended VL play will
lead to substantial losses will simply be telling them something they already know. Educating
them on the chances they will win in the future, and allowing them to participate in determining
the ineffectiveness of superstitious behaviour in influencing that future, may be more effective.

If attitudes and beliefs cannot be changed based on experience (outcomes of VL play) and
education, then it may be necessary to change the games themselves. There have been several
suggestions put forth in various jurisdictions in Canada such as slowing down the pace of the
games so that it is more difficult to lose money quickly, reducing and/or increasing payouts, or
changing the maximum bet. Whatever steps are contemplated, they should take into account the
specific play characteristics of the Problem Players so that the effects are felt most by these
players. Specifically, Problem Players exhibit extended play periods, cover all bets, more often
play at maximum bet levels, play at specific times, and on specific days of the week.

Another outcome these losses engender is “chasing” behaviour. Problem VL Gamblers tend to
lose more, and more often so that the opportunity for chasing losses occurs more frequently.
This reinforces the need to control the factors that lead to or support chasing of losses (e.g.,
belief their odds of winning are better after losing, their ability to obtain cash in order to chase
losses), in order to minimize the negative effects of these losses on their behaviour.

In summary, Problem Players lose more often than other Regular Players, and they are
aware of this. This means that a disproportionate amount of their “out-of-pocket” money
is being lost playing the VL games. However, the mere fact that, on average, they lose
money does not lead to changes in their behaviour.

Efforts, therefore, need to be focused on reducing the perceived value of superstitious
behaviour, limiting their perceived ability to influence the outcome of their play, changing
the perceptions about the odds of winning after a loss, and reducing the factors that lead to,
and facilitate, their chasing of losses after they lose.
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3.8 Player Perceptions Of Problem Behaviour (Table 3.8 - Appendix D)

3.8.1 Problem Gambling In The Adult & Regular Playing Populations

Problem VL Gambling In The Adult &
Regular Playing Populations In N.S. (1997)

Current
Regular Players
100% of Regular VL Players
15% of Trial VL Players
(5.7% of Adults)

N

All Adults

(100% of Adults) I_>

Never Tried VLT’s
(61.5% of Adults)

'

Have Tried VL Gambling
(Trial VL Players)
(38.5% of Adults)

Ever Had
A Problem
25% of Regular VL Players
(1.4% of Adults)

'

Have Never
Had A Problem
75% of Regular VL Players
(4.3% of Adults) -
(Frequent & Infrequent Players)

——

Play VLT’s on a
Casual Basis
(Casual Players)
(32.8% of Adults)

/

Past (Lapsed) Regular Players
12% of Trial Players
(4.5% of Adults)

\

Current Players Who
Resolved Problem
Partially or Fully
(Infrequent & Frequent Players
with Past Problems)

9% of Regular VL Players
(0.51% of adults)

Current Players Who
Still Have A Problem
(Problem VL Gambler)
16% of Regular VL Players
(0.92% of Adults)

.

\

'

Those Who Stopped Playing
Regularly Due To Problems
(Past Problem Player)
31% of Past Regular Players
4% of Trial Players
(1.4% of Adults)

4

Total Estimated Adults Who Have Had
Problems With VL Gambling In NS

Current Problem Player +

(Past Problem + Current Problem)

0.51% + 0.92%

Past Problem Players

+ 1.4%

=2.8% of Adults

The above diagram illustrates the current playing patterns for video lottery in Nova Scotia based
on the combined results of the Regular VL Players Survey and the General Population Survey.

To estimate the extent to which video lottery play is associated with problem VL gambling in the
province of Nova Scotia, those experiencing both current and past problems are considered.
Three groups were identified and used to derive the estimate:

1. Current Problem Gamblers (0.92% of Adults)
- those who are currently playing video lottery on a regular monthly basis and are
categorized as Problem VL Gamblers.

2. Current Past Problem VL Gamblers (0.51% of Adults)
- those who are currently playing video lottery on a regular monthly basis and, in the past,
have experienced problems (self-declared) with VL gambling which they have since

resolved.

3. Lapsed Past Problem Players (1.4% of Adults)

October, 1998
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- those who in the past played video lottery on a regular monthly basis and stopped playing
regularly due to problems associated with their play (self-declared problem gamblers).

Based on these results, the estimate of problem VL gambling, past and present, would be
approximately 2.8%, or approximately 19,000 adults in Nova Scotia, who at some time
have been personally involved in problem VL play.

Graph 3.8.1 The breakdown of past and present

Breakdown Of Past & Problem VL Players is not exact and

Present Problem VL Segments represents a “rough estimate.” The

estimate of 1.4% of adults as Lapsed

Regular Players - Problem VL Problem Players has a confidence
Past Problem Players -

interval of +0.96% at the 90%
confidence interval, and a coefficient
of variation of 42% (compared to 12%
and 8% for the other two Problem
Player estimates). Regardless, it is
reasonable to assume that a large
percentage of those who have ever
had a problem with VL gambling
are now Lapsed Problem Players for
whom (at the time of the survey)
stopping VL play was a successful
solution. However, many of these
people, particularly those who have stopped playing in the last two years, may be
susceptible to resuming their problem VL gambling and should be targeted for on-going
support. It appears that for a smaller proportion, controlled or managed play is also a
successful resolution for problem VL gambling, although this group may also require
additional support to avoid relapse.

Players Present
18% 34%

Lapsed Regula

Players - Past

Problem Players
48%

3.8.2 Problem Profile Of Player Segments

Based on player perceptions regarding their VL play, the segmentation approach used in the
current study appears to be successful in grouping the Regular Player base into the two segments
that exhibit few symptoms of problem VL play (the Frequent and Infrequent Players) and the one
segment of those players exhibiting problems with VL play.
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Figure 3.8.2
Perceptions Of VL Play Problems By Player Segment
Total VLT | Infrequent Frequent Problem
Players Players Players Players
Perception (n=711) (n=327) (n=267) (n=117)
Percentage of Regular Players 100% 46% 38% 16%
Still have a problem spending too much 16% 1% 3%t 85%
money on VL play
Still have a problem spending too much time 14% 1%7 4%1 799,
on VL play
Still have a problem spending too much time 17% 294t 3% 91%
and/or money on VL play
Thpse who rate their problem 5+ on a 10 14% 204 49, 759,
point problem scale
Someone else feels they have a problem 18% 5% 13% 68%

7 VL Players indicating partial resolution of time and money problems were not automatically included in the

Problem Players segment.

Graph 3.8.2a

Problem Resolution For All Those
Regular VL Players Who Report Having
A Problem With Their VL. Gambling

Partially

Resolved

Problem
25%

Problem
Unresolved
43%

Fully Resolved
Problem
32%

Regardless of VL player segment,
one-quarter of all current Regular
VL Players in Nova Scotia directly
state they have experienced time
and/or money problems with their
VL gambling. Only one-third (32%)
of these players (8% of Regular VL
Gamblers) indicate they have fully
resolved their problem which means
68% of all those Regular VL
Gamblers who have ever perceived
themselves to have had problems with
their VL gambling report they are still
experiencing difficulties in this regard.
This represents 16% of current VL
gamblers in Nova Scotia.
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Graph 3.8.2b By definition, those Regular
Composition Of Each Problem Resolution Segment Players reporting their VL
D Problom VL gambling is currently
Players problematic (self-declared)
Dgfzq::snt VL were automatically included in
mnfiquem the Problem Player segment.
VL Players Therefore, Problem VL
Gamblers account for 100% of
those Regular Players who
consider their VL gambling to
still be an unresolved problem.

100% o
90%1
80%
70% 51%

60%1
50% 100%
40%
30%1
20% 44%

Not surprisingly, current
Problem VL Gamblers also
Resolved Resolved Unresolved COIl’lpI'iSC the majority (70%) of
Fully Partially those who have only partially
resolved their problem and,
conversely, only represent 5%

10%1
0%-‘

11%

of those who feel their problem has been successfully resolved.

