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Gambling Venue Policy Review Requirement
1.

Section 102(5) of the Gambling Act 2003 requires all councils to review their gambling
venue policy every three years. Any change to the policy requires a formal public
consultation: s 102(2).

2.

Auckland Council’s current gambling venue policy was adopted in July 2013 following a
full formal public consultation. The policy was briefly reviewed in June 2017 and rolled
over in its current form (the formal public consultation process was not undertaken).

Venue Relocation
3.

In September 2013 (after Auckland Council’s current policy was adopted), Parliament
recognised the merit in enabling venues to relocate, and expressly amended the Gambling
Act 2003 to enable venues to relocate and retain the same number of machines when a
relocation consent was obtained. The new provision (section 97A) was inserted as a harm
reduction tool, with the aim of enabling gaming venues to move out of undesirable areas
(such as residential areas and high deprivation areas) to more suitable areas, such as town
centres. In order for a gaming venue to relocate under the new provision, the relevant
council must have adopted a relocation provision in its gambling venue policy and must
grant consent to the applicant in accordance with the policy. Auckland Council’s current
policy does not provide for relocation and therefore prevents venues moving to more
suitable locations.

4.

Over the last three years, almost all the councils that have reviewed their gambling venue
policy have adopted some form of relocation provision. Currently, approximately 50
councils have a relocation policy in place.

5.

A relocation policy also has other benefits. A relocation policy allows gaming venues to
move to new, modern, refurbished premises. Allowing local businesses to upgrade their
premises and provide a more modern, attractive offering to the public helps to revitalise
business districts, improves the local economy, and encourages tourism.

6.

The first venue to relocate under the amendments made to the Gambling Act 2003 was
the Te Rapa Tavern in Hamilton. The photos below show the old rundown premises and
the new modern premises. The redevelopment cost $3,000,000.
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The old Te Rapa Tavern

The new Te Rapa Tavern

7.

A venue is sometimes required to relocate to adjacent premises due to its fixed lease
coming to an end or public works acquisition. When it is clear that the same business
exists but has simply relocated a short distance, it is fair and reasonable for the policy to
permit the venue to continue its current gaming machine operation.

8.

Currently, once a venue has obtained a licence to host gaming machines its value is
artificially increased. This often leads to landlords demanding higher than normal rentals.
Allowing relocation prevents landlords demanding unreasonable rentals as it gives the
venue operator the ability to relocate to an alternative venue.

9.

Enabling relocation permits venues to re-establish after a natural disaster or fire.

10.

Enabling relocation allows venues to move out of earthquake-prone buildings. There are
numerous Auckland businesses with gaming machines that are currently entrenched in
earthquake prone buildings, including:
•
•
•
•
•
•

Outside Obie, 292-296 Dominion Road, Mount Eden, Auckland.
Seven Stars Restaurant & Bar, 5-15 Victoria Road, Devonport, Auckland.
Landmark Bar & Eatery, 163 Queens Road, Panmure, Auckland.
Onehunga Workingmen’s Club, 158 Onehunga Mall, Onehunga, Auckland.
Shakespeare Hotel, 61 Albert Street, Auckland.
The Swan Hotel, 2 Stanley Street, Grafton, Auckland.

11.

Enabling relocation allows venues to move away from large premises, with large car
parking areas, where such land may be better used for affordable high-density housing.
There are dozens of gaming venues in Auckland that are currently entrenched on very
large blocks of land. Schedule A sets out numerous examples.

12.

The Gaming Machine Association of New Zealand supports a new, limited provision in the
policy that enables venues to relocate when:
•
•
•
•

The venue is moving from a high deprivation area to a lower deprivation area.
The venue is moving from an unsuitable site such as a residential area or an area close
to a sensitive site (e.g., a school or library) to a more suitable area such as a central
business district.
The venue is moving to a new, modern, vibrant, refurbished premise.
The venue is moving out of an earthquake-prone building.
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•
13.

The venue is moving to enable a large block of land to be used for more suitable
purposes, such as new high-density affordable housing.

