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ABOUTTHE STUDY

6



ɻ To determine gaming incidence (games of chance such as lotto, bingo, scratch cards; 

sports betting; slot machines;  electronic poker, roulette and similar games; òliveó games) 

ɻ To analyze basic gaming habits 

ɻ To identify main demographic and lifestyle characteristics of players of different games

ɻ To determine the general incidence of gambling addiction and provide demographic 

profiles of vulnerable groups 

ɻ To identify awareness of Grand Casino and competitors 

ɻ To analyze Grand Casino image constituents 

ɻ To analyze the potential (strengths to focus on and weaknesses to overcome) of Grand 

Casino to draw new customers 

ɻ To analyze sources of satisfaction/dissatisfaction with Grand Casino services among the 

visitors 

ɻ To identify main demographic characteristics/life style, gaming habits and Grand Casino 

image among potential Grand Casino visitors and Grand Casino rejecters 

ɻ To identify media consumption patterns

ɻ To compare awareness and visiting incidence of GCB, as well as evaluation of GCB 

experience with 2008 data*  

RESEARCHOBJECTIVES

*Note: All comparisons will be done using comparable samples for 2008 and 2011. This will be obtained by including only respo ndents

between 20 and 50 years of age and with average household monthly income above 60.000 RSD from 2011 sample. 7



Target group - 2011

ɻ general population of Belgrade inhabitants aged between 18 and 60 years

Total sample

ɻ 1000 respondents

Place

ɻ 10 main Belgrade municipalities (Cukarica, Novi Beograd, Palilula, Rakovica, Savski  Venac, 

Stari Grad, Vozdovac, Vracar, Zemun, Zvezdara) 

RESEARCHMETHODOLOGY

Quantitative study

ɻ Technique 1: self -filling questionnaire for assessing gambling addiction risks (length app. 10 

minutes). 

ɻ Technique 2: F2F interviews within households (paired with self -filling questionnaire) 

(questionnaire length app. 15 minutes). 
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Target group - 2008

ɻ general population of Belgrade inhabitants aged between 20 and 50 years and with average 

household monthly income above 60.000 RSD

Total sample

ɻ 600 respondents

Place

ɻ Central Belgrade municipalities, New Belgrade and Zemun

RESEARCHMETHODOLOGY
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Employed (university degree)

Employed (primary/secondary educ.)

Manual worker

Student

Business proprietor (small business)

Business proprietor (large business)

Retired or unable to work

Unemployed

Housewife

Private farmer 

23.7

32.7

6.5

13.1

3.7

0.4

7.0

11.1

1.6

0.2

0.0

20.0

40.0

60.0

80.0

Primary 

school

Secondary 

school

University 

degree 
(BSc/BA)

Postgraduate 

(MA/MSc, 
PhD)

1.8

63.7

32.3

2.2

0.0

10.0

20.0

30.0

40.0

18-29 years 

of age

30-39 years 

of age

40-49 years 

of age

50-59 years 

of age

28.7

22.3
25.4 23.6

47.0

53.0

Male Female

SAMPLESTRUCTURE

Gender Age

Occupation

Education (last level finished)

Base: 1000 respondents
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0.0

10.0

20.0

30.0

40.0

50.0

60.0

Married Divorced Widowed Single

49.0

6.7
3.3

41.0

0.0 10.0 20.0 30.0 40.0

Less than 15.000

15.001 - 30.000

30.001 - 50.000

50.001 - 80.000

80.001 - 100.000

More than 100.000

I'd rather not say

13.2

26.4

26.2

8.6

2.6

2.0

21.0

SAMPLESTRUCTURE

Marital status

Personal monthly income

Base: 1000 respondents
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0.0 10.0 20.0 30.0 40.0

