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Purpose
The purpose of the City of Casey Electronic Gaming Machine Strategy 2015-2020 (the
Strategy) is to articulate Council’s position on gaming within the municipality. The Strategy
aims to provide a balanced assessment of how Council considers current and any new
introduction of Electronic Gaming Machines (EGMs) to the municipality. Furthermore, the
Strategy provides a platform to assist Council to advocate on behalf of its residents on
matters relating to the health and wellbeing of the community.

2.

Definitions
Council
Council means Casey City Council, being a body corporate constituted as a municipal
Council under the Local Government Act 1989.
Councillors
Councillors mean the individuals holding the office of a member of Casey City Council.
Council officer
Council officer means the Chief Executive Officer and staff of Council appointed by the Chief
Executive Officer.
Electronic Gaming Machines (EGMs)
“Based on random number generation where wins are generally represented by matched
icons. The games are non-strategic, although players may control the stakes.” (Productivity
Commission (2009) Gambling Draft Report, p.2.4)
“Means any device, whether wholly or partly mechanically or electronically operated, that is
so designed that —
a)

It may be used for the purpose of playing a game of chance or a game of mixed
chance or skill; and

b)

As a result of making a bet on the device, winnings may become payable.” (Gambling
Regulation Act 2003, s.1.3)

Expenditure
Player expenditure is the total amount wagered less the total amount won (Tasmania
Gaming Commission www.treasury.tas.gov.au).
Gambling
“Gambling is an entertainment based on staking money on uncertain events driven by
chance, with the potential to win more than staked, but with the ultimate certainty that
gamblers as a group will lose over time. The fact gamblers must lose and that gambling is
intended to be a recreational activity, distinguishes gambling from investment activities,
where chance also plays a prominent role. Gambling takes many specific forms, from bingo
to mah-jong. However, lotteries and scratch cards (‘scratchies’), remain the most popular
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gambling activities, while wagering on horses or dogs, playing EGMs (the ‘pokies’), and table
games like roulette or blackjack, account for the overwhelming bulk of expenditure.”
(Productivity Commission (2009) Gambling Draft Report, p.1.3).
Gaming
“The term gaming refers to a range of legal forms of gambling such as electronic gaming
machines, club keno, casino table games, and lotteries. Gaming involves staking money on
uncertain events...The results of the game are based on chance, and there is little skill
involved in winning.” (Department of Justice www.justice.vic.gov.au).
Post 2012
In 2012 the State Government determined that venue operators could own and operate their
own EGMs at their approved venues, this ending the Tattersall’s and TABCORP duopoly. A
maximum of 27,372 entitlements available with 50% for club venues and 50% for hotel
venues The Ten [10] year leases expire in 2022.
July 2017 reforms
On 7 July 2017, the Minister for Consumer Affairs, Gaming and Liquor Regulation
announced new gaming machine arrangements that will help limit gambling related harm
and give certainty to pubs, clubs and hotels across Victoria.
Under the changes, the number of gaming machines in Victoria will remain capped at 27,372
and the maximum number of gaming machines in a single venue will be frozen at 105.
The reforms include:
•

replacing the current 10-year term with a 20 year term.

•

giving venue operators the opportunity to acquire post-August 2022 entitlements up to
the number of entitlements they held on 7 July 2017 through an administrative
allocation process, rather than a competitive process

•

increasing the maximum number of entitlements held by a club venue operator from
420 to 840

•

adjusting the 50:50 rule to facilitate the allocation of unused club entitlements to the
hotel sector

These changes have been made as part of a review of the regulatory arrangements for
gaming machines – enabling pubs, clubs and hotels to make decisions with certainty well
before their current entitlements expire in 2022.
Problem Gambling
“Problem gambling is characterised by difficulties in limiting money and/or time spent on
gambling which leads to adverse consequences for the gambler, others, or for the
community” (cited in Department of Justice (2009) A Study of Gambling in Victoria Problem
gambling from a public health perspective, p.6).
The Victorian Responsible Gambling Foundation released Gambling and problem gambling
in Victoria in July 2018. This research report identified the following major findings:
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Gambling is highly prevalent in Victoria, more so than previously acknowledged.
For most activities, males gambled more than females.
Gambling prevalence generally increased from 2010 to 2016.
The prevalence of high-risk problem gambling is greater than previously thought.

Regional caps and Municipal Limits
Regional caps were the first introduced in 2001 and there are currently 25 purpose-defined
regions with specific caps. These regions consist of municipalities, or specific locality
boundaries (suburbs) within municipalities.
Municipal limits were introduced in 2009 and cover nearly all municipal areas of Victoria at a
ratio of 10 gaming machines per 1000 adults. If population rises, the limit may increase.
Municipal limits have been calculated using the 2017 adult population, with the municipal
limit set in most cases at 10 gaming machine entitlements per 1,000 adults. For some
areas, in order to prevent large increases in additional capacity in a municipal district, the
municipal limit has been adjusted to limit increases in additional capacity to 25% of the total
maximum permissible number of entitlements in place before 3 November 2017.
There are 25 capped regions in Victoria. Any area not covered by a regional cap is subject to
a municipal limit.
The suburbs included in the partially capped region in Casey are:
»
»
»
»
»
»
»
»
»
»
»
»
»
»
»
»
»

Berwick
Botanic Ridge
Cranbourne
Cranbourne East
Cranbourne North
Cranbourne South (north of Browns Road)
Cranbourne West
Devon Meadows (north of Browns Road)
Doveton
Eumemmerring
Hallam
Hampton Park
Junction Village
Lynbrook
Lyndhurst
Narre Warren
Narre Warren South

Casey is advocating for a municipal wide cap to provide certainty to the remaining parts of
Casey to keep the EGM density consistent with that in the current partially capped areas.
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Acronyms
CISS

Cranbourne Information and Support Service

CNISS

Casey North Information and Support Service

CSF

Community Support Fund

CSR

Corporate Social Responsibility

EGM

Electronic Gaming Machine

GIAT

Gambling Impact Assessment Toolkit

LGWGOG Local Government Working Group on Gambling

4.

LGA

Local Government Area

MAV

Municipal Association of Victoria

MSS

Municipal Strategic Statement

SIA

Social Impact Assessment

EIA

Economic Impact Assessment

TAFE

Technical and Further Education

VCAT

Victorian Civil and Administrative Tribunal

VCGLR

Victorian Commission for Gambling and Liquor Regulation

VLGA

Victorian Local Governance Association

Scope
The Strategy applies to matters relating to Electronic Gaming Machines and their use within
the City of Casey.

5.

