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New record, all-cash o� er from Paci� c Consortium 
could hinder Tabcorp-Tatts merger

Paci� c Consortium have submitted a record AUS$7.3bn all-cash o� er for the Australian 
gambling operator Tatts Group, equating to $4.21 per share. The group, which is a joint-
venture between London private equity � rm Macquarie Group and New York fund 
managers Kohlberg Kravis Roberts (KKR) hopes to scupper Tatts’ AUS$11bn merger 
with Tabcorp Holdings. 

The merger was recently agreed but is still awaiting approval by the Australian 
Competition Tribunal, who have until the middle of June to con� rm if the deal 
can proceed. 

The new bid signi� es a change of approach by the Paci� c Consortium, which has 
previously submitted a cash plus shares listed deal for AUS$7.3bn in November 2016 
which was consequently rejected by Tatts governance. 

If the deal is agreed, Paci� c hopes to split the lottery arm of Tatts away from the main 
group and incorporate it into a separate company to be listed on Australia’s stock exchange. 

The agreed merger between Tabcorp holdings and Tatts Group looked to be in jeopardy 
earlier this year when Tabcorp was forced to pay a AUS$45m settlement to Australian 
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� nancial watchdog AUSTRAC following an 
investigation which revealed evidence of 
non-compliance with Australia’s anti-money 
laundering/counter terrorism � nancing 
legislation. 

Vocal opposition to the Tabcorp-Tatts 
merger within the Australian Gambling 
industry resulted in Tabcorp selling Odyssey, 
its Queensland-based games machine 
business in an e� ort to speed up the merger 
between the two companies. 

The Tatts governance committee has 
yet to o�  cially con� rm whether this new 
all-cash bid by Paci� c Consortium will be 
reviewed or rejected. 

KEY POINTS
• Paci� c Consortium o� ered a record 
AUS$7.3bn for the operator 
• The new bid could cause a problem for 
potential Tabcorp-Tatts merger 
• Tabcorp-Tatts deal still awaiting approval 
by the Australian Competition Tribunal. 

IGT SELLS DOUBLEDOWN 
FOR $825M
The $825m deal will see IGT sell 
DoubleDown to Korean DoubleU Games

International Game Technology (IGT) and 
DoubleU Games have settled on an $825m 
deal which will see IGT sell its DoubleDown 
social casino brand. The � rm had previously 
reported long-term debts of $7.863bn and 
hopes to use the proceeds from the sale to 
reduce this debt. 

IGT have said that the transaction 
“establishes a multi-year strategic 
partnership between IGT and DoubleU 
Games to provide innovative player 
experiences in the social casino 
market worldwide”. 

DoubleDown was bought by IGT 
back in 2012 for $500m, with the deal 
representing a return of $325m on its 
initial investment. 

IGT CEO, Marco Sala said: “Since 
acquiring DoubleDown in 2012, IGT has 
grown it into one of the largest and most 
successful brands in the North American 
social casino market.” 

The sale remains subject to � nal 
approval, however, it is hoped that the 
sale will conclude before the end of the 
second quarter of 2017. 

Ga-Ram Kim, Chief Executive of DoubleU 
comments: “This transaction represents a 
unique and value-accretive partnership. 
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THIS WEEK IN 
NUMBERS

Estimated cost of the Baha Mar Casino 
and Resort, the largest of its kind 

in the Caribbean

The rise in visitors to 
Macau’s casinos over 

the Easter period

5.6%

$4.2BN 

The number of people in South Korea 
voluntarily banning themselves from 

Kangwon Land Casino in 2016

4,500 

$
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We are excited and con� dent about 
DoubleU Games’ future as a global leader 
in social casino.”

STATE-REGULATED ONLINE 
GAMBLING BAN MAY BE 
REINTRODUCED
US Attorney General considers bringing 
back federal ban on online gambling
US Attorney General Je�  Sessions is 
reportedly considering the reintroduction 
of a federal ban on all state-regulated 
online gambling in the US. 

Reports in the Hu�  ngton Post have 
stated that Sessions could consider the 
possibility of reintroducing the ban despite 
a lack of public support in addition to 
a strong opposition from the National 
Governors Association. 

The move follows lobbying by a number 
of groups to restore America’s Interstate 
Wire Act, which would e� ectively outlaw 
any form of internet gaming in the country. 

A 2011 circuit court ruling which said 
that the act only applied to sports betting 
created a legal loophole which allowed 
individual states to legalise online gaming 
within their boundaries. 