Single, no children

Single with children

Couple without children

Couple with cihld / children

Multigeneration family

Lives with other family members

Lives with friends

Other

12.0

4.5

9.5

30.9

9.8

24.4

5.8

3.1

0.0 10.0 20.0 30.0 40.0 50.0 60.0

We hardly manage to cover basic expenses

We manage to cover basic expenses, but 

not to buy clothing and footwear

We manage to cover basic expenses, 

clothing and footwear, but not to buy home 
appliances and furniture

We can buy everything we need and apart 

from this to save for home appliances and 
furniture

We can buy everything we need and we 

donôt worry about money

6.2

9.5

52.4

26.3

5.6

0.0 10.0 20.0 30.0 40.0

Less than 30.000

30.001-60.000

60.001-80.000

80.001-100.000

100.001-120.000

120.001-150.000

More than 150.000

I'd rather not say

5.8

20.8

21.8

17.6

9.3

3.5

4.5

16.7

SAMPLESTRUCTURE

Household monthly income

Self assessment of economic status

Household structure

Base: 1000 respondents
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RESULTSOF THESTUDY
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1. GAMINGHABITSIN

GENERALPOPULATION
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0.0

20.0

40.0

60.0

Games of 
chance 

(Lotto, Bingo, 
Scratch 
cards...)

Sports               
betting

Slot               
machines

Electronic 
poker, 

roulette and 
similar games

"Live" games 
(Roulette, 

Poker, Black 
Jack...)

46.8

28.0

5.7 5.8 4.5

GAMINGHABITSIN GENERALPOPULATION

Games of chance and gambling games played

Close to half of the adult urban Belgrade population (around 47%) plays various games of chance (Lotto, 
Bingo, scratch cardsé) - which indicates that there is approximately 400.000 of games of chance players 

between 18 and 60 years of age. 

Sports betting plays close to 1/3 of the population (around 28%), suggesting that approximately 225.000 
of adults in Belgrade (urban) play sports betting. 

Between 5-6% of Belgrade urban population plays slot machines, poker machines, electronic roulette and 
similar games as well as òliveó games (Roulette, Poker, Black Jacké) ðindicating that between 40.000 and 

50.000 of adults in Belgrade play each of these types of games.

Base: 1000 respondents

Multiple answers
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GAMINGHABITSIN GENERALPOPULATION
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Cross-gaming (cross referenced gaming habits)

*Note: Red Circle Mark denotes highest values, 

Blue Circle Mark denotes values that follow

Every fourth games of chance player plays sports betting, while around 45% of sports betting players play 
games of chance. 

Between 60%-70% of slot machines players also play poker machines, electronic roulette and similar 
games, and vice versa.

Around two thirds of òliveó games players play sports betting, while close to half play slot machines and 
other electronic games. 



Among games of chance players majority (around 70%) 
play only this type of game (indicating the number of 

around 280.000 players). Sports betting players follow, 
with around 45% of them playing only sports betting 

games (around 100.000 players). 

On the other hand, among electronic and òliveó games 
players majority is playing other types of gambling 

games - around 95% (indicating that app. 2.000 ð3.000 
players play only electronic games, and similar number 

playing only òliveó games).

0.0

20.0

40.0

60.0

Games of 
chance (Lotto, 
Bingo, Scratch 

cards...)

Sports               
betting

Slot machines 
and other 

electronic games

"Live" games 
(Roulette, Poker, 

Black Jack...)

46.8

28.0

8.2
4.5

GAMINGHABITSIN GENERALPOPULATION

Percentage of players of electronic games (slot 

machines, poker machines, electronic pokeré)

In total around 8% of adult urban Belgrade 
population plays some type of electronic 
games, indicating approximate number of 

65.000 players of these type of games.
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Base: 1000 respondents

Multiple answers

0.0

20.0

40.0

60.0

80.0

100.0

Games of 
chance players

Sports               
betting players

Electronic 
games players

"Live" games 
players

69.7

43.9

4.9 4.4

30.3

56.1

95.1 95.6

I only play my game I play more than one game

Cross-gaming (cross referenced gaming habits)

Base: 1000 respondents

Multiple answers



0.0

20.0

40.0

60.0

Games of 
chance 

(Lotto, Bingo, 
Scratch 
cards...)

