
 

Interim Report for the Period 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Nordic Leisure is the parent company of a group of companies that conduct business in two areas – Online Gaming and Media. We have more than 180 fantastic 
people who work from offices in six countries and we also have gaming licenses in six countries. Our goal is to be a leading operator in all segments across all the 
markets in which we operate. 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Strong development in both 
business areas 
Third quarter: 1 July – 30 September 2017  1

• Revenues amounted to MEUR 6.46 (3.93)3

• Gaming revenue2 rose by 59.6% to MEUR 5.19 (3.25) , 
2 3

• Revenue from regulated markets exceeded 91.0%

• Mobile revenue accounted for 46.3% of total gaming revenue

• Media revenue amounted to MEUR 1.16

• EBITDA MEUR 2.14 (1.04)3

• EBITDA-marginal 33,0 % (26,5 %)


Interim period: 1 January – 30 September 2017 
• Revenues amounted to 15,78 MEUR (11,43)3

• Gaming revenue2 rose by 48,6 % to 13,8 MEUR (9,28)2,3

• EBITDA 4,07 MEUR (1,38)3

• EBITDA margin 33.0% (26.5%)


Significant events during the period 
• Implemented acquisitions of Kama Net and Future Lead, two companies active within online gaming affiliation

• Admission of the Lithuanian gaming operator Baltic Bet


Significant events after the period 
• The online gaming revenues for October showed a growth of 18% compared to September

• Launch of casino games from the supplier Play’n Go

• Redeye named new certified adviser 

 Throughout this report, figures in brackets refer to the same period a year earlier.1

 At 1 January 2017, the Group changed the definition of the term "gaming revenue". Gaming revenue is now defined as gaming bets minus gaming winnings, 2

bonuses, jackpot contributions and costs of loyalty programs. Gaming revenue was previously reported before these costs, which were included in marketing 
costs. In this report, the revenue figures for previous periods have been reported according to the new definition, except where otherwise stated.

 This revenue relates to remaining operations and excludes revenue attributable to operations divested in 2016.3
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A WORD FROM THE CEO 

”Our best quarter  
to date” 

We are pleased to confirm that we continued our rapid 
growth during the quarter and are delivering the 
operationally best earnings in the Group so far.


Total revenues amounted to MEUR 6.46 and we are 
delivering earnings on EBITDA level of MEUR 2.14. That 
correspond to an EBITDA margin of 33%, which exceeds 
the margin target set for 2018.


Online Gaming 
In this business area, we see continued strong growth 
mainly in the Baltic markets, where we are growing at 
brands and in all product segments to the best earnings 
and revenue levels we have seen thus far. It is noteworthy 
that 91% of our revenues come from regulated gaming 
markets.


Our upcoming online establishment in Lithuania in the first 
quarter of 2018 is a large, important and very exciting step 
in our development, which will entail positive effects for our 
other operations in the Baltic countries as well. During the 
quarter, we showed an increase of 35% in the number of 
active customers compared with the same quarter last year, 
although we have unfortunately a decrease in the number of 
active customers compared with the second quarter of the 
year. This is attributed to our international brands, and steps 
have been taken to ensure that it was a one-time 
phenomenon. In October, we are already seeing return to 
the growth in the number of active customers on a par with 
our targets.


The collective deposits during the quarter amounted to 
MEUR 13.8, a new record. Altogether, it is clear that the 
market appreciates our offers and we see the earnings 
outcomes as clear indicators that we are on the right way. 


In this business area, we are continuing the work to 
strengthen our product offerings by adding new suppliers 
and making constant improvements. We can see that this is 
providing results, for example, in our Betting, which showed 
a growth of 27% during the quarter to the highest revenues 
ever, and in Casino where we grew by 84%.


We can also note that October was a new record month for 
gaming revenues with 18% higher revenues than in 
September. I am very comfortable that the business area 
has all of the conditions for continued development and 
growth under good profitability.


 
Media 
During the quarter, we consolidated the acquired 
companies Kama Net and Future Lead for the first time, 
which means that the business area contributed MEUR 1.16 
in sales and provided an EBITDA of MEUR 0.78.


The integration of the acquired companies has worked very 
smoothly and the entire business area is developing 
according to plan.


Future outlook 
We see a very exciting development for Nordic Leisure in 
the next few years. That 91% of our online games revenues 
are generated from regulated markets guarantees the 
sustainability of our business.