Chris Grove, a consultant working in the 
regulated gambling market, said that the 
reintroduction of a federal ban would “be a 
tremendous loss for consumers and states”, 
adding that “it would be a massive victory 
for the illegal, o� shore betting industry”. 

TAIWANESE GOVERNMENT 
LOOKS TO CHANGE CASINO 
LEGISLATION
The country’s ruling party 
has proposed the removal of 
referendums on island casinos
Members of Taiwan’s ruling 
Democratic Progressive Party (DPP) 
have proposed the abolition of an 
article in the country’s O� shore Islands 
Development Act which currently allows 
for the possible opening of casinos on 
many of Taiwan’s outlying islands. 

An outright ban on commercial 
casino gambling on Taiwan’s island 
chains of Matsu, Kimmen and Penghu 
was partially lifted in 2009 by the 
Taiwanese government, but commercial 
gambling remains illegal in Taiwan itself. 

The 2009 amendment to the O� shore 
Island Development Act allows for the 
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chartered � ight 
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The estimated earnings of the South 
Korean government from the gambling 

industry over the last 15 years

Number of Likes, retweets and comments 
on Paddy Power’s social media during the 

2017 Grand National

The capacity for the two new 
proposed venues at Hard Rock 

Hotel & Casino Atlantic City

7,000

$54.56 
BILLION

CASINO HOTEL

59,527

opening of casino resorts on the islands 
providing that 50% of the population 
agrees to do so in a referendum. 

In the � rst of these referendums 
in 2009, residents of the Penghu 
Island voted 56.4% against the idea 
of opening a casino on the island chain. 
A second referendum in October 2016 
resulted in a larger vote against the 
opening of a casino, with 81% voting 
against it. 

However, in a referendum in 
2012, residents of the Matsu Island 
chain successfully voted in favour of 
opening a casino resort as a way of 
attracting tourism, in turn boosting 
the local economy. 

There have also been recent reports 
that o�  cials from the Kuomintang 
political party have � led a petition with 
the Kimmen County Government for the 
establishment of a casino on the island 
chain, with that referendum due to take 
place in October 2017. 

CONNECTICUT CONSIDERS 
OPENING BIDDING FOR THIRD 
CASINO DEVELOPMENT

Commercial developers could bid on a 
potential third casino development if 
the bill passes
The Connecticut state legislature has held 
a hearing into a bill which, if passed, would 
open up bidding on a potential third casino 
development to commercial developers. 

The proposed bill would require 
any interested party to invest at least 
$500,000 in their proposed development 
and pay a non-refundable $50m licensing 
fee to the state. 

The Mashantucket Pequot and 
Mohegan tribes, who run the state’s two 
casinos, claim that opening up the bidding 
process to build a third casino in the state 
to commercial developers would result in 
losses of up to $86m a year. 

However, a spokesman for the 
Schaghticoke Tribal Nation, which has 
been trying to build a casino since 2000, 
stated that a better deal for the state 
would be to negotiate with a commercial 
developer in south-western Connecticut. 

Uri Clinton of MGM Resorts International 
con� rmed MGM’s interest in the potential 
new site stating: “MGM is interested in 
having access to the New York market and 
right now that path is through this bill.” 
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CALENDAR AND HOLIDAY SHIFT BOOSTING REVENUES

Several US states with regional casinos posted growth 
in gaming revenues in March, underpinned by the additional 
weekend date and the shift of Easter to April this year.

March in 2017 had nine Fridays against eight last year, 
which will account for some of the increases stated.
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52-WEEK GAMING STOCK CLOSING HIGHS

Everi

Amaya

Innova

Churchill Downs

Caesars Acquisition

Boyd

Pinnacle

MGM Growth Properties

Melco Resorts

$6.00

C$23.83

C$2.25

$167.40

$15.45

$22.43

$19.88

$28.41

$20.06

Massachusetts

Missouri

$14.180

$164.114

+5.07

+5.89

GrowthRevenues (m)

Atlantic City

Arkansas

Colorado

Detroit

Florida

Illinois

Indiana

Iowa

$200.113

$35.602 

$71.665 

$131.204

$54.726

$130.677 

$203.959

$136.940

+6.75 percent

+19.90 

+6.84

+5.01

+5.34

+3.15

+5.11

+5.42

Kansas

Louisiana

Ohio

Pennsylvania

$34.143

$291.306

+5.87

+9.05

$162.988

$289.528

+7.00

+0.12

Below are states with revenue rises that have reported so far:
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MICHAEL DOYLE
THE PVP.ME CMO SHARES HIS 
INSIGHTS INTO WHY INNOVATION 