It is noteworthy that, overall, 2.6% (n=3) of those identified as Problem VL Gamblers in the
current study state they have resolved their VL problem, and an additional 6.0% (n=7) feel that
they have never had a problem. This may be seen to indicate a tendency for the Problem Player
classification used to yield “false positives” for approximately 9% of the Problem VL Gambler
segment. However, these players are categorized as Problem VL Gamblers based on their
derived response to the multi-item attitude measure and the independent rating scale of their
perceptions as to how serious of a problem their VL gambling is at this time (5+ on a 10-point
scale).

Interestingly, the three Problem VL Gamblers who feel they have overcome their problems have
only done so within the last year, with one having “solved” his/her problem in the last month and
another only four months ago. Thus, the recency of their “problem” VL play is still exerting a
negative influence on both their attitudes and perceptions. They are still playing on a regular
basis and, consequently, may be highly vulnerable to lapsing back into problem play. However,
it may also be that they are rationalizing their continued play by reporting it is now under
control.

There were 6% of Problem Players who stated they have “never felt they were spending more
time and money playing VLT'’s than they should.” While they are not overtly acknowledging that
their play is problematic, they do manifest other attitudes, beliefs and motivations consistent
with problem play and rate their current VL play significantly higher than other, non-problem
players, in terms of it being a serious problem for them (5 to 7 on a 10-point scale versus =1 to
2). Although, when confronted, they may deny that they themselves feel their VL gambling has
ever been a problem, the results from the other independent measures of problem play suggest
they are experiencing some difficulties and are aware that VLT’s are having a negative impact
on their lives.
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3.8.3 Length Of Time Since Controlling Problem VL Play

Graph 3.8.3 To determine how long

Number Of Months Since Frequent & Infrequent “problem free” VL play has
Players Who Have Had A Problem With VL Play been sustained by those
Solved Their Problem Regular Players who report

they have resolved past
problems with their VL

100%

80% gambling, the responses for
60% . both Infrequent and Frequent
0% 1% Players were combined.
Collectively, 11% of Regular

20% 11% 7% 5% VL Players in the non-problem
0% B 2 segments indicate, at some
<6 612 1324 2536 3 time in the past, they have

Months

experienced problems with the
amount of time (2%), money (4%) or both (5%) spent on VL gambling. Overall 9% report they
have completely resolved their problem play and 2% note partial resolution.

It is noteworthy that only 23% of those who have managed to resolve their VL gambling
problems (i.e., regain control of their play) did so more than one year ago. For those players, the
danger of returning to problem play may be low, given the length of time they have sustained
(what they consider to be) non-problematic VL play.

However, approximately 77% of those who have solved their VL playing problems only did
so within the last year. These people are still playing on a regular basis and probably are
at greater risk of lapsing back into problem play. It may be advisable to target this group
of past problem players with reinforcement strategies to assist them in either stopping play
altogether or maintaining their present play levels.

The majority (=63%) of Infrequent and Frequent Players who have had problems say they have
tried several times to control their spending in the past. This suggests that some players may
have struggled in controlling their play and their current success may be tenuous or temporary.
Thus, the chances of a relapse may be high for these individuals. Conversely, as has been noted
for other substance addictions (i.e., alcohol, cigarettes, drugs), the “addicted” individual
frequently undertakes multiple attempts to stop using the substance before successfully quitting.
There may be a similar pattern for VL gambling. This is supported by the distribution which has
most of the Regular Players who are past problem players having solved their problem within the
last year (77%) or last two years (88%). This suggests that these players either relapse into
problem play or stop playing altogether. One plausible explanation for this distribution is,
therefore, that being a Regular Player with past problems is, for most, a temporary state, not
lasting for more than a year or two, with players moving in and out of problem play. However, it
may also be indicative of the stage people are at in dealing with their problem VL gambling.

According to the Stages of Change model, developed by Prochaska & DiClemente (1984), which
identified (what they believe to be) five basic components of human change (Prochaska &
DiClemente, 1986, 1992), people typically progress through a series of changes which are
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associated with distinct characteristics and ways of thinking. In particular, recycling through the
stages is fairly common and, thus, relapses are seen as a normal and expected part of recovery
for the addict or, in this case, Problem VL Players.

Another plausible explanation for the high proportion of Regular Players solving their problem
within the past year may be that the availability of the Gambling Help Line, the intervention of
counseling through Drug Dependency and other organizations, the availability of self help
organizations such as Gambler’s Anonymous, and the publicity that has surrounded problem VL
gambling in the previous few years have all contributed to these players either quitting or
addressing their problem VL play.

The methods used to control and cope with problem play will be explored in Section 3.10. This
will provide insight into the role of the various agencies in helping those players control their

play.
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3.9 Impact Of Play
3.9.1 Impact At The Time Of Play

This section presents the impact of VL gambling on Regular VL Gamblers, and Problem VL
Gamblers in particular. The VL gambling behaviours and outcomes, outlined in the previous
sections, identified the potential for substantial effects on the life of the gambler, as well as their
friends and relatives. The three major causes of the impact on gamblers’ lives would be the
nature of the activity (the play of the games); the costs associated with gambling (losses) and the
time spent gambling. The model separates the causes from the impacts of these behaviours. The
fact that the Regular VL Gambler loses, on average, $244.00 a month indicates how much of
their income is put toward gambling, which may or may not have a positive or negative impact
on the gamblers behaviours.

Interview time constraints and the survey medium (telephone) limited the depth to which the
questionnaire explored the impact of VL gambling on gamblers. In discussion with DOH
officials at the survey design stage, it was decided to eliminate questions that dealt with highly
sensitive topics such as suicidal ideation, marriage breakups, family abuse, bankruptcy and theft
to procure funds for gambling. (See Section 3.0 Introduction To Problem Player Analysis.)
However, Focal Research did create a panel of regular gamblers who could be revisited using in-
depth interview techniques to measure these potential impacts.

There was still a substantial amount of information collected on the impact of VL gambling on
these gamblers. The effects are broken down into two major categories: effects that occur at the
time of gambling and effects that happen over time. The effects at the time of gambling are
classified into behavioural (including drinking and smoking), emotional and physiological. Also
included in this category is significant family or work related events missed as a result of VL
gambling. The effects that occur over time include the impact on the gamblers themselves, their
relationships and their incurring of debt.

These measures will provide a good picture of the overall impact of VL gambling on gamblers’
lives. For example, if 38% of Problem VL Gamblers say VL gambling has put a strain on their
relationships at home, then this suggests VL gambling has an impact on family relationships for
a substantial portion of Problem VL Gamblers. (Of course, other family members may have
differing points of view.) If the results suggest that only 7% of all Regular VL Gamblers agree
to the statement, this supports the conclusion that negative effects on family relations do not
result from VL gambling for most Regular VL Gamblers.

3.9.1.1 Drinking (Table 3.9.1.1 - Appendix D)

It was found in the general analysis of Regular VL Gamblers that only 39% consume alcoholic
beverages frequently or always when they are playing VLT’s. For half (52%) of all Regular
Players, their drinking is unaffected when playing video lottery games, with 24% actually
reporting they drink less. Only 4% report a tendency to consume more alcohol when involved in
VL gambling and, overall, 26% report they never drink while playing the machines. In general,
Regular VL Gamblers tend to drink less alcohol when they play, in order to save money for play
and to maintain their ability to focus on game play.
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The question then is, do Problem VL Gamblers show the same restraint, or does alcohol play a
role in problem gambling, either as a cause or as a result of playing the VL games? In particular,
when they are losing, do they drink more alcohol, thus, exacerbating the situation?

It was found in the analysis of location specific situations that 14% of Problem VL Gamblers say
they sometimes spend too much time and/or money when they are drinking compared to 3% of
Frequent Gamblers. This suggests that the combination of drinking and gambling could be a
problem for some Problem VL Gamblers. However, the following analysis further explores this
issue and suggests an alternative conclusion which can be drawn from these results.

Graph 3.9.1.1a Problem VL Gamblers are no
Frequently Or Always Drink While VL. Gambling more likely to be drinking while
they play than gamblers in the
other segments, suggesting that
alcohol consumption is neither a
cause nor an effect of problem
VL gambling. There were also
no significant differences among
37% 35% the three segments in terms of
reasons why they do not drink
while gambling, with Problem VL
Gamblers equally likely to be
non-drinkers (17% versus 22%
Infrequent VL Frequent VL Problem VL for Frequent and 18% for
Players Players Players Infrequent  Players). This
suggests that Problem VL
Gamblers may not be more, or less, likely to have alcohol drinking problems than those in
the Non-Problem VL Player segments.