The upcoming update to our new technical platform will 
mean that integration of content providers and launches of 
brands in existing and new markets will become faster and  
smoother, and we shall therefore be able to increase our  
growth significantly.


Our journey towards creating a more competitive NLAB has 
already shown results. However, we in the group know that 
there is a great deal more to do that will contribute to better 
earnings, a stronger position in existing markets and further 
revenue streams from presence at new markets.


Peter Åström 
Chief Executive Officer 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Key figures in summary  12

 The report for Q4 – 16 contains divergent information due to data having been incorrectly entered. 1

 Note that Q3 2016 above does not include the sale of subsidiaries.  2

 

� 

�4

MEDIA 2017 Q3 2017 Q2 2017 Q1 2016 Q4 2016 Q3
Revenue, EUR'000s 1,159 239 233 263 238
Revenue growth compared to previous quarter (%) 384 3 (12) 11 (5)
Revenue growth compared to previous year (%) 488
EBITDA 784 55 33 3 25
EBITDA margin (%) 68 23 14 1 11

GROUP CONSOLIDATED 2017 Q3 2017 Q2 2017 Q1 2016 Q4 2016 Q32

Total revenue (EUR’000s) 6,464 4,906 4,449 4,714 3,928
Revenue growth compared to previous quarter (%) 32 10 (6) 20 19
Revenue growth compared to previous year (%) 65 43 32 46 56
Cost of sales (% of revenue) 26 32 33 19 30
Personnel costs (% of revenue) 20 20 22 24 22
Other costs (% of revenue) 11 14 14 39 17
EBITDA (EUR’000s) 2,136 1,071 863 83 1,042
EBITDA margin (%) 33 22 19 2 27
EBIT (EUR’000s) 1,697 855 640 (124) 870
EBIT margin (%) 26 17 14 (3) 22
Financial position and Cash flow
Investments in non-current assets, (EUR’000s) 409 340 180 101 497
Equity/assets ratio (%) 76.9 86.5 85.7 86.0 91.4
Return on equity (%) 7.8 3.9 3.2 (2.1) 5.2
Earnings per share (EUR) 0.026 0.012 0.010 (0.006) 0.014
Equity per share (EUR) 0.34 0.32 0.30 0.29 0.29
Cash flow from operating activities per share (EUR) 0.05 0.02 0.02 0.01 (0.09)
Free cash flow per share (EUR) (0.16) 0.01 0.01 (0.02) (0.01)
Employees
Number of full-time employees, end of period 184 141 133 126 152

On 1 January 2017, the Group changed the definition of the term "gaming revenue". Gaming revenue is now defined as gaming bets minus gaming winnings, bonuses, 
jackpot contributions and costs of loyalty programmes. Gaming revenue was previously reported before these costs, which were included in marketing costs. 


ONLINE GAMING 2017 Q3 2017 Q2 2017 Q1 2016 Q4 2016 Q3
Revenue (EUR’000s) 5,193 4,535 4,110 3,547 3,253
Revenue growth compared to previous quarter (%) 15 10 16 9 8
Revenue growth compared to previous year (%) 60 43 43 33 29
EBITDA 1,356 1,016 830 80 1,017
EBITDA margin (%) 26 24 21 2 32
Mobile revenue (%) 46 43
Marketing costs (% of gaming revenue) 12 14 12 22 6
Number of customers
Number of active customers 28,026 31,119 28,130 28 5981 20,774
Growth compared to previous quarter (%) (10) 11 (2) 38 (14)
Growth compared to previous year (%) 35 29
Deposits
Deposits (EUR'000s) 13,769 13,213 11,791 10,908 9,043
Growth compared to previous quarter (%) 4 12 8 21 2
Growth compared to previous year (%) 52 50
Game margin
Game margin (%) 4.4 4.4 4.5 4.6 5.2
Game margin, Casino (%) 3.3 3.2 3.4 3.3 3.6
Game margin, Betting (%) 8.8 7.6 6.6 7.2 8.1
Game margin, Bingo (%) 11.7 10 11.8 13.1
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Business Areas 

 

 

 
Online gaming 
The business operation in the online gaming department is consolidated within Lifland Gaming Group. The Group works with a 
clearly defined and diversified brand strategy. Around 175 people work in this business area, operating from the Group's 
offices in Tallinn, Riga, Vilnius, Malta and Marbella. Of them, more than 80 work in the business area’s chain of licensed betting 
offices located in Latvia and Lithuania; there are a total of 31 licensed betting offices.


