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Foreword

At the Danish Gambling Authority, we want fo keep our stakeholders updated with stafistics
on the development in the Danish gambling market. We constantly strive to improve our
publications, which is why we changed our quarterly stafistics in Power Bl in the beginning
of 2023 to become monthly stafistics. Thereby, a wide range of statistics describing the
gambling market is available on a monthly basis.

In “The Danish Gambling Market in Numbers 2022”, we provide an overview of the develop-
ment in the Danes’ gambling spend and behaviour in 2022. Here, we review the develop-
ment in the individual gambling sectors, but we also see across sectors. Some of the fopics
you can read about include: Danes’ spending on online gambling as opposed fo land-based,
when Danes’ spend the most during the 2022 World Cup, and who typically confacts the
Danish Gambling Authority’s helpline StopSpillet.

I hope you will find “The Danish Gambling Market in Numbers” useful.

On behalf of the Danish Gambling Authority,

a4

Anders Dorph
Director
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Infroduction

For the Danish Gambling Authority, it is a core fask to continuously analyse the development
in the gambling market. In “The Danish Gambling Market in Numbers”, the tofal statistical
overview of the development in the gambling market is presented. 46 figures and fables
show the development both in the individual gambling sectors (betting, online casino, gam-
ing machines, land-based casinos and lotteries) and across and follow the development
since the parfial liberalisafion of the gambling market in 2012. Moreover, we present statis-
fics on ROFUS (Register of self-excluded players) and the Danish Gambling Authority’s help-
line StopSpillet.

A year (almost) free from covid-19

In 2020 and 2021, Denmark was highly affected by covid-19. The gambling market was di-
rectly affected by covid-19 restrictions, when resfaurants, gambling arcades and casinos
were closed for some periods of time to prevent the spread of the virus. This, naturally, af-
fected the gambling spend on the land-based gambling market. In 2022, the lockdowns
lasted for a shorter while compared with the previous years, when gambling arcades and ca-
sinos were closed for no more than January. Naturally, this caused a significanf rise in the
GGR for gaming machines and land-based casinos.

Allin all, the tofal GGR for the Danish gambling market in 2022 amounted to DKK 10.1 billion,
which is a year-on-year fall of DKK 287 million, corresponding to 2.8 percent. Thereby the in-
crease in GGR for gaming machines and land-based casino was notf enough fo cover the fall
in GGR for both betting, online casino and lofteries.

Figure 1. GGR for the Danish gambling market 2021-2022, million DKK
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Source: Dafa on duties reporfed by licence holders fo the Danish Tax Agency, Danske Spil A/S, Det Danske KlasselotteriA/S, Varelofterief,
Landbrugslotteriet and accounts from charity loftery licences.
Note: 2022-prices

Use of the term “gross gaming revenue” (GGR)

In The Gambling Market in Numbers 2022, gross gaming revenue (GGR) is used consistently
as a tool fo measure the size of the gambling market. GGR is defined as the players’ stake in
a game, minus winnings, plus the commission, players may pay fo participate in a game, cf.
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figure 2. Thus, GGR is an expression for how much players lose to gambling operators.
Therefore, GGR is often described as the gambling spend. However, it should be noted that
the GGR is higher than what players actually lose as the bonuses, which players gamble
away also count as stakes.

Figure 2. Calculation of gross gaming revenue (GGR)

What is GGR?

GGR (Gross gaming revenue) == Valueofstakes m  Value of winnings ( + Value of commission )

GGRis used internationally among other countries’ gambling regulators to measure the size
of the gambling markets. In addition, GGR is used as a basis of calculation for the gambling
duty that licence holders offering betting, online casino, gaming machines and land-based
casino must pay to the Danish state.

Data used in the report

The Gambling Market in Numbers 2022 is based on several different dafa sources. This es-
pecially includes data on gambling duties form licence holders to the Danish Tax Agency
and data sent to the Danish Gambling Authority’s gambling control system. Statistics from
monopoly lofteries comes from the licence holders’ direct reports to the Danish Gambling
Authority. ROFUS and StopSpillet data originates from infernal systems in the Danish Gam-
bling Authority. Statistics for charity lofteries is based on the accounts submitted by licence
holders after the lottery is run. Finally, data on gambling markets in Europe and channelling
rates come from the international market research institute H2 Gambling Capital.

Data used in the report may change. The most recently updated numbers for the gambling
market are always available in the monthly statistics on Spillemyndigheden.dk.
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1.1 The development in the gambling market in 2022

The total gambling market in Denmark amounted to DKK 10.1 billion in 2022, cf. figure 3.1t
corresponds to a year-on-year fall of DKK 287 million, corresponding to 2.8 percent. Since
2012,the GGRis increased by DKK 1.5 billion, corresponding to 17 percent. For periods dur-
ing 2020, 2021, and 2022, the gambling market was affected by covid-19 restrictions that
caused lockdowns of restaurants, gambling arcades and casinos, which affected the GGR
negatively.

