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irtual sports is now a standalone vertical 

in its own right. We currently sit at the 

intersection where the virtual and reality 

worlds collide, even if the products resist any realistic 

overlap for now. However, just take a second to 

wonder at the advances in artificial intelligence or to 

marvel at the esports revolution. Software providers 

are creating increasingly authentic and engaging 

games which, in terms of their authenticity, are 

not limited by the confines of the real world. This 

emerging tide is only rolling one way. And 2019 could 

well mark a watershed on a few fronts. 

As ever, the challenge is to set the dials correctly, 

whether that means mapping industry trends, 

identifying areas of growth, or responding to 

fluctuating but trackable levels of popularity in 

each sport with a flexible hierarchy that adapts to 

international tastes.

Like sportsbook itself, virtuals are thriving and 

continuing to grow in Europe’s saturated market, 

while the rise of sports betting across Africa and 

LatAm is opening up new territories to explore. 

Cultural appetites do not appear to be a barrier to 

entry, particularly as these games become more 

realistic. Increasing popularity is driven by 24/7 

opportunities, the appeal of short-form betting for 

players and elasticity of schedule for operators. 

Not only does this allow operators to rival the 

instant-win proposition of casinos, but it also affords 

them the opportunity to supersede and surpass their 

one-dimensional nature. That’s because the enhanced 

gameplay and playability of sports betting offers more 

in terms of player engagement. Virtual sports, like 

their real-world equivalents, excel at retaining player 

interest. However, rather than wait on TV scheduling 

to, for instance, deliver your next Manchester derby, 

virtuals can deliver the next encounter on demand 

and in greater frequency. 

Kiron has recently developed a proprietary bet 

management solution, BetMan Omni, for both retail 

and online, which allows for multiple picture delivery 

options across all channels from retail to online. The 

straight-to-mobile experience represents the final 

frontier for UX optimisation. The interface has to feel 

like a real sportsbook, with a responsive network of 

options and functionality that powers an intuitive and 

real gaming journey for the end user. Equally,  

for the operators, these virtual sports must be  

easily customisable. 

Kiron’s unique technology was designed to deliver 

this in spades — not only when it comes to tailoring 

the product for customers but also, just as importantly, 

when it comes to ensuring that the product conforms 

to local legislation and tastes. After all, it’s no good 

thinking globally if you can’t act locally, and our 

pioneering tech can match any specific market with a 

profitable offering of virtuals.

Continents like Africa and LatAm are like a 

patchwork quilt in this regard, so Kiron has made 

flexibility its watchword. Of course, this multiplicity 

also applies to regulations which can be divergent 

or slow to roll out among newly regulating markets. 

However, they’re invariably time-consuming, while 

overloaded product development pipelines can lead to 

further delays. For now, I’m afraid it’s a  

necessary obstacle to overcome, but we are  
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certified and licensed in a majority of jurisdictions.

As for the popularity of the sports themselves, 

football and horse racing continue to rule the roost, 

with football edging it for the moment. Likely, this is 

due to the short-form, repetitive appeal of racing, with 

emerging data making a case for virtual horse racing 

competing for long-term revenues. Interestingly, this 

is despite its more niche appeal as a global sport, and 

irrespective of whether any specific region boasts an 

established real racing industry or not. Indeed, to a 

lesser extent, it could be a similar story with events like 

greyhound racing. More broadly, though, the native 

public appeal of each sport in any given market is a 

good guide to whether its virtual cousin will also work 

there. If football is not capturing end-user imagination 

across, say, Scandinavia, then ice hockey assuredly 

will. In short, therefore, offering the broadest gaming 

portfolio possible facilitates tailored operator 

solutions that speak to any territory.

Enhanced graphics and immersive soundscapes 

add up to a winning experience, too, generating life-

like depictions of racing and sports events. In Kiron’s 

case, live-render delivery makes our games even more 

realistic, while our leading CGI technologies (featuring 

improved motion capture processes) scale the peak 

of authenticity. Elsewhere, customisable options, 

including localisation, serve to recreate familiar 

sporting stadia and more recognisable race tracks. 

We need to remember that we’re in the 

entertainment business here, and when it ceases to 

be fun, people generally stop playing. Or, they turn 

the channel in search of a better show – i.e. more 

convincing content. The next generation of products, 

which offer more extensive betting options and 

derivative market configurations (not to mention 

lower-margin odds), are tools to improve an already 

enjoyable ride, augmenting both acquisition and 

retention for operators along the way.

At Kiron, our premium graphics allied with the 

largest selection of virtual sports around (21 and 

counting), combine to give our partners a competitive 

edge in an ever more crowded space. Our latest 

product delivery enhancements also permit operators 

to better align and deploy any game to connect with its 

optimal audience, fostering better revenues.