Around 50 people are active in the technical department. 


The business area’s companies operate under national gaming licenses issued by the licensing authorities in Estonia, Latvia, 
Lithuania, The United Kingdom, Malta and Curacao.


A continuous evaluation of opportunities for business development is taking place within Lifland Gaming Group. The very 
important acquisition of Baltic Bet in Lithuania opened up the Lithuanian market, and the planned online launch in Lithuania is 
during the first quarter of 2018.  


The objective is also to establish operations in at least two new markets during 2018. For this purpose, the Group is 
considering mainly regulated markets. Establishment can take place via acquisitions or through own license applications.  
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Products 

The group operate online gaming in the product segments of Casino, Live Casino, Betting, Poker and Bingo. The largest 
segment in terms of sales comprises Casino. NLAB sees significant growth opportunities in all markets and in all product 
segments. The priority is to expand the offers in the various brands with new product segments as well as more high-quality 
content, and to increase the number of operative brands. 


Of the betting revenue, 27.3% relates to revenue from the Group’s chain of licensed betting offices.


Mobile sales amounted to 46.3% of the business area’s total sales during the quarter. To offer gaming on mobile devices are a 
very high priority for NLAB, and the perception is that the proportional revenue share will continuously keep growing.


Affiliation with the aim to drive organic traffic to the Group’s brands is managed through Lifland Affiliates and Best Affiliate, 
which constitute so-called affiliate engines. 
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Media 
In this business area, Nordic Leisure delivers sports results and conducts performance based marketing, affiliation, towards 
online gaming operators. The activities are operated in the entities: 


Score24, which has been a leading provider of sports results activities since 2000. For further information, see score24.com 


Comskill Media Group, which through its proprietary technical platform shall conduct affiliate operations directed mainly at 
Eastern European markets. The Comskill operations are still in a development phase. A smaller number of product launches 
were made during the quarter, and further launches are expected to take place during the fourth quarter of the year and on into 
the forthcoming year, 2018. Activities are aimed at operators active in online gaming and payday loan business, and are 
expected to be able to be expanded into further segments. For further information about Comskill, see comskill.com 


Future Lead Generation and Kama Net. Two companies active in online gaming affiliation for more than five years. The 
business focus is mainly towards online gaming operators active in Western European markets.


The business area gathered holdings of more than 2,000 domain names, about 800 of which have been launched, including 
about 15 that are regarded as Prime Brands or Potential Future Prime Brands. In this business area, Nordic Leisure primarily 
works with a revenue based business model, based on revenue sharing with gaming operators to which organic traffic is 
generated.


Nine employees were active in Media during the quarter.  
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Markets 

• Regulated gaming market since 1994

• Total gaming market MEUR 92

• Twelve (12) online licenses

• Gaming tax 5%




• Regulated market since 1992

• Total gaming market MEUR 264.3 

• Seven (7) online licenses

• Gaming tax 10%




• Regulated gaming market since 1995

• Total gaming market MEUR 190

• Six (6) online licenses

• Gaming tax 10%




• Regulated gaming market since 2004

• Gaming tax varies between product types

• Two hundred, sixty-six (266) online licenses

 

• Regulated gaming market since 1996

• Gaming tax 0%

 

• Regulated gaming market since 1960

• Total gaming market GBP13.8 billion

• 1,088 issued gaming licences

• Gaming tax 15%


The information above pertains to 2016 and is based on official statistics information and NLAB’s own assessments 
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The Group's performance during the quarter   
REVENUES, DEPOSITS AND CUSTOMERS 
Gaming revenue, adjusted for divested operations, rose by 
59.6% and amounted to MEUR 5.19 (3.25).  Of the 
revenues, 91% comes from regulated gaming markets.


Revenue from the Media business area amounted to 
MEUR 1.16 (0.24).


Total revenue for the quarter amounted to MEUR 6.46 
(7.96), a decrease of 18.8%. The decrease is attributable to 
the sale of the Group's previous subsidiary group, Betting 
Promotion-Tain, which took place during the third quarter of 
2016.


 
Of the betting revenue, 27.3% relates to revenue from the 
Group’s licensed betting offices.