IN THE ESPORTS MARKET IS 
ESSENTIAL TO SUCCESS

Today, eSports is growing so fast that every 
bookie wants to participate in its betting volumes without 
really understanding the consumers that follow it, and what 
actually makes a match entertaining to watch. Established 
players are just o� ering eSports as an additional market to 
their punters, while also doing small promotional campaigns 
to attract eSports viewers to their platform with limited markets 
for this segment and hardly any innovation. Having a clear view 
of this would allow them to o� er more diversity in the markets 
that are available for each game.

Many have reached out to experts in this � eld to try and 
create this diversity, but due to the complexity of processes 
and the unpredictability of eSports matches, we currently 
still see the same markets as two years ago, and we predict 
they will stay the same unless they change their model.

There are a few key factors as to why this happens. The 
main one is that the big bookies do not have the required 
resources to actually create these markets so that they can 
function automatically. The game developers don’t provide 
all the required data to build the necessary algorithms that can 
predict di� erent possible outcomes in a pro� table way. Whilst 
traditional sports lack this automated infrastructure as well, the 
data is collected manually by analysts. The fact that these games 
have been played for hundreds of years without any signi� cant 
changes makes it possible to predict the outcome more 
accurately, enough for bookies to set up the betting markets. 

Contrary to this, eSport game titles constantly evolve, with 
major changes introduced almost every six months, making 
all the previously collected historical data less accurate and 
even obsolete. Combined with the more random nature 
of the games, this makes creating pro� table odds for 
bookies very challenging and forces them to either increase 
their margins or limit the o� er of games and markets. 

Another factor is the constant release of new games, even 
though most of them are not eSports, they still attract millions 
of viewers. Many of these games are competitive and could have 
betting options o� ered, but because of the lack of data to base 
quotas on, all the bookies just ignore them. 

And by the time some data is collected, the game’s popularity 
goes down and the community switches to a new one. 

The third factor is that the audience itself is more 
demanding than traditional sports. Due to all the fun game 
mechanics they are used to, from playing their favourite 
video games and all the content they constantly consume, 
they expect more interactions, better live content and overall 
are more focused on in-play spectator experience. 

These issues can be resolved by innovation that, 
unfortunately, we are not currently seeing from the major 
players. Obviously it is di�  cult for large established companies 
to adapt their business processes to the speci� c needs of this 
new audience. That’s why this innovation should come from 
eSport-focused start-ups that can easily tailor their platform 
to this audience and generate new interactive markets. 

Furthermore, they do not fully understand the audience’s needs 
and how to engage with them in a way to actually connect their 
brands and acquire them as loyal clients. Old interfaces, lack 
of options, slow loading times and content that does not fully 
engage with them, are some of many things that we should 
see changing from bigger bookies as they enter this market.

In our case at PVP.ME we analysed all of the di� erent risks 
involved in games that were trending back in 2015 when 
we started, and realised that the only way to actually o� er 
engaging markets without the issues mentioned earlier 
was through a betting exchange model. This allows us to 
mitigate many of the risks involved and be able to tailor 
very speci� c markets to any audience we want, whilst 
guaranteeing 100% pro� tability on any market we o� er.

With regards to the experience, it is great for start-ups like us 
who are tailoring betting to this speci� c audience, truly satisfying 
the constant engagement Millennials require. A few weeks ago 
we rolled out our new live stream in-play betting features to our 
beta users - the engagement has been great and the average 
amount of bets per user has grown beyond expectation.

It is a very exciting moment in the digital space - many new 
things will be introduced and those of us who can actually 
do it right and connect with the community by giving 
back to the scene will eventually become successful.

Michael Doyle has been the Chief Marketing O�  cer at 
PVP.me since 2015. During this time Michael has been 
responsible for building new betting experiences speci� cally 
tailored for gamers, transforming traditional models to new 
ones that � t with eSports and new media content.
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tailored for gamers, transforming traditional models to new 
ones that � t with eSports and new media content.

MAR/APR ISSUE OUT NOW

Click HERE to view

https://www.gamblinginsider.com/magazine-archive.php


https://www.gamblinginsider.com/click/gif-click.php?id=446

