Review of Issues Relating to Commonwealth Interactive Gambling Act


Submission
1 Executive Summary

This is a joint submission on the Commonwealth’s review of the Interactive Gambling Act 2001 (IGA) by Urban Seed, the Victorian Local Governance Association (“VLGA”), Communities Against the Pokies Plague (“CAPP”) and the Inter-church Gambling Taskforce (“ICGTF”). Further details on each of these organisations are contained in section 4. This report is also endorsed by the Salvation Army. 

In summary, while we support the current prohibition contained in the IGA we believe that the operation of the Act can be improved:

· The social and economic costs of problem gambling to the community from “offline” forms of gambling are already enormous. These costs fall particularly on the poorest and most vulnerable members of our community. 

· Increasing internet penetration rates and the take up of products such as ADSL and digital television have the potential to massively increase accessibility to gaming products and services unless such access is significantly restricted. Such an increase in accessibility would lead to another quantum leap in the level of problem gambling in the community and the associated social and economic costs. Online gaming will also be more attractive to a younger generation, significantly increasing problem gambling among this demographic. 

· Developments in the USA since the NOIE Report support the feasibility of using the payments system to regulate interactive gambling. The IGA should be amended to require Australian card issuing banks and other Australian payment service providers to automatically refuse to authorise or "block" all payments bearing certain electronic codes that identify the transaction as a gambling transaction with an online gambling merchant and require online gambling merchants to affix such codes to all of their transactions. 

· The Act or regulations should also clarify that section 69A applies to agreements between Australian payment service providers and their customers to the extent that the agreement relates to payments in respect of the supply of illegal interactive gambling services. The effect of this will be to encourage issuers to chargeback or reverse illegal interactive gambling payments which are not successfully "blocked".

2 Problem Gambling in Australia: The State of Play

Over the last 15 years, gambling in Australia has undergone a transformation driven by liberalisation and technology and characterised by a proliferation of gambling methods, greater accessibility and pervasive marketing.
 

In the decade of the 1990s annual gambling expenditure in Australia more than doubled from $5.9 billion to $13.3 billion.
  In 2000/2001, Australians overall lost $14 billion on gambling. In 2000, annual gambling losses represented 3.4% of household disposable income.
 

In Victoria in 2001/2, gamblers lost a total of $4.39 billion with poker machines alone accounting for $2.56 billion. On average, each Victorian adult lost $1198 in the 2001-2002 financial year, 21% above the Australian average.
 
In NSW, total losses in the 2001/2 financial year were $5.43 billion. In South Australia, a state of 1.5 million people, poker machine losses are projected to be $673 million in the 2002/3 financial year, up from $606 million last year, an increase of 11.5 per cent.

This massive increase in accessibility to gambling has been principally driven by a huge increase in electronic gaming machines (EGMs, usually called “pokie machines”).
 In 1999, the Productivity Commission estimated that Australia had 20.4 per cent of the world’s high intensity pokies
. This level of accessibility has made Australians among the heaviest gamblers in the world, spending on average double that of Americans or Europeans.
  This in turn has led to problem gambling being significantly greater in Australia than in North America.

In 1999 when the Productivity Commission Report was drafted, gambling revenue as a proportion of Victoria’s taxes was 16 per cent. This figure is now nudging 20%, or more than $1.4 billion in 2001-2002, elevating Victoria to the most gambling dependent state Australia and among the most gambling dependent in the world.
 
The social and economic costs of this level of gambling are enormous. 

The Productivity Commission estimated that there were approximately 290,000 people with gambling problems in Australia each losing an average of almost $12,000 per annum.
 For every person with a gambling problem, between five and ten other people are affected to varying degrees by that person’s problems. The Productivity Commission also found that there are 1,600 gambling related divorces per year nationally and that 13% of people in counselling for gambling problems reporting that their gambling had caused domestic or other violence. 

The Productivity Commission also estimated that 42.3% of every dollar that goes through an EGM comes from a person who is addicted to gambling.
 Recent evidence suggests this proportion has now increased to almost 50%.