100%
90%
80%
70%
60%
50% 41%
40%1
30%1
20%
10%

0%

Graph 3.9.1.1b
Impact Of VL. Gambling On Drinking

o 59%* Olnfrequent

60% 499 * VL Players
0
50%1 OFrequent VL
40%: 36%* Players
OProblem VL
30% 180 24%* Players
20%
10%
0%
Drink Less Drink Same Drink More Don't Know
* Indicates a difference significant at the 90%+ confidence level (p<0.10)

There is a significantly higher proportion of Problem VL Gamblers who report they drink less
alcohol than they would if they were not gambling on VLT’s (36% versus 24% for Frequent VL
Gamblers and 18% for Infrequent VL Gamblers). Therefore, approximately one-third of
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Problem VL Gamblers drink less alcohol when they gamble which, on the whole, could be
considered a positive outcome of VL play.

Offsetting this to some extent is the 8% of Problem VL Gamblers who drink more alcohol when
they play (which is significantly higher than the 3% of VL gamblers in the other segments). The
potential negative impact on these Problem VL Gamblers could be an even greater cause for
concern, if they drink more when they are losing.

Graph 3.9.1.1¢
Impact Of Losing At VL. Gambling On Drinking
o OlInfrequent VL
70%17 Players
60%1 OFrequent VL
Players
50%1] OProblem VL
40%- Players
0
30%1 o/
20%
10%7 [ %, 5°
<1% <1%
0%

Drink Less Drink Same Drink More Don't Know

* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Generally, 26% of Regular VL Players never drink when they play VLT’s which is similar
within all three player segments. Thus, for approximately one-quarter (27%) of Problem VL
Gamblers, drinking when winning or losing is not an issue. An additional 24% of Problem VL
Gamblers claim they are even less likely to drink when they are losing (compared to 5% and 6%
for the other segments). This result suggests that many of these gamblers are extremely focused
on the game and that alcohol consumption is viewed as reducing their skill level when playing
(e.g., being able to hit the stop button effectively), or as leading to a reduced ability to control
their spending.

The conclusion, therefore, is that alcohol is not likely a cause of problem VL gambling, and
that one effect of VL gambling, particularly for Problem VL Gamblers, is a reduction in
alcohol consumption during play.
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Graph 3.9.1.1d Having concluded this, it is

Percentage Who Say They Have Played VL. Machines  interesting to note that 35% of
When They Have Had Too Much To Drink Problem VL Gamblers indicate

100% they have gambled when they
have had too much to drink (i.e.,

80%1 the considered themselves to be

60%- intoxicated). Frequent VL

3504 % Gamblers (23%) and Infrequent

0% 20% 23% VL Gamblers (20%) are much

20% J I-—l less likely to say this. Problem

0%+ VL Gamblers are much more
Infrequent VL Frequent VL Problem VL likely to drink less when they

Players Players Players are playing, and when they are

* Indicates a difference significant at the 90%+ confidence level (p<0.10) lOSing. They alSO believe, to a

greater extent than other
Regular VL. Gamblers, that they can influence their winning by how they play. It is,
therefore, likely that the 35% of Problem VL Gamblers who report having ever consumed
too much alcohol when playing VLT’s are expressing concerns about the effects of drinking
on their gambling rather than higher consumption of alcohol during play.

While 14% of Problem VL Gamblers say that drinking is one of the situations where they spend
too much on VL games, this is likely a reflection of their concern for their ability to control their
play, rather than a greater impact of drinking on their play behaviour.

NOTE: While this analysis does shed light on the effects of VL gambling on drinking during
the play of the games, it does not necessarily follow that reduced consumption during play
leads to reduced consumption after play. Research specifically addressing the consumption of
drugs and alcohol outside the gambling venue would be needed to address this issue.
Furthermore, the amount of alcohol consumed was not specified. Thus, while individuals
may be drinking less when they are playing, the absolute amounts of alcohol typically
consumed are unknown.

FOCAL( Researcs

October, 1998 3-79



NowSIA

DEPARTMENT OF HEALTH - VL PLAYERS SURVEY

PROBLEM PLAYER ANALYSI S

3.9.1.2 Smoking (Table 3.9.1.2 - Appendix D)

Graph 3.9.1.2a
Those Who Smoke &
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Graph 3.9.1.2b
Impact Of VL. Play On Smoking
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Problem VL Gamblers are no
more likely to be smokers than
those in the other segments (64%
- 71%), but they are more likely
(70%) than Infrequent Players
(59%) to smoke while they play.
This makes sense, given that
Problem VL Gamblers gamble for
extended periods of time
compared to Infrequent Players.
However, it is possible that the
level of smoking exhibited by
Problem VL Gamblers while they
play is a result of their gambling
behaviour.

To examine this possibility,
players were asked whether they
smoke more, the same, or less
while they are playing VL games.
A much higher proportion (39%)
of Problem VL Gamblers say they
smoke more when they play
compared to the two other
segments (17% and 16%). Unlike
alcohol, smoking is not likely
viewed as inhibiting their ability
to “play effectively,” and may
actually be seen as enhancing
their ability to focus on the play
of the games. As well, smoking
may help them pass the time

during the hours of play. For others, VL machines are located in smoking areas so they are able
to smoke, whereas during the rest of the day, they are in locations where smoking is prohibited
(e.g., the workplace). Whatever the reasons, a negative impact of VL play on Problem VL
Gamblers is increased smoking of cigarettes.
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3.9.1.3 Behavioural Responses While Plaving The Machines (Table 3.9.1.3 - Appendix D)

Graph 3.9.1.3a
Behavioural Responses While Playing VL. Games:
Percentage of Players Who Frequently or Always Have These Responses
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* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Five measures of specific behavioural responses were included in the survey. The graph above
shows the percentage of each segment that frequently (>50%) or almost always (=100%)
exhibits these responses. Problem VL Gamblers are much more likely to have behavioural
responses while playing the games, in particular, negative responses such as groaning or
swearing, which should help others identify those gamblers who may be having problems.
For example, 33% of Problem VL Gamblers report they frequently or always sigh or groan when
playing the machines; they comprise 54% of all those Regular VL Players who frequently
engage in this behaviour. As they play more frequently than the Infrequent Players, and they
play for much longer time periods than those in the other segments, there is a very high
probability that, if a gambler is heard to be sighing and groaning, he/she is most likely a Problem
VL Gambler (86% versus 13% for Frequent Players and 2% for Infrequent Players). (NOTE:
This analysis assumes that the amount of “groaning and sighing” is constant over time, and that
a person who plays for two hours will engage in this behaviour twice as often as a person who
plays for one hour.)
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Graph 3.9.1.3b Graph 3.9.1.3¢
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In summary, Problem VL Players are much more likely to exhibit behavioural responses
associated with displeasure. These expressions are likely in response to their higher level of
involvement with the game, an as well as acknowledgement of the magnitude and
consequences of their losses. Video lottery gamblers who are observed at any point in time
exhibiting these behaviours have a 76% to 86% chance of being Problem VL Gamblers.

3.9.1.4 Physiological & Emotional Responses (Table 3.9.1.4 - Appendix D)

The frequency with which all regular players experience physiological reactions to VL gambling
is lower than the frequency with which they exhibit behavioural responses. The graph below,
therefore, presents the percentage of gamblers in each segment who have ever experienced a
physiological effect when playing the games.
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Graph 3.9.1.4a
Physiological Response While Playing VL. Games:
Percentage of Players Who Ever Have These Responses
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It is apparent that playing video lottery games has a much stronger physiological effect on
Problem VL Gamblers than it does on those in the other segments. This suggests that the
nature of their gambling is distinctly different from those players who do not have a problem.
Their involvement with the game, their intensity of concentration and their reaction to the
outcome of the game are all stronger.