Figure 3. GGR for the total Danish gambling market 2012-2022, billion DKK
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Source: Dafa on duties reporfed by licence holders fo the Danish Tax Agency, Danske Spil A/S, Det Danske KlasselotteriA/S, Varelotterief,
Landbrugslofteriet and accounts from charity loffery licences.
Note: 2022-prices

Measured in GGR, lottery was the largest gambling sector of 2022 as were the case in 2021
The sector accounted for DKK 3,381 million, corresponding to 33 percent of the gambling
market, cf. figure 4. Together, online casino and betting made up just over half of the gam-
bling market, while gambling machines and the land-based casinos were the smallest gam-
bling sectors with market shares of 11 percent and 4 percent, respectively. These two gam-
bling sectors were affected by covid-19 measures in January, when gambling arcades and
casinos were locked down.

Figure 1. Market shares for gambling sectors in 2022
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Source: Dafa on duties reporfed by licence holders fo the Danish Tax Agency, Danske Spil A/S, Det Danske KlasselotteriA/S, Varelotterief,
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Landbrugslotteriet and accounts from charity loftery licences.

The development in the gambling market should be seen in context with the development
of the fotal Danish economy. In 2022, the fotal GGR corresponded fo 0.36 percent of the
Danish Gross Domestic Product (GDP)*.

Figure 5. GGR for the total Danish gambling market as share of GDP 2012-2022
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Source: Dafa on duties reporfed by licence holders to the Danish Tax Agency, Danske Spil A/S, Def Danske KlasselotteriA/S, Varelotterief,
Landbrugslotteriet and accounts from charity lottery licences and Sfafistics Denmark

The development in the gambling market must also be seen in confext with the increase in
populatfion. In 2022, Danes spent an average of DKK 2,140 on gambling, which is DKK 77 less
thanin 2021, corresponding fo a fall of 3.5 percent. Compared o 2012, the spend per Dane
in 2022 is increased by DKK 167, which corresponds to 8.5 percent.

Figure 6. Average gambling spend per Dane over 18 2012-2022

2,500 DKK - 2,349 DKKp 328 DKK
2,205 DKKZ239 DKK

217 DKK
2,119 DKK 2,165 DkKk217 PKI o bk
11,973 DKK1,964 DKKL,990 DKK
2000DKK -
1500 DKK -
1,000DKK
500 DKK -
-DKK

2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022

Source: Dafa on duties reporfed by licence holders fo the Danish Tax Agency, Danske Spil A/S, Det Danske KlasselotteriA/S, Varelotterief,
Landbrugslotteriet and accounts from charity lottery licences and Sfafistics Denmark
Note: Gambling spend is measured by GGR. 2022-prices.

1 GGR s an economic indicator of the value of a country’s tofal production of goods and services.
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1.2 Licences for gambling in 2022

One of the Danish Gambling Authority’s core tasks is fo issue licences to offer gambling
products and services in Denmark. During 2022, there were 912 licences to offer gambling
on the Danish market, cf. fable 1.

The number of licences issued varies from sector to sector. In 2022, there were 514 licences
to offer charity loftery. In addition, the Danish Gambling Authority was notified of 811 charity
lotteries.

In Denmark, lotteries without a charitable purpose are monopolised. In 2022, there were
four licences to offer lottery.

There were 26 and 41 licences to offer befting and online casino, respectively. Out of these,
three of the betting licences and fem of the online casino licences were revenue-restricted.
A revenue-restricted licence applies for one year and requires that the GGR does not exceed
DKK 1 million. A licence which is noft restricted may apply for up fo five years.

In 2022, there were 318 licences to install land-based gaming machines in restaurants,
cafes, bars and gambling arcades. There were nine licences fo offer land-based casino.

On Spillemyndigheden.dk you can always see an updated list of licence holders in Denmark.

Table 1. Licences and notfifications to offer gambling in Denmark in 2022

Gambling sector Number of licences/notfifications
Befting 23
Betting — Revenue-restricted 3
Online casino 36
Online casino — Revenue-restricted 5
Gaming machines 318
Land-based casinos 9
Monopoly lotteries 4
Charity lotteries — Licences 514
Charity lotteries — Nofifications 811

Source: the Danish Gambling Authority
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1.3 World Cup 2022

The World Cup fook place from the 20™ of November fo the 18'™ of December 2022, and
many Danes chose fo bet on the matches. Denmark was one of the 32 participating coun-
fries and especially Denmark’s matches had a clear effect on the betting market during the
finals. During the World Cup, the Danes’ deposits were biggest on the days when Denmark
played their three matches.

