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“I have participated in Clarion’s research initiatives since 
2014... I applaud Clarion’s ambition to step up their efforts 

with a wider reach and look forward to seeing what 
Ampersand will produce”

Luisa Woods, Vice President, Marketing -- Gaming and Entertainment at Delaware North
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Summary
Ampersand membership is growing (close to 2k 
mark now) and this is reflected by a much higher 
response to this survey than the two previous ones. 
That means that we have a way more solid basis to 
draw conclusions on the mood in the industry and 
the trends that are being explored. A huge thank-you 
to all respondents 

I’m pleased to share with you, with a slight delay due 
to the Ampersand group expansion, the results of the 
March 2019 Ampersand Member Survey. 

Here are some top line observations:
•   Despite wider respondents’ base with the 

inclusion of new groups and slightly different 
make-up of the respondent group, the results 
don’t differ largely from 2018 reports, reflecting 
the universality of the opinions shared over the 
last year and a half

•   eSports and street gaming are new gaming 
categories that enter the top 5 of the respondent 

groups (by category)

•   Aff iliates also made it to the top 5 of the 
respondents by organisation type

•   Illegal gambling takes the place of lack of 
innovation as one of the top 3 secondary threats to 
the industry’s growth

•   Latin America joins Africa and the USA as the core 
markets for expansion

•   AI continues to be the most popular technology 
Ampersand survey respondents would like to 
invest in

I hope you f ind the report useful and, as ever, please 
feel f ree to contact me directly with any further 
feedback or insight.

Ewa Bakun
Director of Insight and Engagement
Clarion Gaming
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38%
represented  

by senior  
management

Respondent profile summary

67%
represented by 

the top two

Gaming Type
Casino and Sports Betting represents 
74% of the sample

Nearly 40% of the sample is made up of 
Senior Organisation Management

Nearly 70% of the sample is made up of members 
from Europe

Operators and Supplier/Vendors represents 
67% of the sample

Job Title

Organisation Type

Base For Work

Other

Financial Institution

Media/Association

Law Firm

Regulator

Consultancy

Supplier/Vendor

Operator

Australia

Central & South America

Africa

Asia

North America

Europe

39%

28%

3%

10%

6%

5%

3%

2%

3%

Other

Financial Trading

Social Games

Bingo

Fantasy Sports

Skill Games

Tribal

Poker

Coin Op/Amusement

eSports

Streets

Lottery

Sports Betting

Casino 46%

28%

3%

7%

2%

2%

2%

1%

1%

1%

1%

1%

1%

1%
2%

69%
of the audience  
are from Europe

38% 69%

27%

14%

12%

9%

8%
Other

Content

Technical/Security

Sales/Business Development

Legal/Regulatory

Marketing

Product/Innovation/Strategy

Operations

Senior Organisation 
Management

14%

12%

10%

9%

3%

3%

9%

4%

74%
represented by 

the top two
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Online is anticipated to grow significantly;

Online (n:218) Land-based (n:215)

Grow slightlyRemain the sameDecline slightly

INCREASE

4.52 35%
Land-based

93%
Online2.95

Mean out of 5 Mean out of 5

5%
1%

5%

35%

59%

34%

27%
29%

5%

Land-based is expected to decline marginally



Member Survey Report  |  March 2019  |  ClarionGaming.com/Ampersand6

Member Survey Report

about their organisation’s prospects in next 12 months

Over 70% are ‘optimistic’

Wave 1
(n: 150)

Wave 3
(n: 219)

Wave 2
(n: 93)

3.86
71%

Wave 3 - Mean out of 5

OPTIMISTIC
(when taking into 
account rounding)

2%
4%

20%

45%

29%

3%
5%

17%

52%

23%

1%

8%

20%

46%

25%

1) Very pessimistic 5) Very optimistic2) Quite pessimistic 4) Quite optimistic3) Neutral 
(neither pessimistic 

nor optimistic)
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The BIG Four Opportunities: 

Continue to be mobile and online gaming / gambling, (US) Sports 
Betting; the US market, and new markets generally

Emerging/New 
(Regulated markets)

The opening of new legal 
markets. For example; 
India, North America, 
Switzerland and other

Opening of Japan and 

Brazil Gaming Markets

Opening of new 

jurisdictions

Sports Betting
(especially USA Markets)

Mobile Sports Betting

Sports Betting in US

The US Sports  

Betting market

Mobile /  
Online gaming

An increasing part of our 
players are on hand-held 

devices

Mobile/online gaming

Mobile/online gaming

US Market

Sheer size

USA - Sports Betting 
in particular and online 

gambling in general

Online in the USA is the 
biggest market that  

is not fully legalized yet
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And a range of other opportunities mentioned  
- examples (not exhaustive) include: 

The next important BIG opportunities

India

Consolidation

External customer support 
using AI

Technology

Japan

Blockchain

IP protected products

Punters in shops looking 

for ‘new’ product

Brazil

Brexit

Play retention

Use of analytics  
for player experience 

enhancement

E-Sports

Africa

Artificial  
Intelligence

Fantasy Games

Optimize operator 
infrastructure

South America

Virtual Sports

In-casino live-online 
gaming
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Overregulation continues to be biggest threat

A number of threats but the overwhelming one in the eyes of 
respondents continues to be overregulation

Destroying the industry 
by too much sugar 

coating and fluff from 
governments with no idea

Advertising & RG 

restrictions everywhere

(Over) Regulation
(including advertising)

Too harsh and not  

in sync with industry

AML, Money laundering, 

GDPR etc...

