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INTRODUCTION

Whatever our view of gaming,
 it is now an integral part of New Zealand society. The industry has grown rapidly over the last decade, to the extent that it now has significant social and economic impacts.

Gaming is now highly visible on television, its annual turnover is in the billions and it raises hundreds of millions each year for community purposes. Most pubs and clubs have gaming machines, and casinos are substantial businesses run by prominent companies. In some respects, gaming is just another entertainment option. However, the downside of gaming is also evident in the number of people with gambling problems.

The gaming industry is still growing, and in ways that are increasingly difficult to regulate, yet there has never been a coherent policy framework to manage this growth. In April 1995, the Government announced a review of gaming intended to develop such a framework. In July 1996, as part of the review, the Department of Internal Affairs released a series of studies containing a wealth of information about gaming in New Zealand, and a set of policy proposals to address the diverse issues that gaming raises today.

This article describes the legislation that governs gaming in New Zealand, outlines the growth in gaming over the last decade, summarises some of its impacts, and reports on the progress of the review.

EXISTING GAMING LEGISLATION

The Legislation

Three key Acts regulate gaming in New Zealand - the Racing Act 1971, the Gaming and Lotteries Act 1977 and the Casino Control Act 1990.

The Racing Act 1971 permits fixed-odds and totalisator betting on galloping, harness and greyhound racing, and on sporting events. It grants the Totalisator Agency Board (TAB) a monopoly on most of these forms of betting. The profit from all race betting is paid to racing clubs, much of it through the Racing Industry Board (RIB). The TAB also pays some of its profits from sports betting to the racing clubs, and some to the sports concerned.

The Gaming and Lotteries Act 1977 permits non-commercial groups to run games of chance, instant games, prize competitions and lotteries, in order to raise funds for community purposes. This is the Act that regulates gaming machines and housie, both of which are games of chance.

The Act prohibits bookmaking and largely prohibits gaming for commercial gain. However, it also allows licensed promoters to promote instant games, prize competitions; and lotteries on behalf of licensed groups, and to charge up to 10% of turnover
 as a fee. Licensed promoters may not promote games of chance other than instant games. In particular, they may not promote gaming machines or housie.

The Gaming and Lotteries Act also governs the New Zealand Lotteries Commission. The Commission runs Lotto, Lotto Strike, Instant Kiwi, Daily Keno and TeleBingo. It may not conduct games of chance other than instant games. Specifically, it may not run gaming machines or housie. The Commission operates like a business and pays 7% of its turnover to its retailers. However, unlike most other businesses, it pays its profit to the community. The New Zealand Lottery Grants Board distributes the Commission's profits to a wide variety of community purposes.

The Casino Control Act 1990 emphasises tourism, employment and economic development, rather than fundraising for community purposes. Casinos, which operate for private gain, are the first fully commercial form of gaming permitted in New Zealand.

The Gaming Duties Act 1971, the Goods and Services Tax Act 1985, and the Income Tax Act 1994 impose various forms of taxation on different gaming activities. The Income Tax Act also implicitly or explicitly exempts some forms of gaming from income tax.

Anomalies and Inconsistencies

Despite the social and economic impacts of gaming and the significant developments of the last decade, the broad approach of the law has remained relatively unchanged. Legislative amendments and policy initiatives have generally been ad hoc. While they may have provided short-term answers to particular problems, they have not put in place long-term solutions or directions for gaming.

This situation has also resulted in a number of anomalies and inconsistencies.

· There is no consistency in the purposes for which gaming is permitted. The Casino Control Act promotes employment, tourism and economic development. The Racing Act requires the RIB and TAB to pay all profits from race betting and some of the profit from sports betting to the racing industry. The Gaming and Lotteries Act authorises gaming to raise funds for community purposes.

· The Gaming and Lotteries Act itself incorporates a significant inconsistency. Although all gaming authorised by the Act is for community purposes, only the Lotteries Commission may pay agents to sell tickets and conduct its games. This gives the Commission a statutory advantage over other groups that operate under the Act. For example, it means that although large gaming machine trusts also run as businesses, they may not pay site operators to run their machines.

· All three Acts try to restrict gambling by children but the restrictions vary across different forms of gaming, and some forms are unrestricted. The only age limits imposed by law are 16 years for Instant Kiwi, 18 year for race and sports betting and 20 years for casinos. There is no statutory age restriction on gaming machines other than in casinos. Yet gaming machines in pubs and clubs are one of the most accessible and attractive forms of gaming for young people and are arguably the form of gaming most likely to lead to problem gambling.