Graph 3.9.1.4b
Emotional Response While Playing VL. Games:
Percentage of Players Who Frequently or Always Have These Responses
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Over half (61%) of the Problem VL Players feel disappointed, frequently or almost always, when
they play (compared to 10% to 11% for the other segments), and many are frequently angry and
frustrated (39% versus 5% to 4%), or sad and depressed (30% versus 9% to 13%) while playing
VL games. Therefore, negative emotional responses when playing the games are more common
for most of these players, as compared to feeling excited or happy (24% versus 12% to 13%).
Frequent and Infrequent VL Players, for the most part, are less likely to indicate any emotional
response at all when playing the games. Comparatively, small proportions of these two playing
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segments will frequently feel either disappointment (10% to 11%) and/or excitement or
happiness (12% to 13%), likely in response to the outcome of their play (i.e., leave the machine
as a “winner” or “loser”). This underscores the higher degree of involvement with VL
gambling for Problem VL Players, as they are much more likely to experience a variety of
emotional responses in relation to both the outcome of the game, and the act of playing
(e.g., frustrated, sad/depressed or nervous/edgy while playing).

The fact that Problem VL Players are much more likely to have negative physiological and
emotional reactions to playing the games leads to the question, why do they play? We speculate
that these negative responses are like the “spills and thrills” of sports like downhill skiing or the
reaction to a string of bad scores or poor performance when bowling. The disappointment,
frustration and butterflies that occur because of their higher involvement in the games only act to
make the “victories” sweeter. The irony is, unlike with sports where the “player’s” chances of
winning are dependent upon their skill levels and, thus, a “poor” or less skilled player may rarely
do well, these VL players will inevitably have winning days. When they win, they will feel they
have used their skills to defeat the game; they are champions, and they have the money to spend
as well.

These same negative physiological and emotional responses are also the factors that lead most
Problem VL Gamblers to recognize they have a problem. Most of the time they play, the results
are disappointing, and they often feel depressed. As players finish playing, these outcomes can
be viewed as counterbalancing the positive aspects Problem VL Gamblers associate with VL
play. This may be a reasonable time for intervening, as they may be more susceptible to
accepting help in solving their “problem” at these times. In some cases, they may be renewing
their commitment to stick to their budgets, never play again, stay away from the machines.
Interventions by friends and family or bar staff extending a pamphlet or information may serve
to reinforce or strengthen the players’ resolve. However, many of these VL gamblers may be
angry or rationalizing their experience by focusing on the “near misses” (“I almost won”), or
other strategic mistakes they made during play. Some may even be contemplating further
chasing of losses to recoup the money already “invested” in the machines (“/’ve got 3200.00 in
there--it’s ready to go (payout)). Countering these arguments at the time they are being
formulated and close (time-wise) to the actual play experience may interrupt the pattern (albeit
possibly on only a temporary basis).

A final component identified was players’ response to the single statement, “I sometimes get
frustrated when people tie up the machines.” A large portion (44%) of Problem VL Players feel
this frustration (versus 6% and 12%) which would likely create tension at the site where they
play. This would be a particular problem for those Problem VL Gamblers who frequently want
to play on particular machines or in a particular area within the location.
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3.9.2 Impact Of Video Lottery Play Over Time (Table 3.9.2 - Appendix D)

3.9.2.1 Feelings Of Guilt & Depression

Several aspects hypothesized to be influenced by problem VL gambling were measured with
eleven pychographic statements, using a five-point scale to measure disagreement or agreement
with each statement. Principal Component Analysis was used to group these statements into two
independent multi-item measures which help provide an understanding of the underlying
structure of the effects of the VL gambling. These two dimensions are:

1. Feelings of guilt and depression resulting from VL play.
2. Impact on relationships resulting from VL gambling.

Graph 3.9.2.1
Feelings of Guilt & Depression Resulting From Video Lottery Play
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It is apparent from the graph above that relatively few (3% to 13%) Frequent or Infrequent
Players ever feel guilty or depressed regarding their VL gambling. However, the level of
disappointment and depression Problem VL Gamblers experience carries over to their general
state of mind, with many reporting they feel guilty (85%) or depressed (50%) about their play.
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3.9.2.2 Impact On Relationships

Graph 3.9.2.2a
Impact On Relationships Resulting From Video Lottery Play
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For the majority of Regular VL Players (i.e., Frequent and Infrequent Players), there is also little
to no perceived impact on their relationships with family and friends due to their VL gambling
(0% to 6%). Problem VL Gamblers are much more likely (26% to 55%) to feel stresses on
their relationships due to the effects of time and money spent playing VL games.

The single most defining statement (highest component loading) is that VL play has put a
strain on their relationships at home (38% versus 1%). Problem VL Gamblers are also
more likely to have friends or family who worry or complain about their VL play (55%
versus 4% to 6%). The presence of family strain and worry are strongly associated with
reported trouble sleeping due to thinking about VL games (26% versus 0%), feeling anxious and
irritable if they can’t play when they want to (34% versus <1% to 2%) and spending time
thinking about VL play when they are not playing (27% versus 1% to 3%).

Presumably, other significant people in the Problem VL Gambler’s life react to the effects of VL
gambling which puts the strain on the relationship. The VL gambling also leads Problem VL
Gamblers to spend money on VL that was meant for other purposes (49% versus 3%) and
to lie about their VL play (48% versus 1% to 3%). It is likely that, in most cases, these
behaviours resulting from VL play will be discovered by the others which then leads to stresses
on the relationships.

The fact that half of Problem VL Gamblers admit to spending money on VL play that was
intended for other purposes (49%) and lying because of VL gambling (48%) obviously does not
contribute favourably to their self esteem or their relationships. This is particularly important
since it may be those people with whom they have the closest relationships who can best help
them overcome their problem gambling.
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Graph 3.9.2.2b
Percentage Of Players Who Talk To Spouse/Partner
And/Or Friends/Acquaintances Concerning VL Play
(Occasionally or Frequently)
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at least on an occasional basis
regarding their play of VL games,
as compared to one-third or less
of the other Regular Player
segments. Not surprisingly, those
Regular VL Gamblers with the
lowest play levels (Infrequent Players) are least likely to discuss their VL gambling with a
spouse or partner which reflects their lower involvement levels with the activity. Conversely,
almost two-thirds (62%) of Problem VL Gamblers who have a spouse/partner report discussing
their VL play with their partner.

Problem VL Gamblers are also more likely to be talking to friends and acquaintances about their
VL gambling (45% versus 22% - 30%).

Given the time and resources Problem Players devote to VL gambling, it is not surprising that
63% indicate their VL gambling is at least an occasional topic of discussion with friends and/or
family, with half of these same adults (30% of Problem VL Gamblers) reporting they frequently
discuss their VL play with others.

The nature of the discussions were not explored in the current study. However, the results
suggest that, for the majority of Problem Gamblers, there is an on-going dialogue about their
play that provides an opportunity for friends and family to intervene. Identifying and
communicating those interventions which are most effective may be extremely valuable in
supporting the efforts of friends and family members in addressing the problem VL gambling of
someone about whom they care.

3.9.2.3 Missing Significant Events

It was hypothesized that the Problem VL Gamblers’ inability to stop playing when they know
they should, and their greater likelihood of playing during normal work hours, would lead them
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to miss significant family, personal or work and school related activities. This, in turn, could
lead to negative effects on relationships and/or employment.

Graph 3.9.2.3 One-third of Problem VL

Percentage of Players Who Ever Miss or Are Late For Gamblers(34% versus 2% -
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* Indicates a difference significant at the 90%+ confidence level (p<.10) Problem VL Gamblers are

involved in family functions less
often and, typically, devote less time to these activities than other Regular VL Players. It may be
that, while they do not actually “miss” the events, they will have lower involvement levels and
“cut short” their participation. As this behaviour progresses, it may be very noticeable (and
problematic) to friends and family members, however, the Problem VL Gamblers may still
perceive themselves as fulfilling their family obligations.

To a lesser extent, Problem VL Gamblers are also more likely to have ever missed
significant work/school events (16% versus 1% - 2%), but only 4% say that this happened
at least occasionally in the last year. Given the relatively high percentage of Problem VL
Gamblers who are employed full-time, it might be expected that VL gambling would have a
greater impact on work. From the players’ perspective, it seems that, for all but a small
percentage, VL play does not affect their ability to work. However, the impact of VL gambling
on work performance is unclear.

