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ABSTRACT

Benefits and Costs of Legalized Gaming in Penghu as Perceived
by Taiwanese People

by
Ying-Ling Ho
Dr. Zheng Gu, Examination Committee Chair

Professor of Tourism and Convention
University of Nevada, Las Vegas

This study evaluates attitudes and perceptions of residents in Penghu County and the
main island of Taiwan regarding benefits and costs of legalized gaming in Penghu
County. Surveys were conducted by using convenient sampling in both Taiwan’s main
island and Penghu County. Results indicate residents in Penghu and residents in
Taiwanese have no significant difference in supporting legalized gaming. Residents in
both locations show a positive attitude toward the legalized gaming based on the mean
score from the test. Results also indicate that there are three socio-demographic groups
have significantly different opinions in supporting legalized gaming. Results also point
out the impacts that those three groups are concerned about regarding benefits and costs
of legalized gaming. In addition, results may provide the Taiwanese Government some
directions for improving residents’ perceptions toward the benefits and costs of legalized
gaming once the Taiwanese Government decides to use legalized gaming as a means to

improve the community’s economy and tourism development.
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CHAPTER 1

INTRODUCTION
Purpose of the Study

Legalizing casino gaming has been proposed as an economic engine to boost the
tourism of Penghu Island of Taiwan for years (Chang 2002; Chen, 1994; Chung, 2005;
Ho, 2005). Many U. S. casino companies have expressed their interest in building and
operating casinos there (Ho, 2005; Hsu, 2006). However, the proposal has yet to be
approved by the Legislative Yuan of the Republic of China (R.O.C.), the Taiwanese
lawmaker. Although business executives, Penghu local legislators, and the Penghu
Government are proponents of casino gaming on the Island (Chen, 1994), the overall
opinion of the Taiwanese people, including Penghu residents, regarding the potential
benefits and costs of legalizing casino gaming remains unknown. It is important for the
Legislative Yuan to know the Taiwanese people’s opinions and perceptions about casino
gaming before they act on the proposal. To my knowledge, however, there has been no
attempt made to identify the opinions and perceptions of Taiwanese residents on the
casino gaming issue.

Thus, the purpose of this study is to investigate, via a survey in the proposed gaming
community and a nearby metropolitan community, attitudes toward legalized casino

gaming among groups with different social and demographic backgrounds on Penghu
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Island and Taiwan Main Island. Furthermore, it attempts to identify differences, if any, in
people’s perceptions of the benefits and costs associated with casino gaming. Suggestions
regarding how the government and industry may alleviate people’s concerns and speed

up the gaming legalization process are provided based on the findings.

Justification of the Study

For the most part, casino gaming is considered by communities or governments who
are facing financial or economic problems and are thinking about using it to solve their
financial crises (Janes and Collison, 2004). The National Gaming Impact Study
Commission and Rephann, Dalton, Stair, and Isserman (as cited in Janes and Collison,
2004) pointed out that communities hope that the benefits of casino gaming, such as
additional jobs, increased wages, increased property values, and reduced public
assistance, will stimulate local economy. For that reason, since 1993 the Taiwanese
Government has considered legalized casino gaming on Penghu Island as a way to solve
the fiscal problems of the Penghu County and to stimulate Penghu’s local tourism (Ho,
2005).

Similar to comparable rural communities whose governments have considered
legalized gaming or have legalized gaming, Penghu Island is a rural area that has limited
resources such as labor, infrastructure, and foreign investment and suffers from poor
economic conditions. Boger, Spears, Wolfe, and Lin (as cited in Janes and Collison,
2004) stated that rural area casinos can bring enormous business advances. Because of
casino gaming activities, the community may develop additional schools, medical

facilities, and infrastructure systems.
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To use casino gaming as a means of enhancing community economy, there must be a
decent market. The Chinese are known as risk takers and are likely to bet on everything
and anything they can. Galletti (2002) stated that the Chinese are willing to gamble an
outrageous amount of money as Las Vegas visitors. The Taiwanese, a part of the Chinese
people, show a strong tendency for gambling. According to Quartly (2003), millions of
Taiwanese play the lottery every week. However, playing only the lottery cannot satisfy
the Taiwanese people. The pigeon racer, street vendor dice gaming, and illegal sports
betting are some of the options for those risk takers. Quartly also quoted from U.S.
gaming analysts at Bearns Stearns to demonstrate the role that the Taiwanese play in the
world’s gaming market: “The Asian population within a five-hour flight [from Taiwan]
has the highest propensity and frequency of wagering of any demographic in the world”
(para. 24). Although the Taiwanese like to gamble, gaming in Taiwan is still forbidden.
Apparently, a potential gaming market is foreseeable.

Legalized gaming in Penghu has been discussed for over a decade (Ho, 2005), but the
decision of the Taiwanese Government remains unknown. The Government may not only
consider benefits but also costs that might be incurred by legalized gaming to both the
casino host community and the non casino host community. Legislators in the Legislative
Yuan of R.O.C. (Republic of China), the Taiwanese highest law making organization that
represents the Taiwanese people, have debated this issue numerous times. The gaming
law has to be approved by the Legislative Yuan based on a Taiwanese consensus.
Nevertheless, the Legislative Yuan has yet to discern how the Taiwanese people perceive

legalized casino gaming.
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To the best of my knowledge, no studies have been conducted to investigate
Taiwanese restdents’ opinions about the benefits and costs attached to legalized gaming.
Chen (1994) interviewed key executives of international tourist hotels in Taiwan
regarding their opinions of legalized gaming. However, these key executives may
represent the opinions of the tourism industry, but these opinions do not epitomize the
opinions of all Taiwanese residents. Consequently, this study provides a reference for the
Taiwanese Government to profile residents’ opinion regarding legalized gaming.

The findings of this study will enable decision makers in the government and tourism
industry to understand better how different sociodemographic groups support or oppose

legalized gaming and how they have different views about its potential benefits and costs.

Importance of the Study
Practical Significance

The law to legalized casino gaming in Penghu needs to be passed by the Legislative
Yuan of the R.O.C. This study may help the Legislative Yuan better understand how and
why the residents like or dislike legalized gaming by surveying residents’ attitudes
toward legalized casino gaming and the perceived benefits and costs associated with it. If
the government determines that legalized gaming is desirable for Penghu and intends to
use it to boost Penghu’s economy, this study may help the policy makers find ways to
overcome barriers and promote legalizing gaming more effectively, thus speeding up the
legalization process. Furthermore, a good understanding of residents’ view about
legalized gaming will help the government and industry set up policies and guidelines

that may maximize the benefits and minimize the social costs associated with gaming
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once it 1s legalized and in operation. Finally, because there are many places such as West
Virginia (Toland, 2007), Kentucky (Hall, 2007), and lowa (Schumacher, 2006) whose
local governments have used or are considering using a referendum to determine whether
to have gaming in their communities, it is very possible that the Taiwanese Government
will use a referendum to make the final decision on legalizing gaming in Penghu Island.
Therefore, understanding residents’ perceptions of casino gaming is key to gaining
support from the referendum.
Academic Significance

Existing literature has discussed a lot about residents’ perception about legalized
gaming after the casino has been built (Back and Lee, 2005; Carmichael, Peppard, and
Boudreau, 1996), but very few have investigated residents’ perception before the casinos
are actually legalized and built. Some literature examined gaming impacts as perceived
and expected by community leaders and hotel executives (Chen, 1994; Janes and
Collison, 2004) but disregarded the opinions of local residents. This study makes new
contributions to the literature in two ways. First, it attempts to identify anticipated
benefits and costs of legalized gaming to residents before the casino is legalized and built.
Second, it seeks out residents’ opinions about legalized gaming from a future casino host

community and a non-host community.

Research Questions
The future casinos will be located on Penghu Island. Residents who live on Penghu
Island may be directly impacted by legalized gaming, and their perceptions of the benefit

and cost impacts may differ from those of the residents of Taiwan Main Island. However,
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the Legislative Yuan and the Taiwanese Government will make a decision based on the
opinions of all the Taiwanese people, including those live on Taiwan Main Island and
those live in the proposed casino host community. Therefore, finding out whether there
are any significant differences between residents’ opinions in Penghu Island (casino-host
community) and Taiwan Main Island (non casino-host community) was one of the
objectives of this study.
Questions

The First Question

The first question investigated was whether there was a significant difference in
residents’ support of legalized gaming in Penghu, between Penghu Island and Taiwan
Main Island, and among different sociodemographic groups. This research question was
designed to find out how different groups of people differed in their attitudes toward
legalized casino gaming.
The Second Question

The second question investigated was whether there were different perceived
potential benefits and costs associated with legalized gaming among sociodemographic
groups that have shown different attitudes toward legalized gaming. This question was
designed to find out why those groups of people have different attitudes toward legalized

gaming.

Variables Examined
This study examines differences in support of legalized casino gaming in Penghu and

perceived benefits and costs associated with gaming across different groups. Table 1 lists
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the benefits and costs variables examined in this study. Table 2 presents various groups

by location and social demographic backgrounds.

Table 1

Examined Variables

Benefits Costs

Economy Education

Volume of Visitors Natural Environment
Job opportunities Pollution

City Development Crime Rate
Transportation Prostitution

Life Quality

Reduce Seasonality

The Hypotheses
Hypothesis 1
The first hypothesis to be tested is that there are no significant differences in
residents’ support of legalized casino gaming across groups by location, social, and
demographic backgrounds.
Hypothesis 2
The second hypothesis to be tested is that there are no significant differences in

perceived potential benefits and costs associated with legalized gaming in Penghu across
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groups by location, social, and demographic background that have shown different

attitudes toward support of legalized casino gaming.

