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1 Introduction All Councils are required by section 102 of the Gambling Act 2003 to adopt a class 4 venue policy and to review that policy at least every three years. Councils are required by Section 65D of the Racing Act 2003 to adopt a policy on New Zealand Racing Board (Board) Venues. Board venue policies must also be reviewed at least every three years (section 65E of the Racing Act 2003). Council’s Gambling Venue Policy was adopted in September 2014 and includes both the policy on Class 4 Gambling Venues and the policy on Board venues.  Both section 101 (2) of the Gambling Act 2003 and section 65D(2) of the Racing Act 2003 state that: 
In adopting a policy, the territorial authority must have regard to the social impact of 
gambling within the territorial authority district. This social impact assessment is therefore to fulfil these statutory requirements and to inform the review of Council’s operative Gambling Venue Policy. Section 101(4) of the Gambling Act 2003 and Section 65D(4) of the Racing Act 2003 provide some guidance on the types of matters that Council should have regard to when determining its policies on Class 4 gambling venues and Board venues, including:  

a) the characteristics of the district and parts of the district; 

b) the location of kindergartens, early childhood centres, schools, places of worship, 
and other community facilities; and 

c) the cumulative effects of additional opportunities for gambling in the district. In assessing the social impact of gambling in the Manawatu District, the following sources of information have been considered: - National reports on gambling behaviour - Information on the characteristics of the Manawatu District, including deprivation statistics - Information about existing Class 4 venues and board venues from the Department of Internal Affairs and Statistics New Zealand - Spatial analysis of the proximity of existing venues to kindergartens, early childhood centres, schools, places of worship and other community facilities - Information about the distribution of funding throughout the District from class 4 venues  - Problem gambling statistics and trends from the Ministry of Health and Problem Gambling Foundation.  
1.1 Policy Limitations Consent is required from the Manawatu District Council under the Gambling Act 2003 to establish or re-establish a Class 4 venue, or to increase the number of gaming machines operated at a Class 4 Venue. The Policy is able to influence where Class 4 venues may establish, and the number of 
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gaming machines that may operate. Once issued, a consent does not lapse or expire. There are no retrospective powers under the Gambling Act 2003 over consented venues. Consent is required from the Manawatu District Council under the Racing Act 2003 to establish a standalone TAB venue in the District. However, the Policy is not able to influence TAB outlets that establish in conjunction with other activities within pubs, bars and taverns. The powers of the Policy are therefore limited to those venues that require territorial authority consent. 
1.2 Definitions of Class 4 Gambling and Board Venues The Gambling Act 2003 divides gambling into six classes. Territorial Authorities have responsibilities in relation to class 4 gambling. Section 30 of the Gambling Act 2003 defines Class 4 gambling as follows: 

In this Act, class 4 gambling is gambling that satisfies the following criteria: 

a. the net proceeds from the gambling are applied to, or distributed for, authorised 
purposes; and 

b. either— 

i. no commission is paid to or received by a person for conducting the 
gambling; or 

ii. the only commission that is paid to or received by a person for 
conducting the gambling is a commission payment to a venue operator 
that complies with regulations made under section 371(1)(dd); and 

c. there are game rules for the gambling; and 

d. the gambling, and the conduct of the gambling, satisfies relevant game rules; and 

e. either— 

i. the Secretary has categorised the gambling as class 4 gambling and not 
as another class of gambling; or 

ii. the gambling utilises or involves a gaming machine. The Gambling Act also authorises private gambling, authorised sales promotion schemes and gambling authorised by or under the Racing Act 2003. Section 65A of the Racing Act 2003 requires that a territorial authority consent be obtained if the New Zealand Racing Board proposes to establish a Board Venue within the District. The Racing Act 2003 defines a Board Venue as “premises that are owned or leased by the Board and where the 
main business carried on at the premises is providing racing betting or sports betting services under 
this Act.” The Board Venues Policy therefore only controls stand-alone TAB venues that require territorial authority consent under the Racing Act 2003. The Policy does not control TAB outlets that are located in pubs, taverns and hotels. 
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1.3 Purpose of the relevant Acts in relation to gambling venue policies The purpose of the Gambling Act 2003 is to: a) control the growth of gambling; and b) prevent and minimise harm from gambling, including problem gambling; and c) authorise some gambling and prohibit the rest; and d) facilitate responsible gambling; and e) ensure the integrity and fairness of games; and f) limit opportunities for crime or dishonesty associated with gambling and the conduct of gambling; and g) ensure that money from gambling benefits the community; and h) facilitate community involvement in decisions about the provision of gambling. The purpose of the Racing Act 2003 is: a) to provide effective governance arrangements for the racing industry; and b) to facilitate betting on galloping, harness, and greyhound races, and other sporting events; and c) to promote the long-term viability of New Zealand racing. It should be noted that one of the functions of the New Zealand Racing Board, under section 9 of the Racing Act 2003 is: 
“to develop or implement, or arrange for the development or implementation of, 
programmes for the purposes of reducing problem gambling and minimising the effects of 
that gambling…” 

 In carrying out its functions under the Racing Act, the Board must: 
a) comply with the principles of natural justice; and 
b) exhibit a sense of social responsibility by having regard to the interests of the community in 

which it operates.  
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3 Gambling within the Manawatu District 

3.1 Manawatu District Profile The Manawatu District had a usually resident population of 29,800 in 2016. This was equivalent to 0.6% of the national population in 2016. The current growth rate for the District is 1.7% per annum.  
3.2 Existing Class 4 Gambling Venues 

Table 1: Class 4 Gambling Venues 

Site Name Society Site Town 

Number 
applied 
for 

Total no. of 
machines 

Comments 2014 2017
Stockyard Bar 
and Restaurant Trillian Trust Feilding 18 18 18   

Drovers Return 
Bar and Cafe 

NZ Community 
Trust (NZCT) Feilding 12 9 9   

Empire Tavern NZCT Feilding 18 18 18   

Feilding Hotel NZCT Feilding 18 18 18   

Rangitikei Club 
Rangitikei Club 
Inc Feilding 18 12 0

Went into 
voluntary 
liquidation March 
2017 

Rongotea 
Tavern Pub Charity Ltd  Rongotea 

6

6 4 

Previously there 
were two Societies 
operating at this 
venue – 
Scottswood Group 
with 6 machines 
and NZCT with 3 
machines  3