The Uniting Church estimates that in Victoria alone, 30,000 families have been harmed by problem gambling.
 One in ten people with gambling problems reported that they had contemplated suicide and nearly half of those in counseling for gambling problems reported losing time from work or study in the past year due to gambling. Problem gambling contributes to impoverishment, homelessness, psychological problems including stress, loss of trust and depression, relationship breakdown and violence in the home. 

Hanover Welfare Services estimates that 20,000 Australians experience a housing crisis or homelessness each year primarily because of their addiction to poker machines.

The Productivity Commission’s survey of counselling services revealed a 50% increase in caseloads in 1998-1999 year, the majority (65 - 80%) related to gaming machines. This was a consistent finding across most agencies and jurisdictions, except in Western Australia, which has much more limited access to gaming machines.

Problem gambling also leads to increased crime in the community. Based on Victorian court records, last year people with gambling problems were convicted of stealing more than $11.7 million. A recent study suggests that gamblers with large debts may be committing up to 20 per cent of white-collar crime.

Of course, the social cost of problem gambling is not distributed evenly in the community. The greatest proportion of machines is located in poorer socio-economic areas.

These problems are also not isolated to a small group of players. While the Productivity Commission estimated that only about 10% of adult Victorians regularly play the pokies, between 15% and 27% of weekly players are problem gamblers.

3 Specific Issues 

3.1 The Growth of Interactive Gambling Services

Over the next 5-10 years, we believe that unless significantly restricted, online gambling has the potential to lead to another quantum increase in the level of problem gambling in the community.

Current size of online gambling

Like many issues associated with the Internet, the real size of the global interactive gambling industry is unknown but estimates of between US$11 billion to $110 billion have been suggested. Analysts anticipate interactive gambling, like other forms of e-commerce, to expand rapidly with the number of interactive gamblers worldwide approaching 50 million by 2002. In Australia, the ABS estimated that despite the legislative ban, there was already significant online gambling during 2000-2001 with total net takings of $764 million (representing 6% of total net takings from gambling).

Increased use of online and interactive technologies in Australia

The use of and access to the internet is increasing rapidly in Australia. 

Australia is amongst the top ten nations in Internet access in homes. In September 2001, a NOIE report estimated 52% of Australian households were online placing Australia equal 7th with Norway behind Sweden and Hong Kong (58% each), South Korea (56%), Singapore (55%), the US (54%), and New Zealand (54%). 
 The Australian Bureau of Statistics found that by September 2002, 3.9 million households had access to the Internet. 
 

New interactive broadcasting, data-casting, video game consoles that have broadband connection capability and telecommunications services such as wireless application protocol (WAP) services could all potentially provide new means for on-line gambling.

We are also experiencing a rapid increase in the quality of internet access through the uptake of broadband. We believe that the uptake of broadband will make the use of the internet for activities like gambling more attractive.
 

Even with current technology, internet gambling sites utilize sophisticated graphics, music, virtual casino walk-throughs and live, streamed broadcasts of events. However, improvements in bandwidth, accessibility and processor technology will give rise to new opportunities for the creation of gambling products. As early adopters of digital technology, young people may be particularly attracted to using high-tech gambling products. This may create a new population of gamblers and, possibly, problem gamblers. 

Access to interactive services via these mediums has the potential to enable casino or bookmaker services to reach every Australian home. This gives users at least theoretical access to gambling 24 hours a day. The Productivity Commission has described this as a 'quantum leap' in accessibility, which could contribute to an associated growth in problem gambling.

The internet has the potential to even make public places such as libraries that provide internet access for educational purposes, gambling venues. 

3.2 The Social and Commercial Impact of Interactive Gambling Services

Social Impact

Online technologies have the potential to significantly increase the level of problem gambling in the community in two ways:

1.
It will dramatically increase access to gambling products. In our opinion, access to gambling products is the key driver of problem gambling in the community. As a result, increased accessibility will directly lead to even higher levels of problem gambling. 

The link between accessibility to gambling products and problem gambling has been acknowledged by a number of studies. 
 This link has led to a number of reforms that have sought to reduce accessibility. This includes placing caps on the number of poker machines, mandatory shutdown of gaming machines in NSW,
 and limiting poker machines in Western Australia to the Perth casino.

All of these reforms would be effectively undermined by the liberalisation of the ban on interactive gambling. 

