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ABSTRACT: Online gambling has become a national issue and involves the wider community, including those 
who work in government institutions, whose main task is actually to block online gambling sites. Online 
gambling has a negative impact on people's lives. Many people from various social strata are exposed to and 
addicted to online gambling. For this reason, the government has formed an Online Gambling Eradication Task 
Force Team which aims to save the Indonesian people from exposure to online gambling. This research aims to 
identify the elasticity of demand for online gambling. In addition, this study aims to analyze the effectiveness of 
law enforcement strategies, closing online gambling sites, and strategies for providing education and 
counseling about the dangers of online gambling to reduce public interest in getting involved in online 
gambling. The application of the elasticity of demand for online gambling is used to analyze the effectiveness of 
various online gambling prevention strategies. This study revealed that the elasticity of demand for online 
gambling for high school students and government employees is in the "unitary" category, with the level of 
interest in online gambling in the "interested" category. The elasticity of demand for online gambling for 
college students and entrepreneurs is in the "elastic" category, with the level of interest in online gambling in 
the "somewhat is interested" category. The elasticity of demand for online gambling among students and 
government employees is in the “unitary” category. Thus, the implementation of law enforcement strategies and 
the closure of online gambling sites does not change the overall value of online gambling transactions. 
Therefore, if the elasticity of public demand for online gambling shows an increase, from the “elastic” level to 
the “unitary” level; then it is necessary to increase understanding and awareness of the dangers of online 
gambling. For this reason, it is recommended that socialization of the dangers of online gambling to all levels of 
society be carried out intensively.
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I. INTRODUCATION AND LITERATURE REVIEW
Online gambling has become a national issue and is increasingly disturbing the public. Online 

gambling involves the wider community, including those who work in government institutions, whose main task 
is actually to block online gambling sites. Many people from various social strata are exposed to and addicted to 
online gambling. In fact, those who are exposed to online gambling even work as law enforcement officers, 
students, and ordinary citizens (cnnindonesia.com, 2/11/2024).
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Online gambling has a negative impact on people's lives. Some of those involved in online gambling 
take shortcuts, committing suicide because they are in debt from losing online gambling. Some of the others sell 
assets as capital for online gambling. Some of those exposed to online gambling commit crimes because they 
are addicted to online gambling. Some workers, with low wages; are addicted to online gambling because they 
dream of getting a lot of money instantly (Syahputra et al., 2022; iainkerinci.ac.id, 11/102024; liputan6.com, 
21/11/2024). Among students and college students, there are quite a few who are addicted to online gambling, 
and this has an impact on their declining academic achievement (Gabrito et al., 2023).

A shocking case is the incident involving a policewoman who burned her husband because he used his 
salary for online gambling (Kompas, 6/6/2024). This tragedy reflects how serious the impact of online gambling 
is on a person's life and household. This fact shows how online gambling can lead to deviant behaviour, even 
though those involved in online gambling are law enforcement officers and highly educated.

Various incidents caused by online gambling show that online gambling is at an acute level, and has 
infected all levels of society. For this reason, the government has formed an Online Gambling Eradication Task 
Force Team which aims to save the Indonesian people from exposure to online gambling. The report of the 
Head of the Financial Transaction Reports and Analysis Centre (PPATK) revealed that there were more than 
1000 members of the legislature involved in online gambling, with a total of 63,000 transactions, including 
7,000 transactions involving members of the legislature; with the turnover of money per person reaching billions 
of rupiah. (Kompas, 6/26/2024). These facts show that Indonesia is in an online gambling emergency. For this 
reason, serious preventive measures are needed so that people can be free from online gambling addiction.

Albert Bandura, the inventor of social learning theory, emphasized that individuals learn through their 
social environment. They observe the actions of others and imitate the behaviour they see (Abdullah et al., 
2020). In the context of online gambling, someone is interested in online gambling after seeing friends or family 
members involved in online gambling, then imitates that behaviour. If they see their friends benefit from online 
gambling, this can strengthen their desire to imitate the behaviour.

Robert K. Merton, the inventor of the strain theory, stated that the inability of individuals to achieve 
their desired goals through legitimate means can drive them to seek illegitimate means (Agnew, 2001). Many 
individuals from the lower middle class face significant economic pressures, and online gambling offers the 
promise of quick and big profits with relatively little effort. This is what triggers many people to get involved in 
online gambling.