In that period, Danes’ deposit was biggest on the 30" of November, when Denmark played
their last match of the group stage against Australia, cf. figure 7. On that day, the deposit was
76 percent higher compared to 13 December, which was the day when the deposit was
smallest during the World Cup period.

The day with the second highest deposit was on the 22" of November, when Denmark
played against Tunisia while the 26 November, when Denmark played against France, were
the day with the third highest deposit during the finals.

Also the 18" of December, when the final between Argentina and France was played, the
deposit was higher compared to many other days during the finals. That day is only sur-
passed by the days when Denmark played and the 3 and 4™ of December when two
matches of the round of 16 were played each day.

Between round of 16, quarterfinals, semifinals and finals, there were days with no World
Cup matches played. Here, the deposits on betting were markedly lower compared with the
days in the period when World Cup matches were played.

The Danes’ gambling activity during the finals resembles a pattern we have seen at previous
finals, where the Danes’ gambling activity on betting was biggest on days when Denmark

player their mafches.

Figure 7. Scaled value of stakes on betting, 20 November — 18 December 2022

25 1 Denmark - Australia
Denmark - Tunisia
Denmark - France
20 Final: Argentina - France
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Source: the Danish Gambling Authority's gambling control system
Note: Dafa in the figure s for the fofal betfing market in the period. The Danish Gambling Authority does not have data for individual sporfs or fournaments
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1.4 Developmentin land-based and online gambling

In Denmark, you can gamble both online and land-based. This means that you can gamble
both on the internet or on-site at different locations such as a gambling arcade, restaurant,
bar, or kiosk.

In 2022, 63 percent of the total GGR came from online gambling, cf. figure 8.1t is an increase
of 31 percentage point compared to 2012. It should be noted that gambling arcades and
land-based casinos were closed in January 2022 due to covid-19 measures, which affected
the GGR from land-based gambling. The measures also affected the land-based gambling
market in 2020 and 2021. Those years, the lockdowns went on for longer periods compared
t0 2022, which is part of the explanation why, the share of online gambling fell a little from
2021 to0 2022.

Except from 2022, the share of GGR coming from online gambling has increased every year
since 2012. The land-based GGR has fallen in this period, while the GGR from online gam-
bling has increased. Accordingly, the increase in GGR that characterises the Danish gam-
bling market is driven by the increase in online gambling.

Figure 8. GGR of gambling market categorised by sales channels, billion DKK 2012-2022
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Source: Dafa on duties reporfed by licence holders to the Danish Tax Agency, Danske Spil A/S, Def Danske KlasselotteriA/S, Varelotterief,
Landbrugslotteriet and accounts from charity loftery licences

Online games are available both on computers and mobile devices such as phones and tab-
lets. Since 2012, the share of GGR for online betfting and online casino coming from mobile
devices has increased from 11 percent to 70 percent. The development must be seenin
context with the general technological development in Denmark, where continuously be-
comes easier to buy and sell goods and services via mobile devices.
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Figure 9. GGR for online betting and online casino categorised by sales channels
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15 Demographic profile of players

Online gambling takes up a large share of the Danish gambling market and as a part of our
supervision of the gambling market, the Danish Gambling Authority receives statistics on the
licence holders’ active players.

72 and 84 percent of the active online casino accounts and betting accounts respectively,
are created by men, cf. figures 10 and 11. At the same fime, the data shows that it is mostly
young people who gamble online. In this way, 53 percent and 57 percent of the online ca-
sino accounts and the betting accounts, respectively, belong to individuals under 36.

Figure 10. Online casino accounts categorised by sex and age, 2021?

76+ar

66-75ar

56 - 65 ar

46 -55ar

36-45ar

26-35ar

18-25ar 24%

0% 5% 10% 15% 20% 25%

Women mMen

Source: Annual accounts submitted by licence holders to the Danish Gambling Authority

Many of the online accounts in Denmark thereby belong to young men. Specifically, 43 per-
cent and 48 percent of the online casino accounts and befting accounts, respectively belong
fo men under 36 years old.

Figure 11. Active online betting accounts categorised by sex and age, 2021
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Source: Annual accounts submitted by licence holders fo the Danish Gambling Authority

2The Danish Gambling Authority has nof received annual accounts for 2022 at the fime of publication, which is why data from
2021isshown
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16 Danish gambling spend compared to Europe

The gambling markets in the European countries differ from each other in various aspects.
This is, for example, true in relation fo how the gambling markets are regulated, i.e., the
framework and requirements gambling operators must comply with. The differences are
also reflected in the gambling spend per capita in European countries.

In 2022, with DKK 2,343, Denmark had the 12™" highest gambling spend per adult in Europe, In 2022, Denmark had the 12" highest
cf. figure 12. This is also the lowest gambling spend per adult in the Nordic countries, since gambiingspend per capitain Europe
Iceland, Finland, Sweden and Norway were ranked higher. The amounts also include the

spending on online gambling websites that do not have a licence in the countries in ques-

fion. Ireland had the highest gambling spend per capita in 2022 of DKK 3,962.