As I’ve already mentioned, modular gaming 

system architecture is the key to unlocking the global 

potential of virtuals. After that, it’s a just question of 

employing the best management system, with total 

control of odds, limits, jackpots and event schedules, 

all underpinned by trusted tech for security and 

operational peace of mind. In this latter regard, 

virtuals are light years ahead of other verticals. And 

the management gap is  only growing.

Why settle for gritty reality, when virtual visions are 

much more attractive? Ready Player One narratives 

may be the stuff of science fiction novels for now, but 

this brave new world of virtuals means that players 

can already choose the best of both real and  

virtual worlds.

70-71_IT_ADVERTORIAL_KIRON.indd   71 16/11/2018   16:05



 
V I R TUA L
W I N  F O R  

 

R E A L

P L AY  

www.kironinteractive.com
sales@kironinteractive.com



 
V I R TUA L
W I N  F O R  

 

R E A L

P L AY  

www.kironinteractive.com
sales@kironinteractive.com



For more information, please visit www.bofcon.com

19-22 MARCH 2019 

Stamford Bridge, London

JESPER SOEGAARD
CEO

Better Collective

ALEXIS MURPHY
CEO

Betfirst

JASWANT DEOL
Sportsbook Director 

Betway

JESPER KÄRRBRINK
CEO

Mr Green

LUDOVICO CALVI
Chairman

Lottomatica

MARCO CASTALDO
CEO

Microgame

ANTHONY WERKMAN
CEO

Betway

PAUL FOX
CEO
LeTou

JESPER SVENSSON
CEO

Betsson

CHRIS BOWLER
Sportsbook Director

Adjarabet

MATT SCARROTT
Director of Sports and VIP

Bet Victor

FABIO SCHIAVOLIN
CEO

Snaitech S.p.A.

SPEAKER PREVIEW

DELEGATES2,000 SPEAKERS200EXHIBITORS40+

BOF_210x297mm_IGB_Nov.indd   1 02/11/2018   10:30



VIRTUAL  SPORTS  FOC US

VLADISLAVS   
HVECKOVICS 
is a gaming systems  
integrator, casino  
back-office software  
developer and the CIO  
and co-founder at  
SoftGamings. Founded in 
2008, SoftGamings offers 
online casino platform 
solutions, including  
development of white 
label, turnkey and  
self-service casinos  
and advanced bonus  
and loyalty engines.

The virtual sports sector is almost unrecognisable from a decade ago,  
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irtual sports is one area of igaming that 

has completely reinvented itself over the 

past ten years, and it’s safe to bet that the 

most dramatic change in the sector is still ahead of 

us. Initially it had a very simple premise: to allow 

players to place bets during the lulls between live 

sports. Virtual sports never tired and never slept, the 

rounds came thick and fast every couple of minutes 

— and they still do. It’s a similar gaming experience to 

playing slots. Back in the day the virtual offering was 

limited to fast-paced events such as horse racing and 

greyhound racing, both of which were deemed ideal 

for the virtual arena. 

That need for a betting activity during the breaks 

between live sporting events is still there. Virtual 

sports does a good job converting active sportsbook 

players into ones who will happily place a quick bet or 

two on something else. However, the sector is rapidly 

expanding into more complex gameplay, with the aim 

of attracting players from traditionally distinct sectors 

such as table games and slots.

Most advanced virtual sports providers are moving 

away from showing stamp-sized, low-quality video 

clips of real events and into full-blown, HD-quality, 

professionally dubbed, 3D rendered sports. Given the 

current stage of development of video games graphics 

and the ubiquitous professional tools such as 3D 

engines and physics engines, the ability to show a 

completely rendered, live 3D event has become a reality. 

Moreover, once you move the game into a rendered 

3D environment, the possibilities become limitless. 

Operators can create leagues, championships and 

multi-player events that offer a lot of interactivity 

and a deeply engaging experience. The technology 

is definitely there, so the question is whether virtual 

sports can move from the niche to the mainstream 

V
and chase the slots and table game players.

Given that the game experience is already light-

years ahead of the products we saw just three or 

four years ago, we believe the chances of that are 

quite high. The popularity of mobile casual games 

providing quick on-demand gameplay also makes 

the mobile market an attractive proposition. We will 

most likely see virtual sports split into different genres, 

catering for different audiences: a simpler version 

of betting offering instant results with minimum 

choice for conservative players, and something more 

complex for the newer players.

Geographic differences should also be considered. 

First of all, player preferences differ a lot from 

country to country. With a talented development 

team, any sport can be turned into a quick and 

exciting virtual sports game. Historical preferences 

will make a difference as tastes vary depending on 

the territory: we see some new markets being much 

more perceptive to new igaming products because 

they do not yet have a particular preference towards 

something. Those markets therefore offer a strong 

first-mover advantage.

Today, even the concept of popular sports is 

shifting, with esports considered by many to be a 

proper sport discipline. There is a potential niche 

at the junction between esports and virtual sports. 