We also believe that access to gambling products through the internet will remove a significant psychological impediment. Many people are often embarrassed by their gambling addiction and fear that staff at gambling venues may confront them about their addiction. This fear of “confrontation” may reduce a problem gambler’s level of gambling. This disincentive does not exist with interactive gambling.

2. It has the potential to target new demographic groups, particularly young people.

People under 18 are not permitted in gaming venues and many poker venues are not attractive to young people. As a result, this form of gambling has not made significant inroads into this demographic.

Nonetheless, even with this currently restricted access, significant problem gambling exists among young people. A recent report suggests gambling addiction among teenagers is almost four times worse than for adults. Professor Derevensky, an expert in child psychology and youth gambling at McGill University in Montreal, has indicated that gambling addiction which effects around 2% of adults was close to 8 per cent among teenagers. Professor Derevensky said there was an urgent need for Australia to prepare policies and tougher laws to cope with an expected increase in rates of gambling by young adults at clubs and casinos. 

Research showed adolescent gambling was now more widespread in Canada and the United States than alcohol abuse, illicit drugs and cigarettes: 

· At least 79 per cent of Year 7 students, rising to 83 per cent in Year 11, had admitted to gambling. This was more than double the rates for illicit drug use in the same age group. 

· 80 per cent of adolescents gambled in the previous 12 months.

· 35 per cent gambled once a week.

· Average start age is 11.5 years.

Other Research has indicated that some children from the age of 9 have a propensity for gambling.

This problem has the potential to become much worse if online gambling is permitted to proliferate. 

The younger generation has grown up with the internet and is very comfortable using it. Further, the barriers of age, transport and closure periods do not exist in relation to a home computer potentially providing individuals and children with access to gaming at will. 

We believe that interactive gambling therefore has the potential to increase problem gambling among a relatively new demographic. 

We do not believe that filtering software will significantly reduce this risk.

Employment and economic activity derived from online gambling

The gambling industry claims that it generates significant employment and other economic activities. It uses this argument as justification for increased liberalisation of gaming products.

For example, Canbet announced in February this year that it was moving most of its operations offshore. Canbet indicated that this would result in the loss of 32 jobs and up to $2 million a year in taxation revenue for the ACT Government.

However, at best, we believe that this claim is doubtful. The Productivity Commission found “Net gain[s] in employment and activity are small…when account is taken of the impact on other industries that lose the consumers’ dollar to gambling.”
 Economic modeling by Dr Jamie Doughney at Workplace Studies Centre, Victoria University, has found that job losses from other businesses and industries outweigh any jobs created by the introduction of EGMs into a region.

We also believe that online gambling may affect productivity in the workplace. For people who have access to internet at work, gambling potentially will not be limited to a lunchtime/outside work hours activity. 

3.3 The Operation of the IGA and the effect of Existing Exclusions

Role of Federal Legislation

Despite the enormous social costs of off line gambling outlined above, obtaining meaningful reform in the way gambling, particularly pokies, is regulated and conducted has proved very difficult. While there has been a willingness to consider self help, identification or early intervention strategies, both state governments and the gambling industry have strongly resisted structural reform.

We believe that the limited taxation basis of state governments has led to over reliance by most states on taxation revenue from gambling. Since most reforms that will have a significant impact on problem gambling will also lead to a fall in gambling revenue, state governments have an enormous conflict of interest when considering reform. In addition, unless a national approach is adopted, one state is unlikely to have the courage to adopt measures that place its gambling industry at a disadvantage for fear of losing the perceived economic benefits.

We therefore support the current prohibition on interactive gambling contained in the Commonwealth’s IGA and believe that this legislation plays a very important role in reducing the social costs of gambling on the Australian community.

We also strongly support the prohibition on advertising in Part 7A of the Act. We view this prohibition as an essential way to support the Commonwealth’s goal of reducing the social and economic costs of gambling to the community.

Effect of Existing Regulations

In our opinion, the ban on providing interactive gaming services to customers in Australia imposed by the IGA has been effective in limiting the growth of problem gambling from interactive gaming services. 

Nonetheless, improvements can and should be made to the IGA. Some of these relate to regulations under s.69A and are outlined in section 3.5 below.

