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1 PRELIMINARY COMMENTS ON METHODOLOGY AND SCOPE 

1.1 SCOPE OF THE REPORT AND PERIOD COVERED 
This Consolidated Non-Financial Declaration reports on the activities of Gamenet Group S.p.A. and its 

subsidiaries for the period from January 1 to December 31, 2018. The information contained in this 

Declaration relates to the 2018 year, and the prior year comparison provided is based on the published 

Consolidated Non-Financial Declaration for the 2017 Financial Year. This comparison is influenced by changes 

to the reporting scope, owing to the following company activities: acquisition of the company GoldBet S.r.l. 

by Gamenet S.p.A. on 9 October 2018, merger of Gamenet Scommesse S.p.A. into Intralot Italia S.p.A. 

effective as from 1 January 2018, merger of Slots Planet S.r.l. into La Chance S.r.l. effective as from 1 January 

2018, and liquidation of Veneta Servizi S.r.l. in December 2017. 

Therefore, as of December 31, 2018, Gamenet Group included Gamenet Group S.p.A., Gamenet S.p.A., 

Gamenet Entertainment S.r.l., Topplay S.r.l., Billions Italia S.r.l., Gnetwork S.r.l., Intralot Italia S.p.A., Jolly 

Videogiochi S.r.l., New Matic S.r.l., Agesoft S.r.l., La Chance S.r.l., Rosilsport S.r.l., Easy Play S.r.l., and GoldBet 

S.p.A.  

1.2 IDENTIFICATION OF MATERIAL THEMES 
The identification of material themes for the GAMENET GROUP was carried out through a materiality 

analysis, a process structured in accordance with the Global Reporting Initiative (GRI) Guidelines, which is 

made up of 4 stages: identification of the themes, definition of the material themes and priorities, validation 

and review.  

In particular, during the review of material issues that ǿŀǎ ŎŀǊǊƛŜŘ ƻǳǘ ŦƻǊ ǘƘŜ ǇǊŜǾƛƻǳǎ ȅŜŀǊΩǎ Non-Financial 

Declaration, the Company decided to validate the information that had already emerged within the Working 

Group at the time the report was prepared, against the arrangements decreed and in application of GRI 

Standards. Therefore, this year's report revisits a list of topics on which information has already been 

provided. The working group then identified for each listed area the impacts in terms of the external 

environment, corporate governance structures, risk profiles, social responsibility policies and financial 

commitments. In performing the review of material issues, particular attention was paid to the overall 

ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ŀŎǘƛǾƛǘƛŜǎΣ ŀƴŘ ǘƘŜ ŀǎǎƻŎƛŀǘŜŘ ǎƻŎƛŀƭ ŀƴŘ ŜƴǾƛǊƻƴƳŜƴǘŀƭ ǊƛǎƪǎΣ ǇǳǊǎǳŀƴǘ ǘƻ !ǊǘΦо 

of legislative decree 254. 

For identifying material issues, all aspects suggested by the GRI guidelines have been considered, along with 

analyses from numerous other sources both internal (and closely linked to the business practice, such as the 

code of ethics, budgets, and reputational analyses) and external. This has been done to take into account 

factors that may potentially influence the opinion of key external stakeholders, along with general public 

opinion on activities in the industry both nationally and internationally. The aspects identified as relevant 

were then grouped by issue. In compliance with the GRI Standards, in order to carry out a prioritization of 

such aspects, each issue was assessed on the basis of its relevance for the stakeholders (external importance) 

and of its impact on strategies (internal importance). The influence of the issues on the assessments and 
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decisions made by stakeholders was defined on the basis of qualitative assessments made during analysis of 

the sources considered to identify the key issues. Firstly, managers were involved, who maintain important 

and ongoing relations with the various categories of stakeholders identified. Moreover, reference was made 

to analysis of the press review, international sustainability standards for the sector and analysis of 

competitors. As for the impact on the economic, social and environmental strategies, this was based on 

qualitative assessments, which take into account the current situation of Gamenet, future growth and 

development strategies, and macro-economic and sectoral scenarios. 

The material themes identified by the working group are as follows: 

1. Player protection; 

2. Promotion of legal and responsible gaming; 

3. Service quality; 

4. Supporting the community; 

5. Compliance with anti-corruption and anti-money laundering legislation; 

6. Employee protection and development; 

7. Environmental impacts. 

For further information regarding the GRI standards associated with each material theme, see the 

ά[ŜƎƛǎƭŀǘƛǾŜ 5ŜŎǊŜŜ нрп ǊŜŦŜǊŜƴŎŜ ǘŀōƭŜέΦ ¢ƘŜ .ƻǳƴŘŀǊȅ ŦƻǊ ŜŀŎƘ ƻŦ ǘƘŜ ƳŀǘŜǊƛŀƭ ǘƘŜƳŜǎ ƛŘŜƴǘƛŦƛŜŘ ƛǎ internal 

(see GRI 103: Disclosure 103-1 Explanation of the material theme and its Boundary). 

In preparing this document, to ensure compliance with Legislative Decree 254/16, Gamenet Group S.p.A. has 

associated each material theme with the main related risks, policies adopted, and result indicators based on 

the GRI standards (2016 version). This document has been prepared in accordance with Legislative Decree 

254 and is GRI referenced. For details ƻŦ ǘƘŜ ǎǘŀƴŘŀǊŘǎ ǳǎŜŘΣ ǎŜŜ ǘƘŜ ά[ŜƎƛǎƭŀǘƛǾŜ 5ŜŎǊŜŜ нрп ǊŜŦŜǊŜƴŎŜ ǘŀōƭŜέΦ 
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2 GAMENET GROUP  

2.1 GROUP PROFILE 
Gamenet Group S.p.A. ƛǎ ƻƴŜ ƻŦ ǘƘŜ ƭŀǊƎŜǎǘ ƎŀƳƛƴƎ ŎƻƳǇŀƴƛŜǎ ƻǇŜǊŀǘƛƴƎ ƛƴ LǘŀƭȅΩǎ ǇǳōƭƛŎ ƎŀƳƛƴƎ ǎŜŎǘƻǊ, and 

is authorised by the Customs and Monopolies Authority. The Group is a market leader in the betting and 

online gaming segment, with a significant presence in entertainment machines (AWP and VLT) and retail 

segments. 

The Group was created on 1 July 2016, when Gamenet S.p.A. (Italian licensee active since 2004) acquired 

Intralot Holding and Services S.p.A. (the Italian branch of the Intralot Group, and one of the largest global 

service providers in the gaming industry).  

On 6 December 2017, the Group was listed on the Italian Stock Exchange in the STAR segment, for markets 

dedicated to medium sized companies that are committed to meeting standards of excellence in terms of 

transparency, corporate governance and liquidity.  