Table 2

Groups Examined

Groups by Social & Demographic Features Groups by Locations
Gender Taiwan Main Island
Age Penghu Island

Education Level

Income

Political Party

Occupation

People who have experience of visiting casino and who don’t
People who are aware of Penghu Outlying Island Development
Act and who didn’t

People who have experience of gaming in casino and who don’t

Limitations
The first limitation of this study is the sample. The survey questionnaire was collected
by the researcher from both Penghu Island and Taiwan Main Island. However, when the
survey questionnaires were collected from Penghu Island, the survey was only collected
from Makung City in the main part of Penghu Island, and the surrounding small islands

of Penghu were ignored due to the difficulty in commuting. Also, when the survey
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questionnaires were collected from Taiwan Main Island, the surveys were only collected
from Taipei City, the capital of Taiwan Main Island with forty percent of Taiwan Main
Island’s population (Wikipedia, 2007a). Although the surveys that were collected from
Taipei City may contain some responses from people who are from other cities, the
surveys may not represent the whole population of Taiwan Main Island.

The second limitation is the study period. Because this study was a one-shot only
study, we can only know the Taiwanese people’s perceptions before the legalized gaming
law passes. People may change their attitudes over time, but this study cannot reveal the
attitudes of the Taiwanese people over a different time period, particularly the period

after casinos are built.

Delimitation
The scope of this study is limited to the regional gaming development in the Taiwan
area, including Taiwan Main Island and Penghu Island. The study was limited to adult
residents who are 18 years and older and who lived on Penghu Island or Taiwan Main

Island.

Definitions of Terms
The following are definitions of some of the terms used in this study:
Legalized gaming: Western-style, legal casino gaming that includes table games, slot
machines, and sports betting. Examples of legalized gaming are the casino resorts of Las

Vegas, Nevada.
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Perceived impact: The perceived impact in this study refers to residents’ thoughts
about different benefits and costs that might be caused by legalized gaming on Penghu
Island. Residents gave a score (1 & 2 = negative impact, 3 = no impact/neutral, and 4 & 5
= positive impact) for each impact to demonstrate their perception of each.

Benefits: Effects of legalized gaming that residents might consider positive.

Costs: Effects of legalized gaming that residents might consider negative.

Legislative Yuan of R.O.C.: Similar to the U.S. Congress; the Congress of Taiwan,
Republic of China.

Convenience Sampling: “Convenience sampling refers to sampling by obtaining units
or people who are most conveniently available” (Zikmund, 2003, p. 380).

Independent-Samples T Test: “Tests the null hypothesis that the population mean of a
variable is the same for two groups of cases.” (NoruSis, 2004, p.288).

One-Way ANOVA Test: “Tests the null hypothesis that the population mean of a

variable is the same in several groups of cases.” (NoruSis, 2004, p. 316).

10
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CHAPTER 2

LITERATURE REVIEW

As Hsu (2006) stated, gaming has been an integral part of everyday life in Asia for a
long time. Since western-style casinos were introduced in Asia decades ago, many Asia
Pacific countries have been developing casino industries. The growth and potential of the
Asian casino market has also been noticed by the Las Vegas gaming conglomerate
(Balfour, 2006; Gilley, 2001; Hsu, 2006; Gu and Tsai, 2005). Although gaming
development has become a hot topic in Asia and all around the word, residents’
perceptions regarding the benefits and costs that accompany gaming has become a crucial
issue for decision makers in the government and in the tourism industry. This thesis
concentrates on residents’ perceptions of legalized gaming in Penghu Island and Taiwan

Main Island.

Gaming and Tourism Development
Considering the economic benefit that casino gaming can bring to a community, more
and more countries consider casino gaming as a vehicle to drive their economies, to
reestablish their tourism industry, and to gain control of taxes lost to illegal and
underground gambling (Back and Lee, 2005; Carmichael, Peppard and Boudreau, 1996;

Felsenstein and Freeman, 1998; Gu and Heung, 1999; Hong and Jang, 2004; Janes and

11
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Collison, 2004; Stitt, Nichols and Giacopassi, 2005). Felsenstein and Freeman (1998)
declared that gambling is part of the tourism package and provides a higher priority
economic goal for advocating tourism. They also affirmed that gambling is a leisure
activity that supports tourism and correlates with many other similar industries. Using
casino gaming to stimulate the local economy and develop tourism has been common in
the United States and in many countries in the Asian Pacific Region. Some of the
successful cases of communities using casino gaming to bolster the local economy and
tourism development in the Asian Pacific Region are discussed in the following sections.
Macau

Macau is a small special administrative region located on the southeast coast of China,
which is near to the western bank of the Pearl River Delta. Bordering on Guangdong
Province, Macau is 60 kilometers from Hong Kong and 145 km from Guangzhou city
(Macau Government Tourist Office, 2006). Macau was considered a rural area in China a
century ago, and it adopted gaming to bring in revenue for its colonizer, the Portuguese,
from 1851 to 1863. Macau could not have afforded that revenue burden without gaming
revenue (Gunn, cited in McCartney, 2006).

Since gaming was adopted by the Macau Government, the industry has become the
major tourist attraction for the region and almost every tourist visits the casino (Gu and
Heung, 1998). In 2006, about 22 million tourists visited Macau (The Statistics and
Census Service, 2007). During the past decades of gaming development, Macau’s gaming
tax increased from around $373,000 USD in 1961 to more than $747,000 USD in 2001,
an increase of more than 20% per year (Fong and Ozorio, 2005). In addition, Macau’s

gross gaming revenue is almost at the same level of the gambler’s Mecca, Las Vegas.

12
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According to Federal Information and News Dispatch (2006), Macau’s gross gaming
revenue was about $5.6 billion, and Las Vegas’ gross gaming revenue was about $6
billion in 2005. In the same report, Mary Ellen Olson, an analyst from Hong Kong,
predicted that Macau’s annual gaming revenue could possibly exceed $10 billion within
the next 5 years.

Korea

In 1961, the first legislation regarding gambling in South Korea was passed to
prohibit gambling activities. However, in 1962 the Korean government decided to
legalize gambling for foreign travelers only, with the purpose of generating more tourism
income from foreign travelers. Therefore, there was a rule that allowed foreign tourists to
gamble at casinos in some limited foreign tourism facilities. There were six casinos built
in different tourist destinations in the 1970s, and another eight casinos were built on Jeju
Island, one of the most famous tourist destinations in South Korea in the 1990s (Back and
Lee, 2006).

In 1995, the Korean government legalized gaming in the Kangwon Province for
domestic customers in order to alleviate various economic pressures in several ruined
coal mining towns. The domestic customer based Kangwon Land Casino opened in
October 2000 (Lee, Kim, and Kang, 2003). Today, 17 casinos are operated in Korea
(Korea Casino Association, 2007), and those casinos have brought not only a large
volume of visitors, but also the income from those visitors. According to the Korea
Casino Association (as cited in Back and Lee, 2006), the number of casino visitors
increased from 343,843 in 1988 to 647,722 in 2001 and the amount of receipts increased

from $58,015 USD in 1988 to $296,355 USD in 2001, about a five-fold increase in a

13
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decade. Although the Korean government has used restriction of domestic gambling as a
policy in many casino communities to prevent a negative social impact, the gaming
industry still brings a respectable amount of income to the casino host community in

Korea.

Gaming in Chinese Culture and Taiwanese Society
Gaming in Chinese Culture

The Chinese have been known as risk-takers for over a thousand years. According to
Galletti (2002), the Chinese have a tradition of gaming and superstitions. They consider
gambling to be an acceptable practice at home and at social events, and youths even
gamble with their relatives for money (Glionna, 2006). In Galletti’s report researchers
stated that the Chinese people hope for a miracle, good luck, and a big win because a
large portion of the Chinese population has been poor throughout Chinese history. Today
the Chinese people are not as poor as they were decades ago, but they still enjoy their
tradition of gambling. According to ABC News (as cited in Galletti, 2002), 85% of high
rollers in Las Vegas come from China, Taiwan, and Japan. Galletti also mentioned that
the willingness of the Chinese people to gamble is much higher than that of the Japanese
people, even though the volume of Japanese tourists visiting Las Vegas is larger than the
volume of Chinese tourists. In addition to the statistic from Las Vegas, we can also see
the potential of Chinese gambling from the statistics in Australia. According to the
Victorian Casino and Gambling Authority (2000) in The Impact of Gaming on Specific
Cultural Groups, the Chinese community has the highest percentage (10.7%) of problem

gamblers and the highest outlay ($10 per week) of gaming dollars of all other cultural

14
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groups. According to Casino City (2002), the strong potential of the Chinese gaming
market makes the management of the gaming industry pay more attention and catering to
Chinese gamblers. Galletti even mentioned that Chinese customers have the potential to
make the casino bottom line; therefore, casino management should appreciate its Chinese
customers. An example of casino management appreciating its Chinese customers is
celebrating the Chinese New Year in Las Vegas. Based on Glionna, “The Chinese New
Year is a time of heightened wagering, when bad luck of the old year is ushered out by
the good luck of the new” (p. B1) As a result, thousands of Chinese celebrate their
Chinese New Year and gamble in Las Vegas (Vegas style, 2000, as cite in Galletti, 2002).
Today, more and more Las Vegas casino resorts decorate their gaming areas in Chinese
styles in order to attract more Chinese customers. An example is that Wynn casino resort
decorates its hallway with Chinese style lanterns and plays Chinese style music in its
manmade garden.
Gaming in Taiwanese Society

The Taiwanese, part of the Chinese people, also show the strong tendency to get
involved in gaming activities. However, gaming in Taiwanese society has been
considered an immoral and unethical activity, and the Taiwanese government still forbids
legalized gaming in its society. Therefore, the Taiwanese get involved in many
underground illegal gaming activities such as pigeon racer, street vendor dice gaming,
and sports betting (Quartly, 2003). Blandford (cited in Quartly, 2003) mentioned that the
U.S. based sports betting operation company makes $500 million USD a year from
Taiwanese customers on major U.S. sports alone. Besides those international betting

organizations, the Taiwanese also place their wagers on their popular domestic
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professional baseball games. In 1996, Taiwanese illegal betting on professional baseball
games even caused a scandal: gangsters got involved in the game to threaten, kidnap, and
pistol whip players. Illegal gaming almost resulted in the death of the Taiwanese
Professional Baseball League (Quartly, 2003).