The increasing  
political backdrop  
against gambling

Regulation being too 
heavy handed

Not based on facts  
politics and emotions

It is happening  
and profits decline

GBGC need to regulate and they do this well but they are going too far with asking for proof of wealth for 
those that are clearly ok with the level of spend - too much focus on the VIP is meaning less focus on the 

normal Joe Bloggs and this is where the true risk lays for RG keeping crime out of gaming
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Secondary threats

The economy, and illegal gaming (and companies) and (over) taxation

A range of other threats mentioned - examples (not exhaustive) include: 

Taxation Economy
Illegal gaming  

& gambling

Many countries try to re-invent 
the wheel when it comes to 
collecting gaming taxes and 

regulators and tax collectors in 
such countries tend to thumb 

suck taxes without having a clue 
about the expenses involved 
in running a casino business. 
Hence many countries “over 
tax” the gaming industry, in 

particular land based operators 
that have very high overheads.

With the failing rand and 
job losses our business is at 
stake as people do not have 

disposable income

Millions are lost to crime and 
there are no taxes collected 

from them

Brexit

Fraud

AML issues

Cross-jurisdiction 

enforcement

Lack of leadership

Responsible 

gambling

Trade wars  

(e.g. US-China)

Bad M&As

Customers loosing 
interest in gaming

Marketing 
regulations

Religious beliefs 
/ Morality

Negative 
perception of 

casinos

Sexual 
harassment and 

gender inequality.

Negative  
political and 

public sentiment

Shop closures

Ageing player-
base (and engaging 

millennials)

Consolidation

Lack of 
innovation

Problem 
gambling

Smoking Ban

Competition 
(including from video 

gaming)

Increasing 
advertising prices
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Expansion into new markets 

Negative perceptions of the industry

AI/machine-learning 

Innovation in consumer protection 

AML 

Advertising compliance/responsible advertising

Offline/online convergence

Industry consolidation 

GDPR 

Diversity of workforce 

Growing restrictions in affiliate marketing 

Video gaming/gambling convergence 

US Sports Betting 

eSports 

Skill-based gaming 

Integrated resorts

Cryptocurrency/Blockchain 

Virtual Reality 

Brexit 

ICOs

Secondary lottery 

4.47

4.10

4.01

3.88

3.80

3.64

3.61

3.53

3.48

3.43

3.33

3.29

3.25

3.14

2.92

2.81

2.62

2.60

2.57

2.36

2.33

Expansion ‘most important’ trend

Expansion into new markets continues to be the ‘most important’ 
trend/development for businesses

Mean score out of 5 (where 5 is very important)

Not importantImportant Somewhat importantVery important
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18%
Latin/South  
America

15%
Africa

20%
USA

20%
USA

8%
JAPAN

6%
BRAZIL

6%
INDIA

North America, Latin America and Africa are regarded as the 
‘exciting’ potential new expansion targets

More than 30 countries or 
regions mentioned

‘Exciting’ potential new expansion targets revealed

Core new markets - Regions (including country mentions)

Specific countries mentioned (that were named)
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Data provided by 

This audience would create senior innovation, marketing and 
business development roles to help drive growth

Data provided by 

The audience would create more roles to help drive 
growth

Q. If you could create a new senior role within your organisation to drive the growth of 
your business, what would that role be?  (Base: total respondents – 219)
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No one organisation received a significant response but fair to say 
regulators (and government) are mentioned most frequently as 
positively impacting businesses (but can be negative too)

Regulators (and Government) are mentioned most 
frequently as positively impacting businesses

Have positively impacted

Regulators (and Government)

Might positively impact in the 
future

Software development 

companies

Gambling Boards and 

Regulators

Sports leagues and brands

AI businesses

Charities

Operators

Media owners and rights 

holders

Start-ups

Operators (mobile, online)

Sports & E-Sports 

companies

Q. Are there any specif ic organisations or types of company that have had a positive 
impact on your business – or might do in future? (Base: total respondents – 219)
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Q. Are there any specif ic organisations or types of company that have had a negative 
impact on your business - or might do in future?
(Base: total respondents - 219)   

Have negatively impacted
Might negatively  

impact in the future

Key Negative Impacts

Regulators and government, political lobby groups and illegal 
operators are key negative impacts

Regulators

Irresponsible  
and illegal operators

Illegal  
Operators

Pollitical  

lobby groups

Government

Gambling Commission

Regulators  
and Gambling Commission

Government
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Q. What company within and outside of the gambling sector do you aspire to? 
(Base: total respondents - 219)   

Bet365 is the gambling company that others aspire to; Amazon, 
Apple and Google in terms of non-gambling  companies - more than 
80 companies mentioned for gambling sector

What Brands do you aspire to?