The Kiwi Tavern 
The Southern 
Trust Feilding 9 0 0 Closed July 2014 

 Totals  102 81 67    As at 31 March 2017, the Manawatu District had 0.5% of Class 4 venues and 0.49% of the total gaming machines in New Zealand. Based on the Statistics New Zealand sub-national population estimates, 0.64% of New Zealand’s population live within the Manawatu District (0.64% each year from 2013 to 2016) (Statistics New Zealand, 2017). The total number of gaming machines has generally declined over time. There were 133 machines spread over 16 venues in 2003, 137 machines in 2007,  and 99 machines consented to operate over five venues (but only 67 actually operating) after the closure of the Rangitikei Club in March 
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2017. Part of the reduction in machine numbers is attributable to twenty six gaming machines that were transferred to the Palmerston North City Council through the boundary adjustment in 2012. 
3.2.1 Deprivation Information Figure 1 below shows that all of the existing class 4 gambling venues are within moderately low deprivation areas (7.0 on the index of Deprivation 2013), in the Statistics New Zealand Area Units of “Feilding West” and “Rongotea.” 
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Figure 1   
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NZRB Venues There are no stand-along TABs in the Manawatu District, only outlets that are associated with existing hotels and taverns, as shown in Table 2 below.   
Table 2: TAB venues (New Zealand Racing Board, 2017) 

Site Name 
Site 
Town Outlet Description 

Empire Tavern Feilding Pub TAB 

Feilding Hotel Feilding Pub TAB 

Rongotea Tavern Rongotea Self-service terminal 

 The TAB website defines “Pub TAB” and “Self-service terminal” as follows: 
Pub TAB: These TAB outlets are always located within another business, usually a hotel and 
form part of the services offered by the host business. They are run by fully trained staff and 
have the all the facilities of a TAB while offering customers the social benefits of being in a 
licensed establishment. 

Self-service Terminal: These are self-service terminals usually located within another 
business such as a hotel. The terminals offer most of the TAB products. The business usually 
does not have any other TAB facilities available. These existing venues are not subject to the Board Venues Policy. However, all of the existing TAB venues also contain gaming machines and are therefore subject to the zone and setback distance requirements of the Gambling Venues policy. The proposed Board venues policy allows new Board venues to establish in the Manawatu District where the primary activity of the proposed venue is:  - For racing betting and horse betting; and - Is not associated with family or children’s activities; and - Is located within the Inner or Outer Business Zones (Feilding CBD) or the Manfeild Park Zone subject to being no closer than 100 metres to the entrance to any school, early childhood centre, after school care facility, kindergarten, place of worship or other community facility.  

3.2.2 Deprivation Information Figure 2 below shows that all of the existing TAB sites are within moderately deprived areas (7.0 on the index of Deprivation 2013), in the Statistics New Zealand Area Units of “Feilding West” and “Rongotea.” 
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Figure 2 
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3.3 Proximity of Existing Venues to Sensitive Activities 

3.3.1 Class 4 Gambling Venues Section 4.2 of the draft Gambling Venue’s Policy (refer to Annex 1) outlines permitted activities for Class 4 venues. Venue location is controlled in two ways – by District Plan Zone and through a separation distance rule. In addition, the Policy requires that the primary purpose of a Class 4 venue be for: 
• the sale of liquor or the sale of liquor and food; 
• a Chartered Club or Returned Services Association, 
• sporting activities, or 
• the operation of the TAB.  And not activities associated with family or children’s activities.  Class 4 venues are permitted to locate within the Inner and Outer Business Zones within the Feilding CBD and in the Manfield Park Zone or within places of Assembly, taverns and restaurants on sites zoned Village with identified frontage under the Manawatu District Plan. These Zones are considered to be best-suited to Class 4 gambling activities, particularly as these zones also have the greatest concentration of licenced premises, clubs and TABs, which class 4 venues are required to be ancillary to. The Policy and the District Plan do not permit Class 4 venues from establishing within Residential Zones as research suggests that residential proximity to class 4 gambling venues is associated with problem gambling (Ministry of Health, 2008).  Changes are proposed to the Policy to clarify that a Class 4 venue may only establish within a sports clubroom in the Recreation Zone if a Discretionary Resource Consent is obtained. This is because this type of land use activity is not permitted within the Recreation Zone rules in the District Plan. Proposed clause 4.2.1 of the Gambling Venues Policy states that: 

“No Class 4 gambling venue may be established closer than 100 metres to the entrance 
to any school, early childhood centre, after school care facility, kindergarten, place of 
worship or other community facility.” Figures 3 and 4 below illustrate the location of existing class 4 venues in Feilding and Rongotea and their proximity to the abovementioned activities. The darker yellow shading represents a 50m buffer and the lighter yellow shading a 100m buffer around the existing class 4 venues. These buffer distances are designed to reduce the likelihood of conflict between incompatible activities and the risk of social harm.  The only education facility within the 100m buffer around existing class 4 venues is a Kip McGrath afterschool education centre on Bowen Street. Figure 4 shows that a corner of the Rongotea School is within the 100m buffer of the Rongotea Tavern. This corner of the school is sports fields and is not a primary entrance to the school. Also within the 100m buffer around the Rongotea Tavern is a place of worship (Sacred Heart Catholic Church) and an RSA Hall .   
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Figure 3: Class 4 Gambling Venues in Feilding with Setback Buffers 
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Figure 4: Class 4 Venue in Rongotea with setback buffers 
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3.3.2 NZRB venues As outlined in section 5.3 above, there are currently no stand-alone TAB venues. Existing TAB outlets and are all within venues that also house gaming machines. Any new stand-alone Board venue would be subject to the location controls in the policy, which include restrictions around the primary activity of the proposed venue (being for racing betting and horse betting and not associated with family or children’s activities) and same separation distance requirements as Class 4 venues.  
3.4 Distribution of Funds within the Manawatu District The Department of Internal Affairs collects data on total gaming machine proceeds within each District for each quarter. They also have statistics that compare the total gaming machine proceeds within each District as a percentage of the National Total. Figure 5 below shows that gaming machine proceeds are lowest in the January to March quarter each year. Total machine proceeds within the Manawatu District declined to under $700,000 per quarter from Jan-March 2013 until July-September 2016 (with the exception of Oct-Dec 2015). Future monitoring of gaming machine proceeds is needed to determine if recent increases in gaming machine proceeds represent a new trend. 