Online gambling has become an increasingly worrying phenomenon in Indonesia. Wide internet access 
makes it easy for people to be exposed to online gambling advertisements that are often disguised as harmless-
looking game applications. Users who initially just mess around, unknowingly get caught up in gambling games 
that offer quick wins, then become addicted and entangled in a vicious circle of gambling that is difficult to 
break.
The government has published a guidebook to prevent the spread of online gambling in Indonesia, which is 
briefly grouped into 3 ways, namely: first, law enforcement strategies by imposing harsh penalties on 
perpetrators who are proven to be involved in online gambling; second, closing online gambling sites; third, 
providing education and guiding, including involving religious figures about the dangers of online gambling and 
issuing a fatwa on the prohibition of online gambling practices (Kurniawan et al., 2022; Yuliati et al., 2024). 
However, previous studies have not revealed how effective the various strategies chosen can be in preventing 
people's addiction to online gambling.

The research questions in this study are: (a) How is the elasticity of demand for online gambling in 
Indonesia? (b) By considering the elasticity of demand for online gambling, how effective is the strategy to 
prevent online gambling?

This study aims to analyse the effectiveness of law enforcement strategies, closing online gambling 
sites, and strategies for providing education and counselling about the dangers of online gambling to reduce 
public interest in getting involved in online gambling. The application of the elasticity of public demand for 
online gambling offers is used to analyse the effectiveness of various online gambling prevention strategies.

The 2024 Populix Survey revealed that groups of people exposed to online gambling based on (a) 
occupation, including: workers (60%), students (15%), entrepreneurs (14%), housewives (6%), and other groups 
(5%); (b) age group, including: 17-25 years (45%), 26-30 years (21%), 31-35 years (17%), 36-40 years (9%), 
41-45 years (5%), and over 45 years (2%); (c) marital status, including groups: single (57%), married with kids 
(36%), married without children (6%), and widowed with children (1%); (d) socio-economic status, including: 
upper (37%), middle (42%), lower (21%) (Populix, 2024). Based on the survey results, it was revealed that 
online gambling is dangerous because it targets productive age groups and upper and middle socio-economic 
groups. Online gambling presents the illusion of momentary pleasure. If not addressed, online gambling is 
feared to reduce productivity levels.

The Indonesian Internet Service Providers Association (APJII) stated that in 2024, the number of 
internet users in Indonesia will reach 221,563,479 people out of a total population of 278,696,200 people, with a 
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high internet penetration rate of up to 79.5%. This figure shows that almost 80% of the population is at risk of 
being exposed to online gambling content, making it a national problem that must be addressed immediately 
(apjii.or.id., 7/2/2024).

The results of the Populix 2024 survey revealed that 63% of various community groups access online 
gambling sites. Almost 80% of the community has the potential to be affected by online gambling, so Indonesia 
is facing an online gambling emergency. The impact is not only on individual finances, but also on the social 
and economic structure of society. To overcome this problem, quick action and comprehensive solutions are 
needed to protect society from the dangers of the increasingly widespread impact of online gambling (Populix, 
2024).
According to Kartono (2014), gambling is a deliberate bet, namely betting anything that is considered valuable 
by realizing the risks and certain expectations on game events, matches, competitions, and events that are not 
certain. Online gambling is gambling that uses the internet media to place bets, where in the game the gambler 
must make an agreement about the terms of the game and what is at stake (Adli, 2015). If his team wins the 
match, then he is entitled to everything that is at stake.

Another opinion explains that online gambling uses the internet network in the game process. The 
internet is a very familiar technological device for students. Among students, online gambling is used as 
entertainment or a game that promises victory (Isjoni, 2002). Meanwhile, according to Wahib and Labib (2005), 
online gambling is a social activity that involves a certain amount of money where the winner gets money from 
the loser. Thus, there is always false hope offered by online gambling.

In recent years, many online gambling sites have emerged and are easily accessible to various groups 
of people. Gambling is often interpreted as a form of game that relies on luck, and those who are unlucky must 
bear the loss by giving up the money they have bet (Asriadi, 2020; Nurdiana et al, 2022). The influence of the 
development of information technology and communication today has an impact on the gambling game model 
and the payment method (Trisnawati et al, 2015). Online gambling offers various types of games, from sports 
betting, virtual casinos, to online poker, all of which can be accessed with just a few clicks. This ease of access 
makes online gambling increasingly popular, especially among young people who are more familiar with digital 
technology. Online gambling platforms often use aggressive promotions and attractive advertisements to attract 
new users, including through social media and online advertising. The development of information technology 
with the internet has given rise to a new form of crime in gambling, namely online gambling (Jonyanis & Adli, 
2015).