The Association would also be supportive of a requirement that new/relocated venues
have industry-leading harm minimisation measures in place (e.g., facial recognition to
assist with the detection of excluded players).

Auckland Gaming Machine Funding
14.

In the year ended 31 December 2018, non-casino gaming machines enabled 6,477 grants
to be made to 2,092 Auckland-based recipients; the grants totalled $76,443,805.00. 1

15.

The bulk of the grants were allocated to grassroots organisations. Almost half the money
was allocated to amateur sport. A breakdown of the grants is detailed below.
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* Often one grant recipient makes multiple grant applications. The value approved is based
on the total of all grants received in the year.

1

http://www.gamblinglaw.co.nz/download/Gaming_Machine_Grant_Data_2018.pdf
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Number of Auckland Grants Approved by Category
Type
Sport
Health and Education
Community
Arts &
Culture

16.

17.

Grants Amount
$37,770,784
$12,413,064
$21,737,489

Percentage
49.4%
16.2%
28.4%

$4,522,468

5.9%

76,443,805

100.0%

In 2012, Auckland Council commissioned a community funding survey. The survey data is
summarised in the report Community Funding: A Focus on Gaming Grants. 2 The report
confirmed how essential gaming machine funding is to a very large number of community
organisations and how extremely difficult it would be for such funding to be obtained
from alternative sources. The key findings of the survey are:
•

Most respondents (75%) indicated that their organisation is moderately or totally
reliant on gaming machine funding to fund core business activities.

•

Most respondents (55%) believed that there would be a high to extreme risk to their
organisation and their core business if they did not receive gaming funding. A further
one-quarter (26%) said that there would be a moderate risk if they did not receive it.

•

Two-thirds of respondents (68%) said that they thought that they would be unlikely
to find another source of funding if gaming funding was not available.

The report concluded:
Gaming Trust funding is a major source of community funding for organisations
in the Auckland Region. Most respondents believe that the funding for their
organisations is not particularly secure and are highly dependent on gaming
funding, not just for discretionary or extra activities, but to fund their core
business. There is a dependence on this funding with over half the respondents
believing that their organisations would be at extreme risk if they did not receive
it. Most felt that if the funding was not available, they would struggle to find an
alternative source of funding. Some would cut down the activities they
undertook, others say they would be forced to close down.

Other Benefits from Gaming
18.

Gambling is a popular form of entertainment that most New Zealanders participate in.
The New Zealand National Gambling Study: Wave 4 (2015) 3 found that 75% of adult New
Zealanders had participated in some form of gambling in the previous 12 months.

2

http://www.gamblinglaw.co.nz/download/Research/Auckland_City_Community_Funding_Report.pdf

3

https://www.health.govt.nz/system/files/documents/publications/national-gambling-study-report-6-aug18.pdf
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19.

In the period 1 October 2018 to 30 September 2019, Auckland-based non-casino gambling
contributed $101 million to the government by way of taxes, duty and levies.

20.

In the year ending 31 December 2018, the gaming machine industry paid approximately
$28 million to Auckland hospitality businesses, thus supporting local employment and
business growth.

21.

In 2012, Auckland Council commissioned an economic impact report on the impact of the
non-casino gaming machine industry. The Economic Impact Report 4 confirmed that the
non-casino gaming machine sector makes a positive economic contribution. The report
at page 22 concluded:
Overall, the non-casino gaming machine industry has a positive economic impact
on the Auckland economy.

New Zealand Government Taxes and Return to Player
22.

The return to players on a non-casino gaming machine is required to be set between 78%
and 92%, with most being set at 91.5%. On average, for every $1.00 gambled, 91.5 cents
is returned to the player in winnings. The money retained is typically allocated as follows:
Typical Distribution of Gaming Machine Profits
GST Inclusive
Government Duty
20%
GST
13.04%
Problem Gambling Levy
0.78%
DIA Costs
2.9%
Gaming Machine Depreciation
6.52%
Repairs & Maintenance
2.84%
Venue Costs
13.9%
Society Costs
1.74%
Donations
38.26%

GST Exclusive
23%
0
0.90%
3.33%
7.5%
3.27%
16%
2%
44%

Authorised Purpose Return Amount
23.