Virtual sports can also inherit a lot of game elements 

and dynamics from both real sports (with their 

myriad of in-play betting options) and slots, with their 

tournaments, promotions and bonus/jackpot games.

We feel that the virtual sports sector can become 

a much more important part of the igaming industry 

if it plays its cards right. SoftGamings will keep a 

close eye on developments in this area closely and 

recommends that operators do the same.

SOUND OF  
THE CROWD
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Frank Wenzig considers the value of hyper-realism in virtual gaming
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yper-realism has been gaining traction in 

virtual gaming. There are a few reasons 

for this, chief among them today’s players 

being used to video games that are extremely close to 

reality, thanks to technology such as motion capture.

However, it’s important to not just concentrate on 

the visual aspect. If you don’t also make your virtuals 

hyper-realistic in terms of betting mechanics, then 

users will not be able to engage as well as they can 

with real-life sports, which defeats the whole purpose.

The challenge, therefore, is to make virtual sports 

even more realistic. This is why over the last five years 

or so, we have used motion capture to develop our 

virtuals. It’s also the reason we base our virtual betting 

experience on the same tools and interfaces that we 

use with real sports.

Betradar has never looked back since first  

trying motion capture technology, but that doesn’t 

mean it is easy. In our case, the process was incredibly 

in-depth and required we work with some of the 

biggest motion capture studios to produce our  

virtual offering.

Clearly, the key to making successful virtual games 

H
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lies in creating the best, most realistic experience. 

However, it’s not just about capturing the aesthetics 

of reality; it’s also about data analysis. We analysed 

hundreds of thousands of events and circumstances 

across different sports to ensure that reality was 

represented in our virtual games.

Both the investment required and the complexity 

of the technology means succeeding in the virtuals 

market is becoming increasingly difficult. That 

doesn’t mean to say there isn’t space for start-ups 

to disrupt, but when it comes to keeping up with 

technology and realism using motion capture, data 

feeds and widgets, for example, there is a lot that a 

virtual sports company needs to master.

What’s more, by simply entering the segment, 

there is no guarantee that you will be able to stay 

there. It’s vital to look into emerging technologies 

and constantly adapt to the challenges, and this is 

something Betradar remains committed to.

Although multi-distribution is a buzzword, it’s 

become one of the unsung success stories of virtual 

gaming. Developers need to adapt all of their 

virtual sports content solutions into a huge array of 

constantly changing browsers and devices, which 

is no easy feat. However, it’s one that Betradar has 

ultimately overcome.

This technological race for realism and user 

experience is something that’s never going to stop. It’s 

a challenge but one we remain committed to. After 

all, we want to remain at the top of the virtuals game.
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Martin Wachter weighs in on the future of sports betting and virtual sports
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ew markets are opening up to virtual 

sports betting and nowhere is this more 

apparent than in the US. Although the 

SCOTUS decision caught lotteries by surprise, they 

are already racing to offer a form of the product to 

their customers. Predictions vary, but according to 

some industry reports between 25 and 35 US states 

are likely to offer legal sports betting by 2023. And 

while not all states will follow the same model, most 

will find a way to launch a form of sportsbook to 

their clients. Online betting will follow suit, albeit 

at a gentler pace, with the same industry reports 

forecasting it to be legal in 11-22 states.

Other markets on the American continent are 

considered to be cash cows. The Latin American 

sports betting market represents a significant 

opportunity for any providers currently working hand 

in hand with regulatory bodies. We know that South 

America is home to millions of potential gamblers, 

and the best opportunities will be taken by those 

suppliers that already have a presence in the region, 

in particular Colombia, Brazil and Mexico. Virtual 

sports providers are trying to show regulatory bodies 

the appeal of this type of betting product in order to 
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include them in the regulations of each country.

Elsewhere, companies are now competing 

to deliver the most realistic 3D graphics and 

computer effects. Innovation moves fast in this 

field, but stakeholders need to remember the most 

important thing: players need to have a satisfying 

betting experience. The main focus should be on 

offering attractive odds and a wide range of betting 

opportunities, while ensuring that players know they 

have a real chance to win.

Virtual sports betting allows a younger generation 

of players to cross the gap between video games, 

esports, other digital entertainment formats and 

sports betting. Players can use virtual sports betting 

as a way to learn about the games and the betting 

options, as well as an opportunity to improve their 

skills prior to jumping into traditional sports betting.

Virtual sports shouldn’t be seen as a replacement 

for the real thing, but rather a complementary 

gaming experience that can be played at any time of 

the day, every two or three minutes. When we look at 

a football match, for instance, bettors will have the 

chance to back their favourite team multiple times a 

day, not just once a week.

However, we are certain that virtual sports will 

eventually surpass real-world gaming revenues. The 

numbers in countries like Italy prove that virtual 

sports have become one of the most popular games 

next to sports betting. Our metrics also show that in 

many other countries the volume and traffic on virtual 

sports is almost the same size as the real thing – and 

way ahead of any other gaming revenue streams.
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