 
Figure 5 (Department of Internal Affairs, 2017) Figure 6 below illustrates gaming machine proceeds for the Manawatu District as a percentage of the national total. Expenditure was highest in July-September 2010 (0.44%) but has been fairly constant between 0.3% and 0.35% since Jan-March 2013.   
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Figure 6 (Department of Internal Affairs, 2017) 

3.4.1 Comparison with National Statistics The usually resident population of the Manawatu District in 2016 was 29,800 people, or 0.6% of the national population (Infometrics, 2017). As the Manawatu District makes up 0.6% of the national population but only between 0.3% and 0.4% of the national gaming proceeds, we can conclude that gaming machine proceeds per person in the Manawatu District are lower than the national average.  
4 Benefits of Gambling The key benefits to the Community from Gambling are as follows:  1. Community Grants 2. Economic activity including employment opportunities and contribution to the tax base 3. CBD revitalisation 4. Entertainment  This social impact assessment focusses on community grants and gambling as entertainment.  

4.1 Community Grants Around $260 million of gaming funds annually goes to a range of community causes, much of it to the region where it was collected. Some Community groups, for various reasons, prefer not to access grants from gaming machine societies. However, many community groups that benefit would find it difficult to operate without grants from gaming machine societies (Department of Internal Affairs, 2016).  Grants are made by the incorporated societies that operate gaming machines within the District. Table 3 summarises the societies that operate gaming machines within the Manawatu District, and the total donations given back to the Community. The financial year for these societies runs from 1 October to 30 September, so differs from the Council’s financial year that runs from 1 July to 30 June.  
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Table 3 

Society Venue(s) Period Number of 
Recipients 

Total 
Donations Trillian Trust Stockyard Bar and Restaurant 2015/16 10 $40,724 2016/17 YTD (June 2017) 19 $137,103 Pub Charity Inc. Rongotea Tavern 2015/16 43 $234,935 2016/17 YTD (May 2017) 3 $17,807 NZ Community Trust Empire Hotel, the Drovers Return Bar and Café & the Feilding Hotel 

2015/16 15 $103,790 
2016/17 YTD (May 2017) 15 $63,600 

 Based on Table 3 above, the Societies that operate gaming machines within venues in the Manawatu District awarded a total of $379,449 to 68 community groups and charities within the Manawatu District between 1 October 2015 and 30 September 2016. In the current year to date there have been 37 grants awarded to community groups and charities in the Manawatu District with a total value of $218,510.   The New Zealand Racing Board differs from other gaming societies in New Zealand in that it distributes at least 80% of its net proceeds from gaming operations back into the three New Zealand Racing Codes (Thoroughbred Racing, Harness Racing New Zealand and Greyhound Racing New Zealand)  (New Zealand Racing Board, 2017). These Racing Industry proceeds are for costs associate with the promotion, control and conduct of a race meeting and for integrity measures such as the Racing Integrity Unit, NZ Racing Laboratory Services and Judicial Control Authority (New Zealand Racing Board, 2016). The NZRB also pays commissions to national sporting bodies for sports on which they take bets and will distribute up to 20% of net proceeds to amateur sport across New Zealand (New Zealand Racing Board, 2016).  The NZRB is limited to operating gaming machines in TAB Board Venues, that is, venues that they either own or lease to sell race or sports bets. The nearest Gaming TABs would be two in Palmerston North and one in Wanganui. In New Zealand, 42 out of 86 TAB Board Venues host gaming machines (New Zealand Racing Board, 2016).  In the 2015/16 financial year, the NZRB distributed $135.3 million to the three racing codes in New Zealand, and a further $11.7 million to the racing industry from gaming proceeds. NZRB also paid commissions totalling $8.0 million to national sport organisations and $3.0 million in gaming grants to 337 individual grassroots sporting organisations (New Zealand Racing Board, 2016). In the 2015/16 financial year three amateur sports groups from the Manawatu District were awarded grants with a total value of $23,134.79. In the current financial year the NZRB has awarded five grants to sports groups in the Manawatu District totalling $29,346.89. There is one more round of grants to be awarded this financial year (N. Miller, NZRB, pers comm. 2017). 
4.2 Entertainment Gaming machines can form part of a Class 4 venue’s entertainment package. A National Gambling Study in 2012 found that most adults in New Zealand gamble at least occasionally. However, the vast majority of this gambling relates to buying lotto or raffle tickets.   
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5 Social Costs of Gambling 
The majority of gamblers are recreational gamblers. However, a small proportion of the 
population are classified as “problem gamblers.”  The Gambling Act 2003 defines a problem gambler as a person whose gambling causes harm or may cause harm, and ‘harm’ is defined as: 

(a) harm or distress of any kind arising from, or caused or exacerbated by, a person’s gambling; 
and 

(b) including personal, social, or economic harm suffered – 
(i) by the person; or 
(ii) by the person’s spouse, civil union partner, de facto partner, family, whānau, or 

wider community; or 
(iii) in the workplace; or 
(iv) by society at large. 

 
In general, the social impacts of problem gambling include (Ministry of Health, 2016): 
 

• Relationship breakdown 
• Depression 
• Suicide 
• Reduced work productivity 
• Job loss 
• Bankruptcy 
• Gambling related crime including family violence and crime committed to finance 

gambling 
 Harm from problem gambling also extends beyond gamblers to their family, friends, employers, colleagues and the community as a whole (Ministry of Health, 2016).   Based on the findings of two surveys of clients of problem gambling treatment surveys and affected others (partners, other family members and friends), gamblers underestimate the negative effects of their gambling on family/whanau members, children and home life (Bellringer, 2016). Family/whanau violence and abuse is common in people seeking help for their own or someone else’s gambling (Bellringer, 2016).  The 2012 National Gambling Study estimated that:  
• 0.7% of adults in New Zealand (approximately 24,000 people) were current problem gamblers 
• 1.8% (60,000 people) were current moderate-risk gamblers 
• 5.0% (168,000 people) were current low-risk gamblers 
• 92.6% (3.109 million people) were current non-problem (‘recreational’) gamblers or non-gamblers. 
 