Figure 12. Top 15 countries in Europe with the highest annual gambling spend per adult in 2022
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Source: H2 Gambling Capifal Dafa may change, which is why the dafa may be updated at a later fime. Data is drawn on 25 April 2023.
Note: Gambling spend is measured by GGR. Dafa includes both the regulafed markets and the unregulated markets.

The countries also vary when it comes to the share of the gambling spend which takes place
online. If you include the spend coming from gambling websites without a Danish licence,
Denmark had the fourth largest share of the gambling spend generated online in Europe, cf.
figure 13. With its 68 percent, Sweden had the largest share of the gambling spend which is
generated online. The large share of online gambling must be viewed in the context that
Denmark, in an infernational perspective, generally has a high degree of digitisation.

Figure 13. Top 10 countries Europe with the highest gambling spend generated online, 2022
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Source: H2 Gambling Capifal. Dafa may change, which is why the dafa may be updated at a later fime. Datfa is drawn on 25 April 2023.
Note: Gambling spend is measured by GGR. Data includes both the regulated markets and the unregulated markets.

1.7 Developmentin channelling rafe

The Danish Gambling Authority continually monitors the development in the channelling
rate in Denmark. The channelling rate describes how large a share of the online gambling
spend that comes from gambling operators with a licence to offer gambling in Denmark.
Thereby, the channelling rate shows how large a share of the online gambling spend that
fakes place on websites that must comply with the Danish rules for offering gambling and
pay gambling duties to the Danish state.

Before the liberalisation of betting and online casino on 1 January 2012, the channelling rate
was just under 40 percent and thereby, one of the purposes with the liberalisation was to
move part of the gambling spend to sites with a Danish licence to offer gambling. At the end
of 2012, the channelling rate had increased to just under 69 percent and in 2022, it was 89.2
percent, which is on level with 2021, but almost 21 percentage points higher compared o
2012, cf. figure 14.1t means that the majority of the online gambling spend in Denmark foday
fakes place on websites who must comply with the Danish Gambling Act and whom the
Danish Gambling Authority supervises.

Figure 14. Online channelling rate in Denmark, 2010-2022
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Source: H2 Gambling Capifal. Dafa may change, which is why the dafa may be updated at a later fime. Datfa is drawn on 25 April 2023.

In a European perspective, the channelling rate in Denmark is relatively high. In 2022, Den-
mark was part of the top 10 European countries with the highest channelling rate, cf. figure
15. Great Britain had the highest channelling rafe in Europe of 97.8 percent.
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Figure 15. Top 10 European countries with the highest channelling rate in 2022
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18 ROFUS —Register of self-excluded players

The Danish Gambling Authority is responsible for the register of self-excluded players
(ROFUS), where Danish players can self-exclude from online gambling and gambling at
land-based casinos either temporarily for 24 hours, one, three or six months, or perma-
nently. A permanent self-exclusion means that you can request a deregistration after one
year af the earliest.

Gambling operators with a licence from the Danish Gambling Authority must always refer to
ROFUS in their marketing. This helps ensure that Danish players are aware of the option fo
self-exclude from gambling.

By the end of 2022, 38,921 Danes were registered with ROFUS, cf. figure 16. This is a year-
on-year increase of more than 8,000 Danes. It is the biggest annualincrease in the number
of Danes registered since ROFUS was estfablished in connection with the partial liberalisa-
fion of the gambling market in 2012.

Figure 26. Players registered with ROFUS, 2012-2022
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Source: the Danish Gambling Authority

Note: Both players who are femporarily excluded and permanently excluded are included in the dafa set. For 2012-2019, dafa is drawn on 1
January the following year, and for 2020 and 2021, data is drawn on 31 December and for 2022, dafais drawn on 5 January 2023.

Thus, the figure only state the number of players registered on the day data was drawn. The cafegory of 24 hour exclusion is not included in the
figure, since there are relatively lare variationsin this group from day fo day.

The majority of the registered Danes are men, which has been a tendency since the estab-
lishment of ROFUS. In the beginning of 2023, 29,326 of the registered were men, corre-
sponding to 75 percent, cf. figure 17. The age distribution shows that almost two out of three
registered players were under 40 years old. 33 percent of the registered players were men
under 30 years old.
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Figure 17

. Players registered with ROFUS categorised by sex and age, 5 January 2023
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Note: The category of 24 hour exclusionis not included in the figure, since there are relafively lare variafions in this group from day fo day.