3.9.2.4 Impact On Debt

There are essentially two primary difficulties in estimating the debt incurred by VL gambling
(and, most likely, gambling in general).

1. Quite often the gambler either consciously or unconsciously separates the activity from the
debt they are carrying and/or developing.

2. Itisunclear if Problem VL Gamblers may have pre-existing financial problems or constraints
which obviously will be exacerbated by subsequent gambling behaviour.

For example, during the past seven years of undertaking research related to VL gambling and, in

particular, during the pilot testing phase of the study, the authors of this report have often heard

players who are experiencing difficulties state, “/ owe so much money, I might as well put

(another) $20.00 in the machine because maybe I’ll win big and pay off some of those bills.” In

some cases, the players may not recognize (or admit) the role of their VL gambling in their
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current debt situation. In other instances, players already have financial constraints unrelated to
VLT’s, but can justify (or may be attracted to) play because “$20.00” makes little to no
difference in diminishing their debt load, but perhaps can be parlayed into a more substantial
sum. (This may also explain why some Problem Players have higher cash-out levels and
continue to spend beyond their budget, chasing the elusive “big win.”) Given the play habits of
Problem Players, the activity then becomes a vicious circle.

In the current study, due to constraints on the amount of information that could reasonably be
gathered in the survey, all Regular Players were first asked if, “(they) have ever increased (their)
debt by borrowing money, using credit, postponing or not paying bills or selling personal
belongings in order to pay for (their) play of video lottery games.” If they recognized and
admitted this was the case, they were further questioned as to their specific use of various
sources of funding, both at any time in the past and during the last year. (See Appendix B -
Players’ Survey, page 18)

It may not be as socially acceptable to borrow money to subsidize VL gambling as it is to borrow
funds to cover more legitimate expenses such as shortfalls in bills or other household expenses
that, in many cases, the gambler may not be specifically associating with their gambling
behaviour. Quite often the money to which a Problem VL Gambler has personal access will be
spent first on VLT’s and then the lack of funds to pay other expenses is rationalized and
borrowed from other sources (e.g., “the car broke down (again) and I'’ve got to get it fixed. I just
don’t have the extra money right now so can I borrow some money until payday?”)

Unlike many other living and entertainment expenses, VL gambling requires an immediate cash
investment in order to play; other expenses can often be put off, postponed, delayed or credit
extended. Thus, gamblers do not borrow/incur debt “in order to pay for their play of VLT’s,”
they do so to cover other more legitimate expenses for which the shortfall can often be
rationalized or explained (unforeseen expenses, poor budgeting, under paid, bad luck).

Given this possibility, the actual level of debt incurred by VL gamblers may be much higher than
the estimates obtained in this study, particularly if players are not attributing or relating some of
their borrowing behaviour and debt load specifically to their VL gambling.

To adequately address this issue, it may be possible in future studies to establish estimates of
access to various funding/sources and the debt activity and borrowing behaviour, in general, for
all adults and VL gamblers. This will establish baseline measures for comparative analysis
among the VL Player and Non-Player segments in the population. It will also identify what
constitutes typical and atypical response in this regard. Any bias introduced by tying the debt
specifically to VL gambling will be eliminated (or at least reduced) and results specifically for
VL debts can be analyzed within this context.
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Graph 3.9.2.4a In the current study, Problem VL
Have Ever Gone Into Debt To Pay For VL. Gambling  Gamblers spend, on average, a
substantial amount of money on
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The graph below lists the sources of money used in the last year to finance VL gambling by
Problem VL Gamblers only.

Players Players Players

Graph 3.9.2.4.b
Sources Of Money In The Last Year Used By
Problem VL Gamblers To Finance VL. Gambling
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It appears that a large percentage of the Problem VL Gamblers are borrowing money to
finance their continued play of VL games, with 43% borrowing from at least one source
during the past year. Each of the nine sources listed are used by a significant portion of
Problem VL Gamblers. There is also a fair amount of overlap among these sources, with each
Problem VL Player who has borrowed VL money in the last year accessing four different
sources, on average.
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Postponing bill payments (33%) is the easiest thing to do, as it simply means diverting money
that is available, but meant for other purposes. Using money meant for household purposes
(22%) falls into the same category.

Almost one quarter (23%) are dipping into available cash in the form of savings. Again, this
does not require obtaining credit from someone and may be viewed as a diversion of cash. The
next most commonly used source of debt is credit cards (21%). These could be used on or near
the site where VL games are being played.

Borrowing from friends (17%) and family members (15%) are the next most common sources of
funding.

Relatively few Problem VL Gamblers use a bank overdraft/line of credit (14%), although this
may be due to fewer Problem VL Gamblers having access to these types of additional
funding/credit options. Approximately 11% of Problem VL Players have sold personal property
during the last year, and 9% used mortgage payments or rent as sources of funds. The
consequences of obtaining VL money in these manners could be substantial, for both themselves
and their families, if this practice is repeated.

Graph 3.9.2.4¢ Respondents were then asked if

Percentage Of Players Who Have Sometimes Had they sometimes had a problem
Difficulty Paying Back Or Replacing Money paying back or replacing the
S0 money. Few of the Infrequent
45%1 (1%) and Frequent (2%)
;KS)ZZ: 34% Players said yes, while a third
30% (34%) of Problem VL Gamblers
;(5)‘;?: said they have experienced such
50 problems. This suggests that
12;’/4): % 2% the majority (79%) of all those
0% Problem VL Gamblers who
Infrequent VL Frequent VL Problem VL have incurred debt as a result of

Players Players Players playing VLT’s experience some

* Indicates a difference significant at the 90%+ confidence level (p<0.10) difﬁculties in replacing the

borrowed funds.

The current results are compelling and indicate that Problem VL Players are distinguished by
being significantly more likely to recognize and report that they have incurred debts as a result of
their gambling. However, while incurring debt is associated with problem VL gambling, just
over half (56%) of Nova Scotians characterized as having problems with their VL play report
they have not (as yet) resorted to using other sources to fund their play. When all Problem VL
Gamblers are considered, this suggests approximately two-thirds are not reporting any
difficulties in off-setting any debts associated with their VL gambling.

This tendency (among others) may distinguish Problem VL Gamblers in the general population
from those Problem VL Gamblers in treatment. It may be that the problem, in terms of the
impact of VL gambling debts, is progressive for the Problem VL Gambler. Thus, examining
problem play within the general population, rather than within the more narrow and extreme
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behaviours and consequences for clinical and/or treatment populations, identifies opportunities
for intervention and harm minimization/reduction (i.e., intervening/instituting controls before
unmanageable debt loads have occurred). In many cases, this is consistent with the actual efforts
undertaken by the players themselves who, in the absence of any information, help and/or
assistance, use various coping strategies attempting to limit borrowing and spending on their
own, with varying levels of success.
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3.10 Coping Mechanisms

Prior to conducting the pilot study for this project, an inherent assumption in the RFP had been
that players would realize they had a problem and attempt to overcome the problem using coping
mechanisms (both personal and through the assistance of others) that would either prove
successful or unsuccessful. The goal of the survey would, therefore, be to identify successful
and unsuccessful strategies for reducing problem play. The pilot study showed this assumption
to be problematic on two counts. First, most players develop mechanisms early in their playing
careers in order to control for problem play, as many feel at risk and take measures to guard
against spending more than their limits. Second, many players who have recognized they are
experiencing problems, have tried repeatedly to stop or control their play with varying degrees of
success. The result is that there is no clearly defined group of people who can be characterized
as having finally overcome their problems.

These findings led to the inclusion of several questions in the survey dealing specifically with
coping mechanisms. All Regular VL Players were questioned as to whether or not they had
attempted to stop or reduce play in the past, how often these attempts are/were undertaken, when
they had last attempted to stop or reduce play, the strategies used to control and/or stop play and
the relative success of these strategies. Furthermore, respondents were questioned as to which
techniques or strategies had been successful and which had not. All respondents were also asked
about budgeting in terms of both time and expenditure limits, how often they exceed their
budget, and the success of strategies used (usually successful, sometimes successful or usually
not successful).