5.1 Problem Gambling Statistics for the Manawatu District The Ministry of Health records intervention statistics for problem gambling. Figure 7 illustrates the number of new problem gambling clients assisted in the Manawatu District by financial year. This data includes gamblers who have contacted a problem gambling help service and family 
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members or affected others that have sought intervention on a problem gamblers behalf. There was a peak in new problem gambling clients in the 2010/11 financial year.  The number of new problem gambling clients per year has generally been declining since 2013/14 with 14 new clients in the 2015/16 financial year.  

 
Figure 7: Trends in New Problem Gambling Clients (Ministry of Health, 2017)  Trends in the total number of problem gambling clients (new clients and clients who first contacted a service in a previous year, including both gamblers and their family or affected others) for all intervention types generally follow the same pattern. There was a total of 37 clients assisted for problem gambling in the Manawatu District in the 2015/16 financial year.  

 
Figure 8: Trends in Total Number of Clients Assisted for Problem Gambling (Ministry of Health, 2017) 
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Figure 9 below compares the total number of clients seeking intervention services for problem gambling in the Manawatu District, as a percentage of the total population, with clients assisted in nearby Territorial Authorities from the 2012/13 to 2015/16 financial years. This figure shows that the Manawatu District Council has generally had a higher percentage of the population seeking assistance with problem gambling compared to neighbouring territorial authorities, except for the Horowhenua District Council in 2014/15 and 2015/16.  However, the population percentages across all of the Territorial Authorities we looked at vary by less than 0.2%, so only relate to small numbers of residents.  

 
Figure 9: Number of Problem Gambling Clients over time by Territorial Authority (Ministry of Health, 2017) Figure 10 illustrates the percentage of the total population of NZ that received support for their own, or someone else’s gambling, by financial year. This data is based on intervention figures from the Ministry of Health (Ministry of Health, 2017) and estimated resident population for New Zealand from Statistics New Zealand (Statistics New Zealand, 2017). This figure shows that the percentage of the total population seeking assistance for problem gambling has been fairly stable since 2010/11, at between 0.25% and 0.3% of the population. Figure 9 above suggests that the percentage of residents living in the Manawatu District that have sought assistance for problem gambling (between 0.17% and 0.12% of the District’s usually resident population) has been consistently lower than the national average.  
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Figure 10: National Trends in Problem Gambling (Ministry of Health, 2017) A press release from the Department of Internal Affairs has reported that “Preliminary results from 
the 2016 Health and Lifestyle Survey indicate that there has been no increase in the overall 
prevalence of problem gambling from 2014 to 2016” (The Department of Internal Affairs, 2017). 
5.2 Factors Influencing Problem Gambling Findings from the 2012 National Gambling Study and follow-up surveys suggest that the key factors influencing problem gambling in New Zealand include: 

• Ethnicity  Maori and Pacific people being more likely to experience harm from gambling (Abbott, 2016). 
• Proximity to Gambling Venues and Community Deprivation  Electronic gaming machine venues and TABs are concentrated in lower deprivation areas in New Zealand (Clarke, 2015) and residential proximity to gaming machine venues in linked to problem gambling (Ministry of Health, 2008). 
• Economic Trends While the number of non-casino gaming machines has been dropping since late 2003, spending on these machines tends to follow more general economic trends (Ministry of Health, 2016). 
• Gambling Mode Nearly half of all new clients seeking intervention services for problem gambling in the 2015/16 financial year identified “non-casino gaming machine gambling” (47.8%) as their primary gambling mode. Just over 10% of new clients (10.3%) identified “NZ Racing Board” gambling as their primary gambling mode (Ministry of Health, 2017).  
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 Research suggests that the reasons for an increase or decrease in problem gambling is complex and is not directly related to the number of gambling machines (Norman, 2016).  Of the factors listed above, the Manawatu District Council’s Gambling Venues Policy is able to control the proximity of gambling venues to residential areas and to deprived communities. The Gambling Venues Policy does this by only providing for Class 4 gambling Venues and Board Venues in certain District Plan Zones and by specifying separation distances between entrances to venues and certain activities where families and children may congregate (refer to Section 4.4.1).  While there is not a direct relationship between the number of electronic gaming machines and the incidence of problem gambling in the Manawatu District, the Manawatu District Council’s Gambling Venues Policy includes a gaming machine cap. A gaming machine cap is a useful tool for limiting the number of new Class 4 venues that are able to establish in the District.  Table 4 in Section 6 below evaluates the social costs and benefits of the key changes that are proposed through this review to the Gambling Venues Policy.  
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6 Social Impacts of Proposed Changes to the Policy Table 4 evaluates proposed changes to the Gambling Venues Policy that may result in social effects. This policy is to give effect to section 101(2) of the Gambling Act 2003 and section 65D(2) of the Racing Act 2003. 
Table 4 

Proposed Change and 
Description 

Positive Effects Neutral Effects and 
Safeguards 

Negative Effects Overall Conclusion 

Lowering the Gaming 
Machine Cap We are proposing to lower the cap on consented gaming machine numbers in the District from 105 to 81 machines. The proposed cap is equivalent to the current number of gaming machines that were consented to operate in the District prior to the Rangitikei Club going into voluntary liquidation in March 2017 

1. The number of gaming machines in the District has declined over time. A reduction in the cap is consistent with this trend. 2. If all of the existing potential was utilised an additional 38 machines could be installed over five or more venues. This could have adverse social impacts, particularly if new venues establish close to residential or low deprivation areas.     3. The suggested cap of 81 machines would enable the Rangitikei Club Inc to restart trading at a 

1. There will be no effect on the amount of money currently available to charities and community groups in the District as those Societies that own the gaming machines  are able to continue to operate as they do currently.    