· The degree of regulation and monitoring, hours of play, the power to extend credit to players, the power to advertise, and limits on prizes all vary among different forms of gaming. For example, the Housie Regulations 1989 severely restrict housie hours but there are almost no restrictions on casino hours. On the other hand, casinos are more rigorously monitored than housie games.

· The taxation regime differs for different forms of gaming. The Lotteries Commission and racing bodies do not pay income tax on their profits. The casinos do. Some operators of gaming machines outside casinos pay income tax, while others do not. The Lotteries Commission pays duty at 5.5% of turnover, while the racing industry and gaming machines pay duty at 20% of gross profit.
 Casinos pay duty at only 4% of gross profit but they also pay income tax.

· The power to introduce new forms of gaming varies. The Lotteries Commission has the power to introduce variations on its existing games but requires the approval of the Minister of Internal Affairs to introduce new games. However, the Minister's power to withhold approval is limited. Any other community group wishing to operate gaming under the Gaming and Lotteries Act must generally obtain a licence from the Department of Internal Affairs. The RIB may introduce new forms of race and sports betting without seeking further approval, but that industry may not legally operate any other form of gaming. Casinos may introduce new games with the approval of the Casino Control Authority.

· A variety of agencies perform licensing, enforcement and policy advice functions. The Casino Control Authority and the Lotteries Commission, both of which are Crown Entities, and the Racing Industry Board, which is a statutory body, all have specialised statutory policy advice roles. The Casino Control Authority also licenses casino premises and operators, and makes casino rules. The three gaming laws are administered in the Department of Internal Affairs, and for that reason it researches, monitors, and provides policy advice to Government across all gaming. The Department licenses gaming under the Gaming and Lotteries Act (other than that operated by the Lotteries Commission) and licenses casino employees under the Casino Control Act. It also scrutinises some Lotteries Commission activities, and employs Inspectors of Gaming who enforce the Gaming and Lotteries Act (with assistance from the Police), Casino Inspectors for each casino, and Inspectors of Totalisators under the Racing Act (although they are not currently active). The Department also services the new Zealand Lottery Grants Board, the Crown Entity that distributes Lotteries Commission profits.

Some of these inconsistencies may be justifiable because they reflect intrinsic differences among forms of gaming. However, most simply reflect the application of different policies to different forms of gaming over time or as particular issues have arisen.

The Impact of Technology

The increasing use of new technology also highlights the shortcomings of the various Acts. It has blurred the distinctions between different forms of gaming, making the regulation of gaming activities difficult. For example, a single terminal may offer video poker, on screen "scratch" tickets and race betting, which means it could be a gaming machine, an instant game or a totalisator.

Furthermore, the new technology has introduced forms of gaming that the law did not anticipate, 0900 telephone gaming being one example. Similarly, in many cases the law does not allow for the need to monitor technical equipment, or the need to pay for the technical expertise required to conduct some gaming activities. Technology has also introduced ambiguity into aspects of gaming, such as how to separate a payment to play and a communication cost for 0900 telephone games.

Perhaps most importantly for social policy, new technology allows dramatic increases in turnover and easy access to gaming from the home, and makes cross-border gaming much easier (Department of Internal Affairs 1996a Pt. 1). As an example of the last point, a 1995 survey of people's participation in and attitudes towards gaming (Department of Internal Affairs 1996b:9) revealed that 1.5% of those surveyed had taken a bet with an Australian sports betting agency in the previous year when sports betting was illegal in New Zealand.

the growth in gaming

In 1985, those who wished to gamble legally could choose from race betting, the Golden Kiwi (a paper ticket nationwide lottery that was discontinued in 1989) and a variety of small-scale forms of community gaming. By September 1996, the choices had expanded to include two casinos, almost 10,000 gaming machines on 2300 sites, race and sports betting, a range of New Zealand Lotteries Commission products (Lotto, Lotto Strike, Instant Kiwi, Daily Keno and TeleBingo) and community gaming.

Ten years ago, housie had by far the highest turnover of the small-scale forms of gaming, generating an amount equal to about 5% of the turnover of the two largest forms of gaming. In 1996, housie still dominates small-scale community gaming. However, its turnover is now less than 1% of the turnover of the largest forms of gaming.