The impact of online gambling is not only limited to the individuals involved, but also spreads to 
families and surrounding communities. Economically, many families experience financial difficulties because 
family members are addicted to online gambling. Psychologically, individuals who are addicted to online 
gambling often experience mental health problems such as stress, anxiety, and depression. The pressure to win 
and ongoing losses can lead to high levels of stress, which in turn can affect the individual's mental and 
emotional well-being (Laras, et al., 2024). From a psychological aspect, individuals who are entangled in online 
gambling addiction may experience various feelings such as depression, mental pressure, hopelessness, loss of 
power, and even potentially harm themselves and others (Karli et al, 2023).

Several studies have also revealed that the development of information technology has contributed to 
the growing gambling business. Gambling always has a bad impact on society. Therefore, the attitude of society 
basically strongly agrees with the eradication of gambling continuously, firmly without discrimination against 
the perpetrators so that it appears deterred and aware that gambling is a social disease (Jadidah et al, 2023).

Medically and psychologically, people who are addicted to online gambling are recognized by the 
following characteristics (megasyariah.co.id, 10/22/2024):
 Feeling the need to gamble with large amounts of money, because they feel that the more money they get 

from gambling, the happier they will be
 Continuing to gamble, until they drain their savings, resulting in financial losses.
 Prioritizing the money they get for gambling over their living expenses.
 Often playing online gambling when stressed.
 Feeling restless and irritable when they can't gamble because they run out of money.
 Getting into debt through online loans, because their financial condition has worsened due to gambling.
 If they lose in gambling, they will try to get their money back by gambling even more.
 Not feeling a problem if they lose their job, skip school, or lie to others in order to gamble.

Currently, there are not many studies on the characteristics of public demand for online gambling in 
Indonesia. Theoretically, it is known that public demand for goods or services is elastic or inelastic. Public 
demand for goods and services is in the elastic category if the proportion of price changes is greater than the 
proportion of changes in the amount of goods and services demanded. This means that if there is a slight 
increase in the price of goods and services, it will be responded to by a large reduction in demand for goods and 
services.
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A demand for goods and services is categorized as inelastic if the proportion of price changes is smaller 
than the proportion of changes in the quantity of goods and services demanded. This means that if there is a 
large increase in the price of goods and services, it will be responded to with a slight decrease in demand for 
goods and services. In other words, high prices are not the dominant factor that determines the decrease in 
demand for goods and services (Mankiw, 2008).

However, currently there is no data showing the nature of the elasticity of public demand for online 
gambling. Those involved in online gambling are parties who can provide information on the nature of their 
demand elasticity for online gambling. Theoretically, if someone reaches the stage of online gambling addiction; 
then it can be identified that he will be involved in online gambling even though it is very expensive (as 
explained in the characteristics of people who are addicted to online gambling in this article). In other words, 
someone who is addicted to online gambling is someone who is very interested in participating in online 
gambling. Thus, the demand for people who are addicted to online gambling is included in the inelastic demand 
category. Conversely, if someone is not interested in participating in online gambling, then he will not be 
interested in gambling online even though it is very cheap. Thus, the demand of people who are not interested in 
online gambling is included in the elastic demand category.

In addition to the price factor, there are many qualitative measures to explain whether the public 
demand for online gambling is elastic or inelastic. Some of these qualitative measures are: (a) the attractiveness 
of goods and services compared to other goods and services. If online gambling games are more attractive than 
other activities, then the public demand for online gambling tends to be inelastic, and vice versa; (b) whether the 
goods or services consumed are considered very urgent or not. If online gambling activities are prioritized by 
the public, then the elasticity of demand for online gambling tends to be inelastic, and vice versa; (c) whether 
consumers are willing to pay for goods or services as determined by the seller. If people are willing to pay any 
amount for online gambling, then the elasticity of public demand for online gambling tends to be inelastic, and 
vice versa; (d) whether the goods and services have high popularity. If online gambling is very popular, then it 
has the potential to attract public interest, so that public demand for online gambling tends to be inelastic, and 
vice versa; (e) whether the goods and services have loyal consumers. If online gambling has loyal customers, 
then public demand for online gambling tends to be inelastic, and vice versa; (f) uniqueness and superiority of 
goods and services. If online gambling is considered by the public to have uniqueness and superiority in 
providing hope for life in the future, then public demand for online gambling tends to be inelastic, and vice 
versa; (g) public views on the cost or price of goods and services. If the public views that the price paid for 
online gambling is considered equivalent to the expectations given, then the elasticity of demand for online 
gambling tends to be inelastic; and vice versa.
If the nature of the elasticity of public demand for online gambling can be mapped, then the effectiveness of 
various strategies for preventing the spread of online gambling can be measured. Theoretically, the strategy of 
law enforcement and closing online gambling sites will reduce the number of offers. Meanwhile, the strategy of 
education, counselling, and public awareness of the dangers of online gambling will reduce public demand for 
online gambling.