1. The new cap will not provide for any new class 4 venues to establish in the District, unless the Rangitikei Club elects not to re-establish, or additional venues close or reduce machine numbers. This may have economic impacts for the District in terms of lost potential revenue if gaming machines are an important part of the entertainment package at a venue.  2. Lowering the cap may limit potential growth in the amount of revenue available to charities and community groups 

The current cap is considered to be too high given current gaming machine numbers.   A reduction in the current gaming machine cap from 105 to 81 is considered reasonable as it provides for the continuation of existing class 4 gambling venues, and recognises that we are still within the 6 month lapse period for the recently closed Rangitikei Club. The cap will help minimise potential adverse effects, including cumulative effects, of new gambling venues establishing. As gaming machine numbers have been falling over time, 
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Proposed Change and 
Description 

Positive Effects Neutral Effects and 
Safeguards 

Negative Effects Overall Conclusion 

new premises with the same number of machines that they were operating at the Rangitikei Club (12), as provided for by Clause 3.2.6 of the operative policy. 4. By reducing the number of new venues that are able to establish in the District, the cumulative effects of multiple gambling venues in close proximity will be minimised. 

through grants that distribute the proceeds of class 4 gambling.  a lowering of the cap is consistent with this trend. 

Information 
Requirements Changes to the information requirements for applications to the Manawatu District Council for class 4 venues or board venues 

1. The proposed changes are to ensure consistency between the policy and the information requirements set out in the current application form.  2. Changes to the information requirements will enable a more thorough analysis of the potential 

1. The proposed changes add to the complexity of the Policy by being more explicit on what information is needed for venue applications. 
Overall the proposed changes to the information requirements are considered beneficial in that they enable Council to thoroughly assess the potential social impacts of a new venue and benefit applicants by providing greater certainty on information requirements.  
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Proposed Change and 
Description 

Positive Effects Neutral Effects and 
Safeguards 

Negative Effects Overall Conclusion 

social impacts if theconsent is issued. In particular, applicants are required to provide information on proximity of the venue to education facilities, places of worship and other community facilities; proximity to other class 4 licenced venues; and details of the frequency of distribution of funds to the community. 3. Provides greater certainty for policy users on the information that they will need to provide through the application process. 



25 
 

7 Conclusion This report provides the Manawatu District Council Officers and Elected Members with information to assess the social impacts of gambling within the District. The purpose of this report is to inform the review of the Gambling Venues Policy, which considers both Class 4 venues and New Zealand Racing Board Venues (“Board Venues”).  This Policy enables the Manawatu District Council to influence the number and location of new class 4 gambling venues and Board venues, and the number of gaming machines operating in both class 4 venues and the District as a whole. However, the Policy is not able to control all modes of gambling, including internet-based gambling, gambling in casinos and TAB outlets within restaurants, clubs and pubs.  There is currently very little information available on the prevalence of internet-based gambling. In the 2014/15 financial year, only 4.44% of first-time callers to the Problem Gambling Helpline (18 clients) identified an internet-based mode as their primary gambling mode. As noted in Section 5.1.6 of Annex 1 to this report, most studies suggest that the vast majority of current online gamblers in New Zealand restrict themselves to New Zealand Lotteries Commission and New Zealand Racing Board products (Ministry of Health, 2016). This gambling venues policy has no control over these gambling modes.  Key findings of this social impact assessment include: 
• The number of electronic gaming machines in the Manawatu District has declined over time. 
• There are currently 5 class 4 gambling venues in the Manawatu District, with a total of 67 electronic gaming machines currently operating and 99 consented to operate. 
• There are no stand-alone TAB venues in the Manawatu District, but three TAB outlets within pubs and taverns in Feilding and Rongotea that also operate gaming machines.  
• Existing class 4 venues and TABs are located within moderately low deprivation areas. 
• The location of new gambling venues is managed through zoning and separation distance controls in the Gambling Venues Policy. 
• Gaming machine proceeds in the Manawatu District are consistently lower than the National average. 
• The proportion of total residents within the Manawatu District that have sought help for problem gambling in recent years is generally higher than residents in neighbouring districts, except for the Horowhenua District in recent years, but lower than the National average. The proposed changes to the Gambling Venues Policy include: 1. Lowering the gaming machine numbers cap from 105 to 81. 2. Changes to the information requirements for applications for new Class 4 gambling venues and Board Venues. The proposed reduction in the gaming machine cap will mean that the existing gaming venues could continue up to their consented numbers but no new class 4 venues could establish unless 
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one of the existing venues surrenders its licence or the consent for the Rangitikei Club lapses. The current policy allows for 6 more gaming machines than is currently consented to operate in the District. The lowered cap is based on the assumption that no new society establishes at the Rangitikei Club venue within the 6 month lapse period (prior to 28 August 2018), If this assumption proves false, then the cap will need to be increased to 99 machines to ensure that all existing venues are able to operate up to the machine limits set out in the legislation.  If the existing consent lapses the Rangitikei Club will be treated as a “new” venue under the legislation and any future consent applications to operate gaming machines from this venue will need to comply with the machine cap set out in the policy and with the requirements of the Gambling Act 2003.   This proposed lowering of the gaming machine cap is considered neutral or beneficial in terms of social impacts as it provides for the continuation of existing class 4 gambling venues while minimising potential adverse effects, including cumulative effects, of new venues establishing. The change is considered to strike an appropriate balance between providing for class 4 gambling and the benefits it provides to the community in terms of grants and entertainment, and the social costs of problem gambling. The changes to the information requirements specified in the policy for applications for new venues are considered beneficial in that they enable Council to thoroughly assess the potential social impacts of a new venue and benefit applicants by providing greater certainty on information requirements. 
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ANNEX 1 – SUPPORTING INFORMATION 

1 Overview of Class 4 Gambling An overview of class 4 gambling is provided in the Department of Internal Affairs publication 
“Guide: Pokies in New Zealand – A guide to how the system works” (October 2016). In summary: 

