
OCCUPANCY & 
BENCHMARKING
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EGM OCCUPANCY
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EGM OCCUPANCY



EGM OCCUPANCY



TIME IMPACT

DENOMINATION HOLD AVERAGE 

BET

GAMES 

PLAYED

TIME PLAYED

Low (Feat. Games) 5% 0.70c 7,140 14 hours

Mid 9% $1.20 2,310 4 hrs 30 mins

High 7.5% $3.50 950 1 hr 50 mins

Multi-Denom (legacy games,

(Stand-Alone)

13% 0.70c 2,750 5 hrs 20 mins



BOTTOM LINE IMPACT



BOTTOM LINE IMPACT
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BOTTOM LINE IMPACT
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PLAYER & GAME
SEGMENTATION 



GAME CHARACTERISTICS



GAME CHARACTERISTICS



RTP = OVER THE LIFE OF A POKER MACHINE





GAME SEGMENTS



GAME SEGMENTS



UNITS TURNOVER  (AV) TOTAL 

6 $12,000 $  72,000

8 $14,000 $112,000

10 $14,000 $140,000

12 $12,000 $144,000

14 $10,300 $144,200

16 $  9,000 $144,000
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PLAYER PROFILE

.



SUCCESS
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CUSTOM(ER) GAMING SOLUTIONS 
(PRODUCT SEGMENTATION)



THE MAGIC CIRCLE

Revenue

Time

RTP

Spend

Bet



CONSIDER THESE QUOTES…





CUSTOM(ER) GAMING SOLUTIONS
(PRODUCT SEGMENTATION)



(i) Time > $ (ii) Time = $ (iii) Time < $

Small stake rate Mid Stake rate

Higher Av bet than (i) 

High stake rate

Small spend per visit Mid-range spend

Av spend higher than (i)

High $ spend per visit

Long play time Medium play times Short play periods

Visitation high Medium visitation Visitations vary to $/Bank

High Re- Investment Medium Re - Investment Volatile Redeems vs losses

Older woman Wide range, both sexes Younger male

Small denom player Cross-section in denoms High denom player

Predominately 1c Denom varied (migrates) Predominately $1
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Install % T/Over: Net%

CONTRIBUTION ANALYSIS



VENUE BASED SLOTSONLINE COMPETITION

TRENDING
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PENDING WHAT DO YOUR PUNTERS WANT?



TRENDING

•

•

•

•

•

•

•

•



SUMMARY
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