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This paper argues that horse gaming in Finland can be viewed as a geographical phenomena. Horse related gaming in Finland is organized regionally. The country has been divided into twenty regions that host nationally significant hippodromes. These regions form a functional division at which level activity can be studied using geographical methodologies and GIS related software. The leading argument is that gaming expresses regional variations that can be measured, understood and visualized. 
Gaming activity varies regionally and locally. To some degree a distance decay effect between player and targeted race is present in gaming, even though bets can be placed also in multiple other locations than at the hippodrome hosting the event and, thus, the question is more about the decay of knowledge than about actual trip-making behavior. Local traditions and culture have its own impact on gaming as well.

While revealing under- and overachieving regions the suggested geographical approach has the ability to tie gaming to society and infrastructure and thus allow us to start constructing a theory about how gaming could be related to other urban activities, local traditions and socio-demographic characteristics.
It can be argued that certain demographical and socioeconomic characteristics indicate individuals’ interest towards certain type of entertainment or leisure activity. These features can be studied also at the regional level using areal statistical datasets. To some degree those regions where a major portion of the population shares demographical and socioeconomic features with a target group of entertainment should have higher rates of participation in that particular field of entertainment, if that entertainment is made available for them within a reasonable effort.
The term ‘reasonable effort’ has various levels in different parts of the country and is to some degree connected to infrastructure providing desired services alongside with other basic services required by functional society that are not evenly distributed. The suggested geographical approach offers a good tool for understanding and visualizing interactions a gaming culture has with modern society.
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