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ONLINE SLOTS PLAYER
REPORT 2021

Why Should | Buy This Report?

Creating successful slot games is difficult. Players want games to grab their attention, be visually
interesting with exciting features, bonus rounds and free spins. They also want an experience that
is easy to understand and use.

Which themes are most popular? What features do players want to see? How can you more easily
explain a complicated game? What should you include in a High Volatility slot? Does age or gender
have an influence? Which types of players are more likely to keep sounds on during gameplay?
These are just a few of the questions that are answered in this report.

Did You Know?

Players are not impressed by Visuals alone. A massive 68% of players think that the Features of a
game are more important than the Visuals.

Re-Spins are the second-most popular feature that players want to see in the main game. In the
report we rank players’ favourite features.

Free Spins is the most popular bonus round, being selected by 79% of players. In this report we
share the most important factors that make Free Spins rounds exciting for players.

This comprehensive report covers many aspects of slot creation, exploring players’ preferences,
habits and behaviours to provide you with insights from actual players and give you a deeper
knowledge of the ever-changing slot market.

The findings within the report have the potential to increase player engagement and enjoyment
overall, thereby increasing a game’s success and longevity.
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Why Should | Trust Gutsy Ninja?

At Gutsy Ninja, we've been helping online slot suppliers to create amazing user experiences for
many years. With our extensive experience in testing and research, we've seen first-hand how
players react to new games, the things they enjoy and the areas that players struggle with.

Over the years we are proud to have become trusted service providers to the iGaming industry.
Testament to that is our wins and nominations at the EGR B2B awards. We have worked with
many companies such as Netent, Yggdrasil and IGT to name a few.

“I would highly recommend Gutsy Ninja for any business looking for expert research insights, efficiency
and excellence. I've been so impressed with their services, their total professionalism and market
knowledge. Gutsy Ninja have been invaluable to us. They deliver high standard reports that always
have our needs in mind.” - Netent

We have deep insights into the slot industry as a whole, with a holistic view of both the player
experience and also the restrictions and complexities of game production.

Having this extensive knowledge and unique experience from both a supplier and player
perspective has enabled us to a create a report that focuses on the most important elements
when it comes to slot design.

Why Should | Trust The Findings?

One of the main aspects of creating trustworthy findings is to start with a reliable set of participants.
This is why it was so important for us that the player sample we gathered was representative of the
wider market, used real and genuine players and was holistic, covering a range of player criteria.

We recruited over 1000 online slot players from the UK, playing on 60+ different online casinos.
We partnered with a panel recruitment consultancy with 15+ years of experience in sourcing
candidates for survey research.

To ensure that the players were genuine, there were a series of screening questions that every
participant had to pass, before they could take part in the 25-minute online survey. You can read
more about our criteria in the Methodology section (Page 7).

Whilst this screening process was strict, it allowed us to be completely confident that our sample
was comprised of genuine players that could offer real insights into their slot playing habits.

To mitigate the impact of the recruitment method on the research, we implemented parameters to
the age and gender segmentation criteria, ensuring a minimum number of players in each bracket.

By implementing these quotas, we were able to gather a range of ages and genders that represents
the wider population, whilst still providing us with a large enough sample of people within these
different criteria to be able to draw significant conclusions.

Findings were generated through various statistical tests. Whilst the majority of questions
produced quantitative findings, some questions generated qualitative findings that were later
coded for further analysis. All findings within the report have a minimum confidence level of 95%.
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RESEARCH
METHODOLOGY

Survey Design

At the start of this study, we set-out with the goal of providing suppliers with a comprehensive view
of the online slots player base. We wanted to generate findings that could help on an individual
game basis, but also provide guiding principles across different games, as well as suggestions for
creating game portfolios. We knew that to create something of this magnitude, we would need
to hear from many different players and consolidate their thoughts, behaviours and preferences.

We designed a survey consisting of a maximum of 83 questions. These questions covered a variety
of elements that make up an online slot game and also covered player preferences and behaviours.
Mechanics, features, themes, visuals, usability, Ul, excitement, understanding and playing habits
were some of the many topics covered.

This broad range of topics allowed us to generate findings about the overall slot playing experience
and find out players’ preferences for many different elements.

Player Sample

It was important for this study that the player sample gathered was representative of the wider
market, reliable through the use of genuine players and holistic, covering a range of player criteria.

For this study we recruited over 1000 online slot players from the UK, playing on 60+ different
online casinos. This ensured that we were able to gather a variety of player types that would be
representative of the wider slot market as a whole.

To ensure that the players were genuine, there were a series of screening questions that every
participant had to pass. By providing correct answers to these questions, we could be certain that
the participants involved in the study were genuine players. To further increase our confidence in
the player sample, they were also required to play slots at least twice a month, have been playing
slots for over 6 months and spend at least £20 each month.

Throughout the 25-minute survey, attention-check questions were implemented to ensure that
these players were focusing and providing genuine answers. Any participant that failed these
questions was removed from the sample.

To further ensure the accuracy of our data, after all the answers had been submitted, our analysts
removed any outliers due to impossible or unrealistic answers. Overall, our final sample consisted
of 1040 players.
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Whilst this screening process was relatively strict, it allowed us to be completely confident that
our sample was comprised of genuine players that could offer real insights into their slot playing
habits.

Also, to mitigate the impact of the recruitment method for the research, we implemented specific
parameters to the age and gender segmentation criteria, ensuring the sample contained a minimum
number of players in each bracket. This enabled us to gather a range of players and not recruit only
player segements that may be more likely to take part in online survey research.

By implementing quotas, we were able to gather a range of ages and genders that represents
the wider population, whilst still providing us with a large enough sample of people within these
different criteria to be able to draw significant conclusions.

Analysis & Findings

When all participant answers had been submitted and the outliers removed, we began extensive
analysis of these results to find trends, correlations, differences or similarities that could help in
the creation of successful games.

Findings were generated through various statistical tests. Whilst the majority of questions
produced quantitative findings, some questions generated qualitative findings that were later
coded for further analysis. All findings within the report have a minimum confidence level of 95%.

The findings we gathered were broad, covering many aspects of slot games, and with immediately
applicable use-cases. There were findings that challenged conventionally held ideas, some that
offered more depth to known concepts and others that provided insights that had never been
considered before. We explored variables individually as well as looking at how different variables
interacted or correlated with each other.

Consistently we saw significant differences in findings based on age, gender and volatility. These
three criteria are used extensively in the report to demonstrate how the player base can be
segmented and how these different player types can be catered to in different ways.

After the analysis concluded and we had our final set of findings, we began consolidating these
findings into easily digestible sections for the report.

How to Apply the Findings

The ultimate goal for the findings in this research is to provide suppliers with the information they
need to produce more enjoyable, successful and profitable games. The sample and methodology
used here allowed us to generate the most useful findings in order to do this.

Within the report, our focus was to provide suppliers with this information in ways that they could
take and use within their own game creation processes. Some information can be taken as-is from
the report, with overall finding that could be implemented for all players. Other information is
more individual and focused on specific player segments.

Whilst all of the information can lead to more successful games, the information for specific
segments should be considered building blocks that a supplier can use, alongside their own
targeting or objectives.
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