In addition, all exemptions under the Act should only apply to an IGSP who holds a license issued by an Australian State or Territory. This will ensure that any gambling that is permitted by the IGA or elsewhere is regulated and administered under Australian laws by competent authorities with powers to take action against any gambling service provider licensed by them. This also provides a clear avenue for community groups to approach if they are concerned about particular behaviour by a licensed operator.

Such a requirement will also support the legislation and regulations we propose in section 3.5 below.

“In the Run” online Gambling

We are aware that some members of the gambling industry have called for a lifting of the ban on ``in the run'' gambling which was banned by the IGA (see section 8A(2)). 

We do not agree that this ban should be lifted. In our opinion, the greater the degree of “intensity” of a particular gambling activity, the greater the likely amount of problem gambling that will be associated with that activity. In-the-run or on-the-run gambling allows for a much higher degree of intensity and is therefore more likely to be associated with problem gambling. 

Any benefits that may be derived from the additional revenue from such forms of gambling (or, for example, from the increased attractiveness of digital television) are outweighed by the social and economic harm that will flow from such activities. Further, by maintaining the current prohibition, the Government is encouraging businesses to find other forms of revenue to justify the roll out of new technology such as digital television that do not give rise to the same level of social and economic harm as gambling does. It would be far more difficult to introduce a prohibition once businesses become dependent on gambling as a source of revenue.

3.4 Technology Developments relevant to the regulation of interactive gambling services or capable of assisting in the management of problem gambling

We are aware of a range of technology developments that may assist to reduce the social and economic costs of online gaming. 

For example, some people argue that filtering technology solves many of the problems relating to access to gambling and other sites. While filtering technologies are helpful, in our experience they usually have only a marginal impact on the level of problem gambling, either because they target only limited aspects of the problem or are relatively easy to work around. This is acknowledged by a recent government report that indicated client software filters were not an effective means of blocking access to site or content.

An alternative (or additional) method which may be much more effective is the potential for domain name redirection of domains that have been declared in breach of the IGA. Under this approach, domains that have illegal content have Domain Name Service entries created on a DNS that point the user not to the domain's true IP but an IP of a website that displays a webpage created by the blocking authority explaining that redirection has occurred as the requested content is illegal.
Nonetheless, we believe that the most effective way to limit the extent of problem gambling from online technologies is the ban currently contained in the IGA combined with the improvements outlined in section 3.3 and the legislation and regulations recommended in section 3.5 below.

The gambling industry generally seeks to avoid such “structural” interventions, preferring instead to adopt early intervention, identification or strategies that promote self help. Such strategies have completely failed to limit the extent of problem gambling from “off line” forms of gaming. We believe that they would similarly fail to limit the extent of problem gambling from online forms of gambling.

3.5 The feasibility of and capacity to regulate financial transactions associated with the provisions of interactive gambling Services

As indicated above, we strongly support the prohibition on interactive gambling contained in the IGA. This section sets out the practical ways of making this prohibition more effective.

Overview
Attacking illegal interactive gambling through the payments system is an effective strategy as developments in the USA have shown. We advocate two methods:

(1)
Real Time Blocking of Payment Transactions:

Require Australian-based payment card issuers and other payment service providers to block authorisation of payments in real time from payment service users (including cardholders) with an Australian residential address to a person who can be identified by the payment service provider as a provider of an interactive gambling service.

Real time blocking of payment transactions prevents the problem gambling more directly than seeking to unwind a transaction after it has occurred. In the USA, 11 major card issuing banks (including Citibank) have agreed with the New York Attorney-General to block payment card transactions coded as internet gaming. Visa and MasterCard have developed such codes. Visa has introduced rules to discipline merchants who seek to evade blocking by incorrect coding of transactions. The same coding, blocking and discipline arrangements are available to Australian payment card issuers. The major non-credit card internet payment service PayPal has also agreed to undertake this type of blocking so the prohibition can be extended effectively beyond payment card issuers.