In the 1995 participation survey (Department of Internal Affairs 1996b:9) 90% of the sample had participated in at least one gaming activity during the previous 12 months. This compared with 85% of those asked in a similar survey conducted ten years earlier. Eighty per cent of the 1995 sample had bought a Lotto ticket in the previous 12 months, 67% had bought a raffle ticket, and 58% an Instant Kiwi ticket or other scratch ticket. Three other forms of gaming had participation rates higher than 20% of those surveyed. In 1985, 71% of those asked had purchased a raffle ticket in the previous 12 months but only one other form of gaming had a participation rate higher than 20%.

Looking at gaming activity on a weekly basis, the 1995 survey showed (p.14) that 35% of the respondents played Lotto at least once a week. Ten per cent said they bought an Instant Kiwi ticket at least once a week, and five other types of gaming attracted weekly participation rates of between 2% and 5%. In the 1985 survey (refer Department of Internal Affairs 1996b:14), no gaming activity registered more than a 5% weekly participation rate, and only two types had a weekly rate of 2% or higher.

THE ECONOMIC IMPACT OF GAMING

Gaming now directly contributes close to $600 million a year to New Zealand's GDP. Gaming duties total about $120 million a year and GST on gaming is about $85 million annually (Department of Internal Affairs 1996c:54). In short, the economic impact of gaming is significant.

In 1986, turnover of the major forms of gaming (race betting and the Golden Kiwi) was $934 million. In 1996/97, turnover of the largest forms of gaming - casinos, gaming machines, race and sports betting, and Lotteries Commission products - will be about $5 billion. Expenditure on the major forms of gaming was $220 million in 1986. In 1996/97, it will be about $900 million (Department of Internal Affairs 1996c:54).  (Note that expenditure has not grown as rapidly as turnover because gaming has come to be dominated by forms with a high churn factor, such as casinos and gaming machines).

It is harder to estimate the other economic impacts of gaming. The TAB and TAB agencies directly employ 2,500 full-time and part-time staff. The racing industry also estimates that it directly or indirectly creates full-time or part-time work for 28,000 people (New Zealand Racing Industry Board and Totalisator Agency board 1995:20-22). BERL estimates that the Lotteries Commission directly creates work for 2,700 full-time equivalent positions (FTEs) and that if indirect effects are included, the figure increases to more than 7,400 (New Zealand Lotteries Commission 1995 Appendix 6:1). The Auckland casino will employ at least 1700 FTEs, and may create as many as 5,000 jobs indirectly (Sky City Ltd 1995:3-5). The Christchurch casino has created nearly 500 FTEs (Christchurch Casinos Ltd and Aspinal NZ Ltd 1995:6).

THE SOCIAL IMPACT OF GAMING

Benefits

The most direct social benefit of gaming derives from its status as a leisure activity and as a forum for social interaction. Some forms of gaming also create jobs, and paid employment confers both social and economic benefits. The distribution of profits to the community is another visible social benefit derived from many forms of gaming. The environment in which gaming operates may influence its value as a forum for social interaction, and the type and degree of social benefit may vary from one form of gaming to another.

Job Creation

Gaming contributes to the economy through job creation. Job creation also has positive social impacts. Paid employment is a means not only of earning a living but also of fulfilling a variety of social functions. "A job is one way of participating in, and contributing to, the wider community. It is important to a person's sense of identity, independence, and self-worth. The benefits of a job reach beyond the job holder - their family and others around them gain financially, socially and emotionally." (Prime Ministerial Task Force on Employment, cited in Department of Internal Affairs 1996d:77).

Leisure and Social Interaction

Most New Zealanders gamble sometimes, but there are a wide variety of reasons why they gamble. These reasons vary from one form of gaming to another. Most people buy Lotto, Instant Kiwi or Daily Keno to win money. Winning money or prizes is an important reason for participating in all forms of gaming except buying raffle tickets. Most people buy raffle tickets to support worthy causes. People often bet on races, play gaming machines, play housie and visit casinos for excitement, as a challenge or as entertainment. Clearly, gaming has social value as a form of entertainment (Department of Internal Affairs 1996b:16).

Gaming also has social value as a forum for interaction. According to the new Zealand Racing Industry Board and TAB (1995:11), 51,000 people in New Zealand belong to racing clubs. Racing has traditionally been important as a setting for social interaction, particularly in rural communities. About 40% of gaming machines outside casinos operate in sports clubs, RSAs or chartered clubs. Marae and whānau groups often run housie and battens-up. Fund-raising through gaming activities often brings groups like parents and teachers together (Department of internal Affairs 1996d:76).