Gaming revenues were geographically distributed between 
the Baltic region, 91%, and Rest of the world, 9%. The 
Baltic region consists of the regulated gaming markets in 
Estonia, Latvia and Lithuania.


Other revenue amounted to KEUR 110 and was mainly 
comprised of rental revenue. The Group owns an debt free 
property portfolio in Latvia, which includes the building 
where the Group’s operating head office is located.   

REVENUE BY BUSINESS AREA

ONLINE GAMING 5.19 MEUR (3.25)

  Casino 2.47 MEUR (1.34)
  Betting 2.40 MEUR (1.89)
  Poker 0.27 MEUR (0.49)
  Bingo 0.05 MEUR (0.05)
MEDIA 1.16 MEUR (0.24)
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DEPOSITS AND NUMBER OF CUSTOMERS 
Deposits amounted to MEUR 13.8 (9.0) during the quarter, which represents an increase of 52.3% compared to the year-before 
period. The positive development of deposited funds shows that our products are appreciated and that our customers use 
them to a greater extent.


The number of active customers amounted to 28,026 (20,774), an increase of 34.9% compared to the year-before period. The 
number of newly registered customer accounts was 14,436 (11,997). The number of active customers during the quarter 
decreased in relation to the previous quarter (second quarter of 2017). These decreases are attributable to the Group’s 
international brands and did not affect the main markets in the Baltic countries. A program of measures was carried out with 
the aim of increasing customer activity in the brands in question. 


GAMING MARGIN 
The collective gaming margin in online games during the quarter amounted to 4.4%.


BALANCE SHEET AND FINANCING 
Equity in the Group at the balance sheet date for the period, 30 September 2017, amounted to MEUR 19.5 (17.3).


Cash and cash equivalents totalled MEUR 3.4 (11.2), of which KEUR 933 (429) was client funds. The corresponding amount of 
KEUR 933 (429) thus represents liabilities to customers and is included in current liabilities. The Group's net holding of cash 
and cash equivalents (own liquidity) was therefore MEUR 2.5 (10.8).


The Group has no loans from credit institutions and no interest-bearing long liabilities.


The equity ratio was 76.9%. 


Total assets at 30 September 2017 were MEUR 25.5 (18.9).


CASH FLOW AND INVESTMENTS 
Cash flow from operating activities was MEUR 2.7.


Investment in fixed assets was KEUR 409 (497) and consisted mainly of capitalized expenses relating to development work on 
the Group's gaming platform.   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EARNINGS 
Gross profit for the quarter reached MEUR 4.78 (2.76), an 
increase of 73%. The gross margin increased to 74% 
(70%). The comparisons have been adjusted in line with 
what is stated at the bottom of this page regarding changed 
definitions and reclassification of marketing costs.


Personnel costs amounted to MEUR 1.61 (0.88). 
The Group is in a development phase and has continued to 
recruit new personnel during the quarter, mainly for the 
technical department, in order to further develop its own 
gaming platform.


Marketing costs in online games totalled KEUR 629 (182) 
and thus amounted to 12% of gaming revenues, which can 
be regarded as a low percentage compared with gaming 
companies that operate in unregulated markets. The reason 
for this is that there are statutory limits in the regulated 
Baltic markets regarding gaming companies’ possibilities of 
marketing.


Nordic Leisure’s companies hold national gaming licenses 
and follow strict conditions for these, which limit 
opportunities for paid marketing and thus make it more 
difficult for new actors to enter such markets.


Nordic Leisure’s long standing presence in the Latvian and 
Estonian markets thereby represents a considerable 
competitive advantage.


Overall, despite the high rate of investment, the Group 
experienced greatly improved profitability during the period. 
EBITDA amounted to MEUR 2.14 (1.04), corresponding to 
an EBITDA margin of 33% (27%).  The operating profit 
(EBIT) was MEUR 1.70 (0.87), which constitutes an EBIT 
margin of 26% (22%). Net profit for the period was MEUR 
1.48 (0.77), which corresponds to a net margin of 23% 
(20%).