¢ƘŜ DǊƻǳǇΩǎ ƎǊƻǿǘƘ ǇǊƻŦƛƭŜ ǳƴŘŜǊǿŜƴǘ ŀ ŦǳǊǘƘŜǊ ŀŎŎŜƭŜǊŀǘƛƻƴ ƛƴ hŎǘƻōŜǊ нлмуΣ ǿƘŜƴ ƛǘ ǎǳŎŎŜǎǎŦǳƭƭȅ ŀŎǉǳƛǊŜŘ 

GoldBet S.r.l. τ a key operator authorised for collecting games and bets in Italy. 

The Group's main shareholders are TCP Lux Eurinvest S.à r.l., with around 45% of the capital, and Intralot 

Italian Investments BV, which holds around 20% percent of shares. The remaining capital, of around 35%, 

represents the free-float market share. 

2.2 MISSION AND VALUES 
Back in 2015, Gamenet Group established a new Mission Statement and ά±ŀƭǳŜǎ /ƘŀǊǘŜǊέ ǿƛǘƘ ǘƘŜ ŀŎǘƛǾŜ 

involvement of management. These beliefs were defined and shared in 2016. As part of a future-oriented 

strategic management, the Mission and Values help communicate the strategy and enhance the corporate 

culture, thus facilitating the identification of individuals and the alignment of personal and corporate 

objectives. 

2.2.1 MISSION 
Gamenet Group is among the leading players in the gaming sector in Italy, where it operates as both a 

concessionaire and a retailer. The company aims to be the partner of choice for the best operators in the 

industry, supporting their development through the use of all the corporate assets. 

In terms of retail, Gamenet Group wants to ensure its customers have an experience that is fun, engaging 

and sustainable, in high-quality, safe locations that provide players with care, passion, professionalism and 

transparency.  

Gamenet Group wishes to ensure the provision of an excellent service and to this end, the company focuses 

on taking care of its people, striving to be a place where staff are proud to work and on the ability to attract 

and retain top professionals. 

2.2.2 VALUES: GAMENET άRUNSέ 
The values that inspire and guide the company's activities are gathered under a unifying concept with the 

expression: DŀƳŜƴŜǘ άrunsέ. 
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- COLLABORATION 

Gamenet Group believes that teamwork, sharing and clear communication are vital to strengthen mutual 

trust, participation and the achievement of common objectives, further developing a sense of belonging. 

The Group considers it essential to enhance the different skills and competences of each individual as well 

as the work of the group as a whole. 

- HONESTY 

Gamenet Group practices the utmost integrity and transparency in our interactions with colleagues and 

partners, and remain fully compliant with the relevant regulations. The Group believes that clarity and 

simplicity of communication, intellectual honesty and fairness in managing relationships are key issues for 

creating relationships with our stakeholders that are based on mutual trust. 

- RESPONSIBILITY 

Gamenet Group believes that each employee should accept responsibility in carrying out their role and be 

aware of the impact and consequences that their actions have in achieving results. 

The Group works constantly towards finding a sustainable balance among its own business objectives, the 

requirements of the State and social needs, while ensuring the protection of vulnerable people and those 

most at risk. 

- RESPECT 

Gamenet Group aims to operate with the utmost respect for the dignity of all, and with great care and 

attention to the needs of others. The needs of its partners and customers, the work of each colleague - 

regardless of the position held - and the time of each person are all fundamental to the Group, which 

considers humility and politeness to be the basis of any relationship. 

- EXCELLENCE 

Gamenet Group wants to strive for excellence, to offer products and services that stand out for their high-

quality standards. The Group believes it is vital to implement career paths for people able to stimulate and 

drive change in a constantly evolving market, who can see the signs at all levels, in order to anticipate 

scenarios and to understand everyday situations. 

2.3 THE CORPORATE GOVERNANCE MODEL 
DŀƳŜƴŜǘ DǊƻǳǇΩǎ ǎȅǎǘŜƳ ƻŦ ƎƻǾŜǊƴŀƴŎŜ ƛǎ articulated in ǘƘŜ {ƘŀǊŜƘƻƭŘŜǊǎΩ aŜŜǘƛƴƎΣ ǘƘŜ .ƻŀǊŘ ƻŦ 5ƛǊŜŎǘƻǊǎ 

(with a Chairperson presiding), and the Board of Statutory Auditors. Pursuant to Legislative Decree 231/2001, 

these are supported by the Supervisory Board, which oversees and controls the functioning, effectiveness, 

adequacy and compliance of the organisation and management model adopted. In accordance with 

recommendations in the Corporate Governance Code, the company has established: 

¶ a controls, risks and sustainability committee, pursuant to Corporate Governance Code article 7 (the 

ά/ƻƴǘǊƻƭǎΣ wƛǎƪǎ ŀƴŘ {ǳǎǘŀƛƴŀōƛƭƛǘȅ /ƻƳƳƛǘǘŜŜέύΣ ŀƴŘ 

¶ a nominations and remuneration committee, pursuant to Corporate Governance Code articles 5 and 6 

όǘƘŜ άbƻƳƛƴŀǘƛƻƴǎ ŀƴŘ wŜƳǳƴŜǊŀǘƛƻƴ /ƻƳƳƛǘǘŜŜέύΦ 

Moreover, the Board of Directors, in compliance with regulations issued by CONSOB, has approved the 

procedure for transactions with related parties of DŀƳŜƴŜǘ DǊƻǳǇ όάRPT Procedureέύ and has set up a specific 

RPT Committee with its functions assigned to the Controls, Risks and Sustainability Committee. 

Lƴ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ƴŜŜŘ ǘƻ ŜǎǘŀōƭƛǎƘ ŀƴŘ Ƴŀƛƴǘŀƛƴ ǇǊƻŘǳŎǘƛǾŜ ŀƴŘ ŎƻƭƭŀōƻǊŀǘƛǾŜ ǊŜƭŀǘƛƻƴǎƘips 

with regulatory authorities, the system of governance that has been adopted by the Group (and the bodies 
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which make up the group) prioritises the objective of observing strict compliance with legal requirements, 

particularly those related to anti-money laundering, anti-corruption, protection of privacy, and prevention 

of underage and problem gaming. An internal control system brings together the instruments needed to 

ŘƛǊŜŎǘΣ ƳŀƴŀƎŜ ŀƴŘ ŀǳŘƛǘ ǘƘŜ DǊƻǳǇΩǎ ōǳǎƛƴŜǎǎ ŀŎŎƻǊŘƛƴƎƭȅΣ ƻǊƛŜƴǘƛƴƎ ƛǘ ǘƻǿŀǊŘǎ ǘƘŜ ŀŎƘievement of its 

objectives and putting in place all the actions needed to prevent and mitigate different types of business risk. 

The Internal Audit & GRC division, on the other hand, is charged with verifying, through the monitoring and 

checks it carries out, the adequacy and functionality of the Internal Control System. 