Gaming societies that mainly make external grants (traditional gaming societies, not clubs)
are required to return a minimum of 40% of their gross proceeds to authorised purposes.

24.

In the year ending 31 December 2018, the Auckland-based gaming machines operated by
societies that mainly distribute funds returned 44% of the total funds received in grants.

4

www.gamblinglaw.co.nz/download/Research/Auckland_City_Economic_Impacts_Report.pdf
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Non-Casino Gaming Machine Revenue in Auckland
25.

While Auckland’s non-casino gaming machine revenue has remained relatively stable over
the last five years, the amount of revenue per Auckland resident in inflation-adjusted
terms has decreased.

Auckland Non-Casino Gaming Machine Revenue
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Non-Casino Gaming Machine Numbers in Auckland
26.

The number of non-casino gaming machines in Auckland has decreased every year, for
the last five years. 5
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http://www.dia.govt.nz/Resource-material-Information-We-Provide-Gaming-Statistics?OpenDocument.
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Total Problem Gambling Clients Assisted
Records are kept of the number of people who seek help for problem gambling in each
territorial authority. 6 The table below details the number of Auckland residents who
sought help each year. In the 2012 to 2015 period, presentation numbers increased
despite gaming machine numbers declining. In the period 2015 to 2018 presentation
numbers have declined, as improved harm minimisation measures (including new
technology) have been implemented.

27.
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Low Problem Gambling Rate
28.

New Zealand has a very low problem gambling rate by international standards. The New
Zealand National Gambling Study: Wave 4 (2015) 7 found the problem gambling rate was
0.2% of people aged 18 years and over. The problem gambling rate is for all forms of
gambling, not just gaming machine gambling.

6

http://www.health.govt.nz/our-work/mental-health-and-addictions/problem-gambling/service-userdata/intervention-client-data#territorial

7

https://www.health.govt.nz/system/files/documents/publications/national-gambling-study-report-6-aug18.pdf

7

Comparing National Problem Gambling Prevalence Rates
Jurisdiction
New Zealand
Canada
USA
Brazil
South Korea
Singapore
Hong Kong
Macau
Australia
South Africa
Cyprus
Czech Republic
Denmark
Finland
France
Germany
Great Britain
Hungary
Iceland
Italy
Northern Island
Norway
Sweden

Year
2015
2005
2015
2010
2013
2015
2012
2005
2015
2013
2012
2014
2012
2014
2015
2015
2012
2012
2015
2010
2010
2009
2014

Problem Gambling Rate
0.2%
2.0%
4.6%
1.3%
0.5%
0.5%
1.9%
2.5%
0.4%
3.2%
2.2%
2.3%
0.9%
0.6%
0.5%
1.7%
0.7%
1.9%
0.8%
1.27%
2.2%
0.4%
0.3%

Sources: Calado F, Griffiths MD. Problem gambling worldwide: An update and systematic review of
empirical research (2000–2015). Journal of Behavioral Addictions. 2016;5(4):592-613.
doi:10.1556/2006.5.2016.073.
http://www.gamblinglaw.co.nz/download/world_wide_problem_gambling_rates.pdf

29.

In addition to the problem gambling rate, 1.8% of the New Zealand adult population are
moderate-risk gamblers and 4.6% are low-risk gamblers. 8

Does More Machines Mean More Problem Gambling?
30.

There is no direct correlation between gaming machine numbers and problem gambling
rates. Over the last ten years, the problem gambling rate has remained static, despite
gaming machine numbers declining rapidly (4,472 gaming machines have been removed
from the New Zealand market).

31.

The reasons for an increase or decrease in problem gambling are complex and multifaceted, not simply the direct by-product of an increase or decrease in machine numbers.