An effective strategy to prevent the spread of online gambling is greatly influenced by the nature of 
public demand for online gambling. If public demand for online gambling is elastic, then the strategy of law 
enforcement and closing online gambling sites is an effective choice. This will significantly reduce the supply of 
online gambling. Conversely, if public demand for online gambling is inelastic, then the strategy of education, 
counselling, and public awareness is an effective strategy; because it will reduce public demand for online 
gambling.

II. RESEARCH METHOD
This study was conducted using a quantitative descriptive research approach. This study aims to 

describe the elasticity of demand for online gambling. The population in this study were people in Jombang 
Regency who were involved in online gambling, namely: government employees (gov. official), entrepreneurs 
(entrep), college students (college), and high school student (student). The consideration for determining the 
population is because these population groups are suspected of being the most involved in online gambling, as 
per the results of the Populix’s survey (Populix, 2024). Considering the large and diverse backgrounds of the 
population, the research sample was determined using a systematic random sample, so that the research sample 
was spread throughout the population.

The number of samples was determined using the formula developed by Lemeshow and David (1997) 
because it considered a very large population spread across various regions in Jombang Regency. By setting the 
z value = 1.96; maximum estimate = 50%, and sampling error = 10%, the number of samples obtained was 192 
samples. Thus, the number of samples for each population group is 48 people.

To measure the elasticity of demand for online gambling, a questionnaire was given to respondents. 
The research questionnaire contained statements related to respondents' views on online gambling, covering 7 
indicators: (a) the attractiveness of online gambling games (attractiveness), (b) attention to online gambling 
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games (attention), (c) willingness to pay for online gambling (willingness to pay), (d) popularity of online 
gambling (popularity), (e) attachment to online gambling (attachment), (f) uniqueness of online gambling 
(uniqueness), (g) expectations given by online gambling (expectations).

Respondents were asked to determine the urgency weight of each indicator, through a questionnaire 
developed by researchers using a Likert scale, with the lowest score of 1 and the highest score of 5 (Azwar, 
2007; Azwar, 2015). Interpretation of the level of elasticity of demand and attractiveness of online gambling, as 
in the following table.

Table 1: Guidelines for interpreting the level of demand elasticity and the interest in online gambling
No Score Range Elasticity of Demand Level of interest in online gambling
1 1.00 – 1.80 Perfectly elastic (PE) Not interested at all
2 1.81 – 2.60 Elastic (E) Somewhat interested
3 2.61 – 3.40 Unitary (U) Interested
4 3.41 – 4.20 Inelastic (IE) Very interested
5 4.21 – 5.00 Perfectly inelastic (PIE) Addiction

Example of questionnaire statement, as follows: "online gambling applications really attract my 
attention". Respondents are asked to give a score to the statement, starting from the lowest score of 1, to the 
highest score of 5. If the respondent gives a very low score, it means that the online gambling application is not 
a concern at all. In other words, the elasticity of demand for online gambling is in the perfectly elastic category. 
Conversely, if the respondent gives a very high score, it means that the respondent is very interested in 
participating in online gambling. In other words, the elasticity of demand for online gambling is perfectly 
inelastic. Thus, the higher the score given by the respondent, the more inelastic the demand for online gambling. 
Conversely, the lower the score given by the respondent indicates the level of elasticity of demand for online 
gambling is very elastic.