This strategy requires an amendment to the Act as s69A does not currently authorise real time blocking. The blocking requirement should be enacted in the legislation rather than depend on the making of regulations, given that no regulations have yet been made under s69A notwithstanding the six month timeframe in s69A(2). 
(2)
Clarify that agreements between payment service providers and their customers to pay money in respect of illegal interactive gambling are unenforceable:

Amend section 69A to put beyond doubt that it covers an agreement between Australian payment service providers and their customers to the extent to which it provides for:

(a)
the payment of money by the customer to the payment service provider in respect of the supply of an illegal interactive gambling service (including a payment to reimburse the payment service provider for a payment made by the provider); or

(b)
an obligation on the payment service provider to pay money in respect of the supply of an illegal interactive gambling service.

It is unclear whether section 69A has the operation described above.

The effect of the recommended amendments will be:

(1)
to permit and encourage Australian payment service providers to block payment authorisation requests if they are likely to be in respect of the supply of an illegal interactive gambling service rather than argue about their recoverability later; and;

(2)
to relieve customers of the obligation to reimburse payment service providers and thus encourage payment service providers to "charge back" or reverse any such transactions which are not blocked.

Again, we submit that the prohibitions described above should be enacted in the legislation rather than being left to regulations.

Developments since the NOIE Report Call its Conclusions on Using the Payment System to regulate internet gambling into Question

The NOIE report of 27 March 2001 entitled Report of the investigation into the feasibility and consequences of banning interactive gambling discusses the use of financial transactions as a method of controlling problem gambling. The report acknowledges that some jurisdictions, notably the United States, have sought to enforce prohibitions on gambling through financial transactions.

The report further notes that it is possible for credit and debit card issuers to develop payment systems that track specific merchant codes in order to identify likely gambling transactions. Once identified, a financial institution can take appropriate action, such as refusing to authorise the charge. However, for such a system to be effective:

· transactions must occur directly with the interactive gambling merchant, not through an intermediary; and

· merchants must apply the appropriate service code correctly.

NOIE notes that, given that responsibility for implementing appropriate card scheme merchant codes rests with the merchant and the acquirer, there is scope for code abuse or error.

The report noted that the absence of transaction tracking systems for non-credit card transactions and the inability to intervene in real-time to cancel gambling transactions would mean that it is not possible to prevent other payment systems from being used for gambling purposes. The cost of developing and maintaining such systems would therefore place a significant cost on the financial sector. NOIE was generally of the opinion that it is not reasonable to expect the financial sector and its customers to bear the price of regulating interactive gambling.

Developments in the USA since the NOIE Report have removed much of the basis for its conclusions. Notably, 

· Real time blocking of credit card transactions for online gambling is now common among USA credit card issuers.

· Codes exist in the Visa Card and MasterCard systems worldwide to enable this blocking and these codes can be used by Australian issuers of Visa and MasterCard cards.

· A major intermediary non-credit card Internet payment service - PayPal - has also agreed to undertake this type of blocking.

· Visa is aggressively applying their chargeback rules to chargeback all incorrectly coded transactions from internet gambling merchants to stamp out incorrect coding. We suspect MasterCard is doing the same.

Real time blocking of payments to online gambling merchants and regulations requiring real time blocking

A number of US card-issuing banks, including Citibank, have reached an agreement with the Attorney General of New York to block (that is, refuse authorisation for) payment transactions coded as being from internet gambling merchants. Citibank controls approximately 12% of the US credit card market. Other banks which have agreed to block transactions are:

· Bank of America

· Fleet

· Direct Merchants Bank

· MBMA

· Chase Manhattan Bank 

· Cayuga Bank

· Chemung Canal Trust Company

· First Consumers National Bank

· First Premier Bank

· Merrick Bank

The Visa and MasterCard associations have developed standards which require online gambling merchants to affix certain electronic codes to bankcards that may involve payments for credits used in online gambling. These codes can identify the merchant as a gambling merchant and identify the transaction as an online gambling transaction.

These codes are available to and useable by Australian Visa and MasterCard financial institutions as much as by US financial institutions. The IGA should be amended to require Australian card issuing banks to automatically refuse to authorise or "block" all charges bearing these codes. Australian merchant acquiring banks can be required to take all reasonable steps to ensure their merchants correctly code the transactions.

To avoid imposing an unreasonable burden on issuers, the regulations should provide that the card issuer has no obligation to block or fail to honour any charge that is not coded and submitted to the card issuer as an online gambling transaction consistent with the card scheme rules and procedures.