Lƴ ŀŎŎƻǊŘŀƴŎŜ ǿƛǘƘ ǘƘŜ ǇǊƻǾƛǎƛƻƴǎ ƻŦ [ŀǿ мтфκнлмт ƻƴ άtǊƻǘŜŎǘƛƻƴ ŀǊǊŀƴƎŜƳŜƴǘǎ ŦƻǊ ǎǘŀŦŦ ǊŜǇƻǊǘƛƴƎ ŎǊƛƳŜǎ 

or irregularities of which they become aware in the course of their employment (publƛŎ ƻǊ ǇǊƛǾŀǘŜύέΣ DŀƳŜƴŜǘ 

Group S.p.A. has made a reporting channel available to its employees, associates, business partners and third 

parties. This channel is dedicated to sending or transmitting (with the utmost guarantees of confidentiality) 

detailed reports regarding companies of the Group and any related allegations of wrongdoing and/or 

behaviour which could violate the provisions of the Code of Ethics, the Organisation Management and 

Control Model as per Legislative Decree 231/01, external policies applicable to the Group, or internal 

procedures and guidelines. 

For more information on the role and responsibilities of the committees, please see the Corporate 

Governance and Ownership Structure Report for Gamenet Group S.p.A. 

Gamenet Group has a system of internal control and risk management, which employs appropriate tools and 

methodologies to direct, manage and conduct reviews on operations. It is directed towards achieving goals, 

and helps to prevent and mitigate business risk of every kind. 

In order to identify, assess and mitigate business risk, Gamenet Group S.p.A. has established a position for 

LƴǘŜǊƴŀƭ !ǳŘƛǘ ŀƴŘ DƻǾŜǊƴŀƴŎŜΣ wƛǎƪ ϧ /ƻƴǘǊƻƭ όάDw/έύ. This role is tasked with the verification of the 

adequacy and suitability of the internal control and risk management systems, through specific audit 

activities, both on an ongoing basis and in relation to specific needs for complying with international 

standards. 

The Head of Internal Audit & GRC (appointed by the Board of Directors by resolution of 23 August 2017) 

reports regularly on the activities and methods used to conduct risk management, including compliance with 

plans defined for reducing risk. Reports are made to the Chair of the Board of Statutory Auditors, the Chair 

of the Controls, Risks & Sustainability Committee, and the Chair of the Board of Directors, as well as to the 

director appointed to oversee internal control systems and risk management. 

Gamenet GroupΩǎ !ǳŘƛǘ tƭŀƴ ŦƻǊ ǘƘŜ нлму ŦƛƴŀƴŎƛŀƭ ȅŜŀǊΣ as approved by the Board of Directors, is defined 

according to a risk-based approach, which identifies the corporate processes deemed to be most at risk, and 

it is divided into three action areas: Audit, Compliance and Risk Management. 

2.4 RISK ANALYSIS AND MANAGEMENT 
Gamenet Group had already implemented an Enterprise Risk Management Model in 2017, which provides 

ŦƻǊ ŀ ōǊŜŀƪŘƻǿƴ ƻŦ Ǌƛǎƪ ōȅ ά/ŀǘŜƎƻǊȅέ ŀƴŘ associated άwƛǎƪ !ǊŜŀέΦ The model also assigns identified risks to 

various areas of the company, which are entrusted with the associated responsibility for managing those 

risks. As a result, the risks related to the reporting areas of this Non-Financial Declaration are handled at the 

beginning of each of the following paragraphs. 
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3 THE SOCIAL DIMENSION 

3.1 PLAYER PROTECTION AND LEGAL AND RESPONSIBLE GAMING 

3.1.1 RISKS IDENTIFIED 
Gaming has always been linked to human nature and recreational activities, as a way of expressing 

personality regardless of income level or socio-cultural differences. Nonetheless, participating in gaming 

exposes players to a number of risks, which are linked to health, financial security and the protection of 

personal details.  

Notwithstanding the stringent regulations and strict institutional controls imposed on the industry, some 

sectors of public opinion and the media continue to perceive the industry negatively. They tend to be 

concerned that the diffusion of gaming opportunities (both online and offline) could be felt to be excessive 

in some situations. They also worry that it may adversely affect the community by encouraging problem 

gambling and compulsive gaming behaviours, or by increasing the risk of minors having access to gaming. 

The industry also faces significant risks linked with the difficulty of online control and competition posed by 

illegal gambling sites, as well as the improper use of gaming channels as a means to launder the proceeds of 

criminal activities. Despite having no direct connection with the business activities of Gamenet Group, such 

negative publicity about the regulated gaming industry in general could impact negatively on the Group's 

activities and prospects, as well as adversely affecting the economic, capital or financial positions of the 

Company.  

²ƛǘƘ ǊŜŦŜǊŜƴŎŜ ǘƻ ǇǊƻǘŜŎǘƛƴƎ ǇƭŀȅŜǊǎΩ ŘŜǘŀƛƭǎ τ particularly in the context of online gaming τ the Group is 

required to comply with strict national and European legislation on data protection. Such law affects the 

DǊƻǳǇΩǎ collection and use, including for marketing purposes, of personal data regarding actual or potential 

customers. In addition, the Group remains exposed to the risk that sensitive personal data on customers and 

commercial partners (including name, address, age, bank details and betting and gaming history) could be 

stolen, lost, disclosed, or processed in breach of data protection regulation. If the Group, or any of the third-

party service providers on which it relies, failed to transmit customer information in a secure manner, or if 

any such loss of personal customer data were otherwise to occur, the Group could face liability under data 

protection laws. Such failures could also result in reputational damage and deter end customers from using 

ǘƘŜ DǊƻǳǇΩǎ ǎŜǊǾƛŎŜǎΦ 

An analysis of factors relating to the security of information that is either managed or stored by Gamenet 

has led to an identification of the following risks: 

¶ destruction, loss, alteration, accidental unauthorised disclosure or fraudulent disclosure of personal 

details (data breach); 

¶ external attacks resulting in illegal access to corporate databases; 

¶ violation of rules governing data handling (compliance); 

¶ hardware or software failures affecting data management; 

¶ suboptimal management of IT resources. 

These risks could result in economic damage due to technological, legal, or reputation costs. 

During the financial year, important changes were introduced to the personal data protection process, and 

this has already had an impact on the Group. In fact, with the new Regulation on the handling of personal 

data which entered into force in Italy as of 25 May 2018, in application of Regulation (EU) 2016/679 (General 

Data Protection Regulation, or GDPR), the obligations with which the Group must comply were increased 
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and were made more stringent in the collection and processing of personal data. In particular, the GDPR 

introduced:  

¶ an increase in the maximum penalties applicable, up to the higher of either 20 million Euro or 4% of the 

annual global turnover for each violation; 

¶ more onerous requirements for obtaining user consent, which may no longer be implicit and must now 

be explicit at all times; 

¶ ǎǘǊƻƴƎŜǊ ǊƛƎƘǘǎ ŦƻǊ ƛƴŘƛǾƛŘǳŀƭǎΣ ƛƴŎƭǳŘƛƴƎ ŀƴ ƛƴŘƛǾƛŘǳŀƭ άǊƛƎƘǘ ǘƻ ōŜ ŦƻǊƎƻǘǘŜƴέΣ ǿƘƛŎƘ ǿƻǳƭŘ ǊŜǉǳƛǊŜ ǘƘŜ 

DǊƻǳǇ ǘƻ ǇŜǊƳŀƴŜƴǘƭȅ ŘŜƭŜǘŜ ŀ ǳǎŜǊΩǎ Ǉersonal data in certain circumstances. 