  



Note that Q3 2016 above excludes earnings upon the sale of subsidiaries.
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On 1 January 2017, the Group changed the definition of the term "gaming revenue". Gaming revenue is now defined as gaming bets minus gaming winnings, 
bonuses, jackpot contributions and costs of loyalty programmes. Gaming revenue was previously reported before these costs, which were included in marketing 
costs. All data relating to Q1 and Q2 2016, as well as full year 2016 and 2015 in the consolidated income statement have been adjusted and reported in 
accordance with the new definition.
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Other information 
PERSONNEL 
At the end of the first quarter, the Group had 184 (102) 
employees of 11 nationalities, based in offices in Tallinn, 
Riga, Vilnius, Malta, Marbella and Stockholm. Of these, 91 
people work in online gaming, of who approximately 50 
work in the technical department, 82 people work in land-
based gaming, nine people work in the Media business area 
and two work at the parent company.


PARENT COMPANY 
Nordic Leisure AB, the parent company of the Group, 
invests in companies that operate and develop services in 
online gaming and performance based marketing.  
All gaming activities aimed at the final consumer are carried 
on in subsidiaries that hold the necessary licenses in the 
markets in which they operate. The parent company’s loss 
in the quarter amounted to KEUR -38.


TRANSACTIONS WITH RELATED PARTIES 
No significant changes have taken place within the Group 
regarding transactions with related parties compared to that 
described in the 2016 annual report.


THE SHARE 
Nordic Leisure AB is listed on Nasdaq First North. The 
number of shares was 56,610,381, all in a single series. The 
company has approximately 4,000 shareholders.


RISKS AND UNCERTAINTY FACTORS 
The main risk and uncertainty for the Group is the political 
risk. Changes in legislation and regulations can affect the 
Group's operations as well as its possibilities for expansion.


The Group operates in regulated markets, which are seen as 
stable and with a low risk of deterioration of terms and 
conditions.


Part of the Group's marketing is carried out in collaboration 
with the advertising network referred to as "affiliates". In 
connection with such third-party marketing, the Group's 
brands may be exposed to undesirable circumstances 
which are beyond the Group's knowledge and ability to 
control. If any infringements occur, the Group's companies 
have as a rule agreed the possibility of penalties against the 
other party.


The Group's licensed companies operate under the 
principle of being members of professional associations and 
endeavor to curb unhealthy marketing and generally 
contribute to responsible gaming as well as responsibly 
conducted gaming business.


LEGAL DISPUTES 
No legal proceedings or arbitration procedures are currently 
in progress within the Group that have or may be 
anticipated to have a material financial impact on any 
company within the Group.


LICENSES AND LICENSE APPLICATIONS 
The Group’s various companies hold gaming licenses in 
Estonia, Latvia, Lithuania, the United Kingdom, Malta and 
Curacao. No reprimands have been issued to any company 
in the Group from any licensing authority.


As of the balance sheet date, the Group has no license 
applications submitted with regard to new national gaming 
licenses in any jurisdiction. 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Future outlook 
Nordic Leisure does not issue forecasts, but has established the following as goals for 2018: 

• Within the Online Gaming business area, to achieve sales of at least MEUR 40, with an EBITDA margin of over 15% 

• Through acquisitions or organic establishment, to begin online gaming operations in at least two new regulated 
markets 

• Within the Media business area, to achieve total sales of at least MEUR 5, with an EBITDA margin of over 50% 

Nordic Leisure is seeing very high demand in the areas in which the Group operates. Furthermore, the company is seeing a 
readjustment in many markets where illegal sales are being changed to legal sales by licensed operators, thanks to more and 
more vigorous action by public authorities, combined with more responsibility being assumed by content providers and a 
general increase in awareness at consumer level. This is a development that favors Nordic Leisure's business.


Nordic Leisure invests to a significant degree in technical development with the aim of owning and controlling its own technical 
solutions. This creates higher margins in the long term, is value-generating and provides flexibility, freedom and creates 
conditions for speed in implementations. Nordic Leisure thereby considers that proprietary technical solutions are a 
prerequisite for ensuring high, long-term and sustainable profitability levels. 

Accounting policies 
The consolidated financial statements for the Group are prepared in compliance with the Swedish Annual Accounts Act and 
Swedish Accounting Standards Board General Recommendations BFNAR 2012:1 Annual reporting and consolidated financial 
statements (K3 rules). The quarterly report for the parent was prepared in compliance with Swedish Annual Accounts Act, 
Chap. 9, Interim reports.


