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AGENDA



Who is our player?



Millennials/Gen Z

Millennials - also known as 

Gen Y, Echo Boomers, and 

Digital Natives, were born 

from approximately 1977 to 

1995

Gen Z - anyone born from 

1997 onward is part of a new 

generation

https://www.pewresearch.org/fact-tank/2019/01/17/where-millennials-end-and-generation-z-begins/



Are they worth the effort?

“Millennials and Gen Zs are set to become the most important customer group for most banks and credit 
unions over the next decade, as nearly $70 trillion in wealth transfers to them from their parents. But, as our 
research shows, what worked for mom and dad will not be enough to win and keep this younger demographic 

as a customer,” said Jake Tyler, CEO at Finn AI.

https://thefintechtimes.com/80-percent-of-gen-z-and-milennials-use-money-transfer-apps/



What about them?
•

1.More financially astute

2.More debt averse/aware

3.Well researched and less inclined to follow status 

quo

4.They favour experience over possession

5.Driving increased tech adoption/digital natives



“But nothing will happen to us 
clubs….what's this bald bloke talking 

about?”



The ANZ gaming market current size 
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Emerging Industry Headwinds Poker machines are becoming less popular
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Macro Socio-Economic Trends cash is disappearing
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Macro Socio-Economic Trends Digital adoption provides the new opportunity to engage customer
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Macro Socio-Economic Trends Mobile Payments are revolutionizing retail
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Emerging Industry Headwinds Money Laundering Is The New Threat To The Gaming Industry
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Emerging Industry Headwinds Problem Gambling Concerns Impacting the Industry
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Emerging Industry Headwinds Sustainable gaming is not an option, it’s the only option
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“good grief, the industry must be 
doomed right?”



THE ROLE OF A GAMING 
SYSTEM



Systems
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Systems opportunities
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Systems provide…
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What good venues do well
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How some venues have been left behind
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THINK ABOUT WHAT WE COULD DO?

GIG 

ECONOMY 

FOR 

STAFFING

PREDICTIVE 

ANALYTICS FOR 

ROSTERING OR 

CUSTOMISED 

SERVICE

ADVANCED 

ROBOTICS 

AUTOMATING 

SERVICE
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Technology has 
changed the 

game



Are the player engagement tools of today enough?



“But what about in 5yrs? You said young 
people don’t dig pokies?”



Digital Convergence



Regulation is not always a barrier to change
•

• Regulation aims to protect 

the consumer and ensure that 

gaming business are 

responsibly managed

• Once established, it can take 

a significant period of time 

before changes can be 

implemented, resulting in 

steady profits for the 

incumbents

• Regulation in most 

democratic economies 

eventually adapt to consumer 

demand

• When that happens disruption 

can happen before 

incumbents can respond 

effectively

Since Uber launched in 2011, the number of daily 

trips in yellow taxis in NY has decreased by more 

than 50% while ride-sharing apps have 

quadrupled in past 3 years
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What does that mean for you? 
•

“Do we all agree that our venues don’t operate in siloes 
and therefore consumer change in the external 
environment has the potential to impact YOU?”



1. Seamless patron experience online to in-venue is expected

2. Personalized loyalty experience has value

3. Innovation around loyalty, gamification and shared gaming 

experiences is an opportunity

4. Competition is everywhere, including the home

5. Contactless is the new customer service

6. We may need to challenge established business models and 

our own thinking

What does that mean for venues?
•



Members Price vs Members Only
•

Will VAS, exclusivity and personalized become the new 

loyalty tiers of tomorrow?



Do you compete with the home economy or enter it?
•

Americans are changing how they spend their time at home Americans are spending more of 

their at-home time on domestic activities, media, and news. Intent to eat more at home post-

COVID-19 has strengthened significantly over the past three months. 

Usage of popular online entertainment platforms has skyrocketed. (The popular video game 

Fortnite recently hosted a concert that was “attended” by 12.3 million users. ) 

Investment in at-home fitness through equipment purchases and online activity is growing. 

Consumers still expect to spend more time on at-home activities, even in less restricted regions.



Will Cashless will be the new clean?
•

Technologies that enhance hygiene, 

particularly contactless activities 

such as food and grocery delivery 

and curbside pickup, are taking off. 

In a US survey 79 percent of 

consumers intend to continue or 

increase their usage of self-checkout 

in retail after COVID19. Millennials 

and Gen Z are the widest adopters 

of contactless activities.

https://www.mckinsey.com/business-functions/marketing-and-sales/our-insights/the-great-consumer-shift-ten-charts-that-show-how-us-shopping-behavior-is-changing



PRIME DIGITAL
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Key Points



PRIME DIGITAL



PRIME WALLET
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PRIME MESSAGING



SELF-EXCLUSION
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PLAYER ACTIVITY
STATEMENTS
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What could the future hold?



Reimagining the game
Estimates made in August suggest that over 20 

million people still play Fortnite daily. The game 

also made over $1.8 billion in 2019, which is a 

drop from the game's $2.4 billion in revenue in 

2018 but is still better than the vast majority of 

free-to-play games



Reimagining the 
wager

ZED’s popularity has soared to such highs that newly 
“launched” rare horses can sell for as much as €12,000. 
One horse recently sold for over $125,000 (€103,000) 
and this is expected to escalate even further as the 
rising value of NFTs redefines our way of experiencing 
tech.

https://www.euronews.com/green/2021/04/23/why-people-

are-paying-100-000-to-breed-digital-horses-online



Reimagining the 
player

Roblox ( RBLX -3.56% ) has been offering a platform that brings millions of 
people together in a virtual space since its founding in 2004. The platform 
is different from many others because it is free to play, and relies on 
games created by a community of developers, as well as purchases of 
Robux, its platform-specific virtual currency.

https://www.fool.com/quote/nyse/rblx/


Reimagining the 
venue limits



QUESTIONS?


