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Who we are

±Nordic gaming operator with charitable profile  

±Over 40 years of experience in the gaming industry, 
land-based and shipboard

±Online gaming pioneer with over 9 years of aggressive 
developments

±400+ employees

±Responsible gaming legacy to prevent gaming addiction

± 105M turnover in 2007

±All distributed profit donated to good causes, 

 18M in 2007
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What we do

±Physical casinos
²Land based and onboard ships

±Online gaming
²Paf.com
²Partnerships
²Technology development

±Game categories:
²Slot machines
²Bingo & Lotteries (e.g. scratch cards, raffles etc.)
²Casino (e.g. table games)
²Poker
²Betting
²Skill & Dice games
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Credentials
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Global online gaming potential

± 8 out of 10 people gamble every year

± 1.3 % of disposable income used for gaming

± Gaming is a global $279 billion business

± Internet gaming represents 6 % (2007)

± The estimation is that e-gaming will reach

$26.5 billion during 2012 (+74 %)

± Online gaming sites are today used within several industries 
(Sports, Airlines, Travel etc.)

± Online gaming is a consumer mass market, not to be ignored

± Estimated  400 Gross Gaming Revenue/Active player/Year
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The b2bgaming concept

±Pafenables non-gaming brands to swiftly get access to 
the lucrative gaming industry

±It is a win-win partnership driven by Paf®sgaming know-
how and technology

±Opportunity to earn ancillary revenue through:

²Co-branded gaming site

²Affiliate set-up to paf.com
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Stena Line ðan existing partner

9

±StenaLine and Paf
partnership deal since 
2007

±The partnership consist of 
an online gaming service 
powered by Paf

±Many different distribution 
channels were used in 
order to drive traffic to the 
online gaming site
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