3.1.2 POLICIES ADOPTED 
In Italy, increasing demand for gaming in recent years has attracted the attention of public opinion and raised 

expectations regarding the role of the regulator and the other subjects involved in the supply chain, in terms 

of protecting players and the community in general. 

Together with its business partners, Gamenet Group works each and every day in a serious and professional 

manner with the joint objective of promoting a healthy gaming culture and so encouraging a responsible and 

mindful approach to gaming and supporting legal gambling, guaranteed by the State, as opposed to illegal 

gambling. It is through such ongoing commitment that the Group seeks to maintain the confidence and 

respect of investors and stakeholders, as well as institutions and players.  

All the gaming solutions offered by Gamenet are carefully selected to ensure the maximum levels of reliability 

and safety for players. Both for VLTs and for online gaming platforms, every transaction can take place only 

given a real-time connection with the system of Gamenet Group and of SOGEI, the IT division of the Ministry 

of Economy and Finance, and confirmation of acceptance of the wager to guarantee the validity of each bet 

accepted and the payment of any winnings. 

Gamenet Group has developed principles that serve as awareness and responsibility raising guidelines for all 

employees involved with players, whether directly in entertainment locations or indirectly through the 

planning and creation of gaming platforms. Key elements of the guidelines include: 

¶ the protection of minors and the adoption of specific measures to prevent underage play; 

¶ responsible marketing, aimed at promoting a responsible gaming model based on clear and 

comprehensive information so that players can make informed choices and promoting gaming in legally 

authorised locations, channels and formats as a form of entertainment, while ensuring the absence of 

messages that may constitute an incitement to play; and 

¶ the prevention of forms of excessive gaming. 

In line with these objectives the Group has established a Responsible Gaming Programme, which is updated 

each year and communicated and monitored through ongoing dialogue with, among others, employees, the 

Customs and Monopolies Agency (the ADM), and research and statistical institutes. The Group also submits 

the Responsible Gaming Programme for evaluation by accredited third parties. The company websites also 

host areas that are dedicated to protecting players and encouraging responsible gaming. These areas 

illustrate and bring together information, initiatives and external links for pursuing responsible gaming 

objectives.  

²ƛǘƘ ǊŜƎŀǊŘ ǘƻ ǘƘŜ ŎƻƳǇŀƴȅΩǎ ŎƻƳƳƛǘƳŜƴǘ ǘƻ Ƴŀƛƴǘŀƛƴ ŀ ƭŜƎŀƭ ƎŀƳƛƴƎ ƻŦŦŜǊΣ Gamenet Group operates in 

line with national regulations and local standards. As a public concession holder, the Group is required to 

comply with the provisions of the Italian gaming regulatory authority, the Customs and Monopolies Agency, 

the entity responsible for regulating the public gaming sector in Italy and overseeing the legality and 

responsibility of gaming. The Customs and Monopolies Agency oversees the organisation and operation of 

all games, looks after the administrative management of concessions, checks the accuracy and regularity of 
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tax revenues, drafts directives and regulations, and handles the procedures for new concessions through the 

setting up and management of specific public tenders. 

Gamenet Group considers it its duty to provide consumers with ever-greater levels of protection and a safe 

and high-quality product offering. To this end, it deploys resources and investments to respond rigorously 

and promptly to legal requirements and ensure ongoing control. At the same time, it takes steps to obtain 

from its commercial partners, employees and stakeholders conduct in line with the directives aimed at 

transparency and correctness. 

For this reason, the Group has taken all the actions necessary to fulfil its obligations as concession holder 

and has implemented certain voluntary initiatives to protect players (see following section). 

aƻǊŜƻǾŜǊΣ ƛƴ нлму ǘƘŜ DǊƻǳǇ ŎƻƳǇƭŜǘŜŘ ǘƘŜ ǎǘǊǳŎǘǳǊŜŘ ǊŜǎŜŀǊŎƘ ǇǊƻƧŜŎǘ ŜƴǘƛǘƭŜŘ ά/ƻƳǇŀǊŀǘƛǾŜ ŀƴŘ 

multidisciplinary analysis of the legal and illegal market and of measures to prevent addiction to gaming 

ƳŀŎƘƛƴŜǎέΣ ƭŀǳƴŎƘŜŘ ǘƘŜ ǇǊŜǾƛƻǳǎ ȅŜŀǊ ƛƴ ŎƻƭƭŀōƻǊŀǘƛƻƴ ǿƛǘƘ ƻǘƘŜǊ ŎƻƳǇŀƴƛŜǎ ƛƴ ǘƘŜ ǎŜŎǘƻǊ ŀǎ ǇŀǊǘ ƻŦ ǘƘŜ 

/ǳǎǘƻƳǎ ŀƴŘ aƻƴƻǇƻƭƛŜǎ !ƎŜƴŎȅΩǎ 5ŜǾŜƭƻǇƳŜƴǘ tƭŀƴΦ ¢ƘŜ ǇǊƻƧŜŎǘΩǎ ƎŜƴŜǊŀƭ Ǝƻŀƭ ǿŀǎ ǘƻ ŦǳǊǘƘŜǊ ŜƴǊƛŎƘ ǘƘŜ 

articulated, diversified information existing on legal gaming, illegal gaming, and on preventing addiction, with 

special reference to gaming machines, and collected contributions from prestigious research institutions and 

professional groups. More specifically, activities completed in 2018 included: 

¶ ǘƘŜ ŎǊŜŀǘƛƻƴΣ ǿƛǘƘ ǘƘŜ ά[¦L{{ DǳƛŘƻ /ŀǊƭƛέ ¦ƴƛǾŜǊǎƛǘȅΣ ƻŦ ŀ ǎǘǳŘȅ ƻƴ ǘƘŜ ǎƛȊƛƴƎ ƻŦ ƭŜƎŀƭ ƎŀƳƛƴƎΣ ōŀǎŜŘ ƻƴ ŀ 

composite model that associates the statistic-ŜŎƻƴƻƳƛŎ ƳŜǘƘƻŘ όǇŀǊǘƭȅ ŘŜǾŜƭƻǇŜŘ ōȅ aƛƭŀƴΩǎ /ŀǘǘƻƭƛŎŀ 

University) with the indirect MIMIC approach (multiple indicators, multiple causes) used to estimate 

underground gaming; 

¶ the creation, with experts specialised in the gaming sector, of an international comparative analysis of 

measures used to prevent pathological gaming, in order to identify the best practices adopted globally in 

gaming policies; 

¶ the creation, by the Eumetra research institute, of a qualitative-quantitative market survey on the 

potential impact of adopting new responsible gaming measures. 