Most of the players registered with ROFUS have excluded themselves permanently. In the
beginning of 2023, 25,737 had chosen a permanent exclusion, corresponding to 66 percent,
cf. figure 18. From the temporary exclusions, 6,925 had chosen six months, corresponding
fo 18 percent. 4,093 had chosen a 3-month exclusion, corresponding to 10 percent, while
2,166 persons, corresponding to 6 percent, had excluded themselves for one month.

Figure 18. Players registered with ROFUS categorised by type of exclusion, 5 January 2023

m Permanent registrations: 25.737

Temporary registrations 1 month: 2.166

Temporary registrations 3 months: 4.093

m Temporary registrations 6 months: 6.925

Soruce: the Danish Gambling Authority

Note: The category of 24 hour exclusionis not included in the figure, since there are relafively lare variations in this group from day fo day.
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19 StopSpillet — Helpline about compulsive gambling

The Danish Gambling Authority operates StopSpillet, which is a helpline that players, rela-
fives and professionals can call or chat with to get advice and guidance on compulsive gam-
bling and responsible gambling. In 2022, StopSpillet received 560 calls and chats. This is an
increase compared to 2021, when StopSpillet received 499 calls and chats. About half of the

calls and chats came from players, while 38 percent and 6 percent came from relatives and Callsand chats for StopSpilletin 2022
professionals, respectively, cf. figure 19. from players, relaives and friends, and
professionals

Figure 19. StopSpillet conversations categorised by type of caller in 2022
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Source: the Danish Gambling Authority

When relatives and friends contacted StopSpillet in 2022, half of the conversations were
with a parent of a player, cf. figure 20. About every fourth conversation came from a partner
of a player. In addition, there were calls and chats from friends, siblings, children, other fam-
ily, colleagues, and employers of the player in 2022.

Figure 20. StopSpillet conversations with relatives and friends in 2022 categorised by relation
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Source: the Danish Gambling Authority

When players confact StopSpillet, they fypically have had a problem with gambling for a rel-
atively long period. On average, players estimate that they have had problems with
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gambling for about two and a half years before they contact StopSpillet. The conversations
in 2022 showed a tendency: the men had had gambling problem for a little longer than the
women, when they contacted StopSpillet, cf. figure 21.

Figure 21. Average number of years players have had gambling problems when they contacted StopSpillet,
2022
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One of the things, the advisers ask about, when a player contacts StopSpillet, is the types of
games they play. The majority of those who contfact StopSpillet state online gambling as
their preferred games. In the 2022 StopSpillet conversations, online casino and online bet-
fing fogether accounted for 71 percent of the types of games stated. Land-based gaming
machines and land-based betting accounted for 14 percent and 4 percent of the games
stated, respectively. Finally, StopSpillet also had conversations with players who preferred
land-based casino, land-based and online poker, games related to video gaming, land-
based lotteries and other types of games.

Figure 22. Players preferred types of games, 2022

m Online casino
Online betting
Land-based gaming machines
m Land-based betting
Land-based casino
Online poker

Other

Gaming
m Land-based lottery
33.6% m Land-based poker

Source: the Danish Gambling Authority
Note: Up fo two types of games are regisfered per player. Only players who have confacted StopSpillet themselves are included.



Development in the
gambling sectors in
2022




The Gambling Market in Numbers 2022 Page 21

21

Charity lofteries

In Denmark, lotteries are subject fo a monopoly. However, it is allowed to run lotteries if they
have a charitable purpose. In 2022, 1,325 charity lofteries were run. The Danish Gambling
Authority had been nofified of 811 of the lotteries. Those were lotteries with a selling price of
DKK 20,000 or less. These lofteries do not require a licence from the Danish Gambling Au-
thority. The remaining 514 lotteries were licensed by the Danish Gambling Authority.

Charity lotteries run in 2022

The 1,325 charity lofteries in 2022 are in increase compared to 2020 and 2021, when 735
and 924 lotteries were run, respectively. The lower number of lofteries in 2020 and 2021 are
highly due to covid-19, which meant that many associations refrained from running lotteries.
In 2019, (before covid-19) 1,417 lotteries were run.

662 of the charity lotteries in 2022 were held in fourth quarter, corresponding to 50 percent,
cf. figure 23. It is a clear trend that many charity lotteries are held at the end of the year. This
is because many associations want fo run lofteries in connection with Christmas.

Figure 23. Charity lotteries run in 2022 (includes both notifications and licences)
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Source: the Danish Gambling Authority

In 2022, the GGR for charity lofteries amounted fo DKK 236 million. This is a year-on-year fall
of DKK 101 million, corresponding to 30 percent. The GGR for 2022 is the lowest, the sector
has seen the past 11 years.
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Figure 14. GGR for charity lofteries, 2012-2022
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Source: Accounts from linceces for charity lofferies
Note: 2022-prices. GGR in 2022 is a prelimenary esfimate. Only GGR from licences for charity lotteries is included.