Executive Summary
The City of Casey’s Electronic Gaming Machine Strategy 2015-2020 articulates Council’s
overall goal and long-term commitment to reduce the negative impacts of gambling from
the operation of EGMs on the Casey community.
The document takes into account community attitudes towards gambling across the
municipality and seeks to ensure that Council’s position reflects current attitudes within the
legislative environments.
Council acknowledges the economic and recreational functions of all forms of gambling in
the local community but also recognises that a comparatively small but significant number
of people gamble excessively and as a result experience personal, family and financial
problems.
Council is committed to minimising risk and harm from problem gambling through its
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strategic and community planning processes, through community capacity building, long
term advocacy for gambling industry reform, increased accountability and through the
support of services for those who experience gambling related harm.
Section 6 of the Strategy sets out an overview of gambling and EGMs in Casey.
Section 7 outlines the various policy positions and commitments the strategy seeks to deliver
on including:
»
»
»
»
»

Advocacy and partnerships
Local Economy
Consultation and Information
Community Wellbeing, and
Planning Assessment.

Section 8 covers policy, legislation and regulations surrounding the operation of EGMs in
Casey and across the State.
Section 9 covers the methodology adopted in undertaking the review.
Section 10 explores what the community said in respects of EGMs in Casey.
The appendices contain social and economic data sets, maps and current expenditure
within the City of Casey.
6.

Gambling and EGMs in the City of Casey
The City of Casey has an established gambling industry, particularly a significant
history with the racing industry in Cranbourne. Not only is the racing industry historically
and socially significant to Casey, but it is also of economic importance as a major
provider of employment and tourism for the area.
Specifically, the electronic gaming machine (EGM) industry was established in Casey in
1992. In 2018 the municipality housed 944 licensed EGMs within 13 licensed venues.
The City of Casey acknowledges gaming as a legal social activity enjoyed by many.
Gaming venues provide valuable opportunities for entertainment, recreation, employment
and socialising, however, it is also recognised that the gaming behavior of some
participants in relation to EGMs is of community concern. This concern is based on the
financial and social costs associated with individuals gambling beyond their limits.
Prior to 2006, the provision of EGMs was allowed without a permit, for up to 25% of a
venue’s floor space. This was called the ‘25% rule’ and many of the existing EGMs within
the municipality were established under this rule. As a result of these legislative changes,
councils can now use their Planning Scheme to strengthen their capacity to control, but not
prohibit (as EGM gaming is a legitimate activity under the Gambling Regulation Act
2003), the number and distribution of EGMs within their municipality.
In October 2006 the Victorian State Government made changes to the gaming provisions in
all Victorian planning schemes. This change has meant that all new EGMs require a
planning permit and are subject to Council approval. Further changes were made in
2018, allowing Council to have the ability to include objectives, guidelines and application
requirements in the planning scheme.
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In 2017 - 2018, expenditure on EGMs in the City of Casey was over $131 million dollars
($131,514,174.64), with a loss of $$527.88 per adult. The 913 EGMs supply 4.00
machines for every 1,000 adults aged 18 years and over.
7.

City of Casey Position on Electronic Gaming Machines
Vision
To be Australia’s most liveable city (The Vision is drawn from the City of Casey Council Plan
2017-21)
Key Strategic Objectives
The key strategic objectives that underpin the City of Casey position on EGMs are drawn
from the City of Casey Council Plan 2017-21. The specific objective that has been drawn
upon for the purpose of this Strategy include:
»

An inclusive, safe and connected community
7.1. Advocacy & Partnerships
7.1.1.

Advocate to the State Government to provide sufficient resources to
enhance the existing Gambler’s Help Southern support service to
minimise the impacts of problem gambling on the individual and/or
families.

7.1.2.

Support effective communication, community education and awareness
around sustainable and responsible gambling.

7.1.3.

Advocate to the State Government for a geographical review of the
capped area within the City of Casey and support the introduction of a
municipal-wide cap.

7.1.4.

Advocate to the State Government for greater transparency in the
allocation of the Community Support Fund (CSF) to the City of Casey.

7.1.5.

Advocate to the State Government for greater input into gaming related
legislative provisions. In addition, request that local government and key
service delivery agencies are included in consultation prior to the
implementation of any future changes.

7.1.6.

Collaborate with other municipalities in the South East Metropolitan
Region on current and emerging issues.

7.1.7.

Council officers will participate in the Local Government Working Group
on Gambling (LGWGOG), sponsored by the Victorian Local
Governance Association (VLGA) where meetings are consistent with
the aims and objectives of this strategy.

7.1.8.

Council officers will respond to the receipt of complaints about the
operation of gaming venues by directing the complainant(s) to the
Victorian Commission for Gambling and Liquor Regulation (VCGLR).

7.1.9.

Seek opportunities with adjoining municipalities to undertake research
and collect social and economic data surrounding gaming in the
Southern Metropolitan Region to assist with understanding gambling
trends.
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7.1.10. Advocate that Council’s preferred position is for no further growth in
vulnerable communities in the number of existing or already approved
EGMs within the City.
7.1.11. Collaborate with Gamblers Help Southern to plan and implement
activities during Responsible Gambling Awareness Week.
7.1.12. Advocate in support of third party initiatives that support the reduction of
gambling related harm; i.e. the self-exclusion program, responsible
gambling code of conduct, venue support worker program, etc.
7.2. Local Economy
7.2.1.

Encourage venue operators to accept greater corporate social
responsibility for reducing the harm of problem gambling.

7.2.2.

Encourage local EGM venues to seek alternative revenue streams (if
not already occurring) rather than rely entirely on EGM revenue.
Gaming should only form one aspect of the facilities and activities
offered by venues.

7.2.3.

Recognise the economic contribution that gaming venues make to local
employment, produce and entertainment.
a)

7.2.4.

Recognise the additional contribution that best-practice operators
make to their local community and support services.

Upon the lease renewal for any gaming venue which operates EGMs on
Council land, Council will at minimum consider its decision for any
continued approval upon the following:

7.2.5.

a)

Local community views.

b)

Venue operators prepare a socio-economic assessment of their
venue that makes reference to indicators contained in the City of
Casey Gambling Impact Assessment Toolkit (GIAT).

c)

Net community benefit.

Encourage operators to provide entertainment opportunities that support
the growth of night-time economies within the municipality.

7.3. Consultation & Information Provision
7.3.1.

Work with Casey gaming venues to address identified local gambling
problems.

7.3.2.

Council officers will employ a number of methods to inform the
community about new and additional EGM applications, these being
(but not limited to):
»

Council’s website

»

Local newspapers

»

Mailing to adjoining property owners

»

Citynews publications (time permitting)

»

Gambler’s Help Southern

»

Cranbourne Information and Support Service (CISS)

»

Casey North Information and Support Service (CNISS)

»

Southern Migrant and Refugee Centre (SMRC)
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Local community groups (within a 5km radius of the proposed
application site)

7.3.3.

Council will consider the views of the local community when considering
applications for new venues or additional EGMs in the municipality.

7.3.4.

Council officers will report to Council annually on the EGM expenditure
for the City of Casey.