Based on the coefficient of elasticity of demand for online gambling, the level of interest in online 
gambling can be interpreted. If the elasticity of demand for online gambling is in the "perfectly elastic" 
category, then the level of interest in online gambling is "not interested at all". If the elasticity of demand for 
online gambling is in the "perfectly inelastic" category, then the level of interest in online gambling is in the 
"addiction" category.
The effectiveness of online gambling prevention through law enforcement, closing online gambling sites, and 
strengthening education and counselling is analysed by considering the elasticity of demand for online 
gambling. How the elasticity of public demand for online gambling will describe the amount of demand for 
online gambling when there is a change in price. Theoretically, the strategy of law enforcement and closing 
online gambling sites will have an impact on reducing the supply of online gambling. Meanwhile, the strategy of 
strengthening education and counselling on the dangers of online gambling will have an impact on reducing the 
demand for online gambling. Thus, prevention of the spread of online gambling can be done by reducing supply 
and demand.

III. RESULT AND DISCUSSION
1. Result

This study has revealed the elasticity of demand for online gambling based on 7 indicators, namely: (a) 
the appeal of online gambling, (b) attention to online gambling, (c) willingness to pay, (d) popularity of online 
gambling, (e) attachment to online gambling, (f) uniqueness of online gambling, (g) expectations offered by 
online gambling. Table 2 and table 3 describe the elasticity of demand and respondents' interest in online 
gambling based on their work background.

Table 2. Average of demand elasticity and interest in online gambling

Indicator Occupation Mean score Std. error Elasticity 
categories Level of interest

Overall average of 
elasticity indicators

Government official 2,750 0,025 Unitary Interested
Entrepreneur 2,125 0,028 Elastic Somewhat interested
Student 2,875 0,029 Unitary Interested
College 2,166 0,026 Elastic Somewhat interested

Source: Summary of descriptive analysis

The data in table 2 describes the average elasticity of demand for online gambling for government 
officials and high school students in the unitary (U) category. The level of interest in this group for online 
gambling is in the “interested” category. This shows that this group is already in the category of being exposed 
and actively involved in online gambling activities. Meanwhile, the level of interest for the entrepreneur and 
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college school students is in the “somewhat interested” category. This means that this group is starting to get to 
know online gambling applications even though the level of interest is low. However, the average score of their 
group’s elasticity of demand shows that their level of interest is approaching the lower threshold of the 
“interested” category.

The data in table 3 describes the average elasticity of demand for online gambling based on each 
elasticity indicator.

First, the aspect of Attractiveness. The elasticity of demand for online gambling for the government 
officials and high school students is in the “unitary” category and the level of interest in online gambling is in 
the “interested” category. For the entrepreneur and college student groups; the elasticity of demand for online 
gambling is in the elastic category with the level of interest in the “somewhat interested” category.

Second, the aspect of attention. The elasticity of demand for online gambling for government officials 
and high school students is in the “unitary” category and the level of interest in online gambling is in the 
“interested” category. For the entrepreneur and college student groups; the elasticity of demand for online 
gambling is in the elastic category with the level of interest in the “somewhat interested” category.

Third, the aspect of willingness to pay. The elasticity of demand for online gambling for government 
officials, high school students and college students is in the “unitary” category and the level of interest in online 
gambling is in the “interested” category. While for the entrepreneur group, the elasticity of demand for online 
gambling is in the elastic category with the level of interest in the “somewhat interested” category.

Table 3. Indicators of demand elasticity and interest in online gambling

Indicators Occupation Mean score Std. error Elasticity 
category Level of interest 

Attractiveness

Government official 2,667 0,057 Unitary Interested
Entrepreneur 2,020 0,063 Elastic Somewhat interested
Student 2,729 0,068 Unitary Interested
College 2,203 0,061 Elastic Somewhat interested

Attention

Government official 2,771 0,063 Unitary Interested
Entrepreneur 2,083 0,070 Elastic Somewhat interested
Student 3,166 0,075 Unitary Interested
College 2,259 0,067 Elastic Somewhat interested

Willingness to pay

Government official 2,625 0,061 Unitary Interested
Entrepreneur 2,125 0,068 Elastic Somewhat interested
Student 2,916 0,072 Unitary Interested
College 2,759 0,065 Unitary Interested

Popularity

Government official 2,771 0,059 Unitary Interested
Entrepreneur 2,020 0,066 Elastic Somewhat interested
Student 3,041 0,070 Unitary Interested
College 2.259 0,063 Elastic Somewhat interested

Attachment 

Government official 2,896 0,061 Unitary Interested
Entrepreneur 2,104 0,068 Elastic Somewhat interested
Student 3,020 0,073 Unitary Interested
College 2,185 0,065 Elastic Somewhat interested