Gaming revenue for the Group is reported net after player’s winnings, bonuses, loyalty programmes and jackpot contributions. 
Direct costs for the gaming activities and gaming duties are reported separately in the income statement. Direct costs include 
licensing fees to gaming networks, commissions to partners and affiliates, software costs, payment processing fees and 
unapproved payments. Income and operating costs are netted in gross profit, which represents the profit generated by our 
customer transactions.


Recognized goodwill represents the surplus value that arose in connection with business combinations and consists of 
synergy effects. Carrying amounts are recognized at historical cost less accumulated depreciation and any accumulated 
impairment. Depreciation is systematically recognized over the expected useful life. The company estimates the acquired 
surplus value to have a useful life of 10 years. 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Board of Directors’ and CEO’s insurance 
policies 
This interim report has not been subject to review by the company’s auditors.


The Board of Directors and Chief Executive Officer hereby affirm that the interim report for first quarter provides a fair 
representation of operations of the Group and the parent company, their financial position and performance, and describes the 
material risks and uncertainties facing the parent company and subsidiaries.


Sigtuna, 15 November 2017


Niklas Braathen 
Chairman of the Board 

Ludwig Pettersson 
Board member 

Staffan Dahl 
Board member 

Peter Åström 
Board member and CEO


Nordic Leisure AB (Publ) 
Stora Gatan 46, SE-193 30 Sigtuna, Sweden 

+46 18-346090 • investor@nordicleisure.se • nordicleisure.se


Nordic Leisure AB (Publ) has been listed on Nasdaq-OMX First North since 2006 (Ticker: NLAB) in Stockholm. The company’s Certified Adviser is Redeye, +46 8 545 01330.


FURTHER INFORMATION 

Peter Åström, CEO 
+46 756 27 47 • peter.astrom@nordicleisure.se 

FINANCIAL CALENDAR 2017 

Year-end report 2017                                           27 Feb 2018
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Consolidated income statement 

At 1 January 2017, the Group changed the definition of the term "gaming revenue". Gaming revenue is now defined as gaming bets minus gaming winnings, 
bonuses, jackpot contributions and costs of loyalty programmes. Gaming revenue was previously reported before these costs, which were included in marketing 
costs. All data relating to 2016 in the consolidated income statement on this page has been adjusted and is recognized in accordance with the new definition. The 
totalled half year results above show a marginally higher result than the reported quarterly figures, which is due to accrual effects. 

KEUR
Q3 

2017
Q3 

2016
Jan-Sept 

2017
Jan-Sept 

2016 2016

REVENUE
Gaming revenue 5,191 3,253 13,797 12,706 16,253
Other revenue 1,273 4,705 1,983 5,502 6,670
Total Revenue 6,464 7,958 15,780 18,208 22,923

DIRECT OPERATING COSTS
Cost for services sold (1,155) (480) (3,342) (3,738) (3,949)
Gaming taxes (536) (692) (1,375) (2,079) (2,771)
Total direct operating costs (1,691) (1,172) (4,717) (5,817) (6,720)

Gross profit/loss 4,773 6,786 11,063 12,391 16,203

OPERATING COSTS
Personnel costs (1,606) (881) (3,934) (4,338) (5,560)
Capitalised development costs 335 - 731 - 92
Marketing costs (629) (182) (1,744) (533) (1,312)
Other income and costs (738) (651) (2,047) (2,108) (3,927)
Total direct operating costs (2,638) (1,714) (6,994) (6,979) (10,707)

EBITDA 2,135 5,072 4,069 5,412 5,496
Depreciation (438) (172) (878) (876) (1,083)
Operating profit/loss (EBIT) 1,697 4,900 3,191 4,536 4,413
Net financial income 78 1 42 0 (14)
Profit/loss before tax 1,775 4,901 3,233 4,536 4,399
Income tax (294) (104) (510) (244) (458)
Profit/loss for the period 1,481 4,797 2,723 4,292 3,941

PROFIT ATTRIBUTABLE TO:
Parent Company shareholders 1,481 4,559 2,723 4,106 3,740
Minority 0 239 1 187 201
Number of shares at end of period 56,610,381 56,209,453 56,610,381 56,209,453 56,610,381
Earnings per share, EUR 0.03 0.09 0.05 0.08 0.07
Earnings per share, EUR after dilution 0.03 0.08 0.05 0.07 0.07
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Consolidated Balance Sheet 