7.3.5.

Council will facilitate a reciprocal arrangement to be made to receive
and refer any new venues or additional EGM applications with adjoining
municipalities for their information and comment. These municipalities
include City of Greater Dandenong, Frankston City Council, Shire of
Yarra Ranges, Cardinia Shire Council and Knox City Council.

7.3.6.

Council officers will report annually to the community through public
notices in the local print media on the overall expenditure from gaming
in the City of Casey.

7.3.7.

Report (where appropriate) on significant community contributions
venues make up to and above the required amount.

7.4. Community Wellbeing
7.4.1.

Promote alternative recreational activities in the City of Casey to
achieve a balance of lifestyle choices for the community.

7.4.2.

Council encourages all EGM venues within the City of Casey to
increase their support of local charities, community organisations and
community activities.

7.4.3.

Avoid the concentration of EGMs in local disadvantaged areas when
new applications are received.

7.4.4.

Provide support to, and advocate for, community sector organisations
that provide services within the City of Casey to assist residents and
their families with issues associated with gambling related harm.

7.4.5.

Council officers report to Council, when appropriate, on the trends in
Casey of residents attending community service organisations as a
result of gambling related harm.

7.4.6.

Gaming must be offered alongside a range of non-gaming
entertainment and recreation activities within any proposed
developments.

7.4.7.

Gaming venues must detail in any gaming application how their venues
will contribute to strengthening communities that show signs of social
isolation.

7.4.8.

Encourage venues to undertake wide-ranging community education and
awareness programs, which underpin their responsible gaming
strategies.

7.5. Planning Assessment
7.5.1.

Provide an objective assessment of how Council considers current and
any new introductions of EGMs to the municipality.

7.5.2.

Council considers a diverse range of social and economic data sets,
one of which includes EGM density, to base decisions on.

7.5.3.

A planning policy be considered for incorporation in the Casey Planning
Scheme, under Clause 22, that is used to guide the assessment of any
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new applications for additional venues and EGMs and that
acknowledges this document (The City of Casey EGM Strategy 20152020).
7.5.4.

Council will not support gaming applications for new venues or new
EGMs to existing venues on Council land other than those covered by
an existing agreement with the City of Casey.

7.5.5.

Council strongly discourages planning applications for electronic gaming
machines in suburbs where the EGM density is above the State
average.

7.5.6.

Upon any significant legislative changes to the Gambling Regulation Act
2003 and/or for the Planning and Environment Act 1987, Council
officers will make appropriate amendments to the strategy within 12
months to reflect these changes.

7.5.7.

Council will not support the operation of EGMs within, or neighbouring,
a facility where the dominant activity focuses on children and young
people under the age of 18 years. This includes areas such as child
care, play rooms, schools and areas specifically designed for children’s
activities and including areas specifically designed for sporting activities
for young people.

7.5.8.

Council officers will require, at a minimum, for any planning permit
extension of time request for electronic gaming machines:

7.5.9.

»

Notification in local papers.

»

An applicant-supplied current socio-economic impact assessment.

Council will formulate as a minimum response to EGM applications:
»

Completion of the VCGLR submission form for local government.

»

Notification of Council’s decision to any person who responded to
the public notification process.

7.5.10. Council will utilise the Gambling Impact Assessment Toolkit (GIAT)
when providing assessments as part of the response to EGM
applications.
7.5.11. The Chief Executive Officer can respond directly to the VCGLR where
applications for EGMs result in no increases to net detriment under the
‘net detriment test’.
8.

Policy, Legislative and Regulatory Frameworks
8.1. State Context – Policy, Legislation and Regulations around EGMs
Local Government Act 1989
The Local Government Act 1989 asserts that local government has an important role
to play in providing leadership on issues and representing the needs, and advocating
on behalf of, the local community. The role that Council is legislated to play includes:
a)

Acting as a representative government by taking into account the diverse needs
of the local community in decision making;

b)

Providing leadership by establishing strategic objectives and monitoring their
achievement;
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c)

Maintaining the viability of the Council by ensuring that resources are managed
in a responsible and accountable manner;

d)

Advocating the interests of the local community to other communities and
governments;

e)

Acting as a responsible partner in government by taking into account the needs
of other communities; and,

f)

Fostering community cohesion and encouraging active participation in civic life
(s. 3D Local Government Act 1989).

Planning and Environment Act 1987
The Planning and Environment Act 1987 stipulates land use planning in Victoria. Some of
the objectives of planning in Victoria include:
»
»
»
»

»
»
»

To provide for the fair, orderly, economic and sustainable use and development of
land.
To provide for the protection of natural and man-made resources and the maintenance
of ecological processes and genetic diversity.
To secure a pleasant, efficient and safe working, living and recreational environment
for all Victorians and visitors to Victoria.
To conserve and enhance those buildings, areas or other places which are of
scientific, aesthetic, architectural or historical interest, or otherwise of special cultural
value.
To protect public utilities and other assets and enable the orderly provision and
coordination of public utilities and other facilities for the benefit of the community.
To facilitate development in accordance with the objectives set out in the points above.
To balance the present and future interests of all Victorians.

Gambling Regulation Act 2003
The main purpose of this Act is to re-enact and consolidate the law relating to various forms
of gambling and to establish the Victorian Commission for Gambling Regulation.
The main objectives of this Act are:
a)

b)
c)
d)
e)

To foster responsible gambling in order to –
i.
Minimise harm caused by problem gambling; and,
ii.
Accommodate those who gamble without harming themselves or others;
To ensure that minors are neither encouraged to gamble nor allowed to do so;
To ensure that gaming on gaming machines is conducted honestly;
To ensure that the management of gaming machines and gaming equipment is free
from criminal influence and exploitation;
To ensure that other forms of gambling permitted under this or any other Act are
conducted honestly and that their management is free from criminal influence and
exploitation.

The Act was amended in late 2017 and early 2018 by the Gambling Regulation Amendment
(Gaming Machine Arrangements) Act 2017 (the GMA Act) and the Gambling Legislation
Amendment Act 2018 (the GLA Act) respectively. The Amendments changes how cash is
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accessed in a gaming venue, EGM entitlement arrangements for clubs and EGM entitlement
arrangements after 2022.
8.2. State and Local Policy Frameworks

Planning Permits (Victorian Planning
Scheme - Planning and Environment Act
1987)
(Primary Focus: Location amenity)
Decision by
Council Appeals
at VCAT

Gaming Licenses (Gambling Regulation
Act, 2003)
(Primary Focus: Net community benefit)
Submission by Councils
Decision by VCGLR

Casey Planning
Scheme - Decision
Making
Local
Government
Electronic
Gaming
Machine
St t

Clause 80: Incorporated
document

Clause 21: MSS
Vision statement on
gaming

Clause 22: Local policy

Clause 52.28: Gaming

Policy

Policy

Decision guidelines

Decision guidelines

Schedules to 52.28
Prohibited Areas
(including strip
shopping centres)
Any maps
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Local Context – City of Casey Strategies, Plans and Policies
City of Casey Council Plan 2017-21
The City of Casey Council Plan 2017-21 is a strategic document required under the Local
Government Act 1989 that stipulates the key directions of Council, strategies for achieving
these, and key performance indicators for monitoring the achievement of the key directions.
The strategy most relevant to this document include:
»

Strategic Objective 2: - An inclusive, safe and connected community

Casey Planning Scheme
The Casey Planning Scheme aims to provide a clear and consistent framework within which
decisions about the use and development of land can be made, while in addition:
»
»

To express state, regional, local and community expectations for areas and land uses.
To provide for the implementation of State, regional and local policies affecting land
use and development.