Charity lofteries are run for the benefit of various good causes. In 2022, about 50 percent of
the GGR from charity lotteries went to combat of diseases. 34 percent of the GGR came from
lofteries with a humanitarian purpose, cf. figure 25. The smallest charity lotteries, measured
by GGR, are those whose profit goes to sports and culfural purposes. They accounted for 4
and 3 percent of the total GGR for charity lotteries in 2022, respectively.

Figure 25. GGR for charity lofteries in 2022 categorised by charitable cause

m Other
Humanitarian
50% Sports
34%
m Cultural

Combat of diseases

Source: Accounts from linceces for charity lofferies
Note: GGRin 2022 is a prelimenary estimate. Only GGR from licences for charify lofferies is included.
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2.2 Monopoly lotteries

In Denmark, lotteries are subject fo a monopoly if the lottery does not have a charitable pur-
pose. This means that it is only Danske Loftteri Spil A/S, Det Danske Klasselotteri A/S, Vare-
lotteriet and Landbrugslotteriet, who can offer lotteries and class lotteries.

In 2022, the total GGR for the monopoly lofteries amounted fo DKK 3,145 million. It is a year-
on-year fall of DKK 203 million, corresponding to 6.1 percent. Thereby, together charity lot-
teries and monopoly lofteries accounted for 33 percent of the total Danish gambling market
in 2022.

Development in GGR for monopoly lofter-
iesfrom 2021 t0 2022

The monopoly lotteries have been characterised by a steady development in the GGR since
the partial liberalisation of the gambling market in 2012, cf. figure 26. The GGR has varied be-
tween DKK 3,044 million in 2014 and DKK 3,348 million in 2021.

Figure 26. GGR for monopoly lotteries 2012-2022, million DKK
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Source: Danske Spil A/S, Det Danske Klasselotteri A/S, Varelotteriet and Landbrugslotteriet
Note: 2022-prices

Like in previous years, the GGR for lottery games/number games in 2022 also accounted for
the vast majority of the GGR in the sector, cf. figure 27. Specifically, the GGR for these types
of games, which include Lotto, Vikinglotto, Joker, Eurojackpot, Alf Eller Intet and Keno, ac-
counted for DKK 2,509 million, corresponding fo 80 percent of the tofal GGR for the monop-
oly lofteries. The three class lotteries’ tofal GGR amounted to DKK 376 million, correspond-
ing to 12 percent, while scratch cards (both online and land-based) amounted to DKK 260
million, corresponding to 8 percent.
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Figure 27. Share of GGR for monopoly lofteries categorised by type of lottery, 2022
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Source: Danske Spil A/S, Det Danske Klasselotteri A/S, Varelotterief and Landbrugslofterief
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2.3 Land-based casinos

In 2022, nine land-based casinos were licensed to offer gambling in Denmark. The total GGR
for the land-based casinos in 2022 amounted to DKK 349 million, which is an increase of
DKK 113 million compared to 2021, corresponding to 48 percent. The land-based casinos
accounted for 3 percent of the fotal gambling market in Denmark in 2022, and thereby it was

the smallest gambling sector measured by GGR.
Development in GGR for land-based casi-

. . ) from 2021 10 2022
In the beginning of 2022, the land-based casinos were closed as part of the covid-19 nostrom

measures. However, in February the casinos opened again. Thereby, the casinos were open
for a markedly longer period in 2022 than in 2021, which explains the increase in GGR be-
tween the two years. In 2021, the casinos were affected by lockdowns in January, February,
March, April, May and December. Comparing the GGR o 2019, which was not affected by

lockdowns, the GGR fell by 9 percent in 2022.
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Figure 28. GGR for land-based casinos in 2022, million DKK
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Source: Dafa on duties reporfed by licence holders to the Danish Tax Agency

From 2012 to 2019, the GGR for the land-based casinos was relatively steady, cf. figure 29.
The GGR peaked in 2016 with DKK 429 million, but since then there has been an annual de-
crease which was enhanced by the covid-19 measures in 2020 and 2021, before it in-
creased again in 2022. However, this increase did nof bring the GGR on level with the years
before covid-19. From 2012 to 2019, the GGR fell by 3 percent.
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Figure 29. GGR for land-based casinos 2012-2022, million DKK
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Source: Dafa on duties reported by licence holders fo the Danish Tax Agency
Note: 2022-prices
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2.4 Gaming machines

In 2022, the GGR for gaming machines amounted to DKK 1,154 million, which is a year-on-
year increase of DKK 311 million, corresponding to 37 percent. Thereby, gaming machines
accounted for 11 percent of the total Danish gambling market in 2022.