KEUR 30/09/2017 30/09/2016 31/12/2016

ASSETS
Non-current assets
Property, plant and equipment 2,258 1,610 2,463
Goodwill 13,908 987 2,342
Intangible assets 2,414 2,138 2,320
Other long-term receivables 457 724 79
Deferred tax assets 4 - 4
Total non-current assets 19,041 5,459 7,208

Current assets
Trade receivables 366 132 198
Prepaid expenses and accrued income 330 604 174
Other current receivables 2,343 1,525 1,891
Cash and cash equivalents 3,428 11,183 10,250
    of which restricted cash (player funds) 933 429 903
Total current assets 6,467 13,444 12,513
Total assets 25,508 18,903 19,721

EQUITY AND LIABILITIES
Share capital 1,185 1,194 1,183
Non-restricted equity 18,161 15,569 15,254
Attributable to owners of the Parent Company 19,346 16,763 16,437
Minority interest 272 512 518
Total equity 19,618 17,275 16,955

Non-current liabilities 402 95 142
Total non-current liabilities 402 95 142

Current liabilities
Trade accounts payable and other liabilities 517 67 369
Player liabilities 933 429 903
Other liabilities 3,029 668 814
Accrued expenses and deferred income 1,009 369 538
Total liabilities 5,488 1,533 2,624
Total equity and liabilities 25,508 18,903 19,721
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Consolidated Statement of Cash Flows 

KEUR
Q3 

2017
Q3 

2016
jan-sep 

2017
jan-sep 

2016 2016

OPERATING ACTIVITIES
Profit/loss after financial items 1,776 4,901 3,234 4,537 4,399
Tax (294) (232) (510) (247) (436)

Items not affecting cash flows
Depreciation, amortisation and impairment 438 172 878 876 1,083
Capital gain or loss from sales of subsidiaries 0 (4,031) 0 (4,031) (4,031)
Other items not affecting cash flows 0 265 (9) 265 (41)
Cash flows from operating activities before changes in 
working capital

1,920 1,076 3,593 1,400 975

Changes in working capital
Changes in current receivables (794) (908) (777) (950) (620)
Changes in current liabilities 1,614 (5,470) 1,699 (134) 364
Changes in working capital 820 (6,379) 922 (1,085) (256)
Cash flow from operating activities 2,740 (5,303) 4,515 315 719

INVESTMENT ACTIVITIES
Investment in intangible assets (335) (197) (813) (449) (312)
Investment in property, plant, and equipment (74) (300) (115) (494) (732)
Sale of subsidiaries 0 5,351 0 5,351 5,283
Acquisition of subsidiaries (11,299) 0 (10,968) 0 (1,212)
Change in non-current receivables (43) 0 (378) 0 0
Cash flow from investing activities (11,751) 4,854 (12,274) 4,408 3,027

FINANCING ACTIVITIES
Proceeds from share issue/other equity securities 0 0 0 0 0
Revenues from raising debt 947 0 947 0 0
Cash flow from financing activities 947 0 947 0 0

CASH FLOW FOR THE PERIOD (8,064) (449) (6,812) 4,723 3,745
Exchange-rate differences for cash and cash equivalents - (49) (10) (284) (239)
Cash and cash equivalents at start of period 11,492 11,681 10,250 6,744 6,744
Cash and cash equivalents at end of period 3,428 11,183 3,428 11,183 10,250
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Consolidated Statement of Changes in Equity 

KEUR
Share capital Profit 

carried 
forward

Minority Total equity

Change in 2016
Opening balance, 1 January 2016 1,231 12,235 312 13,778
New share issue 8 239 0 247
Translation difference (56) (960) 5 (1,011)
Profit/loss for the period 0 3,740 201 3,941
Closing balance, 31 December 2016 1,183 15,254 518 16,955

Change during January-September 2017
Opening balance, 1 January 2017 1,183 15,254 518 16,955
Adjustment of opening balance for minority interest 247 (247)
Translation difference 2 (63) 0 (61)
Profit/loss for the period 0 2,723 1 2,724
Closing balance, 30 September 2017 1,185 18,161 272 19,618

Change during Q3 2017
Opening balance, 1 July 2017 1,185 16,733 272 18,190
Adjustment of opening balance for minority interest 0 0 0 0
Translation difference 0 (53) 0 (53)
Profit/loss for the period 0 1,481 0 1,337
Closing balance, 30 September 2017 1,185 18,161 272 19,618
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Parent Company Income Statement 