Housie is unusual. In the 1995 Department of Internal Affairs survey, almost one third of those who played housie said they did so to be with other people or to get out of the house (Department of Internal Affairs 1996b:16). A considerable portion of those who said they played housie in each of the two previous surveys (in 1985 and 1990) also gave this as an important reason for doing so (p.16).

Different forms of gaming appeal to different groups. Figures from the 1995 survey (see pages 53, 65 and 66) show that women are twice as likely as men to say they play housie, and that Māori are four times more likely than non-Māori to say they play housie. Those in the lowest income groups and those with no formal educational qualifications are more likely than those with higher incomes or formal qualifications to say they play housie. Men are more likely than women to say they play gaming machines. Those aged 15 to 24 years are more likely than other age groups to say they play gaming machines.

Community Fundraising

The social benefit most often linked with gaming is fundraising for the community. All Lotteries Commission profits return to the community through the New Zealand Lottery Grants Board. The groups that operate gaming machines outside casinos channel their profits back to the community, and the country's two casinos also make small distributions to the community through their charitable trusts. Some racing clubs run activities to raise funds for charities. A wide variety of community groups operate small-scale gaming to raise funds for their own purposes. Illegal gaming, including illegal housie sessions and games of battens-up, may also return funds to the community, but this contribution is difficult to measure. Overall, gaming raises at least $200 million a year for community purposes, with Lotteries Commission profits making up about 67% of this amount (Department of Internal Affairs 1996d:78, 79, 90, 91).

Government agencies now tend to take a more targeted approach to funding community activities, which means that the voluntary sector increasingly depends on gaming profits as a source of income. This situation has had some negative effects. The amount available from any one source for individual groups or projects has become smaller because funding must be spread over more and more organisations. Volunteers and paid staff spend more and more time arranging funding from the available source. This situation could diminish the potential of the voluntary sector to contribute to social cohesion. It also places strains on the volunteer base. Another concern is that the voluntary sector depends on funding from only a few forms of gaming, which exposes it to risk if players' preferences change (ibid: 89-101).

Some commentators consider that a centralised distribution agency like the New Zealand Lottery Grants Board encourages a handout mentality, which works against the philosophy of self help. At least one major charity also argues that the Lotteries Commission and the large gaming machine trusts crowd out other community gaming, and that the grants charities receive now are smaller than the profits they made running gaming themselves in the past (ibid.:89-101). (Similar concerns that the Lotteries Commission TeleBingo product is crowding out community housie groups have recently emerged in the media and in letters to Ministers).

Some of the mechanisms for distributing gaming profits, particularly the profits from gaming machines, are open to abuse. Funds may not always reach the intended community purposes (ibid.:89-101).

Problems

The issue of whether the problems associated with gaming outweigh the benefits is subject to intense debate. Perhaps the most obvious problem associated with gaming is people who cannot control their gambling. Another obvious problem is criminal activity. There may also be other less obvious problems. For example, housie often takes place in overcrowded, smoke-filled environments.

The Problem Gambler

While most people enjoy their participation in gaming, and do not develop problems, this is not always the case. The Department of Internal Affairs report on the social impact of gaming (see pages 105-107, 112 and 121-123) estimates that at least 12,000 adults in New Zealand currently have a serious gambling problem. Furthermore, an increase in the number of gaming opportunities tends to increase the number of problem gamblers in the community. Problem gamblers contribute to severe financial and emotional difficulties in their own lives and sometimes in the lives of other people. The general view is that every problem gambler affects between five and 10 other people (pp.107-111).

Problem gamblers tend to:

· prefer continuous types of gaming (rather than forms like Lotto with a long delay between ticket purchase and prize payment)

· prefer race betting, gaming machines or casinos, where available (these are examples of continuous types of gaming; Instant Kiwi is another example)

· spend longer in gaming sessions

· bet alone (rather than as part of a social gathering)

· gamble for excitement, for a challenge or to win, rather than for entertainment

· say gambling is beyond their control

· gamble more frequently

· have gambling-related debts

· be young, male, unemployed, Pacific Islanders or Māori (rather than Pākehā / New Zealand European)

· have higher rates of mental health problems, such as depression or alcoholism

· have started gambling at a younger age, than most non-problem gamblers (Department of Internal Affairs 1996d:107-111).