Municipal Strategic Statement
The City of Casey Municipal Strategic Statement (MSS) highlights the key land use activities
for the municipality. It includes higher level objectives and strategies on a range of land use
planning topics, including gaming.
Particular Provisions of the Casey Planning Scheme
The details of the controls that impact on this Strategy are articulated in the following clause.
52.28

Gaming

52.28-1

Purpose
To ensure that gaming machines are situated in appropriate locations and
premises.
To ensure the social and economic impacts of the location of gaming
machines are considered.
To prohibit gaming machines in specified shopping complexes and strip
shopping centres.

52.28-2

Gaming objectives
A schedule to this clause may specify objectives to be achieved in relation
to the installation or use of a gaming machine.

52.28-3

Permit requirement
A permit is required to install or use a gaming machine.
This does not apply in either of the following circumstances:

Clause 52.28-4 or Clause 52.28-5 specifically prohibit a gaming
machine.

The gaming machine is in an approved venue under the Gambling
Regulation Act 2003 on 18 October 2006 and the maximum
number of gaming machines for the approved venue on 18 October
2006 is not exceeded.
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Prohibition of a gaming machine in a shopping complex
Installation or use of a gaming machine is prohibited on land specified in a
schedule to this clause.
This does not apply to a gaming machine in an approved venue under the
Gambling Regulation Act 2003 on 18 October 2006; and the maximum
number of gaming machines for the approved venue on 18 October 2006 is
not exceeded.

52.28-5

Prohibition of a gaming machine in a strip shopping centre
Installation or use of a gaming machine is prohibited in a strip shopping
centre if:
 The strip shopping centre is specified in the
schedule to this clause.
 The schedule provides that a gaming machine is
prohibited in all strip shopping centres on land
covered by this planning scheme.
This does not apply to a gaming machine in an approved venue under the
Gambling Regulation Act 2003 on 18 October 2006; and the maximum
number of gaming machines for the approved venue on 18 October 2006 is
not exceeded.
A strip shopping centre is an area that meets all of the following
requirements:
 it is zoned for commercial use;
 it consists of at least two separate buildings on at
least two separate and adjoining lots;
 it is an area in which a significant proportion of the
buildings are shops;
 it is an area in which a significant proportion of the
lots abut a road accessible to the public generally
but it does not include the Capital City Zone in the
Melbourne Planning Scheme.

52.28-6

Locations for gaming machines
A schedule to this clause may specify guidelines
relating to locations for gaming venues and machines.

52.28-7

Venues for gaming machines
A schedule to this clause may specify guidelines relating to venues for
gaming machines.

52.28-8

Application requirements
An application must be accompanied by any information specified in a
schedule to this overlay.

52.28-9

Decision guidelines
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Before deciding on an application, in addition to the decision
guidelines of Clause 65, the responsible authority must consider, as
appropriate:







The Municipal Strategic Statement and the Planning Policy
Framework.
The compatibility of the proposal with adjoining and nearby land
uses.
The capability of the site to accommodate the proposal.
Whether the gaming premises provides a full range of hotel
facilities or services to patrons or a full range of club facilities or
services to members and patrons.
Any other matters specified in the schedule to this clause.

Municipal Public Health and Wellbeing Plan 2017-2021
The City of Casey Municipal Public Health and Wellbeing Plan 2017 - 2021 provides
direction on the priority health and wellbeing focus areas for Council and public
health sector organisations in the municipality, to improve the health and wellbeing of
all Casey residents.
This Plan is informed by local health and social data, community consultation,
consideration of public health evidence, state health and wellbeing directions and the
priorities of the City of Casey Council Plan 2017-2021.
The key priority relevant to this Strategy is to ‘Improve Mental Wellbeing’, and in
particular, to ‘support a strategic approach to reducing problem gambling’.

Community Safety Strategy
A Safe Community is envisaged to be a place where all residents and visitors can work,
travel, live and play in a safe and secure environment, free of risk to health and wellbeing.
Community Safety can be created in a variety of settings including homes, schools,
workplaces, businesses, religious settings, entertainment, recreational areas and other
social settings in the community.

8.4

Diagram of links to Council’s Key Strategies, Plans and Policies

Council Plan 2017- 21

Municipal Health & Wellbeing Plan
2017 - 2021

Community Safety
Strategy

Electronic Gaming
Machine Strategy

Casey Planning
Scheme MSS
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Methodology
9.1

Steps taken in reviewing the City of Casey Electronic Gaming Machine
Strategy

Purpose: to scope the
project and outline a
detailed project brief.

Phase 1 – Project Inception

Purpose: generally
consulting the Casey
community on the existing
policy and content.

Phase 2 – Existing Council
Strategy evaluation + review

Purpose: targeted
workshop session with
key stakeholders and
notification to the Casey
community on policy
review. Also review the
EGM density and
demographic forecasts.

Purpose: to finalise revised
City of Casey Gaming
Strategy, report to EMG.

January – March 2015

March – April 2015

Phase 3 – Public consultation
+ data analysis
April – September 2015

Phase 4 – Finalise strategy
September – October 2015

Phase 5 – Gaming Strategy reported
to Council for adoption
8 December 2015

Establish a steering group
represented by Industry,
public health providers and
Council officers.

Workshop with
Councillors to discuss the
proposed changes from
steering group and
community consultation.

Incorporate any
amendments to strategy
based on steering group,
Councillor and Stakeholder
engagement.

Electronic Gaming Machine Strategy 2015-2020
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Purpose of the Steering Group

As outlined in the above proposed process a steering group was established to
progress the strategy review.
»

The Steering Group: This group critiqued the outcomes at key project
development stages. This group allowed for the opinions of group members from
different backgrounds to be considered as part of the review. The Steering
Group included external stakeholders and Council officers.

