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CIE REPORTEDLY AVAILABLE FOR $4BN
Caesars will hear what potential buyers have to offer for its online division

Sponsored by• The insider trading charges effect on Amaya
• Vegas is taking a closer look at eSports
• New York DFS bill is on the horizon 
• Column: Jonas Wåhlander, Cherry Online Gaming
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its Caesars Interactive Entertainment (CIE) online arm.
According to the Wall Street Journal (WSJ), groups that  

may be interested in purchasing the division include 
financial companies as well as gaming, media and 
entertainment businesses.

Bloomberg reports that bids of approx. $4bn might have  
been made, but an agreement to sell the asset is not yet assured.

Caesars recently reported that CIE’s net revenues for the 
three months ending 31 March were $228m, up 29% year-
on-year, while its full year 2015 net revenues were $766m,  
an upturn of 31%.

CIE, formed in 2009, operates its WSOP.com brand in New 
Jersey and Nevada, but the WSJ claims that the deal could be 
centred around CIE’s mobile-games business, which is what 
Caesars put CIE’s growth down to in its Q1 2016 report. CIE’s net 
Q1 revenues were $228m, reflecting a year-on-year rise of 29%.

Mitch Garber, CEO of CIE, was quoted by the WSJ as saying:  
“We want to hear what people have to say, for sure.”

A potential sale could form part of the restructuring that 
Caesars is undergoing, after Caesars Entertainment Operating Co.  
(CEOC) filed for bankruptcy in January last year, and Bloomberg  
reported that CEOC creditors   CONTINUED ON NEXT PAGE  

https://www.gamblinginsider.com/click/gif-click.php?id=189
https://www.gamblinginsider.com/click/gif-click.php?id=189


GAMBLINGINSIDER.COM/FRIDAY  NEWS & ANALYSIS

FROM FRONT PAGE  
claim the interactive unit was transferred 
from them at a lower valuation than  
it was worth. 

Caesars Entertainment does not have 
voting control over CIE, as it is owned 
by Caesars Growth Partners, which is 
controlled by Caesars Acquisition Co.

Robert E. Gerber, a former Manhattan 
bankruptcy court judge, was announced 
as chief restructuring officer earlier  
this month.

There are still other potential financial 
struggles faced by Caesars. A bankruptcy 
investigator, Richard J. Davis, said in 
March that the company could be liable 
for damages of up to $5.1bn. This would 
relate to certain transactions made 
by the business, Davis was examining 
whether its private equity owners 
Apollo Global Management and TPG 
Capital harmed CEOC and its creditors 
by moving CEOC assets away from the 
subsidiary before the bankruptcy filing.

KEY POINTS
• Caesars Interactive Entertainment  
may be sold for circa $4bn 

• More than one interested party is reported 
to have made a bid for the online division 
• The interest in the company is thought 
to be primarily focused on the mobile 
games side of the business

 DAILY FANTASY SPORTS
A NEW DFS BILL COULD  
SURFACE IN NEW YORK
The agreement between industry 
operators and the state could  
be superseded 
Legislative efforts to legalise real-
money daily fantasy sports (DFS) in 
New York appear to be picking up 
pace, meaning the ongoing wrangling 
between the state’s Attorney General 
and the industry could be coming to 
an end. A new bill being introduced by 
Assemblyman Gary Pretlow that would 
regulate DFS is set to be introduced 
later this week.

A statement announced on Twitter by 
Rep. Pretlow seems to indicate that DFS 
legislation will happen soon. That post 
included the line “[DFS] legislation will 
be introduced and moved through the 
committees in the next coming days”.

The long-awaited legal measure 
follows the agreement settled between 
New York and operators DraftKings and 
FanDuel last March. The two giants of 
the DFS industry agreed to pull out of 
the Empire State’s market until at least 
1 July, unless legislation allowing them 
to operate in the state is passed before 
that date.

