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Gambling Problems in Denmark 2021

Summary

In November 2017, a political agreement was entered info with the aim of strengthening the
fight against gambling addiction in Denmark.

It was also decided that surveys of the prevalence of gambling problems and gambling be-
haviour in Denmark would be conducted every five years. This would ensure continued doc-
umentation of the impact of the measures to prevent compulsive gambling. The intention
was also to monitor gambling frends for the purpose of formulating new measures fo pre-
vent more gamblers from developing gambling problems.

On behalf of the Danish Gambling Authority, Rambell Management Consulting conducted a
survey of the prevalence of gambling problems in Denmark in 2021.

The survey includes investigation of:

e The prevalence of gambling problems among adults, and among children and young
people

e The relationship between video gaming and gambling

e The effect of advertising and commercials on gambling behaviour

This summary presents the results of the survey and aims fo provide an overview of the
prevalence survey. The main report can be accessed on the Danish Gambling Authority's
website: www.spillemyndigheden.dk.
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Survey method

National survey

A national questionnaire survey was conducted fo investigate the prevalence of gambling
problems. The questionnaire was senf fo 10,000 randomly selected adults (18-79-year-
olds) and to 5,000 randomly selected children and young people (12-17-year-olds). The
overall response rate for the entire survey was almost 38 %.

To reveal the extent of gambling problems, the Problem Gambling Severity Index (PGSI)
screening tool was used. The fool consists of nine questions with four response caftegories
with associafted scores. Based on the overall score, the respondents are divided into four
categories, ranging from no gambling problems fo serious gambling problems.

Qualitative inferviews

Qualitative interviews were conducted to further nuance the results of the national survey. A
fotal of 20 adults (18—79-year-olds) and 10 children and young people (12-17-year-olds)
were recruited for interviews based on their responses fo the survey or via Center for Lu-
domani (the Danish Centre for Problem Gambling). The focus of the recruitment was to con-
fact people with moderate or serious gambling problems and people who are gamers.

Survey experiments

Survey experiments were conducted involving 1,510 adults (18-79-year-olds) to investigate
how gambling ads and commercials affect the propensity to gamble. On selecting partici-
pants, people who gambled at least once a month were over-sampled, so as fo account for
around half the parficipants.

Laborafory tests

To investigate how the body reacts to gambling ads and commercials, laboratory tests were
performed fo measure variation in heart rate, sweat production in the palms of the hands,
and eyetracking. The tests included 29 people whose gambling and degree of gambling
problems varied.






Prevalence of gambling
problems

The total proportion of adults (over the age of 18) who have gambling problems to varying
degrees has doubled in five years — from 5.2 % (around 212,000 people) in 2016, t0 10.9 %
(around 478,000 people) in 2021.

Among children and young people (12-17-year-olds), 6 % (around 24,500 people) have
gambling problems to varying degrees, even though it is not legal for this age group to en-
gage in most types of gambling.

J)

Prevalence of
gambling problems
Adults

Low level of gambling problems, PGSI 1-2

The proportion of adults with a low level of gambling
problems increased from 3.6 % t0 6.5 % (around
287,000 people) in the period from 2016 to 2021. This is
an increase of 80 %.

Moderate gambling problems, PGSI 3-7

The proportion of adults with moderate gambling prob-
lems increased from 1.2 % to 3.7 % (around 161,100
people) in the period from 2016 to 2021. This is an in-
crease of 200 %.

Serious gambling problems, PGSI 8+

The proportion of adults with serious gambling prob-
lems in 2021 was 0.7 % (around 29,500 people). In 2016,
the proportion was 0.4 %. The difference is not stafisti-
cally significant, which means that it cannot be con-
cluded that the number of people with serious gambling
problems has increased.

Prevalence of gambling
problems
Children and young people

Low level of gambling problems, PGSI 1-2

Around 3.3 % of children and young people (around
13,500 people) have a low level of gambling problems.
The proportion is lower than for adults.

Moderate gambling problems, PGSI 3-7

Around 2.0 % of children and young people (around
8,200 people) have moderate gambling problems. The
proportion is lower than for adults.

Serious gambling problems, PGSI 8+

Around 0.6 % of children and young people (around
2,600 people) have serious gambling problems. This is
the same proportion as among adults. The difference
between children and young people with serious gam-
bling problems compared to adults with serious gam-
bling problems is not statistically significant.



Gambling Problems in Denmark 2021 Page 8

Gambling addiction in
the Nordic region

In the Nordic countries, the gambling market has been liberalised fo varying degrees. While
the Danish gambling market was liberalised back in 2012, the Swedish market was nof liber-
alised until 2019, and in Norway there is still a state monopoly on the provision of gambling.

The prevalence of gambling problems in the Nordic countries also varies. Compared to Den-
mark, there is a significantly higher incidence of people with gambling problems in Norway;
while in Sweden, on the other hand, there is a significantly lower incidence of people with
gambling problems.