Working Group Members
Community Development
Planning
Strategic Planning and Environment

10

Steering Group Members
Gamblers Help Southern
Zagame’s Berwick Springs Hotel
Cranbourne Information & Support Service
Progressive Venue Solutions
Hampton Park Tavern

Consultation – What did the Community and Key Stakeholders say about
EGMs in the City of Casey?
10.1

Review of City of Casey EGM Strategy 2010-2015

Public exhibition submissions
No submissions were received during the consultation period.
Online community survey
Three responses were received during the online survey period.
10.2

Methods Used to Consult with the Community and Key Stakeholders

Consultations that were undertaken as part of the development of the City of Casey
EGM Strategy:
»
»
»
»
»
»

Steering Group Meeting 1
Steering Group Meeting 2
Gaming Venues Tour
Public Exhibition Period
Councillor Workshop
Steering Group Meeting 3

10.3

19 February 2015
7 May 2015
18 June 2015
21 August 2015 to 21 September 2015
27 August 2015
8 October 2015

What did the Community and Key Stakeholders say?

The following online comments were received in relation to the survey
•

“We need to support the clubs (not pubs) that provide community facilities.
Pubs the money goes to owners not back to the boarder community”

•

“Gaming is not always bad, why do people always assume the worst? I see my
friends and we play within moderation and have fun”

Electronic Gaming Machine Strategy 2015-2020
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“I consider we already have an oversupply in Casey. I do not want to see any
more. They are a great temptation for some people to fritter away their money
needed to sustain a family”

Administrative Updates
It is recognised that, from time to time, circumstances may change leading to the
need for minor administrative changes to this document. Where an update does not
materially alter this document, such a change may be made administratively.
Examples include a change to the name of a Council department, a change to the
name of a Federal or State Government department, and a minor update to
legislation which does not have a material impact. However, any change or update
which materially alters this document must be by resolution of Council.

12

Review
This document is scheduled for review by 2023.
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13. Statistical collection
Data compiled in this document has been obtained from the Victorian Commission for Gambling and Liquor Regulation.
The following information contains a disclaimer on the information obtained from: https://www.vcglr.vic.gov.au/resources/data-and-research

Disclaimer
While the material contained in this document has been compiled with all due care, the VCGLR does not warrant or represent that the material is free from errors or omissions, or that it is exhaustive. The VCGLR does not accept any liability, nor takes responsibility for the accuracy, currency or correctness of
material included in the information that has been provided either by third parties nor for the accuracy, currency, reliability or correctness of links or references to information sources (including Internet sites).
For more information visit vcglr.vic.gov.au/footer/disclaimer

Key definitions

Data sources

EGM: Electronic gaming machines
LGA: Local Government Area
EGM numbers: Average number of operating EGM's at the gaming venue during the month. This figure is consistent with the average entitlement applied to the EGM tax calculation
Venue numbers: Number of approved and operating gaming venues
Expenditure: Amount of money lost by gaming patrons. Also referred to as 'player loss'
Region: Gaming venues are classified one of two regions, country or metro
Venue Type: Gaming venues are classified one of two types, hotel or club
Country: Areas in Victoria outside of Metropolitan Melbourne as determined by State Government
Metro: Areas within Metropolitan Melbourne as determined by State Government
SEIFA DIS: Socio-economic Indexes for Areas (SEIFA) Disadvantage
SEIFA ADVDIS: Socio-economic Indexes for Areas (SEIFA) Advantage Disadvantage

Source of Expenditure Figures: Gaming expenditure data is maintained by the VCGLR based on electronic
data files received from the monitoring licensee.
Gaming data released is based on accurate data available at the time of release. It is possible that financial
adjustments may materialise after the release of the data and therefore will require amendment.
Source of SEIFA Figures: Australian Bureau of Statistics, Socio-economic Indexes for Areas (SEIFA):
- Table 2: Statistical Local Area (SLA) Index of Relative Socio-economic Advantage and Disadvantage
- Table 3: Statistical Local Area (SLA) Index of Relative Socio-economic Disadvantage
Source of Unemployment Figures: Department of Education, Employment and Workplace Relations, Small
Area Labour Markets. Refer to deewr.gov.au/Employment/LMI/Pages/SALM.aspx
Source of Population Figures: Department of Planning and Community Development, Victoria in Future 2012,
population projections by single year based on age and sex for each LGA as at 30 June 2013.

Data clarifications

Copyright

EGM Numbers: Average number of operating EGM's at the gaming venue during the month. This figure is consistent with the average entitlement applied to the EGM as per tax
calculation.
Gaming Machine Density calculations beyond 2013 are based on EGM numbers divided by adult population divided by 1,000 (gaming machines per 1,000 adults).
Expenditure / EGM: Refers to the average Expenditure per Gaming Machine. From 2013, these figures are based on net expenditures divided by EGM Numbers.
SEIFA Scores: a lower score indicates that an area is relatively disadvantaged compared to an area with a higher score. Scores should only be used in distributive analysis. Rankings
are based on highest score, for example 1st ranking in index of disadvantage means the LGA is least disadvantaged.
Disclaimer: Care must be taken in using any figures for an LGA involving net expenditure and population. The expenditure per person in an LGA may include an amount of expenditure
coming from persons not living within the LGA.

The VCGLR is a statutory authority of the State Government of Victoria created under the Victorian Commission
for Gambling and Liquor Regulation Act 2011. The State of Victoria owns the copyright in all material produced by
the VCGLR. The State of Victoria and the VCGLR encourages the dissemination and reuse of information
provided on our website.
All material published on our website is provided under a Creative Commons 4.0 licence, with the exception of:
- any images, photographs or branding, including the Victorian Coat of Arms, the Victorian Government logo, the
Department of Treasury and Finance logo, and the Commission logo; and
- content supplied by third parties.
The licence conditions are available on the Creative Commons 4.0 website creativecommons.org/licenses/by/4.0/
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City of Casey suburbs and capped area
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EGM Density and Casey Population Projections

Based on current EGM provision (2018) & Casey Population Projections (September 2017)
Current [2018] Metropolitan Average EGM/1,000 Adults is 4.91, Current Victorian Average EGM/1,000 is 5.0
Source: .idcommunity demographic resources
2018