Uniqueness 

Government official 2,708 0,066 Unitary Interested
Entrepreneur 2,145 0,068 Elastic Somewhat interested
Student 3,205 0,073 Unitary Interested
College 2,852 0,070 Unitary Interested

Hope

Government official 2,750 0,057 Unitary Interested
Entrepreneur 2,125 0,063 Elastic Somewhat interested
Student 2,875 0,067 Unitary Interested
College 2,166 0,061 Elastic Somewhat interested

Source: Summary of descriptive analysis

Fourth, the popularity aspect. The elasticity of demand for online gambling for the government official 
and high school student groups is in the “unitary” category and the level of interest in online gambling is in the 
“interested” category. While for the entrepreneur and college school student groups, the elasticity of demand for 
online gambling is in the elastic category with a level of interest in the “somewhat interested” category.

Fifth, the interest aspect. The elasticity of demand for online gambling for the government official and 
high school student groups is in the “unitary” category and the level of interest in online gambling is in the 
“interested” category. While for the entrepreneur and college student groups, the elasticity of demand for online 
gambling is in the elastic category with a level of interest in the “somewhat interested” category.

Sixth, the uniqueness aspect. The elasticity of demand for online gambling for the government official, 
high school student, and college student groups is in the “unitary” category and the level of interest in online 
gambling is in the “interested” category. While for the entrepreneur group, the elasticity of demand for online 
gambling is in the elastic category with a level of interest in the “somewhat interested” category.
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Seventh, the expectation aspect. The elasticity of demand for online gambling for government official 
and high school student groups is in the “unitary” category and the level of interest in online gambling is in the 
“interested” category. Meanwhile, for entrepreneur and college student groups, the elasticity of demand for 
online gambling is in the elastic category with the level of interest in the “somewhat interested” category.

Based on the data in table 4, it is revealed that there is a significant difference in demand elasticity 
based on the following indicators: (a) Attractiveness aspect. Consecutively, the respondent groups with the 
strongest demand elasticity are high school students, government officials, college students, and entrepreneurs; 
(b) Attention aspect. Consecutively, the respondent groups with the strongest demand elasticity are high school 
students, government officials, college students, and entrepreneurs; (c) Willingness to pay aspect. 
Consecutively, the respondent groups with the strongest demand elasticity are high school students, college 
students, government officials, and entrepreneurs; (d) Popularity aspect. Attention aspect. Consecutively, the 
respondent groups with the strongest demand elasticity are high school students, government officials, college 
students, and entrepreneurs; (e) Attachment aspect. Attention aspect. In order, the respondent groups that have 
the strongest demand elasticity are high school students, government officials, college students, and 
entrepreneurs; (f) Uniqueness aspect. In order, the respondent groups that have the strongest demand elasticity 
are high school students, college students, government officials, and entrepreneurs; (g) Expectation aspect. In 
order, the respondent groups that have the strongest demand elasticity are high school students, government 
officials, college students, and entrepreneurs; (h) The average elasticity of demand for online gambling in order 
from inelastic to elastic is: high school students, government officials, college students, and entrepreneurs.

Table 4. Multiple comparison of demand elasticity based on 4 profession groups

Indicators Occupation (I) Occupation (J) Mean Diff 
(I-J) Sig.

Attractiveness Government official Entrepreneur 0,6458 0,008
Entrepreneur High school student -0,7083 0,004
High school student College student 0,5255 0,027

Attention Government official Entrepreneur 0,6875 0,013
Entrepreneur High school student -1,083 0,000
High school student College student 0,9074 0,001

Willingness to pay Government official Entrepreneur 0,5000 0,049
Entrepreneur High school student -0,7917 0,002

Popularity Government official Entrepreneur 0,7500 0,007
Entrepreneur High school student -1,020 0,000
High school student College student 0,7824 0,004

Attachment Government official Entrepreneur 0,7917 0,004
Government official College student 0,7106 0,008
Entrepreneur High school student -0,9167 0,001
High school student College student 0,8356 0,002

Uniqueness Government official Entrepreneur 0,5625 0,038
Government official High school student 0,5417 0,046
Entrepreneur High school student -1,104 0,000
Entrepreneur College student -0,7060 0,008

Hope Government official Entrepreneur 0,6250 0,026
Government official College school student 0,5833 0,032
Entrepreneur High school student -0,7500 0,008
High school student College student 0,7083 0,009