 US SPORTS BETTING
VEGAS IS TAKING A CLOSER  
LOOK AT ESPORTS 
Bets may be allowed to be  
staked on the growing vertical 
A recent report published in the Las 
Vegas Review-Journal states that the 
Nevada Government has grown interest 
in the development of the eSports 
betting market available in the the 
state. There is currently no legislation 
specifically aimed at eSports, but taking 
bets on the fast growing sport is seen as 
potentially an additional profitable asset 
to sports-betting and casino operators.

Steve Hill, who heads the Governor’s 
Office of Economic Development, 
has pointed out that this burgeoning 
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business has the potential of drawing 
further international interest and tourism 
to Vegas. Las Vegas has hosted events 
related to the video-gaming industry 
regularly in previous years so adding 
live eSports tournaments to the existing 
gaming and sports schedule would 
therefore make a lot of sense.

However, many challenges appear 
to still need consideration. The most 
striking hindrance to the industry’s 
expansion is the age limit of 21 to 
enter a casino, which might impact 
eSports players and its primary fan base. 
The committee is due to discuss this 
gambling potential further at another 
meeting next August.

 FINANCIALS
AMAYA: WHAT IS THE FUSS?
Why insider trading allegations  
will make little impact on the 
business, even if they are upheld 
Despite undergoing a recent change in 
CEO and unwanted publicity, the numbers 
appear to show it’s business as usual at 
Amaya and there is little reason to suggest 
the numbers won’t continue to be positive.

Amaya’s revenue total of $288.7m for 
Q1 2016 is a 6% year-on-year increase 
and adjusted EBITDA of $123.4m is a 9% 
upturn. These numbers, compared to 
revenue of CAD$12.8m (US$9.9m) in Q1 
2014, are another illustration of how far 
the company has come.

David Baazov voluntarily took an 
indefinite leave from the position of CEO 
in March after being charged by Quebec 
financial security regulator the Autorité 
des marchés financiers (AMF) with 
five charges related to insider trading. 
Baazov and five other accused parties 
have pleaded not guilty.

One of the key problems that has 
stemmed from the allegations is that this 

could harm Amaya’s chances of being 
involved in a regulated online poker 
market in California, should there be one in 
the future. California might be a far more 
heavily-populated state than New Jersey, 
39.1 million compared to 8.96 million 
as of July 2015 according to the United 
States Census Bureau, but what seems 
clear is that the US i-gaming market is 
far more reliant on PokerStars for future 
growth as opposed to the other way 
around. From its New Jersey launch in late 
March up until the end of April, PokerStars 
generated $2.4m in poker win in the state, 
and has already taken a market lead. 
Can a California i-gaming market that is 
only open to poker provide the kind of 
taxes the state would like to see without 
PokerStars operating in the state?

Unless the AMF order Amaya or 
PokerStars to voluntarily give up some 
market share (68% of the global real-
money online poker market as of H1 
2015), there is no reason why any 
boardroom episodes should be affecting 
its position as an extremely powerful 
i-gaming player.
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THIS WEEK IN NUMBERS
The facts and figures that have caught our eye in the past seven days

PokerStars’ share of the New Jersey  
i-poker market in April  

Ladbrokes losses if England win 
Euro 2016, according to CEO Jim 

Mullen (Source: Bloomberg News)

Intralot organic EBITDA growth,  
from €44.8m Q1 2015 to  

€47.3m Q1 2016

Macau Legend Development will pay for 
the operating rights for Savan Vegas Hotel 

and Entertainment Complex in Laos

Brands have been accused of stealing 
NetEnt gaming content: Affpower, Conan 

Gaming Limited and Game Tech Group N.VNumber of consecutive months Macau’s 
revenue will have fallen if projections for 

May are accurate

The likelihood the UK will stay in the EU, 
according to current Betfair odds

Delaware online gaming win for April, 
a record-breaking figure for a second 

consecutive  month

Lead Partner Official Voting Adjudicator

26TH SEPTEMBER | THE VENETIAN, LAS VEGAS
The Global Gaming Awards 2016 presentation  

will be held in the Titian Ballroom at the  
Venetian Palazzo Congress Center.

