
Q4 2016

14 February 2017

Robin Reed, CEO

Tore Formo, CFO

Gaming Innovation Group





Creating a leading iGaming company
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Highlights Q4
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Financial highlights
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€21.5M
Q4 REVENUES

€4.1M
Q4 COST OF SALES

€16.6M
Q4 OPERATING EXPENSES

€3.9M
Q4 EBITDA

€53.6M
2016

€9.3M
2016

€38.5M
2016

€5.8M
2016

(48% Q/Q)

(237% Y/Y)

(62% Q/Q)

(212% Y/Y)

(13% Q/Q)

(114% Y/Y)

(1.1M Q3 16)

(-1.8M Q4 15)



Operational update



B2C
The B2C segment include Gaming Innovations Groups gaming operators
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Increased deposits from active players
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High retention rate for RIZK
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Marketing % driving future earnings
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B2B
The B2B segment includes Gaming Innovation Groups cloud based services (iGamingCloud) and digital marketing services (Innovation Labs)
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Q4 2015 Q1 2016 Q2 2016 Q3 2016 Q4 2016



iGaming Cloud exceeded 2016 target
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Innovation Labs increasing revenue per FTD
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Strategic update
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Introducing BettingCloud
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Financial update



Continued strong growth
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Cash Flow development

18

•

•

•

•



Financial position
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Summary and outlook



Outlook
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Appendix



Largest shareholders as of 13 February 2017
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Income statement  
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Cash flow
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Balance sheet
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