The Taiwanese Government forbids gambling in an effort to prevent people from
developing problem gambling and increasing the social costs associated with gambling.
However, the Taiwanese have figured out that if they cannot gamble in Taiwan, they can
still gamble in other places such as Macau and Las Vegas (Quartly, 2003). According to
the Macau Statistics and Census Service (2006), the volume of Taiwanese visitors that
visited Macau in 2004 and 2005 was 1,286,949 and 1,482,483 respectively. Las Vegas
has 85,000 Taiwanese visitors annually (Quartly, 2003). Apparently, the law forbidding
gambling cannot stop Taiwanese gambling. As Eyton (2002) stated, the Taiwanese
government reconsidered loosening the gambling law by legalizing the lottery in 2002,
because the previous Patriotic Lottery had to be shut down in 1988. This new lottery is
the only legalized gaming activity that is allowed in Taiwan. The Taiwanese government
passed the law of lottery, or so-called lotto in Taiwan, in order to provide employment
opportunities to disadvantaged groups, such as the physically challenged, aboriginals,
single-parent families, and those with a low income as ticket vendors. The Taiwanese
government tries to retain about 26% of the money earned to fund social-welfare
programs (Eyton, 2002). Since the Taiwanese government legalized the lotto in January
2002, the Taiwan Lotto has attracted $4.4 billion USD of revenue in its first 2 years of
operation, and it has also become one of the most popular gaming activities in Taiwan

(Lin and Lai, 2006).
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Potential Market in Taiwan

It is not hard to recognize the potential gaming market in Taiwan. According to SD-
online.com (as cited in Gu and Tsai, 2005), one Taiwanese gambler was reported owing
$100 million USD gaming debt to different Las Vegas gaming operators. Another
Taiwanese businessman lost $18 million USD in just one trip to a Las Vegas casino
(Dowei News, as cited in Gu and Tsai, 2005). In addition the individual cases, a report
from The Statistics and Census Service of Macau (as cited in Gu and Tsai, 2005)
indicates that Taiwanese players’ contribution to Macau’s gaming revenue was
approximately $1.5 billion USD from 1998 to 2002. In addition to the Taiwanese
players’ wager in foreign countries, domestic wagers were estimated to total over $1
billion USD if underground gambling were replaced by legalized casino gaming (Gu and
Tsai, 2005). As a result, many Las Vegas gaming operators such as the MGM Mirage and
the Mandalay Resort Group have branch offices in Taiwan to host their lucrative clients
(Gu and Tsai). More over, Sheldon Adelson, a legendary gaming operator from Las
Vegas, visited Taiwan in 2000 to discuss the possible investment of an $800 million
casino and a $2.5 billion tourism development plan in Penghu Island, an island located in
the Taiwan Strait between Taiwan Main Island and Mainland China (Las Vegas Review
Journal, cited in Gu and Tsai, 2005; Mure, 2001). Other leading gaming operators in Las
Vegas, Atlantic City, and Australia such as the MGM MIRAGE Inc., Mandalay Resort
Group, Park Place Entertainment Corp., Donald Trump, and Crown Casino also
expressed interest in investing in casinos on Penghu Island (Gambling Magazine, cited in

Gu, 2005).
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Furthermore, the release of travel restrictions in Mainland China might also provide
considerable visitors. According to Federal Information and News Dispatch (2006), more
than 10 million mainland Chinese visited Macau in 2005 and provide Macau with one of
the largest sources of potential gambling customers from around the world. Penghu might
become next destination for those mainland Chinese gambling customers if casino

gaming is legalized.

Tourism Development in Penghu

Penghu Island is one of the Taiwanese counties located on the Taiwan Strait between
Taiwan Main Island and Mainland China. With a total of 90 scattered islands and over
400 kilometers of coastline (Penghu County Government, 2006), this old fishing island
has rich ocean resources such as coral, shellfish, and other natural landscapes. According
to Ho (2005), Penghu County is a location that relies highly on the tourism industry. A
35- to 55-minute flight from Kaohsiung city and Taipei city, the two largest cities in
Taiwan Main Island, respectively (Magong Airport, 2006), Penghu Island was once one
of the popular tourism destinations for Taiwanese travelers in the 1980s.

However, the law that allows the Taiwanese people to visit Mainland China, the
development of tourism industries in other Southeast Asian countries, highly similar
tourism activities on Taiwan Main Island, a strong monsoon season during autumn and
winter in Penghu, and the lack of large private investment in Penghu have caused
Penghu’s tourism industry to suffer (Ho, 2005). Among those artificial or natural impacts,
the strong monsoons during the winter season have dramatically affected Penghu’s tourist

industry. According to Magong Airport (2006), the highest volume of visitors during the
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winter season (October to March) is 65,398 per month, and the highest volume of visitors
during the summer season (April to September) is 121,655 per month. The volume of
visitors in the summer season is almost twice the volume of visitors in the winter season,
creating high unemployment in the winter season. Gu and Tsai (2005) pointed out that
from the early 1980s through the early 1990s, many young residents migrated to Taiwan
Main Island for a better education and job opportunities. Therefore, an inadequate supply
of labor has slowed down Penghu’s tourism development. The Outdoor Recreation
Association of R.O.C. (cited in Ho, 2005) mentioned that in the past decade, the number
of visitors to Penghu ranged from 400,000 to 500,000 per year, and the visitors’ average
spending on a trip to Penghu was about $83.45 USD per day for group travelers and
$63.02 USD per day for individual travelers. After deducting the air ticket price from the

overall trip expenditure, the travelers’ spending in Penghu Island was limited.
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Figure 1. Penghu’s location relative to Taiwan Main Island.

From “Taiwan€ > Penghu Transportation: Air Transportation,” by Penghu National
Scenic Area, 2006. Retrieved April 6, 2007, from http://www.penghu-nsa.gov.tw/02-

english/travel/view/tool/tool.htm
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Figure 2. Penghu County location.

From “Penghu County Location,” by the Penghu County Government, 2007. Retrieved

April 6, 2007, from http://www.penghu.gov.tw/english_version/location/location.asp

A statistical report from the Ministry of Interior (as cited in Ho, 2005) showed that in
the first half year of 2003 in Taiwan, Penghu ranked lowest in income but had the highest
ratio of elder residents, generating the lowest average household income, and holding the
lowest ratio of educated residents. Therefore, Penghu County ranked as the number one
county needing the central government’s support.

To improve Penghu’s economic activity and ease the tourism seasonality, the

Taiwanese Central Government and the Penghu County Government have considered
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legalizing casino gaming as an alternative. Chen (1994) mentioned that most key
executives of international tourist hotels in Taiwan have a positive attitude toward casino
gaming, and 73% of them are willing to invest in casinos in Taiwan if the gaming law is
passed. Those hotel executives also thought that Taiwan has excellent potential for casino
investments as a result of the potential high returns on investment and high profitability
of casino operations.

Liao (as cited in Ho, 2005) estimated the tax income after the Taiwanese government
legalizes the casino gaming in Penghu, based on a minimum of 400,000 visitors and a
maximum of 3,000,000 visitors per year: the average tax income will be about
$33,330,000 USD per year. Liao also estimated license income, which should be at least
$30,906,000 USD per year after the government legalizes casino gaming in Penghu.
Legalized casino gaming seems to be a good solution for stimulating Penghu’s economic

and tourism development.

Residents’ Perceptions of Tourism Development and Social Exchange Theory
Residents’ Perceptions
Although numerous countries around the world use casino gaming to stimulate the

local economy and increase tourism (Stitt et al. 2005), several researchers have started to
pay attention to residents’ perceptions of casino gaming and tourism development in
communities (Andereck and Vogt, 2000; Back and Lee, 2005; Brown, Roseman, and
Ham, 2003; Carmichael et al., 1996; Hsu, 2000; Janes and Collison, 2004; Kor¢a, 1998;
Kwan and Mccartney, 2005; Perdue, Long, and Kang, 1995; Roehl, 1999; Spears and

Boger, 2002; Stitt et al., 2005). Menning (1995) stated that tourism development in a
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community need to meet product demand and local acceptability. Considering what
residents think and want is an important issue in regard to getting residents’ support for
tourism development (Richardson and Long, 1991). The literature points out that
residents’ attitudes have a strong impact on creating hospitable environment for tourists
(Coccossis and Parpairis, cited in Korga,1998) and will affect tourists’ decisions about
destination choice (Hoffman and Low, 1981). Cooke (1982) supported the literature by
arguing that tourism planning should be supported by local residents’ participation, and
the marketing of tourism attraction should be supported by local residents. Furthermore,
understanding residents’ opinions on the multitudinous impacts of tourism development
can not only incorporate community reaction into the development, but also provide
precious information for measuring local carrying capacity (Liu and Var, 1986). The
literature also mentions other benefits of assessing the social impact of tourism
development as perceived by residents. Loukissas (1983), Marsh and Henshall (1987),
and Ritchie (1988) pointed out that the community can maintain local control, quality of
life, and the value system by measuring social impact. Moreover, residents’ support of
tourism is a key component of high quality visitor experiences (Fick and Ritchie, 1991;
LeBlanc, 1992; Ostrowski, O’Brien, and Gordon, 1993). Roehl (1999) stated that
legalized gambling is similar to other attractions of mass tourism, and previous tourism
studies may help the preparation of legalized gaming. As we consider about legalized
gaming as a means of tourism development, the importance of residents’ opinion has
become more significant. Stitt, Nichols and Giacopassi (2000) emphasized that
community perceptions are the key to a successful referendum vote to support legalized

gaming.
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Perceived Benefits and Costs