THE AWARDS
Now entering its third year, the Global Gaming Awards will once again be voted on by a truly 

independent panel of judges, taken from a range of industry sectors and geographies.

THE EVENT
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 GUEST COLUMNIST
LESSONS FOR I-GAMING FROM  
THE MOVIE BUSINESS

By Jonas 
Wåhlander 
CEO Cherry 
Online Gaming

Before joining Cherry at the end of 
last year, I spent more than a decade 
working in the movie industry, most 
recently for the home entertainment 
business of the Universal Sony joint 
venture in the Nordics.

Having now spent a few months in 
the gaming sector, I am beginning to 
see how we face many of the same 
challenges and opportunities as our 
friends in the film business.

It may sound obvious, but the strongest 
connection between the two industries is 
that we are, at heart, about entertainment.

This is worth re-stating, simply because 
there is a danger of losing sight as we 
all become so focused on the logistics 
of operating a company across multi-
channels in a fast-moving digital world.

But at the end of the day, if we aren’t 
entertaining our customers, they won’t 
come back.

As with the film business, I’m seeing 
online gaming firms taking customer 
behaviour and engagement more 
seriously than ever before.

One term I hear a lot in the gaming 
world is “product”, but just as in the movie 
industry, I think this is a little misleading.

Neither a movie, nor the thrill of a spin 
on an online slot, is a product in the 
conventional sense.

Instead, we are selling customers 
something far more emotional – an 
experience or even a dream.

This can make things far harder to chart 
when it comes to analysing how customers 
are responding to us, but fortunately huge 
advances in the way data is collected  
and analysed is making this job easier.  
Of course there are plenty of areas we  
can still improve upon.

Once we gain a deeper understanding 
of the customer, the real challenge 
becomes persuading them to buy into 
what we are offering. 

Again, this is not about selling a single 
product, but rather engaging customers 
with the brand and ensuring they will keep 
coming back for more.

Sharing a problem
The film industry certainly has its flaws, 
but it has been hugely successful for a 
long time and does a number of things 
extremely well.

I think one of these is cooperation, 
particularly when it comes to getting 
stakeholders from across the globe to 
work together on single projects.

I’d like to see this philosophy 
embraced more fully in the gaming 
world, because when everyone is on 
board with an idea, we can all benefit.

The approach can take a number of 
forms, from forging deeper operator-
supplier relationships to more open 
dialogue with governments and 
regulatory bodies.

In terms of the latter, we’ve taken a 
big step in this direction recently when 
Cherry was invited to be a part of the 
reference group for Sweden’s proposed 
new gaming legislation.

Ultimately, we all share the same goal 
of creating a vibrant gaming sector 
which is safe for consumers, and we 

need to talk honestly and openly about 
the best way of achieving it.

Talking innovation
The gaming and movie industries  
spend a great deal of time discussing the 
importance of innovation, but I think both 
could be doing more to act on new ideas.

It’s a fair criticism of the film business to 
say it did not always embrace change as 
openly as it should have.

Gaming has been more open to this 
process, particularly in terms of distributing 
its content across multiple channels.

As with the movies, there is no need to 
turn the core proposition on its head. But 
the technological infrastructure around  
that proposition is changing quickly, and  
we have to be agile and ready to adapt.

The movie business has staved off major 
threats over the past few years, particularly 
worries around copyright issues, and 
continues to thrive, just as gaming 
continues to prosper in the face of tighter 
regulation and a greater tax burden.

I am convinced both industries have a 
bright future ahead of them – but only 
as long as they drive change, rather than 
merely react to it.

Jonas Wåhlander is CEO of Cherry 
Online Gaming, part of Cherry AB, which 
recently acquired ComeOn. He previously 
worked in several senior roles at Sony 
Pictures Entertainment
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Levy saga and potential casinos in the Eastern Med are  
just some of the other issues being looked at in depth
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