8

https://www.health.govt.nz/system/files/documents/publications/national-gambling-study-report-6-aug18.pdf
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32.

The New Zealand National Gambling Study: Wave 4 (2015) 9 noted that problem gambling
had plateaued over the last 20 years and the plateauing harm rates were not consistent
with the hypothesis that more gambling availability leads to more harm. The report
stated:
From 2012 to 2015, overall gambling participation has declined whilst problem
gambling and low-risk and moderate-risk gambling levels have remained static.
…
Considering findings from all of the New Zealand studies, it appears that problem
gambling prevalence, within the probable pathological, problem and moderaterisk range, decreased during the 1990s and subsequently plateaued. As gambling
availability increased during the 1990s, the reductions both in gambling
participation and problem gambling prevalence are consistent with the
adaptation hypothesis.
…
The challenge, from a public health perspective, is to identify what factors explain
the persistence of harm in the face of declining gambling participation.
…
Participation has decreased markedly over the past 15 or so years yet harm has
plateaued. To further reduce gambling-related harm, increased attention will
need to be given to other modifiable risk and protective factors.

33.

The 2012 National Gambling Survey 10 concluded that the prevalence of problematic
gambling reduced significantly during the 1990s and has since stayed about the same. The
report stated on pages 17 and 18:
Problem gambling and related harms probably reduced significantly during the
1990s but have since remained at about the same level despite reductions in noncasino EGM numbers and the expansion of regulatory, public health and
treatment measures. Given that gambling availability expanded markedly since
1987 and official expenditure continued to increase until 2004, these findings are
consistent with the adaptation hypothesis. This hypothesis proposes that while
gambling problems increase when high risk forms of gambling are first introduced
and made widely available, over time individual and environmental adaptations
occur that lead to problem reduction.

34.

The New Zealand National Gambling Study: Wave 3 (2014) 11 noted that the problem
gambling rate had remained the same over the last 10-15 years despite gaming machine
numbers decreasing. The report stated on page 19:
In contrast to the 1990s, there is no evidence that problem gambling prevalence
decreased with decreasing participation rates during the 2000s. When
methodological differences between studies are taken into account, it appears
that problem gambling prevalence has remained much the same during the past
10 to 15 years.
…gambling participation has decreased substantially in New Zealand during the
past 20 years, and problem gambling and related harm has probably plateaued…

9

https://www.health.govt.nz/system/files/documents/publications/national-gambling-study-report-6-aug18.pdf

10

https://niphmhr.aut.ac.nz/__data/assets/pdf_file/0018/7542/Report-final-National-Gambling-Study-Report-No.-2.pdf

11

https://www.health.govt.nz/system/files/documents/publications/national-gambling-study-final-report-report-no-5.pdf

9

35.

Professor Max Abbott is New Zealand’s leading expert on problem gambling. In 2006,
Professor Abbott published a paper titled Do EGMs and Problem Gambling Go Together
Like a Horse and Carriage? 12 The paper noted that gaming machine reductions and the
introduction of caps generally appear to have little impact on problem gambling rates.
Professor Abbott noted:
EGM reductions and the introduction of caps generally appear to have little
impact (page 1).
Over time, years rather than decades, adaptation (‘host’ immunity and protective
environmental changes) typically occurs and problem levels reduce, even in the
face of increasing exposure. (page 6).
Contrary to expectation, as indicated previously, although EGM numbers and
expenditure increased substantially in New Zealand from 1991 to 1999, the
percentage of adults who gambled weekly dropped from 48% to 40%. This is of
particular interest because it suggests that greater availability and expenditure
do not necessarily increase high-risk exposure. (page 14).

36.

