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There is a significant decrease
in the number of gamblers who
have a tertiary education and higher,
which can attribute this to the effec-
tiveness of education in informing
people about the evils of gambling.

The rise in number of gamblers with

¢

education level PSLE and lower could be
because they want to earn quick money due
to less job opportunities.
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- - the graph below, most people’s first encounter and regu-
lar gambling habits revolve around 4D, it being a dominant
practice, followed by Social gambling. This could be due to the

convenience of buying a 4D ticket compared to gathering
friends. Contrary to popular belief, despite the announcement of
IR, the interest in casino gambling has decreased. We can infer
that the form of gambling which one actively participates in is

not so much related to the one that they first experienced, except simple
games like 4D and TOTO, which are more convenient.
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Pearson's chi-square test
The chi squared test is used to test whether there is a significant dif-
ference between two variables or if one variable affects the other. In
this case, whether finding a type of game popular would affect whether
people viewed it as a leisure activity.
Where X? is the chi square, O the observed values and
E the expected values.
Since the chi value from our data(15.93) is higher than
the one on the standard chi square distribution table

(15.51), we can conclude that the popularity of the
game does, to a small extent, affect whether people see the game as a leisure ac-

chi-=quare PODF

0ok

tivity.
degrees of frequency = (2-1)(9-1) = 8
p-value = 0.05
value from chi square distribution table =
15.51
= calculated chi value = 15.93
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