2021

2026

2031

2036

2041

Current
[2018]
EGMs

Adult
population

EGM
/1,000

Adult
population

EGM/1,000

Adult
population

EGM/1,000

Adult
population

EGM/1,000

Adult
population

EGM/1,000

Adult
population

EGM/1,000

168

37,373

4.5

38,499

4.4

40,640

4.1

43,100

3.9

45,799

3.7

48,998

3.4

0

4,555

0

6,122

0

9,380

0

12,138

0

13,402

0

13,431

0

327

16,081

20.3

16,835

19.4

18,092

18.1

18,653

17.5

19,681

16.6

21,573

15.2

Cranbourne East

0

20,185

0

24,603

0

30,307

0

33,370

0

35,133

0

35,840

0

Cranbourne North

0

15,672

0

17,261

0

19,550

0

20,528

0

20,653

0

20,600

0

Cranbourne West

0

12,658

0

14,102

0

16,248

0

18,110

0

18,546

0

18,552

0

Doveton - Eumemmerring

79

9,299

8.5

9,386

8.4

9,610

8.2

9,859

8.0

10,066

7.8

10,267

7.7

Hallam

80

9,128

8.8

9,324

8.6

9,825

8.1

10,131

7.9

10,430

7.7

10,684

7.5

Hampton Park

73

19,376

3.8

19,224

3.8

19,567

3.7

19,980

3.7

20,347

3.6

20,439

3.6

Lynbrook

55

6,563

8.4

6,540

8.4

6,881

8.0

7,147

7.7

7,130

7.7

7,114

7.7

Lyndhurst

0

5,109

0

5,365

0

6,569

0

6,937

0

6,930

0

6,929

0

85

21,680

3.9

22,055

3.9

23,330

3.6

24,052

3.5

24,473

3.5

25,303

3.4

0

22,147

0

21,981

0

22,279

0

22,360

0

22,441

0

22,502

0

867

199,826

4.3

211,297

4.1

232,278

3.7

246,365

3.5

255,031

3.4

262,232

3.3

46

3,082

14.9

3,135

14.7

3,170

14.5

3,140

14.6

3,160

14.6

3,174

14.5

Casey Farm - Cranbourne South [incl. land north of Browns Road]

0

2,870

0

2,851

0

2,811

0

2,874

0

2,961

0

3,070

0

Casey Foothills - Harkaway, Lysterfield South, Narre Warren North

0

7,075

0

7,133

0

7,233

0

7,368

0

7,556

0

7,791

0

Clyde Growth Area [including Devon Meadows]

0

1,989

0

4,470

0

9,496

0

22,784

0

41,655

0

61,620

0

Clyde North

0

4,367

0

6,348

0

8,310

0

9,000

0

8,945

0

8,983

0

Endeavour Hills

0

20,003

0

20,100

0

20,074

0

20,087

0

20,183

0

20,376

0

Pearcedale

0

2,836

0

2,829

0

2,805

0

2,850

0

2,924

0

3,012

0

46

42,222

1.09

46,866

1.0

53,899

0.9

68,103

0.7

87,384

0.5

108,026

0.4

913

242,048

3.77

258,163

3.5

286,177

3.2

314,468

2.9

342,415

2.7

370,258

2.5

CAPPED
Berwick - Beaconsfield
Botanic Ridge - Junction Village
Cranbourne

Narre Warren
Narre Warren South

UNCAPPED
Casey Coast - Blind Bight, Cannons Creek, Tooradin

TOTAL OPERATING EGMS
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Community Benefit Statements, Casey
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Casey Statistics 2012-2018

STATISTIC
GAMING MACHINE EXPENDITURE

2017/2018

2016/2017

2015/2016

2014/2015

2013/2014

$131,514,174.64

$127,093,891.89

$124,817,967.33

$119,384,478.72

$113,243,208.10

$14,485,606.97

1004.00

1006.48

1006.48

1,006.48

1,006.48

1,006.48

SEIFA DIS Score
SEIFA DIS Rank State
SEIFA DIS RANK COUNTRY

49
-

SEIFA DIS RANK METRO
SEIFA ADVDIS Score
SEIFA ADVDIS Rank State
SEIFA ADVDIS RANK COUNTRY
SEIFA ADVDIS RANK METRO

51
-

51
-

51
-

2012/2013

51
-

51
-

7

11

11

11

11

11

991.00

997.43

997.43

997.43

997.43

997.43

50

52

52

52

52

52

-

-

-

-

-

-

7

9

9

9

9

9

249,136.39

229,025.39

222,457.69

215,008.10

207,084.52

201,532.07

19,164.32

17,617.34

17,112.13

16,539.08

15,929.58

15,502.47

3.66

3.94

4.04

4.13

4.29

4.34

EXP per Adult as at June

$527.88

$554.93

$561.09

$555.26

$546.85

$568.08

Workforce as at June

Adult Population
Adults per Venue as at June
EGMs per 1,000 Adults as at June

181,419

168,810

158,081

150,180

145,480.00

132,788.00

Unemployed as at June

12,544

11,253

12,600

11,816

9,727.00

7,700.00

Unemployment rate as at June

6.91%

6.67%

7.97%

7.87%

6.69%

5.80%
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Casey Expenditure Data 2014 - 2018

2018/2019
MONTH

2017/2018

Expenditure

No of
EGM

No of
Venues

July

11,934,830.19

913

August

12,637,594.37

September
October
November

2016/2017

Expenditure

No of
EGM

No of
Venues

Expenditure

13

11,330,345.51

903

13

11,245,368.50

913

13

11,465,368.90

903

13

11,483,361.41

11,190,359.99

913

13

11,012,555.15

897

13

11,070,279.53

11,090,726.11

913

13

11,023,836.68

903

13

11,239,882.63

11,462,552.80

913

13

10,762,645.50

904

13

10,589,705.68

December

DNR*

11,540,887.23

913

13

10,867,390.13

January

DNR*

10,781,330.13

913

13

9,968,738.47

February

DNR*

9,878,686.26

913

13

9,213,762.04

March

DNR*

10,717,262.86

911

13

10,329,389.04

April

DNR*

10,938,189.80

913

13

10,414,152.52

May

DNR*

11,003,229.02

908

13

10,283,527.10

June

DNR*

11,059,837.60

58,316,063.46

131,514,174.64

913

13

10,388,334.84

No of
EGM
898
901
901
899
903
903
903
903
903
903
903
902

2015 / 2016
No of
Venues

2014 / 2015

Expenditure

No of
EGM

No of
Venues

Expenditure

No of
EGM

No of
Venues

13

11,004,330.00

887

13

10,347,552.00

888

13

13

11,132,827.00

888

13

10,726,401.00

888

13

13

10,501,320.00

893

13

9,725,593.00

888

13

13

DNA*

13

10,375,118.00

888

13

13

DNA*

13

9,869,868.00

888

13

13

DNA*

13

10,529,048.00

888

13

13

DNA*

13

9,894,209.00

888

13

13

DNA*

13

8,687,516.00

888

13

13

DNA*

13

9,503,524.00

888

13

13

DNA*

13

10,036,091.00

888

13

13

DNA*

13

10,195,640.00

888

13

13

DNA*

13

9,493,918.00

888

13

127,093,891.89

* (DNA) Data not available (source vcglr.vic.gov.au/resources/data-and-research/gambling)
* (DNR) Data not released (VCGLR statistics not yet released)

124,817,967.33

119,384,478.00
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City of Casey – Current Venue EGM totals & expenditure 2014/15
Venue

Attached
Entitlements
June 2018

Licensed
EGM's

Venue
Type

Expenditure
(July 2014Jun 2015)