New GDPR Regulations entered into force on 25 May 2018, resulting in a series of activities directed at 

implementing an adequate system of data protection. A preliminary analysis of policies and company 

documentation was undertaken, supplemented by interviews which targeted people identified as 

spokespeople. From this information, a mapping of the personal data handling processes and applicable 

support systems was undertaken, allowing an assessment of the theoretical risks present during such 

handling. In January 2018, an analysis was done on the primary compliance gaps that had emerged with 

ǊŜǎǇŜŎǘ ǘƻ ǘƘŜ wŜƎǳƭŀǘƛƻƴΩǎ ǊŜǉǳƛǊŜƳŜƴǘǎΦ ¢Ƙƛǎ ŀƴŀƭȅǎƛǎ ƭŜŘ ǘƻ ǘƘŜ ƛŘŜƴǘƛŦƛŎŀǘƛƻƴ ƻŦ он activities, which 

required intervention, in regards to the associated handling, systems and risks identified. Each activity was 

assigned two priority levels, a responsible area was identified, and references were provided for the 

associated GDPR article(s). The assignment of priority levels took into account assessment outcomes, 

differentiated penalty profiles established under the GDPR, increased external evidence of compliance, and 

efficiency in demonstrating compliance. 

A self-assessment model was then adopted related to the GDPR compliance component for IT, based on best 

practices indicated in the ENISA (European Network and Information Security Agency) handbook. This model 

allows to assess compliance to technological controls of reference on the information systems affected, and 

to adjust it in an ongoing improvement process, based on periodical risk assessments. 

As far as controlling reputational risk goes, the Company has prepared the following safeguard measures:  

¶ adopting a structured media monitoring process; 

¶ publishing a Sustainability Report, in addition to that required by Legislative Decree 254/2016, 

implementing Directive (EU) 95/2014 on non-financial information; 
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¶ reporting information to the Controls, Risks and Sustainability Committee on the subject of social 

responsibility; 

¶ Brand monitoring through web listening activities, in accordance with industry guidelines on 

communication/marketing. 

Reputational risk was also assessed in terms of defining a common brand identity τ both within the 

organisation (between the various Group companies) and outside the organisation (in terms of appropriate 

identification at the point of sale). A brand architecture project has been launched with this goal, and is still 

under development. 

The Group is also aware of the need to control reputational risk through rigorous selection procedures at the 

point of sale outlets, where behaviour may have important repercussions in terms of quality of service 

provided to the customer, and protection of the same. For this reason, a number of risk prevention measures 

were formalised from 2017 onwards, including: 

¶ conducting sales meetings for assigning rights to the point of sale outlets after specific control processes 

have taken place (for example, credit checks); 

¶ carrying out reference checks on the point of sale outlets after the initial contract phase. 

On the same topic of reputational risk related to point of sale outlets, Gamenet Group has also put into place 

measures to verify their compliance with legislative arrangements for the industry. They have done this with 

reference to local legislation by using specific contractual safeguards, and by monitoring that local legislation 

and developments in periodic meetings specifically for the purpose of monitoring regulatory compliance. 

3.1.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 
The Group reports on player protection using the following GRI standard indicators: 

V 418-1: Substantiated complaints concerning breaches of customer privacy and losses of customer data 

During the year, there were no substantiated complaints concerning breaches of customer privacy or losses 

of customer data. On the contrary, the company received some requests to access data from customers, 

which were managed and complied with in full, assisted by the DPO, in compliance with the conditions and 

terms of the regulations in force. To ensure the security of customer data, access to the reserved area of the 

Gamenet website takes place through an encrypted connection. Every access is tracked by the system, which 

shows the date and time of the last login. Activation of the gaming account takes place, after the gaming 

account has been accepted, only following verification of the validity of the data entered during registration, 

and is subject to reception within 30 days of a copy of an identity document consistent with registration data. 

In 2015, Intralot Italia, a Gamenet Group company, obtained ISO 27001 certification for its Information 

Security Management System (ISMS). This certification was renewed during the financial year and is valid 

until 18 July 2021, and applies solely to Intralot Italia. To date, the Group has not expressed any intention to 

extend this certification to other companies under the scope of the Group. 

V 419-1: Non-compliance with laws and regulations in the social and economic area 

During the financial year, the Company did not become aware of any significant breaches of rules or 

regulations in social or economic sectors. 

V 417-1: Requirements for product and service information and labeling 

Legal Decree no.158 of 2012 (converted into Law no.189 of 2012), the so called ά.ŀƭŘǳȊȊƛ 5ŜŎǊŜŜΣϦ 

introduced a prohibition against advertising games with cash prizes on television, in radio broadcasts, and at 

theatre or cinema performances open to minors (article 7). In addition, advertisements relating to games 

with cash winnings that incite or promote gaming and/ or betting, or include minors, or that do not highlight 

the risk of addiction are also prohibited from newspapers, magazines and other publications, television and 
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radio broadcasts, theatres and cinemas, as well as internet. Advertisements must publish in a clearly visible 

way the percentage probability of winning each game. 

In general, warnings about the risk of becoming addicted to playing games with cash prizes must be 

displayed, along with the relative probability of winning. Failure to do so bears an administrative fine of 

ϵ50,000, and the warning must be displayed on AWP games (άAmusement With Prizeέ), venues with VLT 

machines (άVideo Lottery Terminalέ), at the point of sale for bets on sporting events or other events, and on 

websites intended to offer games with cash prizes. Article 1, Paragraphs 937-940 of the Italian 2016 Stability 

Law (Law No. 208 of 2015) included further provisions regarding advertising. The 2018 Budget Act article 90 

refers to agreements reached between the Government, Regions and Local Authorities concerning the 

features of public gaming collection points, and also recognises additional restrictions on the distribution of 

such points and the possibility of reducing the number of hours that they are open to the public. 

Legal Decree no.87 of 12 July 2018 was converted with amendments into Law no.96 of 9 August 2018 (the 

so called Ϧ5ƛƎƴƛǘȅ 5ŜŎǊŜŜϦύ ǿƘƛŎƘ ŀƭǎƻ ƛƴǘǊƻŘǳŎŜŘ ŀ ōŀƴ ƻƴ άŀƴȅ ŦƻǊƳ ƻŦ ŘƛǊŜŎǘ ƻǊ ƛƴŘƛǊŜŎǘ ŀŘǾŜǊǘƛǎƛƴƎ ǊŜƭŀǘŜŘ 

to games or bets with cash winnings, regardless of the method or means by which they are advertised, 

including at any sporting, cultural or artistic event, via television or radio broadcasts, newspapers, magazines 

or publications in general, or on billboards, or the iƴǘŜǊƴŜǘέΦ The effects of these provisions are not yet visible 

over such a short term, as the ban does not apply to advertising agreements that were already in place at 

the time that the Decree entered into force. By implication, the consequences of the Dignity Decree will only 

become identifiable once such agreements cease to exist. 