The argument cited in the NOIE Report that there are no codes in place to identify illegal gambling transactions is unfounded in light of the US experience. At the very least, blocking should be implemented where a relevant code is available.

While some merchants may incorrectly code transactions, this will soon become apparent to their merchant acquirers if done systematically. Visa issued a policy statement in July 2002 in response to attempts by some internet gaming and online pornography merchants to bypass Visa's risk control measures by coding the transactions as lower risk purchases. The policy statement indicated that issuers can charge back any transaction that is incorrectly coded (and apparently can review transactions going back some time for incorrect coding).

An aggressive charging back of incorrectly coded transactions will force merchant acquirers to discipline or cut off errant merchants. The merchants will have to pay the amounts charged back.

In addition, under MasterCard operating rules (and, we suspect, Visa rules) a merchant acquirer that presents a gambling coded transaction must indemnify the issuer for any loss, damage or costs arising from an alleged violation of law in respect of the transaction.

In addition, in November 2001, MasterCard started auditing online gambling sites and fining banks that failed to correctly code transactions.

Placing the burden of controlling illegal internet gambling on the financial sector will force financial institutions to take measures such as correctly coding illegal gambling payments in order to filter out illegal gambling transactions. That is already happening internationally and Australian institutions are no less capable of assisting in this way.

Encourage or regulate other Internet payment service providers to block online gambling transactions

E-cash companies like PayPal enable individuals and businesses to send and receive online payments, either through credit card associations or electronic transfers from and to bank accounts. Over the last year, as more credit card issuing banks have chosen to block direct payments to Internet casinos, PayPal has emerged as the payment method of choice for many gambling web sites. Until recently, the service counted 260 online gambling merchants among its member businesses.

Under a settlement with the New York Attorney-General, PayPal agreed not to process payments from New York customers to Internet casino websites as of 1 September 2002, and paid $200,000 to New York State in disgorged profits, costs of investigation, and penalties. The agreement exempts legally authorised gaming transactions. 

E-Bay has now taken over PayPal and no longer permits PayPal to transact with gambling merchants. 

We recommend that the proposed amendments to the Act cover all payment service providers not just card issuers.

Clarify that agreements between payment service providers and their customers to pay money in respect of illegal interactive gambling are unenforceable

We recommend amending section 69A to put beyond doubt that it covers an agreement between Australian payment service providers and their customers to the extent to which it provides for:

(a)
the payment of money by the customer to the payment service provider in respect of the supply of an illegal interactive gambling service (including a payment to reimburse the payment service provider for a payment made by the provider); or

(b)
an obligation on the payment service provider to pay money in respect of the supply of an illegal interactive gambling service.

It is unclear whether section 69A has the operation described above.

The effect of the recommended amendments will be:

(1)
to permit and encourage Australian payment service providers to block payment authorisation requests if they are likely to be in respect of the supply of an illegal interactive gambling service rather than argue about their recoverability later; and;

(2)
to relieve customers of the obligation to reimburse payment service providers and thus encourage payment service providers to "charge back" or reverse any such transactions which are not blocked.

Again, we submit that the prohibitions described above should be enacted in the legislation rather than being left to regulations.

An alternative, more limited and therefore less satisfactory response is for regulations to provide for a cardholder chargeback right in the situation where an Australian issued credit card is used to purchase online gambling services.

There are good policy reasons for placing the burden to control internet gambling on the financial sector on the basis that the financial sector is uniquely placed with the means and resources through the payments system to make it difficult, if not impossible, for online gambling service providers to do business to the extent that nation/states make it illegal to do so.

3.6 Other ways that the Federal Government can limit the social and economic costs of Gambling

(a) Linked jackpots

Gambling behaviour, particularly problem gambling behaviour, is influenced by the magnitude of the potential winnings. As a result, we believe that linked jackpots should be prohibited across Australia. 

As indicated in part 3.3, it is desirable that such a reform be initiated by the Commonwealth Government pursuant to its constitutional communications power.

Discussions were held with the commonwealth government at the time that the IGA was introduced regarding whether such a ban should be included in the IGA. At that time, the Commonwealth Government declined to do so. We call on the Commonwealth Government to revisit that decision as part of the current review of the IGA.