The Public Health Intelligence section of the Ministry of Health produced a document
titled Problem Gambling Research Programme 2005-2010.13 The document states on
pages 13 and 14:
New Zealand is fortunate in that it is the only jurisdiction in which a nationally
representative survey has been replicated with the same measurement
instrument. 14 The initial survey was conducted in 1991 15 and found that some
48% of respondents (18 years and over) reported gambling in at least one form,
weekly or more often. The lifetime “probable pathological gambling” prevalence
was estimated at 2.7%, with the current (previous six months) estimate 1.2%.
This lifetime estimate was higher than comparable North American surveys.
A second survey 16 was completed in 1999. It is worth noting that in the eight
years between the initial survey and the 1999 survey, expenditure on gambling
had doubled, electronic gambling machine expenditure had trebled, and casinos
were introduced in Christchurch (1996) and Auckland (1998). Given these
substantial increases in the accessibility and availability of gambling alternatives,
the general expectation was that problem gambling would have increased
substantially. However, the results did not support this prediction, and lifetime
prevalence was estimated at 1%, with current prevalence of 0.5%.
Most recently, the 2002/03 New Zealand Health Survey (NZHS) estimated that
69.4% of New Zealanders had participated in gambling activities in the past 12

12

http://www.gamblinglaw.co.nz/download/Research/Do_EGMs_and_problem_gambling_go_together.pdf

13

http://www.health.govt.nz/system/files/documents/pages/research-strategy2005-2010.pdf.

14

This instrument was the South Oaks gambling Screen (SOGS, SOGS-R)

15

Abbott & Volberg, 1996

16

Abbott & Volberg, 2000
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months, and the estimate for current problem gambling levels (moderate to
severe problems) was 1.2%. 17
There is growing evidence that the prevalence of problem gambling has levelled
out in New Zealand. The methodologies used by Abbott and Volberg (1996, 2000)
and in the NZHS (notwithstanding the concerns over the one-off screen) were
very sound. Internationally, the evidence remains somewhat confused. Abbott
(2001) subsequently reviewed a number of North American replication studies,
and found that seven had higher prevalence estimates on replication, in keeping
with the notion that increased availability and expenditure would result in
increased prevalence. However, eight studies showed reductions in prevalence.
Decreases have also been noted in Australia. 18
Although a consensus has yet to be reached, when the existing evidence is
considered, methodological and confounding factors notwithstanding, it does not
support the simple notion that at a population level increased availability and
expenditure necessarily results in increases in gambling problems. Rather, there
is likely to be a more complex multi-faceted relationship, or series of relationships
involved.
Abbott et al. (2004) have discussed some of this evidence at a more detailed level
and suggest that prevalence rates may tend to level out in mature markets, even
as gambling accessibility continues to increase. However, this is not necessarily
a naturally occurring phenomenon. In more mature markets such as New
Zealand, factors such as a greater awareness of problem gambling, increased
availability of problem gambling services, increased regulation, improved harm
minimisation measures, increased host responsibility, changing participation
patterns, and aging successive cohorts may all play some role in producing this
phenomenon.

37.

The 2005 South Australia Centre for Economic Studies paper 19 stated:
We find no evidence that the regional cap policy had any positive influence on
problem gamblers attending counselling, on problem gambler counselling rates
or other help seeking behaviour.

38.

In 2006 Professor Max Abbott’s paper Situational Factors that Affect Gambling
Behaviour 20 stated at pages 15 and 16:
New Zealand is the only country where repeat national surveys have been
conducted using comparable methods and measures. During the three years
prior to the 1991 baseline survey (Abbott & Volberg, 1996; Volberg & Abbott,
1994) per capita expenditure more than doubled following introduction of a
national lottery, other lottery products and non-casino EGMs. The initial survey

17

It should be noted that a ‘one-off’ screen was developed and used in this survey and its performance relative to
validated screens has not been empirically established. Therefore, comparisons with prevalence estimates should
be interpreted with a degree of caution.