Later in the survey, respondents who claimed to have had a problem at some time in the past
were identified. These “self declared” Problem VL Gamblers indicated their success in dealing
with problem play and listed successful and unsuccessful coping mechanisms. Whether those
who had a problem had sought, or received, help from others was also examined and the relative
usefulness of these sources of help (i.e., people and/or agencies) were rated. Finally, they were
asked to indicate what type of assistance from others was successful or unsuccessful in helping
them resolve their problems in the long run.
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3.10.1 Attempts To Stop Or Reduce Play (Table 3.10.1 - Appendix D)

Graph 3.10.1a The experience of repeated
Could Give Up VL Play Anytime failed attempts to stop and/or
reduce their VL play have led
100%7 91%* half of the Problem Players
902“' 79%* (50% compared with 10% -
3802: 12% of the other segments) to
60%- say they cannot give up playing
50%- VL games anytime they want.
40%- 34% Only 34% of Problem Players feel
30%1 they can give up VL play anytime
20%" they wanted (compared with 91%
10%1 of Infrequent Players and 77% of
0% Frequent Players). Problem
Infrequent VL Frequent VL Problem VL
Players Players Players Players feel a lack of control over

* Indicates a difference significant at the 90%+ confidence level (p<0.10) their VL gambling. This is
reinforced by the fact that,
when in a location which has VLT machines, 65% of Problem Players report they will want
to play and, three-quarters report, they sometimes find it hard to stop playing when they
know they should.

Graph 3.10.1b As a result, 76% of Problem

Percentage Of Regular VL Players Who Have Players have, at some time,
Tried To Stop Or Reduce Their VL Play either stopped, or tried to stop
playing completely and 79%

100%1 .
90%- 790, have attempted to reduce their

76%* 070 e

80%1 VL play. The large majority of
283: those in the other segments have
S0ve not felt the need to stop or attempt
40%- to stop VL play, with only 13% of
;822‘: 13% 15%  17% 22% Infrequent and 17% of Frequent
10%- Players having attempted to give
0% v v up VL play completely in the
Infrequent VL Frequent VL Problem VL past. The percentage of non-

Players Players Players
Y Y Y problem VL gamblers who have

reduced, or attempted to reduce,
the amount of time and/or money
spent, is not much higher, with
15% of Infrequent Players and
22% of Frequent Players attempting to reduce their play in the past. This suggests that most
players have either already imposed what they consider to be effective control mechanisms on
their VL gambling, or they have not spent/do not spend enough time or money on VL (as yet) to
motivate them to undertake measures for controlling or managing their play.

OStopped or tried to stop VL play OReduced or tried to reduce VL play

* Indicates a difference significant at the 90%+ confidence level (p<0.10)
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Graph 3.10.1¢ It was noted in Section 3.6 of this
Percentage Of Players Who Have Attempted report (Video Lottery Play
To Stop VL Play Within The Last Year Behaviour) that many Problem
Players have been playing for
100%1 o
90%- over four years (57%).
80% 70%* However, 70% of Problem VL
Zgif’ Players have tried to stop
50%- playing within the last year,
40%1 and for more than one-quarter
;8;‘: 10%* 16%* (26.%), thg attempts are on-
10%1 going. This compares with 10%
0% of Infrequent Players and 16% of
Infrequent VL Frequent VL Problem VL F t Pl h h
Players Players Players requen ayers' who ave
* Indicates a difference significant at the 90%+ confidence level (p<.10) attempted tO . glVe up VL
gambling within the last year.

The fact that 70% of Problem VL Players have attempted to stop within the last year suggests
that most want to stop (or reduce play), and that they may be open to assistance from others at
any time. This is supported by the fact that 47% of Problem Players say they continually try
to stop gambling on VLT’s at least once every few months, and 58% attempt to reduce the
amount of time and/or money they’re spending on VLT’s every few months or more often.
A strategy of identifying and approaching these players with an offer of assistance may be
effective. However, considering the placement of stickers with the 1-800 Help Line number on
the machines, this begs the question, how many of those hoping to stop have used this
opportunity to get assistance, and if they have not done so, what are the barriers to accessing this
service?

3.10.2 Budgeting (Table 3.10.2 - Appendix D)

As noted in the preceding section, relatively few of the Infrequent and Frequent Players have
ever attempted to stop or reduce their play of VL games. It was suggested that they have not
done so because they do not see themselves as having a need for control, or that their existing
control measures are working. It appears the latter may be the case for most players in these
segments, but is not the case for Problem Players.
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Graph 3.10.2a Infrequent (78%) and Frequent
Percentage Of Players Who Set & (80%) VL Players are more likely
Exceed Budgets For VL Spending to have pre-set budgets for VL
100%- play, and are much less inclined
900/0 ] . to exceed their self-imposed limit,
° 78% 80%
80%1 s as compared to Problem VL
70% 66% Players.
60%
50% 44%*
ol Of those who have set a budget,
3002 ] 1%+ 85% of Infrequent Players and
20%- 12%% 74% of Frequent Players never or
10%1 rarely spend beyond their pre-set
0% limit.
Infrequent VL Frequent VL Problem VL
Plavers Plavers Plavers
OHave a budget O Exceed budget 25% of time or more In contrast, Problem VL Players
are less likely to set a budget
* Indi a difference signifi at the 90%+ confidence level (p<0.10) and When they dO SO, tWO-thil’dS

(67%) end up exceeding their
limit on at least an occasional basis. It is even more compelling to observe that approximately
one-third (35%) of those who set a limit are spending beyond their budget 50% or more of the
time they play. Overall, 44% of Problem VL Players both set and exceed a monetary budget for
VL play, as compared to 12% of Infrequent Players and 21% of Frequent Players.

The discrepancy is even more
dramatic when it is noted that
budgets set by Problem Players
are substantially higher than the

Graph 3.10.2b
Percentage Of Players Who Benefit Regularly
From Setting A Budget For VL Play

100%? budgets of the other segments.
90%1

80%] 66%* Most players set a spending limit
70%1 59%*

each time they play, although
Problem Players do this less often
(54%) than those in the other

60%
50%1
40%1

30%4 22%%* segments (67% - 68%). The

20%- average per time budget for the

10%1 Frequent and Infrequent

0% Players is $16.90 to $17.79,
Infrequent VL Frequent VL Problem VL

probably the same or less than
most people would budget for
an evening’s entertainment
outside the home. Problem Players who set a per time spending limit are willing to spend
considerably more ($49.90 per time, on average). A similar differential is found for weekly
and monthly budgets which average $92.57 per month for other Regular Players and $255.71 per
month for the Problem Players. This suggests two things: first, Problem Players may be setting
unrealistically high budgets, and second, the consequences of exceeding the budgets are
considerably greater for these players. In combination with the fact that 66% of Problem Players
do set a budget, and 44% at least occasionally exceed their limits, this leaves only 22% of

Players Players Players

* Indicates a difference significant at the 90%+ confidence level (p<0.10)
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Problem Players who likely benefit regularly from budgeting compared to 66% of
Infrequent Players and 59% of Frequent Players. Thus, assistance in setting and adhering
to reasonable/ realistic budgets may be an important component for harm minimization
efforts.

3.10.3 Other Strategies Used For Control of Spending

Problem Players are much more likely (54% compared with 18% and 25% of Infrequent
and Frequent Players) to have an alternative strategy to budgeting, in order to control
spending. Primarily, these other strategies work on the theory of denying themselves
access to extra cash or the opportunity to play, as they feel they do not have the necessary
willpower to resist play if they have the means to do so. The primary method used (29% of
Problem Players) is to only bring the amount of money they have budgeted for VL play to the
location. This is a more feasible strategy for Problem Players because more often their primary
purpose for going to an establishment is to play VL games. In contrast, players in the other two
segments are less inclined to use this strategy (8% - 13% do not bring extra cash). These players
are more likely to want to have extra cash available, as they more often go to the location to
socialize and engage in activities aside from VL gambling and, therefore, will apportion their
money accordingly among the various options.

However, in today’s age of debit (bank) and credit cards, leaving cash at home is not a major
impediment to getting more cash if it is needed. In response, many Problem Players (12%
compared with 1% - 3%) also use the strategy of leaving behind these cards.