Furthermore, the Dignity Decree provides for certain information obligations towards customers, in addition 

to those already provided for under the reforms known as the Balduzzi Decree (for which the ADM has 

provided a number of operational guidelines for licensees). In particular, article 9-bis paragraphs 4 and 5 

have expanded the requirement for displaying warning signs on VLT machines and in areas where AWP 

machines are present. 

For the purpose of facilitating compliance with the requirements that have been recently introduced, the 

Group has prepared dedicated information notices which have been made available in the login areas of 

company websites, and distributed throughout the company network. Furthermore, the Group continues to 

provide these notices to commercial partners on request. 

V 417-2: Incidents of non-compliance concerning product and service information and labeling 

During 2018, no incidents of non-compliance or significant sanctions were reported. 

V 417-3: Incidents of non-compliance concerning marketing communications 

During 2018, no incidents of non-compliance or significant sanctions were reported. 

Multi-ȅŜŀǊ ǇǊƻƎǊŀƳǎ ǿŜǊŜ ŎƻƴǘƛƴǳŜŘ ƛƴ нлмуΣ ŘŜƳƻƴǎǘǊŀǘƛƴƎ DŀƳŜƴŜǘ DǊƻǳǇΩǎ ŎƻƳƳƛǘƳŜƴǘ ǘƻ ǇǊƻƳƻǘƛƴƎ 

legal and responsible gaming behaviours. These programs are not part of the indicators that are accountable 

under the GRI standards, but they represent the group's direct commitment to safeguarding a risk that is 

specific to business operations. These programs deal with initiatives that are directed at preventing addictive 

and problematic gaming behaviours.  

Based on the Responsible Gaming Programme and in agreement with the Customs and Monopolies Agency, 

Gamenet Group has implemented a series of initiatives aimed at preventing compulsive gambling, including 

the provision of: training and refresher courses for all gaming hall employees; support, whether online or 

directly in gaming halls, for potentially problematic players and their families; and information on the risks 

associated with problematic gambling behaviour and how and where to find help. Moreover, with reference 

to the online gaming platforms, the Group has implemented a number of solutions to prevent compulsive 

gaming. These include the player limiting him/herself, the maximum amount for each single bet, for the daily 
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expenditure and the daily recharging of the account, as well as voluntary self-exclusion from gaming 

activities, which can be temporary or final. 

As started in 2014, Gamenet Group continued the ά{ŀŦŜǘȅ ½ƻƴŜέ ǇǊƻƧŜŎǘ via one of the companies that 
specialises in retail, advancing a program directed at preventing Problem Gambling. ά{ŀŦŜǘȅ ½ƻƴŜέ 
ŀŎŎǊŜŘƛǘŀǘƛƻƴ ŎŜǊǘƛŦƛŜǎ ǘƘŀǘ άǊŜǎǇƻƴǎƛōƭŜ ƎŀƳƛƴƎέ ǇǊƛƴŎƛǇƭŜǎ ƘŀǾŜ ōŜŜƴ Ǉǳǘ ƛƴǘƻ ǇƭŀŎŜ τ namely gaming that 
values the entertainment element and minimises side effects. This accreditation was awarded to three of 
the Group's most important company-owned venues by an independent third-party organisation, following 
specific information, training and testing activities involving all staff. This type of system for preventing 
problem gambling places particular attention on the age groups which are most at-risk (under 21s and over 
65s) and aims to identify players who are at risk and direct them to specialist care facilities. The principles of 
the system are brought together in a Policy Document, which has been approved by the Psychiatric 
Consultation Department of the Gemelli Teaching Hospital in Rome, and the process contributes to 
combatting illegal activities such as money laundering, usury and criminal infiltration. 

In order to expand the prevention of problem gaming activities to additional venues in the Gamenet network, 
at the end of 2018 a three-year agreement (from 2019 to 2021) was reached between Gamenet S.p.A. and 
the A. Gemelli University Teaching HospitalΩǎ IRCCS Foundation. The agreement, which is to be signed in the 
first half of 2019, provides for a) ongoing training and supervision of Gamenet Group staff b) an annual Open 
Day promotion dedicated to the problem gambling phenomenon, and hosted at Gamenet Group facilities 
which are identified as being must suitable for the event c) supervision of information material available 
inside the venue d) establishing clinical areas at the problem gambling outpatient clinic of the A. Gemelli 
University Teaching IƻǎǇƛǘŀƭΩǎ IRCCS Foundation, which are dedicated to any at-risk cases identified within 
the user area by Gamenet Group staff, along with a telephone line dedicated to venue customers which is 
aimed at a preliminary screening of any at-risk cases. 

Lƴ ǘƘŜ ǎŜŎƻƴŘ ƘŀƭŦ ƻŦ нлмуΣ ǘƘŜ DǊƻǳǇ ǇǊƻŘǳŎŜŘ ǇƻǎǘŜǊǎ ǿƛǘƘ ǘƘŜ ōǊŀƴŘ άwŜǎǇƻƴǎƛōƭŜ DŀƳƛƴƎέ and distributed 

them to all points of sale in the Intralot network. These posters were aimed at promoting the National 

Toll-Free Hotline for issues related to Gambling (Gambling Hotline). The service is run by the Better Health 

Institute, and is not only directed at allowing players to get in touch with industry professionals and ask for 

help, but is also open to anyone who wishes to receive information on the health services available for 

treating problem gambling. This includes information on services capable of managing socioeconomic 

problems and/or legal matters related to indebtedness, and can be reached on the regional toll-free numbers 

dedicated to the issue.  

In addition, Gamenet Group distributes a series of information materials throughout its network of sales 

points. Such materials include: 

information leaflets and illustrated cards 

promoting responsible gaming, 

ƛƴŎƭǳŘƛƴƎ ǘƘŜ ά¢Ŝƴ /ƻƳƳŀƴŘƳŜƴǘǎ ƻŦ 

wŜǎǇƻƴǎƛōƭŜ DŀƳƛƴƎέΤ information 

guides to help recognise problematic 

behaviour and identify signs of 

pathological gambling disorder; leaflets 

with details of nearby help centres; 

leaflets detailing the probability of 

winning the various games; posters 

prohibiting entry and gaming activities 

to minors; information leaflets regarding 

anti-money laundering and personal 

data legislation; and rules regarding 

video lotteries, betting and virtual 

games.  

Ten Commandments of Responsible Gaming 
1. Gambling is entertainment, not a way to make money. 

2. Only gamble with amounts that are within your financial means. 

3. Play just for the sake of the game and in full knowledge of the 

rules. 

4. Only gamble for the length of time that you set at the beginning 

and take a break when you have been gambling for too long. 

5. If you decide to stop or to gamble less, commit to doing so. 

6. 5ƻ ƴƻǘ ƎŀƳōƭŜ ǘƻ άǊŜŎƻǳǇ ƭƻǎǎŜǎέ ŀƴŘ ŀŎŎŜǇǘ ǘƘŜ ƻǳǘŎƻƳŜ ŀǎ ŀƴ 

expense of the entertainment. 