• The New Zealand gambling model returns millions of dollars to our community  
• Corporate societies own pokie (or electronic gaming) machines 
• Venues such as pubs are paid by societies to host their machines 
• Payments to venues for machines are controlled and limited 
• Venues return pokie proceeds to corporate societies 
• Community groups can apply to corporate societies for grant funding 
• Corporate societies distribute proceeds to community groups  The Department of Internal Affairs is responsible for regulating the gambling sector in New Zealand. Corporate societies are licensed by Internal Affairs to operate gaming or ‘pokie’ machines in clubs or in commercial venues (pubs and bars). Class 4 gambling is operated on a not-for-profit basis, with the objective of generating revenue to return to communities via contestable grant processes.  The Department of Internal Affairs sets minimum allocation requirements for the proceeds from Class 4 gaming machines. About a quarter of the total proceeds is spent on fixed costs including government duties (23%), levies and licencing fees. Societies use a portion of the proceeds to meet “actual, reasonable and necessary” operating costs which they incur in running their Class 4 operations.” The society also pays a commission to the venue owner of up to 1.28 per cent of their weekly turnover, capped at 16 per cent  of their net annual gaming machine profits. The commission rate is set at a level that is intended to reimburse the actual cost of operating Class 4 gambling without allowing pubs and bars to make a profit from the operation of gaming machines.   The remaining proceeds are called “net proceeds” and must be allocated to authorised community purposes. Societies must allocate a minimum of 40 per cent of gaming machine proceeds, excluding GST, in each financial year. They are often able to distribute more than 40 per cent to the community. If societies are unable to meet the minimum rate, Internal Affairs can revoke or not renew their operating licence. Corporate societies have an obligation to minimise costs and maximise the amount distributed to the community.    The following pie chart (Figure 11) summarises the minimum allocation requirements for class 4 gaming machine gross proceeds (Department of Internal Affairs, 2016): 
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 The total turnover from electronic gaming machines depends on how many people use them and how often. As the location of the machines can influence their use, societies may compete to locate their machines in popular bars and pubs where turnover may be higher.   Figure 12 below summarises the actual gaming machine society cost allocations in 2015 (Department of Internal Affairs, 2017).  
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Figure 11: Allocation of gaming machine gross proceeds
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Figure 12: Gaming Machine Society Cost Allocations in 2015.   According to the Department of Internal Affairs, in 2015 grant funding was as follows: • Funding to Sport : $122m (49% of total) up from $106m (47%) in 2014. • There were 16,291 separate grant recipients who received 26,327 grants. • $50.8m was applied to funding Clubs.  In 2015 58% of grants were returned to individual regions ($182.4m) . As shown in Figure 13 below, approximately 27.5% of this $182.4m was allocated to grants in the Manawatu-Wanganui Region (Department of Internal Affairs, 2017).  
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Figure 13: Gaming Machine Proceeds and Funding by Region in 2015    
2 Overview of New Zealand Racing Board Venues The New Zealand Racing Board 2016 Annual Plan provides the following overview:  

NZRB supports betting on more than 78,000 domestic and imported thoroughbred, harness 
and greyhound races each season, as well as on approximately 33,000 domestic and 
international sporting events. It has betting agreements with 34 New Zealand National 
Sporting organisations. 
 
NZRB continues to develop its Gaming premises, having held a Class 4 Operator’s Licence 
since 2011. Currently, 42 of our 86 TAB Board Venues host NZRB gaming machines. It is 
estimated the NZRB operates around 3.5% of the total number of Class 4 Venues and 
around 2.9% of the total number of gaming machines in the New Zealand market. Net 
proceeds from the gaming operation are split with at least 80% funding Racing Authorised 
Purposes (integrity measures such as the Racing Integrity Unit, NZ Racing Laboratory 
Services and Judicial Control Authority as well as promotion of racing costs), and up to 20% 
distributed to community sporting organisations. 
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4 National Trends in Class 4 Gambling 

4.1 Participation Trends   The findings of the 2012 National gambling Study were that 62% of adults had bought a lotto ticket at least once in the previous year but only 14% had played a non-casino gaming machine and 12% had bet on a horse or dog race at least once. (Ministry of Health, 2016).  There are also differences in the frequency in which people participate in different gambling activities. For example, the 2012 National Gambling Study estimated that 17% of adults bought a Lotto ticket at least once a week, but only 1.5% played a non-casino gaming machine that frequently (Ministry of Health, 2016).  Based on findings of the 1991 National Survey and the equivalent 2012 National Gambling Survey, gambling participation and frequent participation in riskier forms of gambling has fallen. The result of attitudes surveys from the Department of Internal Affairs also suggest declining participation in non-casino gaming machines, from 5% of adults participating at least once a week in 1991, to 3% in 2005 and 1.5% in 2012 (Ministry of Health, 2016). However, results from recent iterations of the New Zealand Health and Lifestyles Survey (HLS) suggest that these downward trends might have slowed or levelled off (Tu and Puthipiroj, in press). 
4.2 Gambling Expenditure Gamblers in New Zealand spent $2,209 million dollars on the four main forms of gambling in the 2015/16 financial year (Department of Internal Affairs, 2017). This represented a 5.6% increase on the 2014/15 financial year. Adjusting for the effects of both inflation and changes to the New Zealand’s adult population, gambling expenditure increased by 2.6% from an average of $601 per person in 2015 to $616 per person in 2016. However, the overall trend in gambling expenditure over the last seven years has been generally downward from a high of $645 per person in 2010 (Department of Internal Affairs, 2017). 
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Table 5 (Department of Internal Affairs, 2017) 

 
4.3 Numbers of Non-Casino Gaming Machines and Venues Statistics on the Department of Internal Affairs website show that gaming machine numbers in New Zealand peaked in June 2003 at 25,221 machines. As shown in Figure 14 below, total gaming machine numbers in New Zealand have declined since 2013 to 16,053 gaming machines, as at March 2017.  
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Figure 14: Gaming Machine Numbers (Department of Internal Affairs, 2017) The Department of Internal Affairs has reported the following trends for the period from June 2015 to June 2016: • Class 4 venues have decreased by 46 (4%). • Electronic Gaming Machines (EGMs) have decreased by 341 (2%). • Societies have decreased by 2 (5%). • Clubs have decreased by 20 (7%).  A press release from the Department of Internal Affairs on 20 April 2017 reported the following 