Norway

2019

Low level problems Moderafe problems Serious problems total

8.8 %* 31% 1.4%* 133% *

*Statistically significant differences between Denmark and Sweden and Norway, respectively.

Note: The comparison befween the Nordic countries is subject to cerfain reservations. The timing of the survey in Norway differs from Denmark and Sweden. Furthermore, the respective surveys were not
conducted with complefely idenfical farget groups, and the countries also differ in terms of the dafa collecfion methods used.



Who has gambling prob-

lems?

People with moderate or serious gambling problems have a number of special characteris-
tics. The study is adjusted for demographic and socioeconomic conditions.

i

Gambling problems
Children and young people

Boys

No other factors have been identified that have a sep-
arafe bearing on the propensity for gambling prob-
lems.

Age at onset

The majority start gambling when they are between 9-
14 years of age.

The same applies fo children and young people with-
out gambling problems.

Type of gambling at onset

The majority start with online betfing.

For children and young people without gambling
problems, lotteries/scratch cards purchased from a
physical retailer are most common.

Induction

Gambling has typically been introduced by a friend.
They are more likely to have a social circle who gam-
ble compared fo children and young people without
gambling problems.
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Gambling behav-
iour of people
with gambling
problems

Preferred types of
gambling

Type of
activity

Time and
money

Gambling behaviour of people with gambling problems

Adults

Jj
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Children and young people

i

Online betting and online
casino

Typically gamble alone.
The same applies fo adults
without gambling problems.

Compared to adults without
gambling problems, adults
with gambling problems spend
more time and money on gam-
bling.

Online betting and online
casino

More often gamble in pubs/restaurants
compared to children and young people
without gambling problems.

Compared to children and young people
without gambling problems, children
and young people with gambling prob-
lems spend more fime and money on
gambling.
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What can lead to prob-
lematic gambling behav-
iour?

Problematic gambling typically evolves over time. Many different circumstances in the indi-
vidual's life can cause gambling to increase in extent and intensity.
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The effect of advertising
and commercials

It has not been possible to draw any clear conclusions about whether gambling ads and
commercials affect people’s appetite for gambling.

No association was found between ads and commercials, and gambling in survey experi-
ments or l[aboratory tests. Conversely, the qualitative interviews gave indications that ads
and commercials contribute to unplanned gambling and reinforce the appetite for gambling
of people with moderate and serious gambling problems.

Citations from the survey:

” | wouldn’t say that commercials have a direct impact.
But there are some commercials that naturally drew my
aftention. For example, if a commercial mentions a wel-
come bonus, you'll go for that type of gambling. So of
course they tempt you.”

Male, aged 20, serious gambling problems.

” I've never thought about whether commercials affect
me. But when a commercial pops up with the odds for a
match, I've put some money in, even though I'd thought
beforehand that | wouldn’t bet on that match.”

Male, aged 25, moderate gambling problems.

“Some of the people in the commercials are normal peo-
ple who'’ve won, which really tempts me.”

Male, aged 49, serious gambling problems.



Gaming and gambling

There are a number of indicafions of a connection between high video gaming activity and
gambling problems. However, if is not possible fo conclude whether video gaming as such
leads to gambling problems.

Who and how many are gamers?

67 % of children and young people (12—17-year-olds)
are gamers. VVideo gaming is most prevalent among
boys. 91 % of boys are gamers, and 41 % of girls.

Boys spend more time on video gaming than girls, and
more boys also experience spending too much fime on

gaming.

The relationship between
gaming and gambling

Gaming and gambling typically constitute two differ-
ent activities, one of which is related to gambling for
money, while the other is a collective term for different
computer- and console-based games (gaming).

A large proportion of the computer games played to-
day include opportunities to buy virfual elements that
can be linked to gambling. The gambling elements pri-

marily concern ‘loot boxes’ and ‘skins’.

Gambling problems are signifi-
cantly greater for children and
young people who are gamers
than for children and young peo-
ple who are not gamers.

Gambling problems among chil-
dren and young people who:

Game

Do not game

. -

Significant correlation between
gambling problems and the use
of skins among children and
young people.

Gambling problems among chil-
dren and young people who are
gamers and:

Use skins

115%

Do not use skins

. -

Skins

53 % of boys who are gamers
have bought and/or sold skins,
while this only applies to 19 % of
the girls who are gamers. 10 % of
boys who have used skins have
done so in connection with gam-
bling, while this applies to only

1 % of girls who have used skins.

Loot boxes

33 % of children and young peo-
ple who are gamers have bought
loot boxes. For the boys, this is
43 %, while for the girls it is 10 %.
72 % of children and young peo-
ple who have bought loot boxes
have spent less than DKK 50 on
this during the past month.

Significant correlation between
gambling problems and the use
of loot boxes among children
and young people.

Gambling problems among
children and young people who
are gamers and:

Buy loot boxes

127 %

Do not buy loot boxes

I 4.7 %
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