When talking about residents’ perceptions, one needs to understand what concerns
residents have. Previous studies mentioned that residents considered that casino and
tourism development will bring both benefits and costs to their society (Carmichael et al.,
1996, Hsu, 2000; Kwan and Mccartney, 2005; Roehl, 1999; Spears and Boger, 2002; Stitt
et al., 2005). As far as benefits are concerned, different positive impacts are being studied,
such as job opportunities, easing tourism seasonality, tax revenue generation, availability
of recreational facilities, public service, and so forth (Carmichael et al., 1996; Deccio and
Baloglu, 2002; Hsu, 2000; Perdue et al., 1995). When society benefits from the
gaming/tourism development, many social/economic costs will also accompany with the
development. Some of the costs mentioned in the literature are crime, prostitution, living
costs, traffic congestion, pollution, environmental costs, and so forth (Andereck and Vogt,
2000; Janes and Collison, 2004; Korg¢a, 1998; Kwan and Mccartney, 2005; Roehl, 1999;
Stitt et al., 2000). Using studies of benefits and costs that attach to tourism/gaming
development, researchers recommended social exchange theory as an ideal theory to
predict the relationship between residents’ support of tourism/gaming development and
their perception of benefits and costs (Andereck and Vogt, 2000; Ap, 1990; Back and Lee,
2005; Carmichael et al., 1996; Korca, 1998).

Social Exchange Theory

Ap (1990) stated that social exchange theory is a theory to understand and to predict
individuals’ behavior through understanding their interpersonal concerns. Andereck and
Vogt (2000) further explain the theory and stated that individuals evaluate the personal

benefits and costs that correlate with exchange. In other words, from a gaming
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perspective, residents who perceive that the personal benefits of gaming development are
higher than the personal costs will support gaming development (Jurowski, Uysal, and
Williams, 1997). This theory also leads to the assumption that people who benefit from
tourism/gaming development perceive a larger positive impact and a smaller negative
impact than people who do not benefit (Getz, 1994). From previous studies that relate to
social exchange theory and tourism development, the most consistent finding from
previous studies has been the positive relationship between residents’ opinion of tourism
and their economic relationship with tourism (Ahmed, 1986; Back and Lee, 2003, 2005;
Bastias-Perez and Var, 1995; Haralambopoulos and Pizam, 1996; Jurowski, 1994;
Jurowski et al., 1997; Lindberg and Johnson, 1997; Liu and Var, 1986; Murphy, 1983;
Pizam, 1978; Schluter and Var, 1988; Sheldon and Var, 1984).

Other findings from social exchange theory are the following: only social cost has a
negative effect on residents’ support level; the economic cost does not significantly affect
residents’ support level (Back and Lee, 2005); residents from rural areas with low levels
of economic activity and tourism development felt more positively toward tourism
development (Allen, Hafer, Long, and Perdue, 1993); residents who live closer to the
tourist area have more positive opinions toward tourists (Belisle and Hoy, 1980); people
who have higher incomes and live close to the major tourism attractions show negative
attitudes toward tourism development (Carmicheal et al., 1996); well-educated residents
have more negative attitudes toward tourism development than less educated residents
(Andriotis and Vaughan, 2003); the more often residents visit the casino, the more
positive their attitude toward casino development (Hsu, 1998); people who have

experience visiting casinos have more positive perceptions regarding the casino impact
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on their community (Hsu, 1998); local governments and entertainment operators have
more positive attitudes toward tourism development than local residents (Murphy, 1983);
and female residents have more negative perceptions of gaming than male residents do
(Eadington, 1986).

One interesting finding from Korga (1998) and Lin (1999), which contradicts Belisle
and Hoy’s finding, illustrated that residents’ level of support regarding tourism expansion
increases as the distance between their residences and tourism areas increases. Therefore,
we may not draw any conclusions about the relationship between residency distance and
tourism development because different locations/communities may have different
perceptions toward benefits and costs regarding tourism development. This study

investigates this issue between Penghu Island and Taiwan Main Island in a later chapter.
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CHAPTER 3

RESEARCH METHODOLOGY

Several studies have been done on residents’ perceptions of tourism/gaming
development around the world. However, to the best of my knowledge, studies based on
survey of Taiwan residents’ opinion on Penghu’s casino gaming cannot be found. Smith
(1980) suggested that the impact of tourism is felt more in host communities than non-
host communities. Given that, this thesis attempts to broaden the understanding of
residents’ perceptions regarding benefits and costs that attach to future legalized gaming
via a survey questionnaire method to identify residents’ perceptions between Penghu

Island, the host community, and Taiwan Main Island, the non-host community.

Sampling

This study took place in two locations: Taipei City in Taiwan Main Island and
Makung City in Penghu County. Makung, the capital city of Penghu County, was chosen
because of its location in the center of Penghu Island and its population, which represent
over 50% of Penghu Country (Penghu County Government, 2007). More importantly,
casinos, if legalized, are more likely to be built in Makung due to city’s better
accessibility than other towns’ on the island. Taipei, the capital city of Taiwan Main
Island, with its nearby cities has about 40% of the total population of Taiwan Main Island

(Wikipedia, 2007a). The reason for choosing Taipei city was because many people from
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nearby cities are employed in Taipei; therefore, the study could cover not only residents
in Taipei, but also people from nearby cities.

The target population of this study was adult residents 18 years and older in both
Penghu County and Taiwan Main Island. This study focused on residents’ perceptions in
two locations: a casino host community and a non casino host community. Information
from both locations was necessary. In addition, adults have the right to vote in referenda
regarding legalized gaming; therefore, their opinions are more relevant than those of
younger people. The sample population was selected by using a convenience sampling
method of randomly selecting people on the street in Makung City and Taipei City. The
reason for using the convenience sampling method was that Taiwanese people distrust
telephone interviews, and there is a low response rate for mail surveys. There is much
telephone fraud in Taiwan, and sometimes people even pretend to be government
organizations in order to get people’s information for their illegal activities (Ministry of

Economic Affairs R.O.C., 2007).

Data Collection
The survey was conducted between December 20™ of 2006 and January 10™ of
2007. The survey location in Taipei City was on Zhongxiao E. Rd. The reason for
choosing this location was because Zhongxiao E. Rd. is one of the busiest streets in
Taipei city. Along this street there are five department stores, several subway stations,
several five-star hotels, one university, hundreds of shops and restaurants, and countless
businesses (Wikipedia, 2007b). The survey location in Penghu was on Jhongyang Street,

Magong City. This street is the busiest street in Penghu County, with many tourism
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related activities and businesses such as traditional souvenir shops, restaurants, hotels,
and snack shops. The researcher approached the people who were walking on the street
and people who were working in shops and asked for their participation in this study. The
researcher explained to people the reason they should participate in this study and how
they could participate. Participants received a survey questionnaire right after the
researcher explained the purpose of the study. The total number of surveys collected from
Makung City was 311, and the total number of surveys collected from Taipei City was
292. After filtering out surveys with missing data, 211 survey questionnaires from
Makung City were valid, and 242 survey questionnaires from Taipei City were valid. The
response rate was 43.7% from Makung City in which 311 out of 712 people willing to
participate the survey and 33.1% from Taipei City in which 211 out of 638 people willing

to participate the survey.

Survey Instrument

Survey questions were designed based on a review of previous studies on residents’
perceptions regarding gaming and tourism development (Brown, Roseman and Ham,
2003; Carmichael, Peppard and Boudreau, 1996; Deccio and Baloglu, 2002; Hsu, 2000;
Korga, 1998; Kwan and Mccartney, 2005; Perdue et al., 1995; Spears and Boger, 2002;
Stitt et al., 2000; Stitt et al., 2005). Roehl (1994) stated that perceptions of residents from
gaming communities are similar to perceptions of residents from mass tourism
communities. Thus, for this study, considering the impacts found in previous tourism

studies is as important as considering the impacts found in previous gaming studies. A
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pretest was conducted in Taipei City to verify the content validity of the instrument.
Some modifications were made to fit the situation of this study.

The questionnaire that shows in Appendix B contains three sets of questions. The first
part has three questions that focus on participants’ experiences with casino gaming and
their recognition of the Taiwanese Government’s Outlying Island Development Act.

The second part of the questionnaire assesses residents’ perceptions regarding
benefits and costs that are attached to gaming and their opinions on supporting legalized
gaming in Penghu Island. A 5-point scale (with 1 = strongly negative, 2 = negative, 3 =
neutral, 4 = positive, and 5 = strongly positive) was used to identify residents’
perceptions about benefits and costs. Benefit and cost impacts include the economy,
crime rate, volume of visitors, job opportunities, city development, natural environment,
pollution, education, transportation, life quality, prostitution, and reducing seasonality. A
Yes/No question was included to distinguish residents’ attitudes on supporting or not
supporting legalized gaming.

Finally, the third part of questionnaire assessed residents’ socio and demographic
information, including gender, age, location of residency, education level, income level,

occupation, and political party affiliation.