Expenditure
(July 2015Jun 2016)

Expenditure
(July 2016Jun 2017)

Expenditure
(July 2017Jun 2018)

1000 Cranbourne-Frankston
Road Cranbourne

80

80

Club

$6,404,469

$6,525,242

$6,852,823

$7,248,190

$843,721

Address

Difference

1

Amstel Golf Club

2

Berwick Inn
Taverner

1 High Street Berwick

63

63

Hotel

$9,145,008

$8,611,997

$9,140,491

$9,153,144

$8,136

3

Berwick Springs
Hotel

288-296 Clyde Road
Berwick

105

105

Hotel

$14,817,706

$16,536,142

$17,832,960

$18,935,950

$4,118,244

4

Cranbourne RSL

50

50

Club

$2,528,478

$2,764,863

$2,949,078

$3,101,380

$572,902

5

Fountain Gate
Taverner

1475 South Gippsland
Highway Cranbourne
Fountain Gate Shopping
Centre, Overland Drive
Narre Warren

85

95

Hotel

$13,266,714

$13,145,525

$13,086,776

$13,495,112

$228,398

6

Hallam Taverner

241 Princes Hwy Hallam

80

92

Hotel

$13,010,489

$13,826,068

$13,320,301

$13,059,256

$48,767

7

Hampton Park
Tavern

71 Hallam Road Hampton
Park

73

73

Hotel

$10,928,888

$11,552,675

$12,013,202

$12,705,744

$1,776,856

8

Lynbrook Hotel

55

55

Hotel

$8,576,869

$8,974,985

$8,826,801

$8,989,072

$412,203

9

Motor Club Hotel

550 South Gippsland
Highway Lynbrook
38-56 High Street
Cranbourne

70

70

Hotel

$11,192,333

$11,607,283

$11,658,616

$11,458,752

$266,419

10

Prince Mark Hotel

88

Hotel

$13,007,869

$12,857,523

$12,302,498

$12,415,149

-$592,720

The Settlement at
Cranbourne

28 Princes Highway Doveton
Cnr South Gippsland
Highway & Camms Road
Cranbourne

79

11

52

52

Hotel

$8,692,375

$9,797,061

$9,655,260

$11,131,483

$2,439,109

12

Tooradin & District
Sports Club

62 South Gippsland Highway
Tooradin

46

46

Club

$1,998,903

$2,049,960

$2,252,264

$2,286,020

$287,117

13

Trios Sports Club

30 Grant Street Cranbourne

75

75

Club

$5,814,379

$6,568,642

$7,202,823

$7,534,922

$1,720,543

913

944
$119,384,479

$124,817,967

$127,093,892

$131,514,174

$12,129,695
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Victorian Expenditure Data
LGA Name