7. Do not borrow money to gamble. 

8. Do not overdo the frequency of your gambling and do not give 

up other leisure activities to focus on gambling. 

9. Do not lie to friends and family about the amounts that you 

spent on gambling. 

10. Do not treat gambling as a way of resolving issues and concerns 

and do not gamble while under the influence of alcohol or drugs. 
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Players also have access to a self-evaluation test, which is available both online and at the physical venue for 

ƭƻŎŀƭ ƎŀƳƛƴƎΦ ¢ƘǊƻǳƎƘ ŀ ǎŜǊƛŜǎ ƻŦ ǉǳŜǎǘƛƻƴǎ ŀōƻǳǘ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ƎŀƳōƭƛƴƎ ōŜƘŀǾƛƻǳǊ ƻǾŜǊ ǘƘŜ Ǉŀǎǘ 12 

months, the test allows customers to assess their personal gamer profile and raises awareness on the 

potential likelihood of their situation becoming problematic.  

3.2 SERVICE QUALITY 

3.2.1 RISKS IDENTIFIED 
The quality of Gamenet Group's service offering is a strategic lever for business development, but it also 

brings about a commitment to respond to the growing expectations and requirements of customers and the 

Regulatory Authority. If these needs were not satisfied in a timely manner, they could have a negative effect 

on the Group's operations and prospects in terms of economics, ownership and finance.  

In particular, the Company has identified the following risks: 

¶ unfair competition from illegal and unregulated gambling; 

¶ the continuing lack of harmonisation between national legislation and the various different, often 

restrictive, local regulations, which risk limiting the scope for legal gaming, leading to the risk that illegal 

gaming increases; 

¶ the rapid expansion of internet gaming (both from desktop and laptop computers), which may render the 

DǊƻǳǇΩs products obsolete and less desirable or require that the Group is forced to incur significant and 

on- going expenditures to update both its game catalogue and infrastructure to keep up with customer 

demand and preferences; 

¶ the possible future introduction of new gaming products offering higher payouts than VLTs, as this may 

attract customers that previously played games with a lower payout;  

¶ competition from other forms of gaming and entertainment such as television, Internet, social media and 

live eventsΣ ŀǎ ŀ ǊŜǎǳƭǘ ƻŦ ǿƘƛŎƘΣ ǘƘŜ DǊƻǳǇΩǎ ƎŀƳƛƴƎ ƻŦŦŜǊƛƴƎǎ Ƴŀȅ ƭƻǎŜ ǇƻǇǳƭŀǊƛǘȅΦ 

In addition, the Group must take into account both the strategies of its competitors and the preferences of 

its customer base, both of which are crucial in determining customer demand.  

3.2.2 POLICIES ADOPTED 
DŀƳŜƴŜǘ DǊƻǳǇΩǎ ǎǳŎŎŜǎǎ ƛƴ ǘƘŜ ǊŜƎǳƭŀǘŜŘ ƎŀƳƛƴƎ ǎŜŎǘƻǊ ŘŜǇŜƴŘǎ ƴƻǘ ƻƴƭȅ ƻƴ ƛǘǎ ŀōƛƭƛǘȅ ǘƻ ƻŦŦŜǊ ƛǘǎ ŎǳǎǘƻƳŜǊǎ 

attractive games, but also on its ability to offer a pleasant gaming experience. The professionalism and 

courtesy of its employees, the care and welcome offered in its gaming halls, the additional services offered 

and the reliability and safety of its (offline and online) gaming platforms are some of the unique features of 

ǘƘŜ DǊƻǳǇΩǎ ƻŦŦŜǊƛƴƎΦ  

¢ƘŜ DǊƻǳǇΩǎ ƻōƧŜŎǘƛǾŜΣ ǘƘŜǊŜŦƻǊŜΣ is to identify and satisfy present and future customer requirements in the 

gaming market. To this end, the Group has obtained, confirmed over the years and renewed in 2018 the UNI 

ISO 9001 certification. Currently the Group has certified gaming environments are as follows:  

¶ άLƳǇƭŜƳŜƴǘŀǘƛƻƴ ŀƴŘ ƳŀƴŀƎŜƳŜƴǘ ƻŦ ǘƘŜ ƴŜǘǿƻǊƪ ŦƻǊ ǘƘŜ ǘŜƭŜƳŀǘƛŎ ƳŀƴŀƎŜƳŜƴǘ ƻŦ ƭŜƎŀƭ ƎŀƳƛƴƎ 

ǘƘǊƻǳƎƘ ŜƴǘŜǊǘŀƛƴƳŜƴǘ ŘŜǾƛŎŜǎ ŀǎ ǿŜƭƭ ŀǎ ǊŜƭŀǘŜŘ ŀŎǘƛǾƛǘƛŜǎ ŀƴŘ ŦǳƴŎǘƛƻƴǎέΤ 

¶ έ{ǳǇǇƭȅ ŀƴŘ ƳŀƴŀƎŜƳŜƴǘ ƻŦ ƎŀƳŜǎ ǿƛǘƘ ŎŀǎƘ ǇǊƛȊŜǎΣ ŘƛǎǘǊƛōǳǘŜŘ ōƻǘƘ ǊŜmotely and through points of 

ǎŀƭŜΣ ŀǎ ǿŜƭƭ ŀǎ ǇǊƻŘǳŎǘƛƻƴ ŀƴŘ ŎƻƳǇŀƴȅ ƳŀƴŀƎŜƳŜƴǘ ǇǊƻŎŜǎǎŜǎέΦ 

In light of this certification, the Group designed and implemented a Quality Management System (QMS) in 

2008, which has since evolved into an Integrated Quality and Safety Management System (IMS) following the 

recent achievement of UNI EN ISO 45001:2018 certification on "Occupational health and safety management 
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ǎȅǎǘŜƳǎέ. This certification was issued by the international organisation Bureau Veritas, for focussing on 

satisfying the needs of interested parties, continuous improvement in performance, and maintaining 

compliance with industry standards.  

The IMS documentation is organised on the following levels: Quality and Safety Policy, which sets out the 

DǊƻǳǇΩǎ objectives and general commitments regarding regulatory compliance; the IMS Manual that explains 

how the Integrated Management System is organised, specifies the policies adopted and defines how the 

other IMS documents are to be used; Procedures, which describe the context and operational methods of 

the various activities; Operational Instructions, which are needed to implement the procedures; Forms and 

Records that provide evidence of the various actions taken in the IMS context.  

As part of the certification goals aimed at improving the quality and level of management, in March 2018 the 

subsidiary Intralot Italia S.p.A. renewed its ISO 27001:2013 certification for its Information Security 

Management System (ISMS), which it has held since 2015. The GoldBet company also renewed its ISO 

9001:2015 certification during the financial year. 

