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Background  
 
NZ Herald 5 April 2016 
 
Concerns are growing around 
underage gambling in New 
Zealand amid reports 
teenagers are placing bets 
through online games. 
 
Overseas games such as 
Counter Strike: Global 
Offensive, a first-person 
shooter game - rated R16 in 
New Zealand - have been 
linked to underage gambling. 



"[My son] seemed to think it was 
quite widespread. It came up 
because he was talking about 
what to give to a mate for a 
birthday present and he said, 
'well he'll probably just want a 
gift voucher for Steam', and then 
it came up, 'what do you do with 
that?', 'well you gamble with it'. 



School campaign 
Waitakere College and Papatoetoe High School 



The campaign plan 

 Aim was to raise awareness about the harm caused by 
simulated gambling, sports betting and online gambling  

 Year 11 students to produce a short public service 
announcement (PSA) video as part of their NCEA Level 1 
Media Studies 

 Students to have 13 weeks to design, plan and produce their 
PSA videos. 

 

 

 
 

 



The campaign plan 

 PSAs to be judged by panel 

 Facebook ‘People’s Choice’ award 

 Award ceremony 

 Presentations at both schools to educate students 

 Sponsorship for prizes and campaign costs. 

 

 
 

 



 

 Students received guidelines for PSAs and fact sheets 

 Interactive game and presentations at schools 

 Sponsors.  

 

 

 

 

 

 

 

 
 

 



Public Service Announcements 
The overall winners 



Facebook Overall Winning 
PSA  

https://www.youtube.com/watch?v=9jei6tXxQHA&feature=youtu.be
https://www.youtube.com/watch?v=9jei6tXxQHA&feature=youtu.be


Waitakere College 
Arts and Culture 

Awards 
 

September 2016 





 
What worked and what didn’t… 
 Linked campaign to NCEA 

media studies level 1 

 Excellent sponsors 

 Arts and Culture Awards 

 Media experience day for 
winners 

 Students learnt something! 

 Lack of buy-in from teachers 

 Too many topics 

 Students busy with other 
subjects and exams 

 Quality of PSAs not as high as 
expected 

 Poor social media 
engagement 

 



Student feedback  

 I learnt about the risks of simulated gambling 

 I learnt how [gambling] affects not just themselves but family also 

 I learnt that there are many types of gambling games 

 I learnt that the odds are never really stacked in your favour 

 There are so many types of gambling ɬ ÚÖÔÌɯàÖÜɯËÖÕɀÛɯÙÌÊÖÎÕÐÚÌɯÈÚɯ
gambling. 

 

 



Student feedback  

 It was fun, and I like the prizes. And the guy was very good looking lol 

 Did you enjoy the game? Yup, duh! My group won!  

 Did you find the presentation useful? (ɯÞÈÚÕɀÛɯÓÐÚÛÌÕÐÕÎ 

 What did you learn? The gambling act in Parliament is called the 
Gambling Act 

(ɯÛÏÐÕÒɯ(ɯÒÕÌÞɯÈÓÓɯÛÏÌɯÚÛÜÍÍɯÈÓÙÌÈËàȭɯ(Íɯ(ɯËÐËɯÓÌÈÙÕɯÚÖÔÌÛÏÐÕÎȮɯ(ɯËÖÕɀÛɯ
remember. 

 

 

 

 



Facebook survey  

 341 respondents aged between 10 and 43 years 

 Most aged between 13 and 18, predominantly male 

 A high number identified as New Zealanders 

 Most identified as NZ European or Pakeha 

 Video game console most popular device. 

 

 

 

 



Facebook survey  

 Most popular games included Call of Duty, CSGO, League of 
Legends, Overwatch, DOTA2 

 168 respondents said they paid real money to keep playing a 
game 

 177 watched Esports and 29 of them had bet real money or 
digital commodities 

 Value of bets ranged from 50cents to $1000 on skins. 



More than just a game? 
Å The lines between 

gambling and gaming are 
becoming blurred 

 
Å ‘Gamblification’ of games is 

common 
 
Å Opportunities to gamble 

often embedded in the 
game. 

 



Thank you for listening! 