In January 2022, gambling arcades were closed as part of the covid-19 measures. However,
they reopened already in February and thereby, 2022 was not affected by covid-19
measures for nearly as long as in 2021, when the market for gaming machines was affected
in January, February, March, April, May and December. This explains the increase in GGR be-
tween the two years. Comparing to 2019, when there were no covid-19 measures, the GGR
has fallen by 25 percent in 2022.

In 2022, 78 percent of the GGR came from gaming machines installed in gambling arcades,
while 22 percent came from gaming machines in restaurants, cafes, and bars. On 31 Decem-
ber 2022, the gaming machines were distributed among 874 gambling arcades and 1,161
restaurants, cafes, and bars.

Figure 30. GGR for gaming machines in 2022 categorised by restaurants, cafes and bars and gambling ar-
cades, million DKK
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Source: Data on dufies reported by licence holders fo the Danish Tax Agency

The market for gaming machines has been characterised by a fallin GGR since 2012, cf. fig-
ure 31. From 2012 to 2019, the GGR fell by 25 percent and after that, the fall was enhanced
by the covid-19 measures. From 2012 to 2022, the GGR had fallen by 44 percent.
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Figure 31.GGR for gaming machines 2012-2022, million DKK
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Source: Dafa on duties reported by licence holders fo the Danish Tax Agency
Note: 2022-prices
In 2022, the activity on the gaming machines was highest on pay days. Thus, Danes gam-
bled more with the gaming machines on the last working day of the month, which is the day,
when most Danes receive their salary, cf. figure 32. Friday the 29" of April was the day in
2022, when most money was inserted to the machines. Moreover, figure 32 shows how the
activity in January was markedly lower compared to the rest of 2022, because the gambling
arcades were closed due to covid-19 measures.
Figure 32. Indexed daily development in money inserted in the gaming machines in 2022
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Source: Dafa on dufies and control dafa submitted the Danish Gambling Authority

Danes can gamble on gaming machines all days of the week. In 2022, Friday was the day of
the week when the highest amount was gambled at the machines in 2022, cf. figure 33. More
specifically, the activity on Fridays were 17 percent of the total amount inserted in the ma-
chines in 2022. Sunday was the day when Danes spent the least on gaming machines.
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Figure 33. Money inserted in gaming machines categorised by weekday, 2022
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Source: Dafa on duties and confrol dafa submifted the Danish Gambling Authority

It is possible to gamble on gaming machines 24 hours of the day, excepf on gaming ma-
chines instfalled in gambling arcades since they must be closed between midnight and 7 am.
Consequently, the activity on gaming machines in the first 7 hours of the day only made up
one percent of the fotal activity in 2022. In contrast, Danes gambled the most with gaming
machines in the afternoon and in the evening, cf. figure 34.In this way, the amount spent on
the gaming machines between 12 noon and 8 pm accounted for about fwo thirds of the tofal
amount inserted in the gaming machines in 2022.

Figure 44. Money inserted in gaming machines categorised by hour of the day, 2022
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25 Befting

In 2022, 26 operators were licensed fo offer betting in Denmark. Three of the 26 licences
were revenue-restricted, which is a special type of licence that only applies for a year, and
where the GGR cannot exceed DKK 1 million. A betting licence, which is not restricted, can
apply for up to five years.

It varied greatly how much the licence holders achieved in GGR. 11 licence holders achieved
a GGR of less than DKK 25 million, seven licence holders achieved a GGR between DKK 25
and 100 million, while five achieved a GGR of more than DKK 100 million.

Table 2. Licences for betting in Denmark in 2022 categorised by GGR

GGR (million DKK) | Number of licences
Lessthan5
5-10

10-25
25-50
50-100
100-200
200-500
More than 500

RININWIDNININ(NY

Source: the Danish Gambling Authority
Note: Revenue-restricted licences are not included

In 2022, the GGR for betting amounted to DKK 2,317 million. It is a year-on-year fall of DKK
280 million, corresponding fo 11 percent. Thereby, befting accounted for 23 percent of the
fotal Danish gambling market in 2022.

The reimbursement rate affects the size of the gambling operators’ GGR. The reimburse-
ment rafe is an expression of how large a share that is paid as winnings fo players. For ex-
ample, an average reimbursement rate of 90 percent means thaf the player gets DKK 90
when DKK 100 is staked in a bet.

In 2022, the average reimbursement rate was 88.5 percent. During the year, it varied be-
tfween 87.0in July and 92.1 in December, cf. figure 35. December was also the month with
the smallest GGR.

Figure 35. GGR (excluding games with commission), million DKK, and reimbursement rate for betting in
2022
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Source: Dafa on duties reporfed by licence holders to the Danish Tax Agency
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After the liberalisation of betting in 2012, the betting market saw an annual increase in GGR
up until 2018.in 2019, the GGR fell a little. The fall confinued in 2020, which was especially
due to cancelled and postponed sports events during the year following covid-19 measures,
which meant that there were fewer matches to bet on. Compared fo 2012, the GGR has in-
creased by 52 percentin 2022.

