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#SPORTS

Manos Lagopoulos and Vangelis Kalloudis, 
from Intralot’s product and services division, 
consider whether virtual sports and e-sports 
are enemies or allies

Virtuals and e-sports: 
friends or foes?

IT’S been a number of years since the 
s orts be   n  in ustry as in es  n  
in the e ansion of the be   n  

or  o io ith the aim of a  rac  n  a 
youn er emo ra hic  

given to e-sports serve to prove the point, with 
both revolving around the same ini  a  ve - that 
of be   ng entertainment

irtual be   ng games pla  the role of so- alled 
sports be   ng gami  a  on, providing that 
entertaining tou h  s su h, the  have proved 
to be a great a uisi  on tool for new and less 
asual pla ers sin e the  are mostl  driven b  

lu  instead of nowledge  

hen enhan ed with a ountr s spe i   
themes, natural sounds, language and 
ommentar , virtual be   ng e perien es 

deliver s  muli similar to those of real 
sports-be   ng events

t the moment, it seems that oung poten  al 
pla ers are standing on the doorstep of the 
sports be   ng world and the industr s vendors 
are onstantl  striving to wel ome and en  e 
them with their proposi  ons  ntertaining 
ontent is a powerful weapon for appealing 

to this audien e, et it is not the onl  on ern 
operators have in toda s fast-evolving 
be   ng environment

ersuading a ounger demographi  to enter an 
operator s e osphere is e tremel  hallenging, 
as it not onl  re uires e  orts for a  ra  ng, 
engaging and retaining these individuals, but 
a  ons to responsibl  edu ate them on be   ng, 
its pro esses, apabili  es and entertaining 
aspe ts  s su h, the ever- hanging response 
to these hallenges is what drives produ t 
evolu  on, and so, when developing ne t-
genera  on be   ng produ ts, pla er e perien es 
and lo al mar et re uirements need to be 
ta en into a ount - and an  one-si e-  ts-all  
approa hes overloo ed

oda , virtual games seem to follow the 
evolu  onar  urve of tradi  onal  ed-odds 
be   ng, moving from pre-game single be   ng to 
in-pla mul   be   ng  irtuals a ount for  per 
ent to  per ent of over-the- ounter revenues, 

with football, horse and gre hound ra ing 
holding the lion s share  

he popularit  of virtuals gladl  demonstrates 
that, as a star  ng point, even tradi  onal 
 ed-odds be   ng pla ers have embra ed them, 

despite the ini  al surfa ing of on erns that 
these games were per eived as nothing more 
than bad opies of the real thing

s a  ra  ng new ustomers and ounger 
audien es the onl  target for virtual be   ng 
games  ertainl  not  his segment will 
on  nue to be a di  eren  a  ng fa tor for ever  

gaming operator and there will be a lot of 
innova  on to ome  ight now, virtual games 
involve ad hoc events and short tournaments  
omorrow and be ond, these will e pand 

into seasons, where pla ers will have the 
abilit  to follow pla er performan es, in uries 
and dis iplinar  informa  on, thus graduall  
removing the element of lu  - without 
eopardising entertainment

o ta e it a step further, the implementa  on 
of new te hnologies su h as augmented realit , 
virtual realit  and ar   ial intelligen e will be 
the fo al point of future operator proposi  ons to 
their ustomers  

 and , in par  ular, are e pe ted to 
be of e  signi  an e for the sports be   ng 
industr , as the  are both a great  t for sport 
events  sers ustomers  will be able to sele t 
their pla ers, set up ta  s, manage their 
teams in real  me and ompete against ea h 
other in a virtual or even augmented world  

 world where ea h and ever  sports venue 
an be ome a virtual ba  le  eld and where 
 will ta e are of probabilit  al ula  ons and 

provide odds for numerous di  erent mar et 
t pes for spe tators and punters to pla e their 
bets on

or now, the proposi  on sounds a lot li e 
e-sports when it omes to observing the be   ng 
a  on, however the whole e perien e will be a 
lot di  erent for the pla ers themselves  he use 
of these new te hnologies will allow the pla ers 
to have a   ni  es, whi h is of e  importan e 
when we tal  about sports  la ers and punters 
will ome as lose as possible, whi h is not et 
the ase for e-sports

he amalgama  on of e-sports with 
virtual games will generate new ross-selling 
opportuni  es to sports be   ng operators  t 
will enable them to target seasoned e-sports 
pla ers b  pro e  ng the entertainment element 
of virtual games based on random-number 
genera  on and giving them the han e to bet for 
a return of pri es or virtual goods

ew te hnologies will drive produ t 
development and as hardware osts de line over 
the ears, proposi  ons will be ome more and 
more appealing to operators  ubse uentl , the 
ost of developing appli a  ons and produ ts will 

also de line  s su h, forward-thin ing operators 
and vendors will be the ones to lead and 
eventuall  shape the virtual games lands ape

o on lude, gaming operators need to 
onstantl  enri h and modernise their produ t 

por  olio to eep up with the hanging gaming 
environment  he  need to deliver the most 
updated  be   ng entertainment e perien e 

to audien es as a wa  to retain and a  ra t new 
pla er segments  

Being at the forefront of the regulated sports 
be   ng industr , ntralot addresses this need 
b  providing an omni- hannel proposi  on 
that e pands throughout a series of pla er 
tou h-points, in luding self-servi e terminals, 
tradi  onal over-the- ounter transa  ons, 
des top and mobile pla  orms

Manos Lagopoulos is a senior sportsbook product 
manager in the products and services division of 
Intralot. With over 10 years’ experience, he has 
held various trading and product management 

and Greece. He holds a master’s degree in 

services division at Intralot. With extensive 
gaming industry experience in product 
management, sales and analysis roles, he 

WHEN ENHANCED WITH A 
COUNTRY’S SPECIFIC THEMES, NATURAL 
SOUNDS, LANGUAGE AND COMMENTARY, 
VIRTUAL BETTING EXPERIENCES 
DELIVER STIMULI SIMILAR TO THOSE 
OF REAL SPORTS-BETTING EVENTS

THE AMALGAMATION OF E-SPORTS 
WITH VIRTUAL GAMES WILL GENERATE 
NEW CROSS-SELLING OPPORTUNITIES TO 
SPORTS BETTING OPERATORS
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