Method of Data Analysis
In the data analysis process of this research, the original data from survey
questionnaires were input into an SPSS 14.0 database. Then data was filtered to fit my
research. The filtering process was used to eliminate surveys with missing data; only

surveys with complete data were selected.
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After the data was filtered, the independent-samples ¢ test and the One-Way ANOVA
test were used to examine the two main research questions. The first step in the
independent-samples 7 test and ANOVA analysis was to find any significant differences
in residents’ opinions about supporting legalized gaming in Penghu between Penghu
Island and Taiwan Main Island and among different location, social, and demographic
groups. The second step of the independent-samples ¢ test and ANOVA analysis was to
assess any significant differences in residents’ perceptions among those groups that have

significantly different opinions about supporting gaming.
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CHAPTER 4

FINDINGS AND ANALYSIS
This chapter exhibits findings from the data analysis to illustrate Taiwanese residents’
opinions regarding support of legalized gaming in Penghu Island between residents in
Penghu County and residents on Taiwan Main Island. In addition, the analysis reviews
sociodemographic groups that have shown different attitudes toward legalized gaming on
Penghu Island. A discussion on what benefits and costs those sociodemographic groups
are concerned about, and an examination of whether this study confirms or differs from

the results of previous studies, is included in this chapter.

Findings from the Survey
Findings About the Support of Legalized Gaming by Location
The results for the first research question are displayed in Table 3. Table 3 shows that
72.6% of the residents in Penghu County and 64.9% of the residents on Taiwan Main
Island support legalized gaming in Penghu.
Table 4 shows that Penghu Island has a mean score of 1.73, and Taiwan Main Island

has a mean score of 1.65 (1 = no, 2 = yes).
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Table 3

Support for Legalized Gaming by Location Groups

Support Count for Legalized Gaming

Location : Yes No
Penghu Island 153 58
Taiwan Main Island 157 85

Total 310 143

According to an independent-samples ¢ test of attitudes of different location groups
toward support of legalized gaming (Table 4), the significance level is 0.08, which is
greater than o = 0.05; thus there is not enough evidence to reject the null hypothesis that
residents in Penghu Island and residents in Taiwan Main Island have the same opinions

about supporting legalized gaming on Penghu Island.

Table 4

Support of Legalized Gaming by Location Groups

Location N M SD Sig. (2-tailed)

Support legalized gaming Penghu 211 1.73 045 0.08

Taiwan Main Island 242 1.65 048

Note. M score was based on participant’s answer No = 1 and Yes = 2.

M = Mean Score; SD = Standard Deviation.
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Because the analysis shows that the two locations have no statistically significant
difference in their opinion of supporting legalized gaming and both locations have a
mean score over 1.5, both residents in Penghu County and residents on Taiwan Main
Island have an overall positive attitude toward supporting legalized gaming.

Findings About Support of Legalized Gaming Among Sociodemographic Groups

Table 5 shows residents’ opinions about support of legalized gaming among different
sociodemographic groups. Only groups that have shown significant differences in the
attitudes of supporting legalized gaming are listed in Table 5 (See APPENDIX C for
detail results). From the percentages shown in Table 5, it is easy to identify different
sociodemographic groups’ attitudes toward supporting legalized gaming.

According to the results of the independent-samples 7 test and the One-Way ANOVA
test, groups that are set up by gender, experience with casino gaming (Attended Casino
Gaming before), awareness of the Outlying Island Development Act (Development Act),
age, and occupation are the groups that have shown significantly different attitudes
toward supporting legalized gaming.

However, the age group and the occupation group should be eliminated from groups
that have shown a significant difference in the attitude of supporting legalized gaming
because the subgroup that includes ages 20 years and younger and the subgroup that
includes occupations of precision production, craft, and repair do not have a large enough
sample to represent each subgroup. There are only two persons in both the group of 20-
year-olds and the group of occupation in precision production, craft, and repair area.
Therefore, even if both subgroups show 100% support of legalized gaming, the results

from those two subgroups should not be considered to be representative of the group.
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Table 5

Taiwanese Residents’ Opinions on Supporting Legalized Gaming by Sociodemographic

Groups
Groups by Social and Demographic % on
Backgrounds Support N
Gender*** Male 79.1 244
Female 56 209
Participated in Had experience attending gaming in 75.5 98

casino gaming***  casino

Didn’t have experience of casino gaming 36.4 22
Awareness of
Development Heard about Development Act 73.4 342
Act¥** Didn’t hear about Development Act 53.2 111
Age 20 yrs & younger*** 100 2
21 to 30 yrs 67.7 217
31 to 40 yrs 67.3 104
41 to 50 yrs 69.2 78
51 to 60 yrs 70.2 47
61 yrs & older 80 5
Occupation Managerial and Professional Specialty 61.2 67

Technical, Sales, and Administrative

Support 69 116
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Table 5 (Continued)

Taiwanese Residents’ Opinions on Supporting Legalized Gaming by Sociodemographic

Groups

Occupation Service 66.5 188
Farming, Forest, and Fishing 75.0 8
Precision Production, Craft, and Repair*** 100 2
Operation, Fabrication, and General Labor 77.8 72

Note. Significant on supporting legalized gaming within the group by independent-
samples 7 test and One-Way ANOVA test at a = .05. ***p < .001.
Only groups that have shown significant differences in attitudes of supporting legalized

gaming are listed.

As aresult, only three sociodemographic groups have shown significant differences
in attitudes toward supporting legalized gaming in this study: the group set up by gender,
the group set up by gaming experience, and the group set up by awareness of the
Outlying Island Development Act.

Among the sociodemographic groups mentioned previously that have shown
significant differences in attitudes toward supporting casino gaming, the male group
shows a strong positive attitude (79.1%), whereas the female group shows itself to be
about 56% in support.

Comparing people who had a casino gaming experience and those who did not, the
two groups show opposing attitudes toward legalized gaming. People who had a casino

gaming experience support it by 75.5%, whereas people who did not have a casino
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gaming experience only show a support rate of 36.4%. Comparing the group that was
aware of the Outlying Island Development Act and the group that was not, the group that
was aware of the Act shows a higher percentage in support of legalized gaming (73.4%)
than the group that was not aware of the Act (53.2%).
Findings about Perceived Benefits and Costs among Sociodemographic Groups that have
Shown Different Attitudes Toward Supporting Legalized Gaming

According to the independent-samples ¢ test and One-Way ANOVA test in the
previous section, this study identifies groups classified by three social demographic
features that have shown significant differences in attitudes toward supporting legalized
gaming. These groups are classified by prior experience of participating in casino gaming,
awareness of Outlying Island Development Act, and gender. Therefore, this section
further investigates those three groups’ perceptions toward benefits and costs of legalized
gaming in order to understand the reasons behind the differences in their attitudes toward
support of legalized gaming.
Groups Set Up by Prior Experience of Casino Gaming

Table 6 shows people who have prior experience of casino gaming and their
perceptions of benefits and costs regarding legalized gaming. The results were extracted
from people who had the experience of visiting any casino city around the world. People
who did not have any experience of visiting a casino city did not have a chance to
participate in any casino gaming activity. The results of the independent-samples ¢ test
are also sflown in Table 6. The groups set up by experience of casino gaming have
significantly different attitudes toward the impact of volume of visitors, job opportunities,

natural environment, pollution, education, life quality, and reducing seasonality.

36

Reproduced with permission of the copyright owner. Further reproduction prohibited without permission.



Table 6

Perceived Benefits and Costs by Groups based on Prior Gaming Experience

Prior Gaming Sig. (2-
Experience N M SD tailed)
Economy Yes 98 4.10 0.68
.824
No 22 405 1.13
Volume of visitors Yes 98 4.53 0.54
001**
No 22 4.00 0.98
Job opportunities Yes 98 441 0.67
.006**
No 22 3095 0.79
City development Yes 98  4.30 0.69
077
No 22 4.00 0.76
Transportation Yes 98 4.12 0.85
071
No 22 3.77 0.61
Reducing seasonality Yes 98  4.02 0.98
.034*
No 22 3.50 1.22
Life quality Yes 98  3.28 1.08
.002**
No 22 250 0.86
Crime rate Yes 98 247 1.03
.055
No 22 2.00 1.02
Natural environment Yes 98 2.84 1.09
.002**
No 22 2.05 1.05
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Table 6 (Continued)

Perceived Benefits and Costs by Groups based on Prior Gaming Experience

Prior Gaming Sig. (2-
Experience N M SD tailed)
Pollution Yes 98 2.44 0.91
.035*
No 22 195 1.17
Prostitution Yes 98  2.19 1.04
.083
No 22 177 0.92
Education Yes 98  3.10 1.08
017*
No 22 250 0.91

Note. M = Mean Score; SD = Standard Deviation.
M score was based on 1= very negative to 5 = very positive
Significant differences between the group that had casino gaming experience and the

group that did not have casino gaming experience by independent-samples ¢ test at a

=.05. *p<.05. **p < 0l.

The group that had a casino gaming experience shows a more positive attitude toward
all impacts mentioned than the group that did not have a casino gaming experience. The
impact on natural environment and pollution are the only two impacts that the group that
had a casino gaming experience perceived negatively. On the other hand, the group that
did not have a gaming experience shows negative perceptions toward the impact on

natural environment, pollution, education, and life quality.
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Both groups show a positive attitude toward the impact of volume of visitors, job
opportunities, and reducing seasonality, but the group that had a casino gaming
experience has a stronger positive attitude toward those three impacts than the group that
did not have a casino gaming experience.

In addition, both groups have a negative attitude toward the impact on the natural
environment and pollution, but the group that did not have a casino gaming experience
has a more negative attitude toward those two impacts. Furthermore, both groups have
opposing opinions about the impact on life quality. The group that had a casino gaming
experience shows a positive attitude (M = 3.28), whereas the group that did not have a
casino gaming experience shows a negative attitude (M = 2.50) toward the impact.
Groups Set Up by Awareness of the Outlying Island Development Act

Table 7 shows the perceived benefits and costs from people who were in the groups
set up by awareness of the Outlying Island Development Act.