Figure 36. GGR for befting 2012-2022, million DKK
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Source: Data on dufies reported by licence holders fo the Danish Tax Agency
Note: 2022-prices

Every day, it is possible to bet on football matches and other sports. However, most bets are
made in the weekend. In 2022, 37 percent of the betting deposits are made on Saturdays
and Sundays. This is not unusual though, since most European football matches are played
on these days of the week.

Figure 37. Number of deposits on betting categorised by weekday, 2022
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Source: the Danish Gambling Authority's gambling control system

In Denmark, you can bet both land-based, i.e., on-site such as at a kiosk or supermarket, and
online via computers or mobile devices such as a felephone or a fablet. In 2022, 61 percent
of the GGR for betting came from bets made on mobile devices, while 28 percenfand 11
percent came from land-based betting and betting via computers, respectively. Since the
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liberalisation of betting in 2012, the share of GGR coming from mobile devices has increased
continuously. Conversely, the share of GGR from land-based betting and betting via comput-
ers now account for a lot less than in 2012.

Figure 38. GGR for betting categorised by sales channels, 2012-2022
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26 Online casino

In 2022, 41 operators were licensed to offer online casino. Five of the 41 licences were reve-
nue-restricted, which is a type of licence that only applies for a year, and where the GGR can-
not exceed DKK 1 million. A licence for online casino which is not restricted can apply for up
fo five years.

It varied greatly how much the licence holders achieved in GGR. 18 licence holders achieved
a GGR of less than DKK 25 million, 10 licence holders achieved a GGR between DKK 25 and
100 million, while eight achieved a GGR of more than DKK 100 million.

Table 3. Licences for online casino in Denmark in 2022 categorised by GGR

GGR (million DKK) | Number of licences
Lessthan5 10
5-10

10-25
25-50
50-100
100-200
200-500
More than 500

RlWwNO|O|D|D

Source: the Danish Gambling Authority
Note: Revenue-restricted licences are not included

In 2022, the GGR for online casino amounted to DKK 2,904 million, corresponding to 29 per-
cent of the tofal gambling market. It is a year-on-year fall of DKK 128 million, corresponding
to 4 percent.

Online casino is the gambling sector with the biggest growth of GGR since 2012. Conse-
quently, it has confributed to the overall increase in the gambling market in that period. Up
until 2021, the GGR for online casino increased every year, but that trend stopped in 2022,
when the GGR fell for the first fime, cf. figure 39. From 2012 fo 2022, the GGR increased by
184 percent.

Figure 39. GGR for online casino, 2012-2022, million DKK
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The average reimbursement rate for online casino in 2022 was 95.78 percent, which is a lit-

fle less than in 2021, when the rate was 96.03 percent. With 95.42 percent, October was the
month with the lowest reimbursement rate, while January had the highest rate of 96.03 per-
cent, cf. figure 40.

Figure 40. GGR (excluding games with commission), million DKK, and reimbursement rate for online casino
in2022
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Source: Data on dufies reported by licence holders fo the Danish Tax Agency

Danes have a variety of games fo choose from at online casinos. In 2022, the GGR from
online gaming machines amounted to DKK 2,194 million, corresponding to 76 percent of the
online casino market, cf. figure 41. Roulette and blackjack amounted to DKK 218 and 206
million in GGR, respectively, corresponding to 8 and 7 percent of the fotal GGR for the sector.

The GGR for commission games amounted to DKK 125 million, corresponding fo 4 percent.
Commission games are games where you play against other players and pay a commission

fo the gambling operator fo parficipate. It includes, for example, multiplayer poker.

Finally, bingo and other types of games amounted fo DKK 100 and 61 million, respectively,
corresponding fo 3 and 2 percent.

Figure 41. GGR for online casino in 2022 categorised by type of game
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Source: the Danish Gambling Authorify’s gambling confrol system
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Online bingo was liberalised in 2018. In 2018, the GGR was DKK 59 million, but has since
then increased in accordance with the fotal online casino market up until 2022, when it fell,
cf. figure 42. From 2018 to 2022, bingo’s share of the online casino market increased from
2.4 percent to 3.4 percent.

Figure 42. GGR for online bingo 2018-2022, million DKK
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Since 2012, Danes increasingly prefer gambling with online casinos on mobile devices, such
as mobile phones and fablets, over computers. The trend continued in 2022, where the
share of GGR for online casino coming from gambling on mobile devices increased to 61
percent, cf. figure 43.1n 2012, almost all of the GGR was generafed from gambling via com-
puters.

Figure 43. GGR for online casino categorised by sales channels, 2012-2022
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Source: the Danish Gambling Authority’s gambling control system
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