(Department of Internal Affairs, 2017): - Proceeds from pub and club gaming machines for January to March 2017 were $7.8 million, an increase of 3.9% on the same period in 2016.  - Spending totalled $207.3 million for the quarter ending 31 March 2017, compared with $199.5 million for quarter ending 31 March 2016.  - Preliminary results from the 2016 Health and Lifestyle Survey indicate there has been no increase in the overall prevalence of problem gambling from 2014 to 2016. The planned national gambling survey for 2017 will indicate whether a downward trend in problem gambling has continued. - Over the last 12 months (from March 2016) the number of licence holders fell 4.5% from 292 to 279, the number of venues declined 2% (from 1224 to 1196) and the number of gaming machines dropped 1.6% (from 16,274 to 16,013). 
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4.4 NZRB Betting Trends According to the New Zealand Racing Board 2016 Annual Report, better turnover has increased in recent years. Total turnover hit a record $2.67 billion, an increase of 11.9% on 2014/15. More than 53,000 first time bettors took a punt in 2015/16, an 18% increase on the previous financial year. Total Account betting turnover grew 17% to $1.29 billion in 2015/16, with account gross revenue growing 18% to $173.0 million (New Zealand Racing Board, 2016). Figure 15 below shows that NZRB customer numbers are increasing over time. Customers are also moving away from totaliser products towards fixed odds products, particularly sports betting which increase by 37.2% in 2015/16. In-play sports products grew 65% in 2015/16 (New Zealand Racing Board, 2016).   

 
Figure 15: NZRB Customer Numbers over time  NZRB customers spent $19.8 million on the 2015 Rugby World Cup. 31% of account customers bet on the tournament, with 7,800 new customers joining for the event. The Rugby World Cup’s One Punt at a Million promotion had over 50,000 participants, resulting in 2,000 new accounts. (New Zealand Racing Board, 2016). The NZRB Interim Financial Statement for the first half of 2016/17 reported the following trends (New Zealand Racing Board, 2017):  • Move from Tote to Fixed Odds (Racing tote – 7.8%, FOB +4.8%)  • Digital is the fastest growing channel, making up 57% of betting turnover, an increase of 1.5% on last year, with telephony down 33%, impacted by the closure of Phonebet.  • The Mobile App remains the fastest growing customer touch point, up 79.7% or $29.7 million on 2015/16. In the 2015/16 financial year, total downloads of the TAB mobile App reached over 175,000, with 22,000 new accounts generated.  • The retail network has grown turnover by 0.8%, led by TAB Branch venues up 12.8%. • Gaming turnover increased by $25.4 million (13%), impacted by refurbishments of existing venues and new TAB venues opened over the previous 12 months. 
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Figure 16 below illustrates the changes in the way that customers access NZRB products (New Zealand Racing Board, 2016).   

 
Figure 16: NZRB Customer Channel Preferences   Overall turnover for the first half of the 2016/17 financial year was $6.0 million (0.4%) down on the 2015/16 financial year, due to a decrease in betting turnover. However, distributable profit for the first half of 2016/17 has increase 6.9% on last year due to improved margins and good cost management (New Zealand Racing Board, 2017).  
5 Problem Gambling According to Ministry of Health Statistics 12420 people in New Zealand sought intervention for problem gambling in the 2015/16 financial year (July 2015 to June 2016). Of these clients, 53.7% were gamblers and 46.3% were family members or “affected others.” In the 2015/16 financial year, 53% of all clients assisted were female and 47% were male. 