The result of the independent-samples ¢ test in Table 7 shows that groups set up by
awareness of the Outlying Island Development Act have significantly different attitudes
toward the impact on economy, crime rate, volume of visitors, job opportunities, natural
environment, city development, education, life quality, and seasonality.

Based on Table 7, the group that was aware of the Outlying Island Development Act
and the group that was not aware of the Act both have positive attitudes toward the

impact on crime rate, natural environment, and education.

39

7 Reproduced with permission of the copyright owner. Further reproduction prohibited without permission.



Table 7

Perceived Benefits and Costs by Groups based on Awareness of Outlying Island

Development Act
Aware of Sig. (2-
Development Act N M SD tailed)
Economy Yes 342 421 0.74
001 **
No 111 3.94 0.90
Volume of visitors Yes 342 443 0.67
.032%*
No 111 4.27 0.66
Job opportunities Yes 342 435 0.68
.000%**
No 111 3.99 0.84
City development Yes 342 4.16 0.78
000%**
No 111 3.79 0.85
Transportation Yes 342 4.03 0.77
128
No 111 3.90 0.85
Reduce seasonality Yes 342 3.86 0.99
.000%**
No 111 332 1.24
Life quality Yes 342 3.12 1.11
001 **
No 111 2.69 1.11
Crime rate Yes 342 2.53 1.08
.041%*
No 111 229 1.06
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Table 7 (Continued)

Perceived Benefits and Costs by Groups based on Awareness of Outlying Island

Development Act
Heard of Sig. (2-
Development Act N M SD tailed)
Natural environment Yes 342 2.63 1.18
.043*
No 111 2.39 1.07
Pollution Yes 342 2.10 0.91
767
No 111 2.13 0.93
Prostitution Yes 342  2.00 0.93
425
No 111 1.92 0.95
Education Yes 342 2.60 1.08
.035%
No 111 2.37 0.96

Note. M = Mean Score; SD = Standard Deviation.
Significant differences between the group that was aware of the Outlying Island
Development Act and the group that was not aware of the Act by independent-samples

ttest at o = .05. *p <.05. **p <.01. ***p < .001

However, the group that was not aware of the Act shows a more negative attitude
toward those impacts than the group that was aware of the Act. In addition, both groups
show a positive attitude toward the impact on economy, volume of visitors, job
opportunities, city development, and reducing seasonality. The group that was aware of

the Act shows a more positive attitude toward those impacts than the group that was not
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aware of the Act. Furthermore, the two groups show contrasting attitudes toward the
impact on life quality. The group that was aware of the Act shows a positive attitude (M =
3.12) toward life quality, whereas the group that was not aware of the Act shows a
negative attitude (M = 2.69) toward life quality.
Groups Set Up by Gender

Table 8 shows people’s perceptions of the benefits and costs from groups by gender.
According to the independent-samples ¢ test, the two gender groups have significantly
different perceptions toward the impact on crime rate, job opportunities, city
development, natural environment, pollution, education, life quality, prostitution, and
reducing seasonality. Of these impacts, both males and females have a negative attitude
toward the impact on crime rate, the natural environment, pollution, education, and
prostitution. The females show a more negative attitude toward those impacts than the
males. In addition, both groups show a positive attitude toward the impact on job
opportunities, city development, and reducing seasonality. Although the two groups have
a common attitude toward these impacts, the males show a more positive attitude than the
females. Furthermore, the males and females have opposing views about the impact on
life quality. The females show a negative attitude (M = 2.84), and the males show a

positive attitude (M = 3.16) toward this impact.

42

7 Reproduced with permission of the copyright owner. Further reproduction prohibited without permission.



Table 8

Perceived Benefits and Costs by Groups based on Gender

Gender N M SD Sig. (2-tailed)
Economy male 244 419 0.76
.190
female 209 4.09 0.82
Volume of visitors male 244 441 0.65
464
female 209 4.36 0.69
Job opportunities male 244 434 0.70
016*
female 209 4.17 0.77
City development male 244  4.16 0.82
.014*
female 209 3.97 0.80
Transportation male 244  4.06 0.76
.073
female 209 3.93 0.81
Reduce seasonality male 244  3.88 1.03
.002**
female 209 3.56 1.12
Life quality male 244  3.16 1.14
003**
female 209 2.84 1.09
Crime rate male 244 2.66 1.08
.000***
female 209 2.25 1.04
Natural environment male 244 275 1.21
.000***
female 209 2.36 1.06
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Table 8 (Continued)

Perceived Benefits and Costs by Groups based on Gender

Gender N M SD Sig. (2-tailed)
Pollution male 244  2.23 0.97
002%*
female 209 1.96 0.82
Prostitution male 244  2.08 1.00
014*
female 209 1.87 0.83
Education male 244  2.64 1.08
.036*
female 209 243 1.03

Note. M = Mean Score; SD = Standard Deviation.
Significant differences between the male group and the female group by independent-

samples ¢ test at a = .05. *p < .05. **p < .01. ***p<.001.

Analysis of the Findings
Analysis of Supporting Legalized Gaming Between Locations
According to the independent-samples  test, people from Penghu County and Taiwan
Main Island have no significant differences in attitude regarding support of legalized
gaming. Therefore, the results of this study do not support the Belisle and Hoy (1980)
study that shows residents who live close to a tourism area have a more positive attitude
toward tourism development. Nor do the results support Korga’s (1998) or Lin’s (1999)
studies that state residents’ support of tourism development will increase in association

with the increase in distance between a residency area and a tourism area. The results of
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this study indicate that the location has no statistically significant effect on the attitude
toward supporting legalized gaming. A possible reason that residents in Taiwan Main
Island have the same attitude toward support of legalized gaming is likely due to the fact
that residents in Taiwan Main Island are relatively more aware of the Outlying Island
Development Act, although they are not the direct beneficiary of legalized gaming in
Penghu. Table 9 shows that residents of Taiwan Main Island were significantly more

aware of the Act.

Table 9

Awareness of Outlying Island Development Act by Location

Aware of the Act

No Yes Sig. (2-tailed)
Location Penghu Island 90% 10%
.000***
Taiwan Main Island 62.80% 37.20%

Note. Significant difference between locations by independent-samples ¢ test at o = .05.

*xkp< 001

The Outlying Island Development Act (Laws and Regulations Database of The
Republic of China, 2002, Article 1) states that the Act is “enacted to promote exploitation
and construction of isolated islands, complete industrial development, maintain the
natural ecology, preserve cultural characteristics, improve life quality, and increase the
residents’ welfare.” The Taiwanese government is considering legalizing gaming on

Penghu Island to improve the Penghu community by increasing job opportunities and
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promoting all-season tourism. A good awareness of the Act should help people better
perceive the benefits obtained through legalized gaming as well as the government’s
intent to develop the community. A lower awareness of the Act may cause people to fail
to understand the Government’s goal to use legalized gaming as leverage to stimulate
local economy and social development, and thus underestimate the potential benefits
associated with casino gaming.

Based on our survey results (see Table 9), 10% of the residents on Penghu Island are
aware of the Outlying Island Development Act, whereas 37.2% of the residents on
Taiwan Main Island are aware of the Act. This significant difference of the awareness of
the Outlying Island Development Act between residents on Penghu Island and residents
on Taiwan Main Island may cause residents in Taiwan to be more aware of the potential
benefits on job opportunities and possible reduction in seasonality that are brought about
by legalized gaming. Therefore, awareness of the Outlying Island Development Act may
have caused the residents in Taiwan Main Island to have the same attitude toward
supporting legalized gaming as residents in Penghu Island regardless of its location
further from the tourism area.

From an economic standpoint, the distance from the travel destination is positively
related to the trip cost. The further distance a person needs to travel, the more money a
person needs to spend. It is also possible that residents of Taiwan Main Island think the
trip costs to Penghu Island are the same as the trip costs to other tourism destinations in
Taiwan Main Island. Therefore, the residents’ perceptions of trip cost may cause
residents in Taiwan Main Island to have the same attitudes as residents in Penghu Island

toward support of legalized gaming in Penghu Island. However, whether the trip cost will
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affect residents’ attitudes toward support of legalized gaming in this case is not tested.
Future research on this topic is necessary.
Analysis of Benefits and Costs Among Demographic Groups that Have Shown
Significantly Different Attitudes Toward Support of Legalized Gaming

As discussed earlier, this study has found that sociodemographic subgroups by gender,
prior experience in participating casino gaming, and awareness of the Outlying Island
Development Act have significant differences in their attitudes toward support of
legalized gaming. The following sections discuss each sociodemographic group regarding
its perceived benefits and costs.
Groups Set Up by Gender

Findings from this study support those of Carmichael, Peppard, and Boudreau (1996)
that stated that gender is one of the important variables that will explain residents’
negative attitudes toward casino gaming. The results also partially confirm Milman and
Pizam’s (1988) study, which states that most sociodemographic characteristics do not
affect residents’ opinions about support of legalized gaming, with the exception of gender
and residents’ occupations. My results indicate that females do not show a strong desire
to support legalized gaming, whereas males show a strong desire to support it. Females
have a more negative perception of the impact on crime rate, the natural environment,
pollution, life quality, and prostitution than do males. According to Burt and Estep
(1981), Gustafson (1998), LaGrange and Ferraro (1989), and Stanko (1995), women
express a higher level of fear of physical harm by criminal violence, especially rape and

other sexual assaults. The fear of those sexual assaults may also influence women’s
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perceptions of other risks. Warr (1985) stated that women’s fear of sexual violence will
cause them to worry about several other less serious criminal activities.