Over the past two years, the Government has facilitated contributions from the major gaming industry sectors to fund the treatment and prevention of problem gambling. The Committee on Problem Gambling Management, which includes representatives of the gaming industry and treatment providers will agree annually on an amount to be paid by the gaming industry. The Committee has agreed to fund $2 million for the 1996/97 year. Parliament recently passed an amendment to the Gaming and Lotteries Act to enable collection of the gaming machine sector's share by way of an annual levy imposed on each licensed gaming machine.

Crime

In addition to the criminal activity that problem gamblers may undertake to fund their gambling, gaming appears to encourage other types of crime because it involves:

· many transactions

· small sums

· cash transactions

· large total amounts

· undeveloped auditing systems

· anonymous players

· players ignorant of the regulations

· suppliers with an information advantage

· purchasers reliant on the honesty of suppliers

· many opportunities for dishonesty.

Government tend to regulate gaming for these reasons. That said, legislation that is too restrictive may penalise some sections of the community unfairly. For example, large-scale Sunday housie sessions on marae to raise funds for the marae are illegal but may be considered legitimate by large sections of the community (Department of Internal Affairs 1996d:138-139).

the review of gaming

The Review Process

The issues discussed so far in this article led to the Government, in April 1995, announcing a review of all forms of gaming and their social and economic impacts. The purpose of the review is to develop a policy and regulatory framework against which to assess current and new forms of gaming, and within which gaming can operate. The framework should assist the gaming industry's ability to contribute to economic growth and quality of life while simultaneously identifying and limiting any economic and social costs.

The review process began in August 1995 with the release of a Discussion Document inviting public submissions on the future shape of gaming in New Zealand. Just under one year later (July 1996) the Department of Internal Affairs released a package of five documents summarising the work on the Review to date.
 Three of the documents respectively cover the impact of technology on gaming, and the economic and social impacts of gaming in new Zealand (see Department of Internal Affairs 1996a, 1996c, 1996d). A fourth provides a synopsis of submissions invited in 1995 (Department of Internal Affairs 1996e), and the fifth the Department's policy proposals for the future direction of gaming in this country (Department of Internal Affairs 1996f).

Another relevant document, produced in March 1996, was the Department's survey on people's participation in and attitudes towards gambling (Department of Internal Affairs 1996b). While not part of the review, it provided valuable background information.

Summary of the Policy Document

The policy document (Gaming - A New Direction for New Zealand) is a consultative tool. In addition to putting forward the Department's policy proposals for public comment (with submissions sought by 30 November 1996), it discusses issues from a wide, conceptual and "first principles" basis.

The report does not attempt to offer detailed solutions to all the issues involved, but rather proposes the key reasons why Government might intervene in gaming. It suggests a set of general principles to underpin that intervention and identifies criteria to apply to the more detailed issues discussed. It also proposes areas for further work and calls for further consultation with affected parties.

Reasons for Government Intervention and

Government's Role in Gaming

The report contends that the need for government intervention derives from the economic and social considerations associated with gaming. Specifically, government intervention is justified to mitigate the social costs of gaming, to prevent crime and to ensure fairness to participants. The report holds that the Government has a clear role to play in determining the broad regulatory and taxation policy underpinning the governance of gaming, in enforcing the ensuing regulatory regime, and in organising research into gaming.

Specific Proposals

The document suggests a single comprehensive policy and regulatory framework for all forms of gaming in New Zealand. This suggestion is intended to minimise the anomalies that have dogged gaming policy and legislation over many years, as well as the difficulties associated with differentiating the various forms of gaming.

The principles (as set out in the report) that underpin the policy and regulatory framework are seen as flexible enough to accommodate the different forms of gaming and their various economic and social impacts. They call for:

· Comparability of treatment and regulatory neutrality, both within gaming among different operators of the same gaming activity, and among different forms of gaming) and with other similar industries.

· Consistency and predictability of the regulatory regime, including adequate consultation when considering changes.

· Transparency of operation and regulation, including decision-making criteria that are easily understood and complied with, rights of redress, access to information, and restrictions on conflicts of interest.

· Least cost government intervention.

· Consistency with the Treaty of Waitangi, including appropriate consultation especially on those forms of gaming in which Māori are particularly involved.