Parent Company Balance Sheet 

KEUR
Q3  

2017
Q3 

 2016
Jan-Sept  

2017
Jan-Sept 

2016 2016

Revenue 8 20 16 84 157
Operating costs (105) (70) (247) (328) (535)
Operating profit/loss (97) (50) (231) (244) (378)
Net financial income 59 0 59 1 1
Profit/loss before tax (38) (50) (172) (242) (377)
Income tax - - - - -
Profit/loss for the period (38) (50) (172) (242) (377)

KEUR 30/09/2017 30/09/2016 31/12/2016

Intangible assets 27 - 36
Property, plant and equipment 4 6 5
Financial assets 19,784 9,511 14,808
Total non-current assets 19,815 9,517 14,849

Current receivables 3,801 3,594 106
Cash and cash equivalents 86 8,078 5,955
Total current assets 3,887 11,672 6,061

TOTAL ASSETS 23,702 21,188 20,910

Restricted equity 1,185 1,194 1,183
Non-restricted equity 11,237 11,639 11,560
Total equity 12,422 12,833 12,743

Current liabilities 11,280 8,355 8,167
Total liabilities 11,280 8,355 8,167

TOTAL EQUITY AND LIABILITIES 23,702 21,188 20,910
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Definitions 
Revenues 
Gaming revenue: 
Bets minus winnings, jackpot contributions, loyalty programmes and 
bonuses.


Media revenue:  
Revenues arising from Media business area. 

Other revenue: 
Rental revenues, transaction revenue and all other types of revenue. 

Sustainable revenue 
Revenue from regulated markets where the NLAB Group companies 
hold gaming licenses and pay local gaming tax. 

Regulated markets 
Markets that have legislation regarding online gaming and that have 
issued licenses to operators.


Mobile revenue 
Revenue generated via telephones and tablets.


Gross profit 
Revenue less direct variable costs that include commissions to 
partners, gaming taxes and gaming licensing fees and duties, licensing 
fees to games suppliers, software costs, payment processing fees and 
unapproved payments.


Gross margin 
Gross profit in relation to revenue.


Cost of services sold  
Relates to commissions to partners, gaming taxes and gaming licensing 
fees and duties, licensing fees to game suppliers, software costs, 
payment processing fees and unapproved payments.


EBITDA 
Profit before net financial income, corporation tax, depreciation and 
impairment.


EBITDA margin 
EBITDA in relation to revenues.


EBIT (operating profit)  
Profit before net financial items and corporate tax.


EBIT margin (operating margin) 
EBIT in relation to operating revenues.


Net profit 
Profit after all costs including interest and taxes.


Profit margin 
Net profit in relation to revenues for the period.


Gaming margin  
Gross profit from gaming activities divided by total sales for gaming.


Deposits 
Includes all accumulated money deposited by customers during the 
reporting period.


Player liabilities 
Outstanding amount of player funds at the end of the period as reported 
in the balance sheet.


Registered customer accounts 
The total number of registered customer accounts for all brands.


Active customers  
The total number of customers who have played on any Group 
company brand during the reporting period, including customers who 
have only used a bonus offer.


New registrations 
Customers who have registered on any Group company brand during 
the period.


New active depositing customers 
Customers who have made their first cash deposit and played during 
the period.


Reactivated customers 
Previously active customers who were not active during a previous 
reporting period who were reactivated during the period.


Earnings per share 
Profit for the period attributable to owners of the parent company, 
divided by the total number of shares at the end of the period.


Equity per share 
Shareholders equity attributable to owners of the parent company 
divided by the number of shares at the end of the period.


Equity ratio 
Shareholders equity divided by total assets.


Cash and cash equivalents 
Balances in the bank account and e-wallets.


Operating cash flow after investments 
Operating profit including change in depreciation, amortization and 
impairment losses, working capital, and investments in other non-
current assets (net).


Organic growth 
Growth excluding acquisitions and currency effects.


Number of employees 
Number of employees on last month’s payroll.


Non-recurring items 
Refers to items which are of a non-recurring nature or not directly linked 
to the Groups normal operations, which means that the recognition of 
these items together with other items in the income statement would 
impair comparability with other periods and make it difficult for an 
outside party to assess the Group’s profitability.

� 

�20