Gambling Sector

Most likely to say Most likely to say

Other companies mentioned Other companies mentioned

Non Gambling Sector

STARBUCKS TRUE LOGOS. GENERATED BY CHI NGUYEN (CHISAGITTA)
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Q. If you had $500,000 to invest in a new technology, what would that technology be? 
(Base: total respondents - 219)

Artificial intelligence continues to be the most popular technology 
they would invest in

What technology would you invest in?

Artificial Intelligence 
(Automation & Machine Learning)

E-Sports

Technology to enhance the 
customer experience

CRM

Sports Betting

AML

Blockchain

Payments

Virtual Reality/VR  
(Augmented Reality)

Mobile (Gaming and 
Payments)

Data analysis tools 
 (for Customer/players)

Facial Recognition
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Online and mobile gaming are once again anticipated as the key growth area 
for Ampersand members - more so than land-based. 71% respondents are 
optimistic about their organisation’s prospects over the next 12 months

Expansion into new markets is the most important trend / development for 
Ampersand members’ businesses. The US market, online / mobile gaming 
and Sports Betting (mainly in the US) are once again expected to be the key 
growth areas - US Sports Betting performs less well in the quantitative results 
as for some regions/respondents it isn’t a relevant market. When prompted 
specifically about growth regions, Latin America and Asia, along with the USA 
are important future markets (for potential expansion)

Artificial Intelligence is also once again the key technology that Ampersand 
members would choose to invest in. And to help drive growth, if it was up to 
them, they would invest in senior innovation, marketing, business development 
and customer experience roles

Key Conclusions

•   Access VIP and TEN Lounges at ICE and other Clarion Gaming events
•   Network online and onsite with fellow Ampersand members
•   Shape the future of the leading industry events
•   Participate in bi-annual industry surveys that serve as bell-weather reports on 

the industry’s key challenges and opportunities
•   Get complimentary access to reports

#1

#2

#3

Why Should You Join the Ampersand Think Tank?
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Approximately three quarters are involved with 
either casino or sports betting gaming

Q. Type of gaming predominantly involved with. 
(Base: total respondents – 219)

Wave 2 2018

46%

41%

28%

3% 2% 2% 2% 2% 1% 1% 1% 1% 1% 1%

7%

Casino

Sports Betting

Lottery

Street

eSport

Coin O
p / Am

usem
ent

Poker

Tribal

Skill Gam
es

Fantasy Sports

Bingo

Social Gam
es

Financial Trading

O
ther

25%
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62% work for an operator or supplier / vendor, 
whilst 82% have an online presence

Organisation type.
(Base: total respondents where available – 183)

39%

28%

10%

6%

5%

3%

3%

3%

2%

2%

Operator

Supplier / Vendor

Consultancy

Regulator

Affiliate

Law Firm

Media / Association

Financial Institution

Affiliate Programme

Other

Wave 2 2018

33%

23%

Delivery channels.
(Base: total respondents where available – 183)

37% 14% 50%

Online Land-based Both
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Job title.
(Base: total respondents where available – 186)

Respondents were a senior audience
Almost 40% were ‘Head or Manager’

Head / Manager39%

C-level / Partner / MD34%

President / VP / Director19%

Non-managerial5%

Other4%

43%

25%

20%

Wave 2 2018
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Europe continues to be the core region that 
participants are involved with for work

Q. Region.
(Base: respondents where available – 219)

69%

27%

12%

14%

9%

8%Australia

Central and 
South America

North America

Africa

Asia

Europe

M
os

t 
co

m
m

on
 r

eg
io

n
 in

 W
av

e 
2

60%

30%

10%

3%

7%

14%
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Be a part of groundbreaking research created 
by gaming professionals
Discovering new insights and intelligence 
is a key reason why 40,000+ gaming 
professionals attend our events every year.
They understand that our events offer the 
ability to explore new opportunities in each 
region and product vertical, learning from 
the experiences of their gaming peers.
We work hard to provide intelligence our 
audience wants and needs - and this got us 
thinking... how can we help customers gather 

insight from other industry professionals on a 
wide scale, while helping us to inform events 
and services which customers love?
That’s exactly where Ampersand comes in.
Ampersand is gaming’s global think tank. An 
opportunity for professional across verticals, 
across disciplines - a chance for people like 
you, whatever your role, to get involved and 
shape the future of gaming.
And it’s free to join. All we ask for is input - 
and honest input.

About Ampersand

Global
Global half-yearly surveys
Every six months, Ampersand 
surveys its global membership 
base to gather intelligence on the 
biggest challenges in gaming

Regional  
Working groups
Ampersand has a series of open 
and invite-only working groups, 
focused on discussing and 
debating key issues

Focus Reports
State-of-play reports
Independently analysed, 
authoritative reports packed 
with invaluable insight made by 
industry professionals like you

How does Ampersand work? 

STAY IN TOUCH WITH US
FOR FURTHER INFORMATION, PLEASE CONTACT...

Phil Redwood
Director

+44(0) 203 427 3462

philr@fusion-insight.co.uk

Our Off ice

15 Old Bailey
London UK
EC4M 7EF


