
 

 
 

What this research is about  

Evidence suggests that a substantial amount of 

gambling revenue comes from people who are most 

harmed by gambling. This raises questions about the 

gambling industry’s underlying business model. In the 

UK and other countries, several studies have found 

that people who experience gambling problems spend 

disproportionately more money on gambling than the 

general population. Some studies have noted that 

certain activities, such as casino games, rely more on 

people with gambling problems for profits. This study 

examined the extent to which people with moderate-

risk and problem gambling accounted for a greater 

amount of spending on different gambling activities. 

The study focused on people who gambled on sports 

regularly and also played other gambling activities. 

What the researchers did 

The data for this study came from two waves of a 

British longitudinal study examining the impact of the 

COVID-19 pandemic upon gambling behaviours. 

Participants were recruited in 2020 from YouGov’s 

panel. To be eligible, participants must be adults who 

had gambled at least monthly on sports, including dog 

and horse races, in the year prior to the pandemic. 

Data were collected over three waves in June/July 

2020, November/December 2020, and April 2021. 

The wave 1 survey asked participants about their 

gambling behaviours in the three months prior to the 

pandemic (T0; December 2019 to February 2020) and 

during the initial COVID-19 lockdown (T1; mid-March 

to mid-June 2020). The wave 2 survey asked about 

gambling behaviours in the three months after 

lockdown restrictions on gambling were lifted (T2; 

August to October 2020). The researchers analysed 

data collected for T0 and T2. They excluded 

participants who reported not gambling in the three 

months after lockdown restrictions had been lifted 

(T2). For this study, the number of participants was 

3,865 participants for T0 and 2,980 participants for T2.  

Participants were asked about their involvement in 23 

gambling activities and the modes of gambling (e.g., 

land-based, online). They also completed the Problem 

Gambling Severity Index (PGSI). The researchers 

adapted the timeframe of the PGSI to refer to the past 

three months instead of past year. For each gambling 

activity, the researchers captured each participant’s 

gross amount spent in the last three months. They 

summed up the amounts to calculate the total 

amount spent on each activity across all participants.  

The researchers estimated the GINI-coefficients for 

total gross spending on all activities and on each 
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activity. The GINI-coefficient is a measure developed 

to look at income inequality. It ranges between 0 

(perfect equality) and 1 (perfect inequality). For this 

study, the closer the GINI-coefficient was to 1, the 

greater the extent that gambling spending was 

concentrated among a few individuals. The 

researchers also examined the share of spending 

among participants with different PGSI scores. 

What the researchers found 

At T0, 13.1% of participants had a PGSI score of 3 or 

higher and were at risk of problem gambling. Total 

gross spending was around 2.5 times higher among 

these participants than those with a PGSI score less 

than 3. Similar patterns were observed at T2. At T2, 

14.1% of participants had a PGSI score of 3 or higher. 

Their total gross spending was around 4 times higher. 

At both timepoints, the GINI-coefficient for total gross 

spending on all gambling activities was over 0.80. 

Thus, gambling spending was highly unequal and 

concentrated among a few individuals. At T2, the 

14.1% of participants with a PGSI score 3 or higher 

accounted for 43.5% of the gross spending across all 

activities. The inequality in gambling spending was 

evident across participants with different PGSI scores. 

Within groups of people with a PGSI score of 0, 1–2, 

or 3 and higher, a few individuals spent substantially 

more money on gambling. That said, people with a 

PGSI score of 3 or higher generally spent more money 

than those with a score less than 3.  

Gross gambling spending by activity 

At T0, the GINI-coefficients ranged from 0.60 for 

lotteries to 0.96 for online casinos. At T2, the GINI-

coefficients ranged from 0.55 for lotteries to 0.96 for 

playing tables games at a casino. These results 

suggested that casino games relied most heavily on 

people with a gambling problem for profits, whereas 

lotteries were the least dependent. 

For some activities, there were notable differences 

between the two timepoints. This was most evident 

for online sports betting. At T0, gross spending on 

sports betting was concentrated among participants 

with a PGSI score of 1 or 2. At T2, it was concentrated 

among those with a PGSI score of 3 or higher.  

How you can use this research 

This study suggests a need to reform the economic 

model that underlies certain sectors of the gambling 

industry to reduce spending among people who are 

most harmed by gambling. The findings could inform 

policy makers, regulators, and the gambling industry.  
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