(b) ATMs

ATMs and EFTPOS facilities in gambling venues provide ready access to cash to people with gambling problems. We believe that removing access to ATMs and placing limitations around EFTPOS facilities at EGM venues will significantly assist reduce problem gambling behaviours.

The Productivity Commission found that people with gambling problems were far more likely to ATMs to withdraw money to gamble when playing EGMs.

Productivity Commission’s findings of how often people withdrew money from ATMs at a venue when they played EGMs.

	
	Never
	Rarely
	Sometimes
	Often
	Always
	Can’t say

	Non- problem gamblers
	78.2
	11.8
	5.0
	1.4
	3.2
	0.4

	Gamblers with SOGS 5+
	34.6
	12.4
	15.1
	16.5
	21.3
	0

	Gamblers with SOGS 10+
	18.2
	7.0
	16.1
	34.8
	23.9
	0


Even recent research commissioned by the gambling industry from the University of Sydney Gambling Research Unit found that visits to ATMs in venues were linked to heavy losses.
 Further, people with gambling problems would continue to gamble until they had used up all the money available to them through ATMs located in venues.

A recent gambling industry sponsored survey found that 83% of venue patrons in Ballarat did not use ATMs in the venue.
 This suggests that removing ATMs from EGM venues is unlikely to inconvenience the majority of patrons, while being likely to assist a significant proportion of people with gambling problems.

The Commonwealth Government has the power to limit the placement of ATMs in Gaming Venues under the Constitution’s banking power. 

We believe that legislation prohibiting the placement of ATMs and restrictions on the use of EFTPOS facilities in gaming venues should be considered as part of the government’s approach to reducing the harm associated with gambling activities in Australia.

4 Submitting Parties

4.1 Urban Seed

Urban Seed is a small, not-for-profit organisation that operates a free lunch program, health clinic, homeless person’s legal clinic, drug harm minimisation and treatment referral work, local advocacy activities and a range of recreational activities for marginalised people in the heart of Melbourne.

Many of the people that access the services provided by Urban Seed are significantly impacted by problem gambling. 

Contact: 
Tim Costello, Executive Director (ph. 03 9662 9872 or 0411 633 44) or Paul Ronalds, Director of Operations (Ph 03 9650 4023)

4.2 Victorian Inter-Church Gambling Taskforce

The Interchurch Gambling Taskforce (ICGTF) was established in 1995 by the Heads of Churches in Victoria. Its members are taken from the Roman Catholic, Anglican, Uniting, Baptist and Salvation Army churches.  The ICGTF was formed in response to concern that the social and economic costs of gambling were not being sufficiently considered by the state government. 

We have sought to make governments of both political persuasions aware of the costs of gambling to the Victorian community and provide them with policy initiatives that seek to reduce this harm.

Media Contact:

John Dalziel, Chair of the Interchurch Gambling Taskforce, ph 03 9896 6007 or 0417 537 950

4.3 Victorian Local Governance Association

The Victorian Local Governance Association (VLGA) exists to promote good governance and sustainability by supporting local governments and communities through programs of  advocacy, training, information provision and support. Where possible, the VLGA will work in partnership with governments, other peak bodies, non-government organisations, private enterprise, communities and individuals. The VLGA believes in the right of communities to manage their own affairs through transparent, accountable and democratic local governance and in local governments governing for all the community. The VLGA supports local government leadership in social justice and sustainability.
4.4 Communities Against the Pokies Plague

Communities Against the Pokie Plague (CAPP) aims to prompt the Victorian Government into taking action to protect the state’s compulsive gamblers and their families.

CAPP was founded in 2001. CAPP’s purpose is not to discourage the majority of people who find pleasure in playing the pokies, but to lessen the rate at which compulsive gamblers lose their money on pokie machines in Victoria. 

Supporters of CAPP are a diverse group of concerned citizens and organisations and include Andy Myer, Andrew Knight, Victorian Council of Gambler’s Help, Urban Seed, Homeless Persons’ Legal Clinic, Hanover Welfare Services, Quit, Leigh Hubbard - Victorian Trades Hall Council, Bud Tingwell, Pilotlight, Ron Clarke and Tim Costello.
Contact: Mike Hill, CAPP Spokesperson, Ph. 0419 877 702
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