The principles recognise that gaming operators compete both with one another and with firms in other industries. Consumers may see one form of gaming as an acceptable substitute for another, or other goods (entertainment or dining out, for example) as substitutes for gaming. Moreover, cross-border gaming is becoming easier and easier. This means that consumers increasingly have a choice of gaming options from around the globe. Implementing a stringent regime within New Zealand may simply drive new Zealand gamblers to offshore suppliers.

The document therefore proposes a flexible, light-handed regime that uses existing generic regulatory frameworks, such as the Fair Trading Act 1986, to the greatest extent possible. It suggests that any legislation be limited to general principles to allow for rapid responses to new developments in gaming. The proposals envisage separation of rule-making, enforcement, and rights of redress or appeal, and suggest a single integrated regime across all forms of gaming for each of these roles. As for taxation, the report contends that taxation applied to gaming should, as far as possible, be consistent across the gaming industry and be comparable with other industries. The gaming industry should meet reasonable administrative and enforcement costs of the regime. The regulatory regime should minimise social problems or require the operator to meet the costs involved.

The report outlines a case for all forms of gaming to contribute at least a portion of profit to community purposes. It also proposes that all forms of gaming be permitted to operate for commercial gain. Taken together, these two proposals address several concerns, namely that:

· The law disadvantages those forms of community gaming that are not permitted to pay operators.

· It is risky to source community funding from only a few forms of gaming.

· Some operators misappropriate or misapply community funding.

The third bulleted point ties in with the proposal for an integrated national distribution regime.

Perhaps the most controversial proposal in the report is that all forms of gaming should generally be open to all operators that meet the entry criteria. This proposal reflects the reality that it is increasingly difficult to distinguish between forms of gaming and, therefore to restrict those forms of gaming a given operator may run. A corollary is that it is increasingly difficult to justify monopoly operators in any area of gaming.

The report also suggests an industry entry test designed to ensure the integrity of the operator and to meet Government's objectives, including any contribution required for community purposes. The entry criteria should be as consistent as possible across all sectors, and be transparent. However, because an entry test would impose a cost, it could act as a disincentive to potential new entrants, thereby limiting competition and the benefits it brings. The regime to assess potential operators should therefore be one that imposed the least cost consistent with Government objectives. 

the challenge for the future

The Review of Gaming materials released to date, and particularly the Department of Internal Affairs policy proposals, challenge us all to reconsider our fundamental attitudes to gaming in New Zealand. Gaming has significant social and economic impacts, and gaming applications are often at the cutting edge of new technology (with all its unknowns). Yet the legislation and policies that regulate gaming are an ad hoc mish-mash of developments that have occurred over the last century.

The Review represents an opportunity to look forward. The challenge is to balance the economic and social benefits of each type of gaming, and to reconcile the benefits of each type with its potential for harm. This will be a difficult process. However, the only certainty is that inaction does not mean that we stand still. The openness of New Zealand's economy, current gaming legislation and policy, and advances in technology all mean that gaming will continue growing even if we do not act. The challenge is to develop a framework to manage that growth.
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� The word "gaming" is used in this article as a generic term for all forms of gaming and wagering. The article does not distinguish between "gaming" and "gambling", as some commentators do. Gaming includes gaming machines, casinos, race betting and sports betting, Lotto, Lotto Strike, Instant Kiwi, Daily Keno, TeleBingo, Las Vegas nights, Melbourne Cup sweepstakes, 0900 telephone games, raffles, and housie. This list is not exhaustive: This article does not refer to sales promotions or illegal gaming, except where they are explicitly discussed, because information on them is so limited. Figures quoted in this article for which sources are not explicitly cited are derived from information held by the Department of Internal Affairs. Figures cited are not inflation-adjusted.


� "Turnover" refers to the total amount wagered by the punter. The same dollar spent may be counted more than once if a punter "reinvests" winnings. For example, $100 lost on a gaming machine is likely to generate more than $600 of turnover. Reinvestment of winnings is called "churn".


� The terms "gross profit" and "expenditure" are interchangeable. They refer to the amount wagered minus the amount paid out in prizes. This amount may be thought of as the total amount lost by punters or the gross profit of the gaming operator.


� This is an observation by Inspectors of Gaming who have attended thousands of housie sessions over the last decade. This observation is also supported by a submission to the Review of Gaming from the "Smokefree South Canterbury" Committee.


� These documents are available from the Department of Internal Affairs, PO Box 805, Wellington, ph(04) 495 7200.