Mohai (1992) mentioned that women are concerned about the natural environment
more than men. Therefore, possible damage to the natural environment that might be
brought about by casino gaming is undesirable to females. Undoubtedly, although
females are concerned about preserving the natural environment, they will also be
concerned about the probable pollution that might be caused by tourists. As a result,
when the government decides to build a casino in the community, the female group will
perceive the possible consequences on overall life quality negatively.

When a casino becomes an attraction to tourists, it may aggravate the existing
prostitution problem of that city, and this sometimes includes trafficking. Examples are
prostitution in Las Vegas and Macau. Both locations have problems associated with
prostitution. According to Leco (2006), thousands of visitors to Las Vegas are robbed,
cheated, or assaulted by dishonest prostitutes. In Macau, prostitution has become another
form of human trafficking and modern-day slavery (U.S. Department of State, 2006).
According to the U.S. Department of State, organized crime includes bringing women to
Macau from Russia, Eastern Europe, Thailand, and Vietnam. Some of these women are
victims of trafficking. Moreover, prostitution is a form of gender discrimination. Hughes
and Roche (1999) pointed out that prostitution not only restricts women’s freedom and
their citizen’s rights but also regards women as second-class citizens. Based on these
previous studies, it is easy to understand why women have a more negative attitude

toward those impacts.
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Both genders show positive attitudes toward the impact on job opportunities, city
development, and reducing seasonality. However, the findings still show that the female
group has significantly lower positive perceptions about those benefits in comparison
with the male group. Their relatively lower positive perceptions about potential gaming
benefits might be the reason that the female group’s support of legalizing casino gaming
is not as strong as that of the male group.

Groups Set Up by Different Experience in Participating in Casino Gaming

Results in Table 6 shows that people who have experience with casino gaming report
a positive attitude toward the impact on economy, volume of visitors, job opportunities,
city development, education, transportation, life quality, and reducing seasonality.

Hsu (1998) stated that people who have visited a casino will often have a more
positive perception about the impacts of casino development. Stitt, Nichols, and
Giacopassi (2005) also mentioned that gamblers who receive entertainment benefits from
casinos will perceive a less negative influence from casino development. Although this
study does not show the frequency of people visiting a casino, this study supports Hsu’s
(1998) study by showing that people with casino gaming experience have a strong
positive attitude toward legalized gaming. There might be other reasons that people who
have experience participating in casino gaming show a positive perception toward
impacts mentioned previously. Because the Taiwanese people like to gamble in Las
Vegas and Macau, as mentioned in chapter 2, those who have experience with casino
gaming might have actually seen benefits regarding the impact on economy, volume of
visitors, job opportunities, city development and transportation in Las Vegas or Macau.

Because of the perceived benefits that accompanied their gaming experiences at the
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casino they visited, they may consequently have positive attitudes about the impact of
casino gaming.

Most of the people from both groups, those with and without casino gaming
experience, have a negative attitude toward the impact on crime rate, natural environment,
pollution, and prostitution. People without casino gaming experience show a more
negative attitude toward these impacts. This result states that people who have no casino
gaming experience show that they are short on confidence in the government’s ability to
eliminate crime, preserve and control the natural environment, and regulate the
prostitution problem.

Finally, both groups have opposing attitudes toward the impact on life quality.
According to Roehl (1999), quality of life is correlated with environmental amenities.
People who have no casino gaming experience have more negative thoughts about
environmental factors that include crime rate, natural environment, pollution, and
prostitution. As a result, people who have no casino gaming experience have negative
perceptions of the impact on life quality, whereas people who have casino gaming
experience perceive the same impact positively.

Groups Set Up by Awareness of the OQutlying Island Development Act

According to the iﬁdependent-samples t test shown in Table 7, the group that was
aware of the Outlying Island Development Act and the group that was not aware of the
Act have significantly different perceptions of many of the impacts of legalized casino
gaming. The group that was aware of the Act shows a more positive or a less negative
perception of those impacts than the group that was not aware of the Act (see Table 7).

The Outlying Island Development Act includes not only tourism development but also
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the development of education, culture, transportation, police force, medicine, and social
welfare. Furthermore, the Act also provides regulation of natural disaster control,
overdevelopment control, and other social costs control (Penghu County Government,
2002). Those social cost-control ordinances can help reduce and ease residents’ negative
perceptions of legalized gaming. Consequently, people who are aware of the Act believe
that government has a well-prepared project to increase overall community welfare and
have a positive attitude toward benefits and costs that accompany legalized gaming.
Cross-Comparison Among Three Groups

Table 10 shows the comparison of perceived benefits and costs among the group set
up by gender, the group set up by casino gaming experience, and the group set up by
awareness of the Outlying Island Development Act. Subgroups within the three groups
that are shown in Table 10 indicate significantly different perceptions toward the impact
on job opportunities, natural environment, education, life quality, and reducing
seasonality.

With regard to the impact on the economy, only the group set up by awareness of the
Outlying Island Development Act shows a different perception between its subgroups.
Therefore, the results show that awareness of the Outlying Island Development Act can
reinforce people’s positive perceptions about the impact on the economy.

When looking at each impact individually that is mentioned between the groups,
Table 11 shows the results of this study that identify a group in which females without
casino gaming experience and no awareness of the Outlying Island Development Act
perceived the impacts either negatively or less positively. As a result, this specific group

might have the ability to affect populations’ attitudes about supporting legalized gaming.
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Table 10

Perceptions of the Benefits and Costs among Groups That Have Shown Significant

Differences in Attitude toward Support for Gaming

By Prior casino By Awareness of Outlying
Benefits & Costs By Gender  gaming experience Island Development Act
Economy X
Crime Rate X X
Volume of Visitors X X
Job Opportunities* X X X
City Development X X
Natural X X X
environment*
Pollution X X
Education* X X X
Transportation
Life Quality* X X X
Prostitution X
Reducing X X X
Seasonality*

Note. *Significant differences in all three sociodemographic groups at a = .05 by
Independent-samples 7 test

X = Sociodemographic group has significant difference regarding the impact.
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Table 11

Comparison of Groups That Have Shown Significantly Different Perceptions Regarding

Benefits and Costs

Groups of Different Background

Casino gaming

Awareness of the

Benefits & Costs Status Gender experience Act
Job opportunities  More positive Male With experience ~ Aware of the Act
Less positive Female W/out experience = Unaware of Act
Natural More negative  Female  W/out experience ~ Unaware of Act
environment
Less negative Male With experience ~ Aware of the Act
Education More negative  Female  W/out experience  Unaware of Act
Less negative Male With experience  Aware of the Act
Life quality Positive Male With experience ~ Aware of the Act
Negative Female W/out experience = Unaware of Act
Reducing More positive Male With experience  Aware of the Act
seasonality
Less positive Female W/out experience = Unaware of Act
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CHAPTER 5

CONCLUSIONS AND RECOMMENDATIONS

With Singapore deciding to legalize casino gaming, U. S. gaming operators investing
in Macau, and China opening up its travel policy, the Asian Pacific Region became the
next recreation and gaming center in the world. In 2006, Macau’s gaming revenue
surpassed that of Las Vegas for the first time (Stutz, 2007). Obviously, governments
accept casino gaming because they think the rapid improvement in gaming revenue can
boost community development. Also, the potential market in the Asian Pacific Region
attracts more casino operators to invest in and build more casino resorts in the region.

The Taiwanese Government has been talking about legalized gaming on Penghu
Island for over 20 years. Even now, opinions in support of and against the issue still exist
in the Taiwanese Government. The literature discussed the possibility of legalized
gaming on Penghu Island by mentioning the casino models in other countries, the effect
of tourism development, and perceptions from community leaders and hotel executives,
but it rarely touched on the perceptions of local residents. This study analyzed the
benefits and costs attached to legalized gaming, as perceived by Taiwanese residents
from different sociodemographic perspectives, and provided clear target groups for the
Taiwanese Government and the gaming operators to reconsider their promotional

strategies once the Taiwanese Government decides to legalize casino gaming in Penghu

Island.
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Conclusions

The findings from the survey indicate that residents’ opinions on supporting legalized
gaming in Penghu County were not affected by the distances between Penghu County,
the casino host community, and Taiwan Main Island, the non casino host community.
Residents from Penghu County and Taiwan Main Island have no significant differences
in their opinions about supporting legalized gaming, and the residents from both locations
show positive attitudes toward legalized gaming (see Table 4).

This study indicates that groups set up by gender, by casino gaming experience, and
by awareness of the Outlying Island Development Act are the three sociodemographic
groups that have shown significantly different opinions about supporting legalized
gaming (see Table 5). In comparing the three groups, results show that the subgroups
within those three groups have shown significantly different outlooks on the impact on
Job opportunities, natural environment, education, life quality, and reducing seasonality
(see Table 10).

Finally, based on the information from the data analysis, this study identifies the
spectfic group of females with no casino gaming experience and no awareness of the
Outlying Island Development Act as perceiving the benefits and costs of legalized

gaming either negatively or less positively (see Table 11).

Recommendations to the Taiwanese Government and Gaming Proponents
This study provides some analysis that would enable the Taiwanese Government and
gaming proponents to better understand different sociodemographic groups’ opinions

about legalized casino gaming and perceptions regarding the benefits and costs of casino
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gaming. The analysis should help the Government promote legalized gaming as a means
of stimulating Pénghu County’s economy and tourism development once it is approved
by the legislature. The Taiwanese Government should revise old ordinances or create
new regulations for the Outlying Island Development Act thereby making the Act more
beneficial to local people when the casino is legalized. Taiwanese lawmakers can
consider requiring future casino operators to support local education and fund city
development. Penghu local government should also use gaming taxes to improve
residents’ life quality. According to Stratton (2007), residents in Nevada do not need to
pay income tax for state government because gaming operators already contribute about
half the state’s tax revenues. With regard to environmental protection, the Taiwanese
Government may require future casino operators to build green hotel resorts instead of
the traditional hotel. Green Hotels Association (2005) stated that “‘green’ hotels are
properties whose managers are eager to institute programs that save water, save energy
and reduce solid waste” (para. 1). Meanwhile, it is necessary to educate the community
in order to improve their awareness of the Act, which may result in residents having a
more positive perception of the benefits and costs of legalized gaming.