5.1 Factors Influencing Problem Gambling 

5.1.1 Ethnicity The 2014 New Zealand National Gambling Study reported Pacific and Asian people in New Zealand as having a ‘bi-modal’ pattern of gambling. That is, a relatively low proportion taking part in gambling activities and a relatively high proportion experiencing harm. Pacific adults had a lower rate of past year gambling participation (70.8%) than Maori (78.8%) and European/Other (79.5%). Asian adults had the lower participation rate (60.4%). The findings of the 2014 survey were that of the Pacific adults who participated in gambling during the past year (2013), 25% experienced at least some loss of control or adverse consequences (combined problem, moderate and low-risk gambling).  This compares with 6% percent for European/Other, 20% of Maori participants and 10% of Asian participants. The Ministry of Health reported that of the 12420 clients that sought some form of intervention for problem gambling from July 2015 to June 2016, 10.8% were East Asian, 34.2% were Maori, 18.9% were Pacific and 36.1% were “other” (including NZ European and other ethnic groups not specified) (Ministry of Health, 2017). Figure 17 below shows that the proportion of clients assisted in each ethnic group has been fairly stable since 2011/12.  
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Figure 17: Clients Assisted for Problem Gambling by Financial Year (Ministry of Health, 2017) The number of Maori usually resident in the Manawatu District in 2016 has been estimated as 4630 (Infometrics, 2017). This is equivalent to 15.54% of the total District population, which is similar to the percentage of people nationally that identify as Maori (15.41%). One of the reasons for suggested factors contributing to ethnic differences in gambling-related harm is the elevated risk for harm when a population is first exposed to continuous forms of gambling such as electronic gaming machines. A substantial proportion of Pacific people are migrants from countries that have low exposure to gambling. In addition, many belong to churches that promote gambling for fundraising purposes and some Pacific people see gambling as a way to obtain money to pay church tithes and fulfil traditional gifting obligations (Bellringer et al., 2013; Urale, Bellringer, Landon & Abbott, 2015).  Further research is required to understand more fully the cultural and other factors that contribute to the very high rates of gambling related harm among Pacific people. It appears likely that disparities between ethnic and various other groups are largely a consequence of vulnerable groups being exposed to high densities of EGM and other gambling venues.    
5.1.2 Proximity to Gambling Venues and Community Deprivation In New Zealand, electronic gaming machine venues and TABs are heavily concentrated in high deprivation communities (Clarke, 2015). Research has shown that residential proximity to electronic gaming machine venues is associated with problem gambling (Ministry of Health, 2008). Living in a neighbourhood closer to a gambling venue increased the odds that a person (a) had gambled at a gambling venue, and (b) was a problem gambler. Furthermore, people who had more gambling venues within 5 k of their neighbourhood centre may have been more likely to have gambled at a gambling venue in the past year (Ministry of Health, 2008).   These findings suggest that policies aimed at preventing and minimising gambling-related harm could focus on measures that increase people’s distance to gambling venues. Modifications suggested in the study include limiting the number of gambling venues in areas, particularly in vulnerable communities, and reducing the geographical dispersal of gambling venues in the 
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community. This study also lends support to policies that attempt to control the expansion of gambling (Ministry of Health, 2008).  A study of gaming machines in New Zealand in 2006 found that there were an average of one gaming machine for every 75 people in highly deprived areas of New Zealand compared to one machine for every 465 people in areas of low deprivation. This means that people living in highly deprived areas were exposed to six times more gaming machines than a person in a low deprivation area (B.W. Wheeler, 2006). 
5.1.3 Number of Gaming Machines In an article in the Wairarapa Times-Age on May 16, 2016 (Norman, 2016) Jarold True, solicitor for the New Zealand Racing Board, was quoted as saying that “Between 2006 and 2010 the problem 
rate increased, despite the number of gaming machines in New Zealand falling considerably in the 
same period. Between 2010 and 2012 the problem gambling rate stayed the same, despite a 
continual decline in gaming machine numbers. The reasons for an increase or decrease in problem 
gambling is complex and multifaceted, not simply the direct by-product of an increase or decrease in 
machine numbers.”   This commentary suggests that there is not a direct relationship between the number of gambling machines and the prevalence of problem gambling in a location.  However, a study by Storer et al. in 2009 reported an increase of problem gambling by nearly one new person per each new gaming machine. They therefore concluded that restricting the per capita density of gaming machines leads to a decrease in gambling harm (J. Storer, 2009). 
5.1.4 Economic Trends The Ministry of Health three-year service plan and levy rates for 2013/14 to 2015/16 stated that 
“Uncertain economic times make it more difficult to predict how gamblers will behave. While the 
number of non-casino gaming machines has been dropping since late 2003, spending on these 
machines tends to follow more general economic trends” (Ministry of Health, 2016). This suggests that economic stability and trends may influence spending on gaming machines.  
5.1.5 Gambling Mode As shown in Figure 18 below, the number of problem gamblers differs across different gambling modes. Nearly half of all new clients of problem gambling intervention services in the 2015/16 financial year were gaming machine gamblers. Just over 10% of new clients were NZ Racing Board gamblers. This suggests that gamblers using gaming machines are statistically more likely to be problem gamblers. 
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Figure 18 (Ministry of Health, 2017) Figure 19 shows that the proportion of intervention clients whose primary gambling mode is “non-casino gaming machines” has generally declined over time from 74.6% in 2004/05 to 47.83% in 2015/16, while the proportion of new problem gamblers that identify NZ Racing Board gambling as their primary gambling mode has increased over time from 6.35% in 2004/05 to 10.27% in 2015/16.   

 
Figure 19 
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5.1.6 Access to Online Gambling As noted in section 6.4, digital is the fastest growing channel when it comes to NZ Racing Board gambling products. The TAB mobile App was the fastest growing customer touch point in 2015/16.   A study by the Gambling and Addictions Research Centre at the Auckland University of Technology in 2015 found that New Zealand has a lower prevalence of internet gambling than some other Western countries. Online gambling expenditure is substantially less than expenditure on land-based modes of gambling (Gambling and Addictions Research Centre, Auckland University of Technology, 2015). Most studies suggest that the vast majority of current online gamblers in New Zealand restrict themselves to New Zealand Lotteries Commission and New Zealand Racing Board products. The Ministry of Health will continue to research and analyse developments in online gambling (Ministry of Health, 2016).  In the 2014/15 financial year, there were 405 first time callers to the Gambling Helpline. Just over 74% of these callers (301 clients) identified “gaming machines” as the primary gambling mode. When this data is broken down further, only five of these 301 clients reported internet gaming machines as their primary gambling mode. When all gambling modes are considered, only 18 first time callers (4.44%) identified an internet-based gambling mode as their primary mode. With increasing internet speed and capacity and increasing use of online payment methods, we may see large increases in online gambling in New Zealand over the next few years (Ministry of Health, 2016). Online Gambling is not something that is able to be controlled by the Manawatu District Council through the Gambling Venues and Board Venues Policy.  
5.2 Findings of the 2014 New Zealand National Gambling Study The 2014 New Zealand National Gambling Study (Abbott, 2016) identified the following sociodemographic risk factors for problem and moderate-risk gambling (in order of importance): 1. Ethnicity – with Pacific and Maori ethnicity particularly high risk 2. Unemployment 3. Neighbourhood deprivation The study also identified the following independent risk factors: 

• Age (with younger being higher risk) 
• Lack of formal qualifications 
• Membership of Christian religions other than Anglican, Catholic and Presbyterian 
• Membership of non-Christian religions. Other significant predictors of problem and moderate-risk gambling included: 
• Preferences for non-casino gaming machines and casino gambling 
• Monthly or more frequent participation in pub gaming machines, casino gaming machines, card games and housie or bingo 
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• Large gambling expenditure and 
• Long periods of gaming machine participation in a typical day. More than two-thirds of people who reported typical daily pub gaming machine participation of three hours or more were problem and moderate-risk gamblers (Abbott, 2016).  These findings underline the strong link between involvement in continuous forms of gambling, especially gaming machines, and problem gambling and gambling-related harm more generally. The proportion of clients reporting gaming machines as their most problematic gambling activity has reduced somewhat in recent years.  However, it remains the most common form mentioned in this regard (Ministry of Health, 2015).     

5.3 Intervention Services There are problem gambling help services around the country. Nationwide services include a 24 hour per day helpline and a range of population specific helplines including: - Maori Gambling Helpline - Vai Lelei Pasifika Gambling Helpline - Gambling Dept Helpline - Youth Gambling Helpline, and - Asian Hotline (Problem Gambling Foundation). Other national public health and intervention services include the Salvation Army Oasis Centres, the Problem Gambling Foundation of New Zealand and Woodlands Trust. In addition, there are two problem gambling help services within the Manawatu-Whanganui Region – Best Care Whakapai Hauora Palmerston North and Nga Tai O Te Awa Trust Whanganui.  
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