A third way that Problem Players try to control their spending is to stay away from the places
that have VL machines (7% compared with ~<1%). By necessity, this would eliminate almost
all licensed establishments in Nova Scotia and a variety of other non-VLT locations which are
situated close to VL locations. Given the accessibility of VLT’s, this is often difficult for the
Problem Gamblers to enforce, unless they avoid commercial locations.

Few players in the non-problem segments report having any other strategies to control VL
spending, presumably due to a lack of necessity. Problem Players, however, note using several
additional strategies. Other approaches used by Problem VL Gamblers include other ways of
restricting their access to cash such as never borrowing money (3%), paying bills first (3%),
having their spouse or partner control all their money (2%), and having others hold on to their
bank cards (2%).

Others rely on internal controls such as willpower (5%), thinking about their family and bills
they must pay (3%) and setting (and adhering to) a time limit (2%).

Relatively few mentioned strategies specifically based on their play of the game (other than
leaving once they have spent their budgeted amount). Strategies mentioned include playing at
specific low credit levels (2%) and cash out strategies such as cashing out as soon as they are
ahead (3%).

All Regular VL Players were specifically asked, aside from budgeting and play-specific control
strategies, if there were any other strategies or actions they used to keep their spending under
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control. These actions were further categorized by respondents into “usually, sometimes and not
usually” successful strategies. The following table presents the results of this analysis. Figures
represent the percentage of players in each segment who try/use the particular strategy and
“usually,” “sometimes,” or “not usually” find the strategy is successful in helping them control
their play.

Figure 3.10.3
Percentage Of Players In Each Segment Who Find Each Control
Strategy To Be Usually, Sometimes Or Not Usually Successful

Infrequent Players Frequent Players Problem Players

11 2+ | 3¢t 11 2t 3% 11 2% 3+

Have Other Control Strategies

(1) o (1) o, o (1) (1) o, (1)
(Besides Pre-Set Budget) 15% | 3% | 1% | 14% | 10% | 1% | 14% | 26% | 16%

Only Bring Budgeted Amount 7% 1% | <1% | 7% | 6% | <1% | 7% | 16% | 6%
Leave Bank Cards At Home 1% | <1% | *** | 2% 1% | *** 1 3% | 7% | 2%
Stay Away From Places With <19 | wwr | ower | wex | wwr | owrr | 20p | 305 | 39
Machines

Willpower 2% 1% [ *** |1 2% | 2% | *** | 2% 1% [ 3%

NOTE: Other strategies mentioned by 1% or less of players are not included in the table.

71 = Usually Successful
72 = Sometimes Successful
73 = Not Usually Successful

Not surprisingly, this analysis demonstrates that non-budget control strategies used by Infrequent
Players tend to be successful (15% usually, 3% sometimes and 1% not usually), as is the case
with Frequent Players (14% - 10% - 1%). The strategies used by Problem Players are more
evenly split between successful and unsuccessful, with 14% usually successful, 26% sometimes
successful, and 16% not usually successful. The two control strategies that are most often
successful for Problem Players are to bring only the budgeted amount to the location (23%
usually or sometimes successful) and to leave bank cards at home (10% wusually or
sometimes successful). However, as was noted earlier, Problem Players frequently borrow cash
to continue play. This presumably is because they frequently use a strategy of leaving cash and
cards at home and are, therefore, forced to borrow in order to continue to play. Encouraging
them to continue leaving cash and cards at home and then inhibiting their access to cash on-site
by discouraging borrowing and lending may an effective way to help these Problem VL Players
help themselves to control overspending. Enlisting the cooperation of others in restricting
borrowing behaviour on-site for on-going VL gambling may also be possible, particularly in
terms of public education or communication strategies. It may also be reasonable in terms of
harm minimization to make family/friends aware of efforts by players to control their VL
gambling so that they can be supportive of decisions made prior to arrival at the VL location.

3.10.4 Successful Spending Control Strategies (Table 3.10.4 - Appendix D)

Those Regular VL Players who had completely, or partially, solved their problem with VL play
were asked, in an open-ended question, to indicate how they got their VL spending/play under
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control. Problem VL Players who had attempted to control their spending in the past were also
asked to indicate what efforts or strategies were relatively successful in the long run. The
distribution of the responses by these two groups are presented and compared in the following
table.
Figure 3.10.4
Methods Used By Regular VL Players To Successfully Control VL. Spending

Those Who
Were At Least Those Who
Partially Were Not
Successful Successful
(n=101) (n=63)
Budgeted money/Only brought budgeted amount/ 26% 200,
small amount of money
Reduced frequency of play (i.e., twice per week instead of 10 times, o o
23% 3%
only on weekends)
Willpower (i.e., just get up and leave, stopped using bank card, still 0 0
. 22% 3%
go to bars but do not play machines)
Quit playing altogether 19% 3%
Staying away from places with machines/Avoiding machines/Stay 10% 21%
home
Budgeted time/Reduced time spent playing/Cut back number of 704 50,
hours spent playing
Stopped borrowing money/Pay bills first 7% 5%
Participating in other activities (e.g., visit friends, work overtime, 50, 8%
go to movies)
Left when budgeted money done/Stopped exceeding my budget 4% 2%
Left bank cards/credit cards at home/Cut up bank card 3% 8%
Thinking about/seeing problems caused by VL play (self and 204 e ek
others)
Eat or drink more/Spent more money on beer/food instead 1% ook
Help/Support from others - to tell me when to stop, hold VL N o
1% 2%
money/bank card
Spouse/partner controls all our money (i.e., pay cheque goes into o o
s 1% 2%
wife’s bank account)
Discussions/talk with spouse/partner 1% 5%
Prayer/Religion 1% 2%
Kept VL money separate/in a separate pocket okotx 2%
Only played with change (coins on hand/from a “Quarter Can”) otk 2%
Nothing was ever successful otk 2%

|:| - indicates a difference in responses significant at the 90%+ confidence level (p<0.10)

The key differences in successful control strategies, between those Regular VL Players who
were at least partially successful in regaining control of their VL spending versus Problem
VL Gamblers, tend to be related to willpower and self control when exposed to the
machines. Those Regular Players who have had success are significantly more likely to
attribute it to willpower (22% versus 3%) and their personal ability to either maintain reduced
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play levels (23% versus 3%) or to quit playing altogether (19% versus 3%), even though, for the
most part, they continue to be exposed to the machines. For Problem Players who are still
experiencing difficulties, both these strategies are relatively ineffective. In fact, they are twice as
likely as players who have controlled their play to report that avoiding exposure by staying away
from the machines altogether is an effective control strategy (21% versus 10%).

A similar percentage of players in both segments note that limiting their VL expenditures
by setting a budget and controlling access to additional funds is usually a successful method
of managing their VL play (26% versus 23%). However, for Problem Players, their ability
to maintain this budget is compromised when they are actually playing the machines. They
cannot rely on “willpower” to either reduce the length of time or frequency of their play. Their
beliefs about the games (i.e., wins) and play habits are not consistent with a pre-set budget and,
for the most part, they want to play whenever they are exposed to the games. Completely
avoiding the machines is considered one way to avoid temptation. However, it is difficult unless
one avoids most licensed establishments. Therefore, an “avoidance” strategy is destined to have
limited success, particularly given the tendency for these Problem Players to frequent locations
which have VLT’s.

“Abstinence” and budgeting strategies are judged to be most effective by the Problem VL
Gamblers themselves, but they invariably have difficulty maintaining either. Thus, self
control mechanisms in regard to VL gambling (i.e., self discipline, willpower) tend to be the
distinguishing factors between success and failure.