In addition, this study shows that people who have prior casino gaming experience
will be more likely to have positive expectations about the impact of casino gaming. With
more casinos opening to the public in Macau and other Asia Pacific regions, more and
more Taiwanese will travel to gaming destinations and become experienced with casino
gaming. Their positive perceptions of the benefits of legalized casino gaming are likely to
increase and perceptions about its negative effects may weaken over time. Support for

legalizing gaming may thus grow stronger.
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The growing trend of legalizing gaming in the Asia Pacific region may provide a
good opportunity for the Taiwanese Government to capitalize on the growing support to
legalize casino gaming on the island earlier rather than later in order to realize economic
and other types of benefits. According to Korg¢a (1998), the most positive impacts of
tourism development are providing more job opportunities, preserving an historical site,
and providing valuable education. Because the three groups previously mentioned have
significantly different thoughts about the impact on job opportunities and education, the
Taiwanese Government, the Penghu Government, and the proponents of legalized
gaming should consider making people more aware of how legalized gaming will
increase job opportunities by showing examples of other gaming destinations. They
should make people aware of how legalized gaming can help the Penghu Government
provide funds for increasing the quality of education for the local people and for the
subgroups that have a negative attitude toward those impacts.

Finally, this study shows that the female group has a more negative opinion about
those impacts and is more concerned about crimes associated with casino gaming.
Previous studies have shown that women have a higher level of fear of physical harm by
criminal violence, especially rape and other sexual assaults (Burt and Estep, 1981;
Gustafson, 1998; LaGrange and Ferraro, 1989; Stanko, 1995). The gaming proponents
can educate females on how legalized gaming can be regulated to minimize gaming
related crimes, if any. Women’s negative perceptions can be decreased by making
females aware of regulation of legalized gaming and revising existing laws to enhance
females’ safety. According to Laws and Regulations Database of Republic of China

(2002), one of the objectives of the Taiwanese Government in developing Penghu and
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other isolated islands is the construction of police administration. Making females aware
of this objective may decrease their negative perception of legalized gaming. In addition,
gaming proponents can educate the female group on how legalized gaming can provide
job opportunities for women, as well as reduce seasonality in the service and tourism

industries by providing examples from other casino destinations around the world.

Recommendations for Future Research

Because this study is a one-shot only study and the data was collected before passing
the law and building the casino, future research can focus on how residents’ perceptions
change over time and compare residents’ perceptions before and after the gaming law is
passed and the casino is built. Hsu (2000) mentioned that the impacts of casino or tourism
development are unique to individual communities; therefore, future research can also
compare different countries in the Asia Pacific Region in order to determine whether
people from different cultures in the same region have different perceptions about the
benefits and costs of legalized gaming. In addition, future researchers can include in their
sample residents from other major cities on Taiwan Main Island, people of different
religion, and people with different marital statuses in order to increase the variety of the
sample and the accuracy of the results. Furthermore, whether the expenditure of the trip,
which relates to the distance from the tourism destination, will affect residents’ opinions
about supporting legalized gaming should also be examined to verify one of the

assumptions that was mentioned in the previous section.
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APPENDIX A

UNLV

UNIVERSITY OF NEVADA LAS VEGAS

Social/Behavioral IRB — Full Board Review
Approval Notice

NOTICE TO ALL RESEARCHERS:
Please be aware that a protocol violation (e.g., failure to submit a modification for any change) of an IRB
approved protocol may result in mandatory remedial education, additional audits, re-consenting subjects,
researcher probation suspension of any research protocol at issue, suspension of additional existing
research protocols, invalidation of all research conducted under the research protocol at issue, and further
appropriate consequences as determined by the IRB and the Institutional Officer.

DATE: November 16, 2006

TO: Dr. Zheng Gu, Management
FROM: Office for the Protection of Research Subjects
RE: Notification of IRB Action

Protocol Title: Benefits and Costs of Legalized Gaming in Penghu as Perceived by Taiwanese People
Protocol #: 0609-2083

This memorandum is notification that the project referenced above has been reviewed by the UNLV Social/Behavioral Institutional
Review Board (IRB) as indicated in Federal regulatory statutes 4SCFR46. The protocol has been reviewed and approved.

The protocol is approved for a period of one year from the date of IRB approval. The expiration date of this protocol is October 19,
2007. Work on the project may begin as soon as you receive written notification from the Office for the Protection of Research
Subjects (OPRS).

PLEASE NOTE:

Attached to this approval notice is the official Informed Consent/Assent (IC/IA) Form for this study. The IC/IA contains an official
approval stamp. Only copies of this official IC/IA form may be used when obtaining consent. Please keep the original for your
records.

Should there be any change to the protocol, it will be necessary to submit a Medification Form through OPRS. No changes may be
made to the existing protocol until modifications have been approved by the IRB.

Should the use of human subjects described in this protocol continue beyond October 19, 2007, it would be necessary to submit a
Continuing Review Request Form 60 days before the expiration date.

If you have questions or require any assistance, please contact the Office for the Protection of Research Subjects at
QPRSHumanSubjectsi@unly,.edu or call 895-2794.
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APPENDIX B

SURVEY QUESTIONNAIRE

Survey Question
1) Have you ever visited any legalized casino? (Ex. Las Vegas’ casino, Macau’s casino,
Atlantic City’s casino...)
o Yes (If Yes, please answer Q 2)
o No (If NO, please skip Q 2)

2) Do you play any game when you visit the casino?
O Yes
o No

3) Have you every heard about “Outlying Islands Development Act” for Penghu Island?
o Yes
o No

4) In your opinion, how legalized casino gaming will affect Penghu’s (Please circle one
most applicable answer)
Strongly Strongly
Negative Negative Neutral Positive Postive

Economy 1 2 3 4 5
Crime rate 1 2 3 4 5
Volume of visitors 1 2 3 4 5
Job opportunity 1 2 3 4 5
City development 1 2 3 4 5
Nature Environment 1 2 3 4 5
Pollution 1 2 3 4 S
Education 1 2 3 4 5
Transportation 1 2 3 4 5
Life Quality 1 2 3 4 5
Prostitution problem 1 2 3 4 5
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5) In the situation right now, tourism industry in Penghu has severe seasonality between
high season and low season. In your opinion, how casino gaming would help reduce
the seasonality of tourism in Penghu?

0 Very negative (strongly increase the seasonality)

0 Negative (increase the seasonality)

o Neutral

o Positive (can reduce some of the seasonality)

o Very positive (can reduce the seasonality effectively)

6) Do you support legalized gaming in Penghu?
o Yes
o No

7) What is your gender
o Male
o Female

8) In what year did you born?
Iwasbornin 19

9) What is your age?
0 20 years old and under
0 21 years old to 30 years old
0 31 years old to 40 years old
041 years old to 50 years old
0 51 years old to 60 years old
o 61 years old and older

10) In what county do you live?

11) What is your Education level?
Below high school

High school graduate
Some college

Bachelor degree

Master degree or higher

O o0ooaoao

12) What is your income level?

Below NT $20,000

NT $20,001 to $30,000
NT $30,001 to $40,000
NT $40,001 to $50,000
NT $50,001 and above

0O 0Q0oao
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13) Your occupation

14) Which political party do you belong to or support?
o Kuomintang
o Democratic progressive
o People-first
o Other

15) Any other comment about legalized gaming/ casino in Penghu Island. (Please write it
down if any.) Thank you again for your participation and have a nice day!
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APPENDIX C

ATTITUDE ON SUPPORTING LEGALIZED GAMING BY SOCIODEMOGRAPHIC

GROUPS

Taiwanese Residents’ Attitude on Supporting Legalized Gaming by Sociodemographic

Group and Background
% on
Sociodemographic groups & backgrounds N Support
Location Penghu Island 211 72.5
Taiwan Main Island 242 64.9
Gender Male 244 79.1
Female 209 56.0
Experience .. . .
Visiting a Visited casino city before 120 68.3
casino city Did not visit casino city before 333 68.5
Participated in {154 experience attending gaming in casino o8 755
casino gaming , : . .
Didn’t have experience of casino gaming 22 36.4
Heard about
Development Heard about Development Act 342 73.4
Act Didn’t hear about Development Act 111 53.2
Age 20 yrs & younger 2 100.0
21to 30 yrs 214 67.7
31to 40 yrs 104 67.3
41 to 50 yrs 78 69.2
51 to 60 yrs 47 70.2
61 yrs & older 5 80.0
Educ. Level Under high school 26 80.8
High school graduate 150 72.7
Some college 133 63.2
Bachelor 131 64.9
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Taiwanese Residents’ Attitude on Supporting Legalized Gaming by Sociodemographic
Group and Background (continued)

Master or above 13 84.6
Income Level $20,000 NTD & under 28 78.6
$20,001 to 30,000 NTD 198 63.6
$30,001 to 40,000 NTD 89 68.5
$40,001 to 50,000 NTD 48 77.1
$50,001 NTD & above 90 71.1
Occupation Managerial and Professional Specialty 67 61.2
Technical, Sales, and Administrative
Support 116 69.0
Service 188 66.5
Farming, Forest, and Fishing 8 75.0
Precision Production, Craft, and Repair 2 100.0
Operation, Fabrication, and General Labor 72 77.8
Political Party =~ Republic 175 71.4
Democratic 49 73.5
People First 20 70.0
Other 453 64.6
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