Sports          
betting

Slot                
machines

Electronic 
poker, 

roulette and 
similar 
games

"Live" games 
(Roulette, 

Poker, Black 
Jack...)

37.7

51.1

9.4 9.4 7.7

54.9

7.5
2.5 2.6 1.7

Male Female

GAMINGHABITSIN GENERALPOPULATION

Games of chance and gambling games played in 

Male and Female population 

While various games of chance are 
more popular among Female residents 
(around 55%), Male find sports betting 

more interesting (around 50% 
compared to around 8% among 

Female).

Male are also more attracted to slot 
machines and other electronic games, 
as well as òliveó games (between 8-9% 

compared to 2-3% among Female). 

N = 470 N = 530

*

*Note: Red Asterisk denotes statistically significant difference compared to Male 

*
* * *

Multiple answers
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0.0

20.0

40.0

60.0

Games of 
chance (Lotto, 
Bingo, Scratch 

cards...)

Sports betting Slot machines 
and other 
electronic 
games

"Live" games

37.7

51.1

13.2
7.7

54.9

7.5
3.8 1.7

Male Female

GAMINGHABITSIN GENERALPOPULATION

Electronic games played in 

Male and Female population 

Around 13 % of Male are playing some 
type of electronic games, compared to 

around 4% among Female.

N = 470 N = 530

*

*Note: Red Asterisk denotes statistically significant difference compared to Male 

*
* *

Multiple answers
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GAMINGHABITSIN GENERALPOPULATION

Games of chance and gambling games played in age groups

While interest for games of chance 
increases with age, appeal of sports 

betting decreases. 

Slot machines and  electronic games 
are more popular in population up to 

35 years of age compared to older age 
groups, while population up to 50 

years of age shows similar interest for 
òliveó games.

Base: Respective age groups
Multiple answers
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GAMINGHABITSIN GENERALPOPULATION

Electronic games played in age groups

Electronic games in general are the 
most appealing for population up to 35 

years of age.

Base: Respective age groups
Multiple answers
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1.1. GAMESOF CHANCE
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0.0 10.0 20.0 30.0 40.0 50.0

Less than 200 RSD

201 - 500 RSD

501-1.000 RSD

1.001-2.000 RSD

2.001-5.000 RSD

5.001- 10.000 RSD

10.001-20.000 RSD

More than 20.000 RSD

38.0

39.7

17.7

3.8

0.4

0.0

0.2

0.0

0.0 10.0 20.0 30.0 40.0 50.0

Every day

5-6 times a week

3-4 times a week

1-2 times a week

2-3 times a month

Once a month

Less than once a month

0.2

0.6

5.6

30.1

26.5

17.5

19.4

GAMINGHABITSðGAMESOF CHANCE

Frequency of playing games of chance 

(Lotto, Bingo, Scratch cardsé)

Money spent monthly on games of chance 

(Lotto, Bingo, Scratch cardsé)

Base: 468 respondents

Games of chance are most often played on a weekly to biweekly bases (around 56%).

Majority of games of chance players are spending up to 500 RSD a month (around 80%).
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0.0 10.0 20.0 30.0 40.0

Employed (university degree)

Employed (primary/secondary educ.)

Manual worker

Student

Business proprietor (small business)

Business proprietor (large business)

Retired or unable to work through illness

Unemployed

Housewife

Private farmer 

18.6

37.0

8.1

11.1

3.6

0.4

8.1

9.8

2.8

0.4

0.0 10.0 20.0 30.0 40.0

Less than 15.000

15.001 - 30.000

30.001 - 50.000

50.001 - 80.000

80.001 - 100.000

More than 100.000

I'd rather not say

10.7

26.7

28.4

7.5

2.8

1.1

22.9

0.0

10.0

20.0

30.0

40.0

50.0

18-29 years 

of age

30-39 years 

of age

40-49 years 

of age

50-59 years 

of age

25.0
20.9

26.1
28.0

37.8

62.2

Male Female

DEMOGRAPHICPROFILEðGAMESOF CHANCE

PLAYERS

Gender

Base: 468 respondents

Age

Personal monthly incomeOccupation
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