18

Productivity Commission, 1999

19

The South Australia Centre for Economic Studies, May 2005

20

Abbott, M.W. (2007). Situational factors that affect gambling behavior. In G. Smith, D.C. Hodgins, & R.J. Williams
(Eds), Research and measurement issues in gambling studies. Burlington, MA: Academic Press Publications.
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found 48% of adults gambled weekly or more. The current probable pathological
gambling prevalence estimate was 1.2%. A 1996 survey (North Health, 1996)
obtained an estimate of 0.4%, despite increased availability and expenditure. A
third survey was conducted in 1999 (Abbott & Volberg, 2000), a few years after
casinos were opened in the two major metropolitan areas. Total gambling
expenditure had doubled since 1991. The current prevalence rate remained low
at 0.5%. Frequent participation was also lower than in 1991 (40%), a
consequence of fewer people taking part this often in continuous forms.

39.

In July 2012, Allen and Clark presented a report to the Ministry of Health titled Informing
the 2012 Gambling Harm Needs Assessment. 21 The report concluded that a reduction in
the opportunities to gamble had not resulted in any corresponding reduction in moderate
to high risk problem gambling. The report stated on page 6:
There has been a significant decline in gambling participation rates and
opportunities to gamble, but no change in the prevalence rate of gamblers at
moderate to high risk of problem gambling.

Burden of Harm Report
40.

In May 2017, a report titled Measuring the Burden of Gambling Harm was produced for
the Ministry of Health. In the report, “low risk” gambling such as buying a Lotto ticket,
was claimed to be as bad for a gambler’s health as the untreated amputation of a leg,
while “problem gambling” was claimed to be as bad as suffering from a severe stroke or
terminal cancer.

41.

A review of the studies’ methodology produced by TDB Advisory22 concludes that these
outlandish comparisons were made possible by a long line of deliberate selection biases
and errors. The errors revealed by the TDB Advisory review include either deliberately or
by mistake using a biased population sample (participants were not randomly selected),
attributing all harms to gambling and none to associated behaviours (such as smoking),
and treating all harm as running 100% from gambling rather than calculating for the use
of gambling as a coping mechanism or as a symptom of harms rather than the cause.

42.

The Gaming Machine Association has called for the report to be officially withdrawn, or
to be subject to an official warning against its use.

Internet Gambling and Mobile Phone Gambling
43.

Any reduction in the local gaming machine offering may have unintended consequences,
as this may simply lead to a migration of the gambling spend to offshore internet- and
mobile-based offerings. While it is illegal to advertise overseas gambling in New Zealand,
it is not illegal to participate in gambling on an overseas-based website or mobile phone
application.

21

http://www.health.govt.nz/system/files/documents/publications/gambling-harm-report-jul2012.pdf

22

http://www.gamblinglaw.co.nz/download/TDB_Advisory_Report.pdf
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44.

It now takes only a simple search and a few minutes to download to your computer, tablet
or mobile phone any type of casino game you desire, including an exact replica of the
gaming machine programs currently available in New Zealand venues.

45.

There is no question that New Zealanders love gambling online. The Lotteries Commission
reported in its 2017/18 Annual Report that online sales accounted for 16 per cent of its
total sales ($201.1m), compared with 13 per cent the previous year.

46.

The New Zealand Racing Board noted in its latest six-monthly report that online channels
made up 59.2 per cent of its betting turnover, up 2.2 percentage points on last year. It
also said that its online platforms were the fastest-growing channels.

47.

SkyCity has launched an offshore-based online casino with a large selection of gaming
machine games.
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48.

A September 2018 Cabinet paper 23 on online gambling cites research suggesting that New
Zealanders gambled approximately $300 million with offshore providers in 2017, with the
market growing annually at between 12 and 20 per cent.

49.

The Cabinet paper notes that health professionals and gambling harm treatment
providers have expressed concern that online gambling may be more harmful than some
existing forms of gambling. The paper continues by stating “It [online gambling] has the
potential to drive changes in behaviour to a greater, and more harmful, extent than some
land-based gambling.”

50.

Offshore-based online gambling poses considerable risks because it:

23

a.

Is highly accessible, being available 24 hours a day from the comfort and privacy
of your home;

b.

Has no restrictions on bet sizes;

http://www.gamblinglaw.co.nz/download/Online_gambling_Cabinet_paper.pdf
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51.

c.

Has no capacity for venue staff to observe and assist people in trouble;

d.