3.10.5 Nature Of Contacts With Sources Of Help (Table 3.10.5 - Appendix D)

Graph 3.10.5a Overall, 10% of Regular VL

Percentage Of Those Who Have Had Any Contacts Players report having sought
For Help With VL Gambling By Player Segment information and/or assistance in
M Probiom VL] order to get help in controlling

100%
90%
80%
70%
60%
50%
40%
30%
20%
10% 23%

Players their VL play.
OFrequent VL
Players When all those Regular VL
Oinfrequent VL Players who have sought
Players :

assistance for themselves, for
others or have  received
unsolicited help are considered,
Problem VL Gamblers account
for just over half (55%) of all
those who have had any contact

7%

0%+= . . .
Any Helpfor  Received  Help for with _eltper formal (agencies,
contacts for self unsolicited others organizations, church, doctor, self
help help for self help group) or informal (spouses,

friends, family) sources of
assistance regarding VL play. The remaining 45% of those Regular Players using any support
services are evenly divided between Frequent (22%) and Infrequent Players (23%).
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Current Problem VL Gamblers comprise the strong majority (85%) of these Regular Players
specifically seeking assistance for their personal play of the machines. Not surprisingly, this
group also comprises the majority (70%) of those who are receiving unsolicited assistance. This
suggests that both formal and informal sources of aid for VL gamblers have been reasonably
effective in identifying and targeting the Problem VL Gambler for assistance.

It is noteworthy that Infrequent and Frequent VL Players are most likely to be seeking assistance
in order to help someone else control their video lottery play. Collectively, the two non-
problem player segments account for 78% of those Regular Players who contact sources in
order to help others.

This highlights the important role of other Regular Players who are likely the friends that
Problem VL Gamblers turn to when they need help. This suggests that information campaigns
can be effective, if aimed at all Regular Players, and the intent of such a campaign would be to
educate players on how to help themselves and others. (It should be remembered that these are
the same friends who are lending money to the Problem Players to continue VL play, thus, any
campaign targeted to these players should also tell them how to help their Problem Player friends
by not lending money to them.)

Graph 3.10.5b Approximately one-third
Percentage Of Each Segment Who Have Had Contact (34%) of Problem Players
With Sources For Assistance With VL. Gambling have, at some time, had
0% . contact with any sources of
asoid DLr{frequentVL help. In contrast, only 5%
100 DFrzzszVL of Infrequent and 6% of
350, 34%* Players Frequent Players have had
s00d 29%* OProblem VL any contact with help
° ] Players sources, and most of these
2% players  were initiating
20%1 16%*

contact in order to assist

15%1 o
someone else (3% of

10%1 9
1 5% 6% 4% 5% Infrequent Players and 4%
5%- % 19 2% 3%
° 1% 1% o 1% of  Frequent  Players).
0% L) L] L] L 0
Contact with ~ Seeking help Received Seeking help/ Problem Players (5 A)) also
any sources for self unsolicited information have contacted sources to
help forself  for others assist someone else, but the

percentage is very low in
comparison to the percentage
who have received unsolicited contacts, or have contacted the sources to seek help for
themselves.

* Indicates a difference significant at the 90%+ confidence level (p<0.10)

Problem Players comprise most (85%) of those Regular Players who seek out assistance
from someone in order to help their problem play. Agencies can, therefore, assume that
Regular Players who come to them for self help are likely Problem Players.

These results also confirm the effectiveness of the segmentation approach used in this study for
identifying Problem Players. The Non-Problem Players have been shown to be the primary help
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givers, while the Problem Players are the main help receivers (from other players, family and
formal sources) and help seekers.

Graph 3.10.5¢ Only 16% of Problem Players

Percentage Of Problem VL Players Who have ever had wunsolicited
Received Unsolicited Help Or Sought Help contacts from any sources of
From Formal & Informal Sources help. Most of the unsolicited
100%1 O Any Source contacts have come from
0% OInformal Sources informal sources (15% of
80%- O Formal Sources Problem Players) and relatively
70%1 few from formal sources (4% of
60%7 Problem Players). This suggests
jgiﬁ;: 290, that those formal agencies seeking
01| 6% 5o oy 267 s to provide help have yet to
20% . ° o develop an effective identification
10%1 4% and intervention program in order
0% tad ' A to offer unsolicited help to
unsolicited Frer Problem Players. Given that only

help contacts one-third of current Problem VL
Gamblers have ever had contact

with any help sources, there is considerable potential value in developing an effective
intervention program.

Problem Players are almost twice as likely (29%) to have sought help from sources as to have
received unsolicited help (16%). Almost all of them (26% of Problem Players) have gone to
informal sources, while half of them (15%) accessed formal sources of help.

The 15% of Problem VL Players seeking assistance outside of friends and family suggests that
formal organizations have been somewhat effective in making people aware that they exist and
are reachable and approachable. However, as was the case with intervention programs, and
given the fact that 70% of Problem Players attempted to get their problem gambling under
control within the last year, there is considerable room for a more rigorous effort to provide
assistance to Problem VL Gamblers through formal channels.

The fact that informal sources have been contacted by 26% of Problem Players suggests that the
formal sources of help must work with, and for, these people to help them help their friends,
family or colleagues.

3.10.6 The Use & Value Of Specific Sources For Help Or Information

This section of the report addresses the issues of where Problem Players specifically go for help
and/or information, and how useful they find these sources in solving their problem. The focus
of this section is on Problem VL Players. It will be recalled that in Section 2.0 of the report,
Provincial Overview of VL Play, Subsection 2.7 - Impact of Exposure to VL Play, the use and
value of these sources was examined for Non-Players, Casual Players and Regular Players in the
total population. While the analysis profiled formal and informal sources of assistance within
the context of all adults in Nova Scotia, it is important to focus on the Regular VL Player base
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and, specifically, Problem Players, as it is these individuals who can best judge the value of the
various sources of aid. Furthermore, Regular VL Players ultimately comprise the majority of
those gamblers requiring assistance in the province, thus, the system must work for these
individuals.

The majority (66%) of those currently characterized as Problem VL Gamblers have
neither sought nor received any outside assistance in dealing with their problem play. It
will be recalled that only approximately one-third (34%) of Problem VL Gamblers have had any
contact with sources of help, with only 29% personally seeking any assistance from friends,
family or institutions. When they do seek professional help, they report mixed results from the
various sources such as Gamblers Anonymous and the Gambling Help Line. This is not
particularly surprising since the Problem VL Gamblers in the study who have used any gambling
support services are obviously still continuing to experience difficulties with their VL gambling.
Therefore, any assistance they received from the various service providers has had limited or no
impact on their VL gambling as yet. Simply by definition, those (past) Problem VL Gamblers
who have successfully stopped playing video lottery games did not participate in the survey of
Regular VL Players and, therefore, their responses are not included in the analysis. While the
feedback from those adults who are currently involved in problem VL gambling offers valuable
insight to service providers as to areas for improvement or further development, it only provides
part of the picture. Through additional research, it will be necessary to include the responses of
those who have managed to overcome their problem with video lottery gambling in order to
adequately assess and evaluate the effectiveness of problem VL gambling interventions and
treatment strategies.
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Graph 3.10.6a
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In total, approximately one-quarter (26%) of Problem Players have turned to those who are close
to them for help. Most often they seek help from a spouse or partner (17%), friends (12%) or
other family members (10%). These people are also most likely to offer unsolicited assistance
(family: 7%; friends: 8%; other family members: 4%). A small number (3%) sought help from
their employer/colleagues, while only 1% received unsolicited help from employers/colleagues.

The perceived “helpfulness” of these sources is very mixed. Of the 21% who sought and/or
received help from their spouse/partner, 9% say the assistance was helpful (rating 4 or 5 on a 5-
point scale), 4% say the assistance was moderately helpful (rating 3 on a 5-point scale) and 8%
say the assistance was not helpful (rating 1 or 2 on a 5-point scale). The results then are split
pretty evenly between helpful and not helpful. The same is true for the helpfulness of friends
(3% not helpful; 5% moderate helpfulness and 5% helpful) and other family members (7% not
helpful, 2% moderately helpful and 4% helpful). The 4% who had assistance from their
employer/colleagues rated them all as unhelpful.

It appears that friends and family can be helpful, in terms of assisting Problem VL
Gamblers but, in many cases, they are not. Given their high involvement in the Problem
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Players’ attempts to solve their problem, it is important that they be targeted with
assistance in helping the Problem Players.

There were 15% of Problem Players reporting they have sought help from more
formalized agencies or support groups. Gambling self-help programs such as Gamblers
Anonymous are mentioned most often, with 9% of Problem Gamblers reporting they have
personally approached such a group for assistance. An additional 3% of Problem Gamblers
noted a self-help group had initiated contact with them. Only 1% of Problem Players have
sought help for someone