Source: Resume multiple comparisons 

The elasticity of demand for online gambling for government officials, entrepreneurs, high school 
students, and college students based on 7 indicators is explained as in Figure 1. Based on the data in Figure 1, it 
is revealed that the elasticity of demand for online gambling for government employees and high school 
students is in the “unitary” category. While the elasticity of demand for college students and entrepreneurs is in 
the “somewhat elastic” category.
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Figure 1. Elasticity of demand and interest in online gambling
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2. Discussion 
This study reveals the elasticity of demand for online gambling in the government official and high 

school student groups in the "unitary" category. This shows that both groups of respondents are interested in 
participating in online gambling. Meanwhile, the elasticity of demand for online gambling in the college student 
and entrepreneur groups is in the "elastic" category. This shows that both groups of respondents are somewhat 
interested in participating in online gambling. In other words, the demand for online gambling in the 
government official and high school student groups tends to be inelastic. Meanwhile, the demand for online 
gambling in the college student and entrepreneur groups tends to be elastic. This study has revealed that 
exposure to online gambling is more serious for high school students and government officials. The findings of 
this study are in line with the Populix report (Populix, 2024) which states that online gambling addiction in 
Indonesia is more prevalent in those who are not married, aged 17-25 years, workers, and students.

Based on the indicators of attraction and attention, this study reveals that online gambling has attracted 
the attention of students and government employees. These two groups are proven to have a higher interest 
compared to the college student and entrepreneur groups. This should be a serious concern for parents, teachers, 
and the government as policy makers. Various previous studies have revealed that young people have a high 
attraction to online gambling. This triggers young people's addiction to online gambling, causing various mental 
disorders and reducing academic achievement (Hume, 2011; Gainsbury, 2015; Budiman, et al., 2022; Gabrito, et 
al., 2023). Therefore, serious efforts are needed from all parties to prevent the spread of online gambling among 
young people.

High interest and addiction to online gambling cause young people to have the willingness to pay and 
get involved in online gambling. Various previous studies have revealed that online gambling is perceived by 
young people as providing hope, attractive, providing perceived value, and satisfaction (Kim et al., 2013; 
Steinmetz et al. 2022). They are willing to pay a certain amount of money, even though they do not actually 
have the financial ability. This causes deviant behaviour and various criminal acts (Laras, et al., 2024; 
Setterstrom & Pearson, 2010; Lelonek Kuleta & Bartczuk, 2021).

Various life activities cannot be separated from internet technology. Especially for young people, the 
existence of internet technology cannot be separated from their lives. At any time they can easily access various 
online gambling applications. Therefore, young people are a population group that is very vulnerable to online 
gambling addiction. The dangers of online gambling among young people are getting bigger, because this illegal 
activity can generate instant economic benefits for its managers. The more internet technology develops, the 
easier it is for online gambling activities to be accessed by all levels of society at all times (Griffiths & Parke, 
2002). This is what makes it difficult to eradicate online gambling among young people. Every day, more and 
more young people are addicted to online gambling (Gainsbury, 2015).

Various previous studies have revealed that online gambling activities for young people who do not yet 
have sufficient financial capabilities are perceived as very attractive. For young people, online gambling 
activities are easily accessible, do not require paying large amounts of money, are perceived as safer because 
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they are not easily known by many people, are not scary, are more anonymous, more fun, and are very tempting 
for young people to try them (Griffiths & Parke, 2002). Although it only provides false hope, various studies 
have shown that more and more people, especially young people, are addicted to online gambling. The Populix 
Survey (2024) revealed that 45% of young people aged 17-25 years were addicted to online gambling. They are 
fooled by the false hopes that are promised to be enjoyed after engaging in online gambling activities. Previous 
studies have revealed that online gambling has long been known to have the potential to cause addiction. 
Various studies have also reported that internet technology is also addictive (Griffiths, 1999a; 1999b; 2000a). 
Therefore, it can be concluded that internet-based online gambling activities will create a two-fold addiction 
(Griffiths & Parke, 2002).
he findings of this study confirm the Populix survey (2024) which states that online gambling has infected 
young people, workers, and those in the middle to upper socioeconomic groups. This study revealed that high 
school students and government employees are the most exposed and addicted to online gambling.