Reaches new groups of people who may be vulnerable to the medium;

e.

Provides no guaranteed return to players;

f.

Is more easily abused by minors;

g.

Has reduced protections to prevent fraud, money laundering or unfair gambling
practices; and

h.

Is unregulated, so on-line gamblers are often encouraged to gamble more by being
offered inducements or by being offered the opportunity to gamble on credit. For
example, many overseas sites offer sizable cash bonuses to a customer’s account
for each friend that they induce to also open an account and deposit funds.

Offshore-based online gambling does not generate any community funding for New
Zealanders, does not generate any tax revenue for the New Zealand Government and
does not make any contribution to the New Zealand health and treatment services as no
contribution is made to the problem gambling levy.

Problem Gambling Services
52.

All gaming machine societies contribute to a problem gambling fund. This fund provides
approximately $20,000,000 per annum to the Ministry of Health to support and treat
gambling addiction and to increase public awareness. The funding is ring-fenced and not
able to be redirected to other health areas.

53.

An excellent, well-funded problem gambling treatment service exists. The problem
gambling helpline is available 24 hours a day, 365 days per year. Free, confidential help is
available in 40 different languages. Free face-to-face counselling is also available and
specialist counselling is available for Māori, Pasifika and Asian clients. An anonymous,
free text service (8006) is available.
Support via email is also available
(help@pgfnz.org.nz).

54.

Auckland’s problem gambling services are operated by a range of partners, including:
•
•
•
•
•
•
•

Problem Gambling Foundation of New Zealand.
The Salvation Army Oasis Centres.
Hapai te Tauora Tapui Auckland.
Odyssey House Auckland.
Pasifika Ola Lelei Services Manukau.
Raukura Hauora O Tainui.
TUPU Waitemata DHB Pacific Counselling Service Auckland.
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Existing Gaming Machine Safeguards
55.

Significant measures are already in place to minimise the harm from gaming machines.

56.

Limits exist on the type of venues that can host gaming machines. The primary activity of
all gaming venues must be focused on persons over 18 years of age. For example, it is
prohibited to have gaming machines in venues such as sports stadiums, internet cafes,
and cinemas.

57.

There is a statutory age limit that prohibits persons under 18 years of age playing a gaming
machine.

58.

There are very restrictive limits on the amount of money that can be staked and the
amount of prize money that can be won. The maximum stake is $2.50. The maximum
prize for a non-jackpot machine is $500.00. The maximum prize for a jackpot-linked
machine is $1,000.00.

59.

All gaming machines in New Zealand have a feature that interrupts play and displays a
pop-up message. The pop-up message informs the player of the duration of the player’s
session, the amount spent and the amount won or lost. The message is then displayed
asking the player whether they wish to continue with their session or collect their credits.

60.

Gaming machines in New Zealand do not accept banknotes above $20.00 in
denomination.

61.

ATMs are excluded from all gaming rooms.

62.

All gaming venues have a harm minimisation policy.

63.

All gaming venues have pamphlets that provide information about the characteristics of
problem gambling and how to seek advice for problem gambling.

64.

All gaming venues have signage that encourages players to gamble only at levels they can
afford. The signage also details how to seek assistance for problem gambling.

65.

All gaming venue staff are required to have undertaken comprehensive problem gambling
awareness and intervention training.

66.

Any person who advises that they have a problem with their gambling is required to be
excluded from the venue.

67.

It is not permissible for a player to play two gaming machines at once.

68.

All gaming machines have a clock on the main screen. All gaming machines display the
odds of winning.

69.

The design of a gaming machine is highly regulated and controlled. For example, a gaming
machine is not permitted to generate a result that indicates a near win (for example, if
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five symbols are required for a win, the machine is not permitted to intentionally generate
four symbols in a row).
70.

It is not permissible to use the word “jackpot” or any similar word in advertising that is
visible from outside a venue.

Setting a Machine Number Limit
71.

If a territorial authority elects to set a cap at the number of existing machines, the cap
needs to be set based on the number of machines that can operate as of right, not the
number of machines that are currently in operation.