2018/2019 to
October

2017/2018

2016/2017

2015/2016

2014/2015

2013/2014

Expenditure

Expenditure

Expenditure

Expenditure

Expenditure

Expenditure

CITY OF WHITTLESEA
SHIRE OF NORTHERN
GRAMPIANS

$42,223,593.06

CITY OF GREATER GEELONG

$41,973,448.65

SHIRE OF COLAC-OTWAY

$118,475,586.27

$115,293,165.36

$111,651,602.39

$109,161,212.02

$103,500,568.12

$9,105,582.10

$9,050,693.24

$10,037,879.85

$10,350,645.47

$118,832,442.66

$115,418,843.88

$113,204,988.04

$113,020,950.21

$111,628,148.00

$3,691,126.33

$10,242,791.80

$10,230,950.60

$10,162,887.94

$10,263,298.65

$10,074,894.08

SHIRE OF MOORABOOL
SHIRE OF CENTRAL
GOLDFIELDS

$4,265,746.19

$11,962,064.64

$11,395,789.53

$10,613,374.38

$10,575,644.50

$10,309,883.23

$10,148,425.77

$10,221,024.56

$10,099,589.97

$10,384,719.19

SHIRE OF MITCHELL

$7,963,132.50

$21,904,937.82

$20,409,503.82

$19,214,040.62

$18,874,667.76

$17,680,395.37

$757,563.87

$2,457,035.73

$2,571,123.72

$2,517,169.50

$3,120,455.72

$3,119,936.04

$3,789,627.85

$10,824,258.95

$10,078,993.20

$10,804,029.59

$10,059,504.85

$10,150,100.66

$3,584,312.44

$10,180,943.42

$10,476,051.00

$10,077,587.28

$9,658,435.67

$8,884,033.85

SHIRE OF GLENELG

$4,392,990.56

$12,968,196.82

$12,768,517.91

$12,441,099.28

$13,184,327.24

$12,746,480.80

Shire of Wellington

$7,372,566.31

$21,260,639.20

$21,829,657.87

$21,744,942.04

$21,450,507.97

$21,566,360.32

Rural City of Wodonga

$2,791,874.12

$7,768,079.86

$7,517,544.65

$7,664,502.64

$7,472,194.92

$6,900,172.96

City of Warrnambool

$6,495,399.71

$19,072,936.03

$18,794,442.23

$18,542,341.26

$18,222,763.26

$17,318,805.25

$17,683,457.56

$49,335,223.89

$47,754,127.20

$48,696,383.97

$47,678,424.57

$46,243,389.76

$19,904,422.51

$55,763,965.38

$54,568,804.35

$54,611,247.32

$53,623,993.63

$53,642,391.94

$2,780,071.09

$8,074,233.89

$7,439,367.75

$7,527,429.31

$6,532,534.53

$6,678,962.65

City of Greater Shepparton

$11,262,050.48

$33,343,094.20

$31,147,764.24

$31,422,084.52

$31,380,787.26

$29,376,039.78

Rural City of Mildura

$10,451,775.72

$28,052,968.58

$25,309,607.49

$25,711,760.39

$25,640,869.01

$24,700,237.30

$8,237,038.71

$24,387,766.16

$23,472,196.09

$23,639,559.17

$22,343,699.93

$22,323,581.83

$5,658,630.54

$17,675,542.30

$16,126,066.61

$16,321,155.47

$15,851,964.94

$15,087,373.60

$15,974,004.04

$44,669,216.68

$43,552,057.13

$43,563,001.39

$43,613,709.09

$44,333,812.33

Shire of Surf Coast

$1,072,158.50

$3,171,443.64

$2,924,662.21

$2,854,155.94

$2,818,479.72

$2,855,819.51

Shire of South Gippsland

$2,249,430.85

$6,302,670.64

$6,575,894.83

$6,565,792.42

$6,592,483.67

$6,514,572.41

Shire of Macedon Ranges

$3,313,834.31

$9,557,852.54

$9,526,013.69

$9,179,543.81

$8,656,079.05

$8,360,298.91

$3,455,434.26

$9,511,776.16

$9,202,786.89

$9,269,919.86

$9,531,130.75

$9,498,045.33

Shire of Baw Baw

$5,852,855.03

$16,428,073.80

$15,586,093.22

$14,661,092.83

$13,295,313.54

$12,641,199.17

Rural City of Wangaratta

$3,072,795.01

$8,725,929.30

$8,712,157.83

$8,236,834.09

$8,128,251.05

$7,856,837.79

City of Melbourne

$29,503,162.45

$83,992,700.40

$80,349,220.84

$79,770,052.63

$75,868,075.11

$72,707,033.11

City of Moreland

$22,671,550.68

$64,168,977.16

$61,627,685.48

$63,531,110.68

$63,521,371.65

$63,642,789.10

$28,952,806.67

$82,129,607.70

$81,112,259.79

$84,324,281.52

$83,857,397.07

$82,359,807.15

$6,979,150.84

$20,325,757.29

$19,330,775.50

$19,997,261.39

$20,957,038.26

$19,414,918.54

City of Whitehorse

$18,227,152.60

$53,601,233.78

$52,884,289.66

$53,182,056.73

$51,581,759.50

$51,944,253.64

City of Manningham

$20,087,413.79

$58,387,460.55

$54,170,062.46

$56,271,032.24

$56,406,754.76

$55,677,479.58

City of Banyule

$19,942,983.18

$58,536,906.89

$55,820,854.07

$55,979,946.78

$54,512,648.72

$55,019,402.31

$22,228,449.55

$65,326,363.45

$65,114,897.86

$65,184,083.08

$61,694,366.50

$62,294,867.29

$26,106,900.79

$75,860,234.52

$75,061,924.49

$73,822,339.93

$73,362,492.12

$74,200,233.90

City of Monash

$38,736,064.08

$111,942,285.37

$109,200,787.10

$111,391,123.95

$114,356,289.27

$109,202,526.58

City of Port Phillip

$10,001,951.50

$27,496,648.16

$27,466,983.75

$28,095,943.28

$28,842,530.39

$26,153,986.77

City of Kingston

$30,284,787.80

$86,280,868.83

$83,016,928.48

$83,473,105.91

$81,509,892.75

$79,825,384.39

City of Greater Dandenong

$42,323,214.74

$121,420,072.78

$118,190,093.03

$118,836,649.18

$117,004,770.07

$110,134,642.61

$22,250,297.67

$64,622,291.40

$62,408,098.64

$62,900,685.34

$62,065,687.29

$60,249,332.64

City of Casey

$46,853,510.66

$131,514,174.64

$127,093,891.89

$124,817,967.33

$119,384,478.72

$113,243,208.10

Shire of Cardinia

$10,242,430.73

$29,046,899.53

$27,045,323.57

$25,041,008.45

$23,259,238.90

$21,217,863.10

Shire of Yarra Ranges

$10,552,944.29

$29,300,516.12

$28,850,082.09

$28,793,677.63

$28,786,766.80

$26,635,127.98

City of Hume

$38,888,929.44

$109,623,804.77

$105,766,409.57

$106,043,755.03

$104,943,985.95

$101,822,277.68

$50,232,669.81

$139,507,225.15

$134,141,671.85

$143,045,743.48

$141,609,226.77

$138,542,665.59

$23,977,655.13

$66,052,977.77

$61,157,311.67

$60,035,038.01

$57,349,284.44

$54,211,051.13

City of Hobsons Bay

$16,692,125.07

$47,437,370.43

$46,908,518.85

$46,829,609.25

$46,430,981.96

$47,196,551.19

City of Wyndham

$37,951,030.05

$105,458,372.16

$97,761,233.60

$97,384,531.85

$93,116,687.86

$90,342,545.32

Shire of Mornington Peninsula

$27,566,547.71

$83,996,241.79

$82,563,313.29

$82,381,143.15

$79,400,240.34

$79,046,839.17

$10,660,745.76

$31,076,310.57

$30,801,195.80

$32,992,353.39

$31,084,714.55

$30,077,711.86

$19,777,911.84

$54,924,962.83

$54,068,510.53

$53,735,025.14

$52,994,016.09

$52,905,865.71

$6,792,415.50

$20,852,827.55

$23,032,562.79

$23,443,276.63

$23,019,972.59

$21,575,746.54

$25,355,071.99

$77,171,466.40

$76,259,820.19

$76,214,352.31

$73,555,920.90

$72,059,137.19

$4,780,021.62

$15,378,669.22

$14,710,079.11

$13,615,020.66

$15,813,241.53

$15,788,451.25

$27,496,697.07

$78,589,175.42

$75,679,083.21

$75,401,077.51

$74,747,047.29

$72,123,897.08

$943,163,859.27

$2,695,284,024.80

$2,609,530,060.33

$2,616,703,495.71

$2,571,926,031.48

$2,504,343,302.15

SHIRE OF ALPINE
RURAL CITY OF BENALLA
SHIRE OF CAMPASPE

City of Greater Bendigo
City of Ballarat
Rural City of Swan Hill

Shire of East Gippsland
Shire of Bass Coast
City of Latrobe

Rural City of Horsham

City of Darebin
City of Boroondara

City of Maroondah
City of Knox

City of Frankston

City of Brimbank
Shire of Melton

City of Yarra
City of Maribyrnong
City of Stonnington
City of Glen Eira
City of Bayside
City of Moonee Valley

$3,145,832.30

$3,632,093.76

$9,720,508.22

$10,591,443.59
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The following is a list of amalgamated LGA’s in this data set:
CITY OF WHITTLESEA consists of City of Whittlesea and Shire of Nillumbik
SHIRE OF NORTHERN GRAMPIANS consists of Rural City of Ararat and Shire of Northern Grampians
CITY OF GREATER GEELONG consists of Borough of Queenscliffe and City of Greater Geelong
SHIRE OF COLAC-OTWAY consists of Shire of Corangamite and Shire of Colac-Otway
SHIRE OF MOORABOOL consists of Shire of Hepburn and Shire of Moorabool
SHIRE OF CENTRAL GOLDFIELDS consists of Shire of Central Goldfields and Shire of Mount Alexander
SHIRE OF MITCHELL consists of Shire of Mansfield, Shire of Murrindindi and Shire of Mitchell
SHIRE OF ALPINE consists of Shire of Towong and Shire of Alpine
RURAL CITY OF BENALLA consists of Shire of Moira, Shire of Strathbogie, and Rural City of Benalla
SHIRE OF CAMPASPE consists of Shire of Gannawarra and Shire of Campaspe
SHIRE OF GLENELG consists of Shire of Glenelg and Shire of Southern Grampians
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13.8

EGM Densities -2018
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13.9

EGM Densities -2021 & 2026
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13.10 EGM Densities -2031
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13.11 EGM Densities -2036 & 2041
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13.10 Levels of Vulnerability within Casey - 2016
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