To overcome the problem of online gambling addiction, strategies to strengthen education, counselling, 
and awareness must be implemented intensively to strengthen their understanding of the dangers of online 
gambling. Increasing understanding and awareness of the dangers of online gambling is expected to reduce their 
demand for online gambling (see Figure 2). A study conducted by Fahrudin et al. (2024) revealed that 
strengthening understanding of the dangers of online gambling involving the government, health services, and 
online gambling operators is very effective in preventing online gambling addiction. A study conducted by 
Siricharoen (2024) proved that a good understanding of the dangers of online gambling can prevent students 
from getting involved in online gambling.

The elasticity of demand for these two groups for online gambling is in the “unitary” category and the 
level of interest is in the “interested” category. The elasticity of demand for online gambling for college students 
and entrepreneurs is in the “elastic” category and the level of interest is in the “somewhat interested” category. 
However, these two groups also have the potential to become addicted to online gambling.

Figure 2. The influence of education in suppressing online gambling

The elasticity of demand for online gambling for those who are addicted is inelastic. Various studies 
have shown that for those who are addicted to online gambling, various law enforcement efforts, including 
closing online gambling sites, have actually given rise to a black market for online gambling (Chen et al., 2023; 
Regulus Partners, 2024). A study conducted by Yazdi and Katzian (2017) revealed that if someone is addicted to 
online gambling, the strategy of law enforcement and closing online gambling sites is often ineffective, and will 
only give rise to a "black market" for online gambling, which will increase the value of online gambling 
transactions (see Figure 3).

Figure 3. Impact of addiction and economic value of online gambling
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This study revealed that high school students are the most exposed to online gambling. Thus, 
preventing online gambling is not enough to be done only with law enforcement strategies, for example by 
closing online gambling sites. Strengthening public understanding of the dangers of online gambling through 
education and counselling activities needs to be continuously strengthened, so that the demand for online 
gambling can be reduced.

IV. CONCLUSIONS AND SUGGESTIONS
1. Conclusions

This study reveals that online gambling is already known to all levels of society, which in this study are 
represented by high school students and college students (representing young people), government employees 
and entrepreneurs (representing workers and professionals. The elasticity of demand for online gambling for 
high school students and government employees is in the "unitary" category, with the level of interest in online 
gambling in the "interested" category. This shows that high school students and government employees have 
been strongly exposed to online gambling.

The elasticity of demand for online gambling for college students and entrepreneurs is in the "elastic" 
category, with the level of interest in online gambling in the "somewhat interested" category. This shows that 
college students and entrepreneurs are starting to be interested in online gambling. This study reveals the parties 
exposed to online gambling, from the most strongly exposed to the least exposed, namely: high school students, 
government employees, college students, and entrepreneurs.

If the elasticity of demand for online gambling is "unitary", then various law enforcement efforts and 
the closure of online gambling sites will only have an impact on reducing supply, but at the same time 
increasing the price of online gambling. Thus, the implementation of law enforcement strategies and the closure 
of online gambling sites does not change the overall value of online gambling transactions. In other words, if the 
elasticity of demand for online gambling is in the "unitary" category, or more extreme; inelastic or perfectly 
inelastic; then efforts to prevent online gambling are ineffective if only carried out by implementing a law 
enforcement strategy - closing online gambling sites.

Cases in various countries, including Indonesia; when its citizens are already at the stage of addiction; 
then the implementation of law enforcement strategies and the closure of online gambling sites actually gives 
rise to a black market for online gambling. Therefore, if the elasticity of public demand for online gambling 
indicates an increase, from the "elastic" level to the "unitary" level; then it is necessary to increase 
understanding and awareness of the dangers of online gambling.

This study concludes that if the community is at the stage of exposure and addiction, then online 
gambling prevention is more effective through strengthening education, counselling, and public awareness of 
the dangers of online gambling. This strategy is expected to reduce public demand for online gambling, so that 
the value of online gambling transactions will also decrease.

2. Suggestions 
Based on the research conclusions, several recommendations are proposed, as follows: First, to prevent 

more and more young people from being exposed to online gambling, there needs to be intensive socialization 
about the dangers of online gambling. For this reason, educational activities, counselling, and awareness about 
the dangers of online gambling need to be continuously strengthened. Second, information and communication 
technology literacy should be strengthened so that high school students are able to choose information that is 
useful for their future lives. Third, the dangers of online gambling need to be included as part of the education 
curriculum. This is intended so that all citizens have an early awareness of the dangers of online gambling. 
Fourth, there needs to be a collective commitment between the government, law enforcement officers, schools, 
parents, and community leaders to protect young people from the dangers of online gambling.
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