72.

Section 67(1)(f) of the Gambling Act 2003 provides that before the Department of Internal
Affairs grants a venue licence, it must be satisfied that the territorial authority has
provided a consent. Before acting on a consent, the Department undertakes a check to
see if the consent has been validly granted.

73.

The quarterly gaming machine statistics released by the Department refer to the number
of gaming machines operating at a certain date. This is different from the number that
may operate without territorial authority consent. The Department’s validation typically
involves a count of the number of machines operating, along with the number that are
not operating, but may operate as of right. Machines that are not operating, but may
operate as of right, are at:
a.

Venues that have closed but have not been unlicensed for six months or more;

b.

Venues that have obtained a dispensation to be inactive for more than four weeks
(typically while renovations are being undertaken);

c.

Venues that hold licences for more machines than they are currently operating
and the number of machines they are currently operating is less than the number
that was notified on 22 September 2003; and

d.

Venues that have been granted a consent but where the machines are not yet in
operation.

74.

If the Department considers that the consent has been issued in breach of the cap
specified in the territorial authority’s policy, or in breach of any other requirement, it will
refuse to process the venue licence application.

75.

An example of a clause that caps machine numbers at their current number is set out
below:
Cap on Gaming Machines
Council will permit 1,000 gaming machines in the city. The 1,000 cap is calculated
not by the number of existing machines that are operating, but by the number of
gaming machines that may operate as of right in the city. The machines that are
included in the cap therefore include:
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a.

the number of gaming machines that are currently licensed and
operating;

b.

the number of gaming machines that are not operating but were at a
venue that has closed but has not been unlicensed for six months or
more;

c.

the number of gaming machines that are not operating but are located
at a venue which has obtained a dispensation to be inactive for more
than four weeks (this will typically include venues that are having
renovations undertaking);

d.

the machines that are licenced but not operational due to a venue
holding a licence to operate more machines than they are currently
operating (e.g. if a venue holds a licence to operate 18 gaming machines
but is only operating 16 gaming machines, the full 18 machines will be
counted as part of the cap); and

e.

the machines for which council has granted a consent but where the
machines have yet to be installed and made operational.

Bruce Robertson
Independent Chair
Gaming Machine Association of New Zealand
hospoboss@gmail.com
027 4400 650
February 2020
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Schedule A – Auckland Gaming Venues Currently Located on Large Blocks of Land That Could
be Use for More Efficient Purposes Such as High-Density Affordable Housing

Point Chevalier Bowling – 25 Dignan Street

Bowls Pukekohe – 78 Nelson Street
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Clarks Beach Golf Club – 100 Stevenson Road

Counties Inn Sports Bar – 25 Paerata Road

20

Pukekohe Cosmopolitan Club – 78 Nelson Street

Waiuku Cosmopolitan Club – 4 Victoria Avenue

21

Te Atatu Tavern – 3 Pringle Road

The Wade Hotel – 2 Tavern Road
22

Mangere Bridge Tavern – 123 Coronation Road

Howick Club – 107 Botany Road

23

Mangere Bowling Club – 364 Massey Road

Mangere Cosmopolitan Club – 96-100 Bader Drive

24

Manurewa Cosmopolitan Club – 6-10 Alfriston Road

Weymouth Cosmopolitan – 151 Sykes Road

25

Royal Oak Bowls – 146 Selwyn Street

Remuera Club – 27-33 Ohinerau Street

26

Papatoetoe RSA - 22 Wallace Street

Papakura RSA – 40 Elliot Street

27

Taphouse Avondale – 2017-2021 Great North Road

Richardsons Restaurant & Bar – 211 Richardson Road

28

Blockhouse Bay Bowling – 33 Terry Street

Swanson RSA – 663 Swanson Road
29

Glen Eden Bowling Club 25A Glendale Road

Hobsonville RSA – 114 Hobsonville Road
30

Fat Boys Tavern – 215 Rosedale Road

31