The Group believes that an effective policy on service quality cannot disregard a careful selection of supply 

chain management, so as to ensure that procurement is always in line with business needs. To this end, the 

Group has defined specific procedures for procurement, which include a rigorous process for approving 

suppliers, appropriate contractual standards and regular performance monitoring. 

3.2.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 
The indicators used to report actions taken with regard to service quality are the same as those used to 

report on the matters described above, namely: 

V 417-2: Incidents of non-compliance concerning product and service information and labeling 

During 2018, no incidents of non-compliance or significant sanctions were reported. 

V 417-3: Incidents of non-compliance concerning marketing communications 

During 2018, no incidents of non-compliance or significant sanctions were reported. 

V 419-1: Non-compliance with laws and regulations in the social and economic area 

During the financial year, the Company did not become aware of any significant breaches of rules or 

regulations in the social or economic area. 

Although not one of the standard GRI indicators, the Group's commitment to managing and continuously 

improving customer service is considered to be a rather significant display of ǘƘŜ DǊƻǳǇΩǎ ŀƳōƛǘƛƻƴ ǘƻ ǇǳǊǎǳŜ 

self-set strategies. Gamenet has developed a reporting system that provides constant monitoring of the 

metrics, flows and content of calls in such a way as to limit customer waiting time as far as possible, analyse 

service issues and make the experience positive. All operators can access the information required to ensure 

proper management of all requests for support. The Group has also undertaken a project for measuring the 

perceived quality of customer service for retail clients and consumers, as well as an additional investigation 

into the quality of service provided to the latter. In terms of perceived quality, the project involves telephone 

interviews with a structured questionnaire for customers who contacted the service in the previous week, 

along with in-depth qualitative interviews carried out by a psychologist. In terms of the quality of service 

ǇǊƻǾƛŘŜŘΣ ƳƻƴƛǘƻǊƛƴƎ ƛǎ ŎŀǊǊƛŜŘ ƻǳǘ ƻǾŜǊ ǘƘŜ ŀǊŎ ƻŦ ǘƘŜ ǿƘƻƭŜ ȅŜŀǊ ǳǎƛƴƎ ŀ άƳȅǎǘŜǊȅ ŎŀƭƭŜǊέ methodology. 

The Company believes that service quality must be pursued by creating a warm and attentive environment 

at the gaming venues of the Gamenet network, which also ensures that customers will have an enjoyable 

gaming experience overall. The geographical areas where to open the halls are identified after a thorough 

analysis of the social and urban context of the specific district, with assessments about security and proximity 

to sensitive locations, and in collaboration with representatives of the local institutions. Customer care is also 
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ensured by the professionalism of the Group employees, who receive periodic training and refresher courses 

on managing gaming related problems, anti-money laundering, new products and updates to gaming 

platforms, to create positive gaming and entertainment experiences. 

¢ƘŜ DǊƻǳǇΩǎ Ǉƻƛƴǘ-of-sale network is characterised by a range of distribution formats and distinctive brands. 

The Gamenet Entertainment gaming venues are original and unique environments, each one with its own 

identity, but with all venues united under the high-quality standards guaranteed by Gamenet Group.  

²ƛǘƘ ǘƘŜ ά9ƴƧƻȅ ǘƘŜ DŀƳŜέ ōǊŀƴŘΣ Gamenet Group identifies high-level halls in its network, selected from 

the best halls and setting a benchmark in providing a full range of quality games and services. 

Through its subsidiary, Billions Italia S.r.l., Gamenet also manages large halls with a high level of service, 

characterised by an appealing style based on a balanced mix of entertainment and gaming. 

The sales points managed by Intralot Italia and GoldBet are split between shops and corners. The shops are 

environments that are dedicated exclusively to gaming and betting. They are equipped with innovative 

equipment and ground-breaking technology, and are designed to be meeting places for fans and experts, 

where customers Ŏŀƴ ŜȄǇǊŜǎǎ ǘƘŜƛǊ Ǉŀǎǎƛƻƴ ŦƻǊ ǘƘŜ ǎǇƻǊǘΦ ²ƘŜǊŜŀǎ ǘƘŜ άŎƻǊƴŜǊǎέ ŦƻǊ ǎǇƻǊǘƛƴƎ ŜǾŜƴǘǎ ŀƴŘ 

horse races tend to be set up in more confined spaces within other businesses (bars, newsagents, shopping 

centres, etc.). These corners guarantee equally high standards in terms of games offered, technological 

presence, service levels, security and customer focus. 

The Group's online offering is characterised by a strong technological presence, along with maximum security 

standards for protecting and transmitting data. It relies on a complete and innovative portfolio for remote 

gaming, accessed via the internet, or by using the dedicated app for smartphones and tablets. Furthermore, 

Gamenet Group only relies on international level partners for their own online offering, so that they are able 

to offer not only the games and most popular content, but also the most secure and reliable platforms. 

During 2018, the IT Security function conducted a cyber security assessment of the Gamenet IT 

infrastructure, based on the National Cyber Security Framework created by the Centre of cyber intelligence 

of the Sapienza and the National Inter-University Consortium for Information Technology (CINI) adopting the 

NIST (National Institute of Standards and Technology) framework standards. In fact, the framework provides 

organisations with a uniform approach to handling the complex issue of security in cyber-space, in order to 

prevent IT threats and reduce the risk related to them. That assessment enabled identification of a 

remediation plan to raise the level of infrastructure maturity from a cyber security perspective, which is 

performed periodically in order to guarantee constant improvement. 

3.3 SUPPORTING THE COMMUNITY 

3.3.1 RISKS IDENTIFIED 
The main risk identified with regard to relations with the local community is in respect of the evolving 

negative public perception of the regulated gaming sector, as described in Section 3.1 above in relation to 

player protection and legal and responsible gaming.  

As noted above in Section 3.1, notwithstanding the fact that such perception is not directly linked to Gamenet 

DǊƻǳǇΣ ƛǘ ŎƻǳƭŘ ƘŀǾŜ ŀ ƳŀǘŜǊƛŀƭ ŀŘǾŜǊǎŜ ŜŦŦŜŎǘ ƻƴ ǘƘŜ DǊƻǳǇΩǎ ōǳǎƛƴŜǎǎΣ ǊŜǇǳǘŀǘƛƻƴ ŀƴŘ ǊŜƭŀǘƛƻƴǎ ǿƛǘƘ 

stakeholders. 

Given the company's commitments in the field of sponsorshiǇ ŀƴŘ ǇŀǊǘƴŜǊǎƘƛǇΣ ǘƘŜ ά{ǘǊŀǘŜƎƛŎέ Ǌƛǎƪ ŎŀǘŜƎƻǊȅ 

is considered to be an area of specific risk for managing sponsorship. In particular, it was considered that 
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there may be a risk of inadequately assessing and managing commercial partnerships, such as a failure to 

check the other party in terms of reputation for example, or conflict of interest. 

3.3.2 POLICIES ADOPTED 
With the objective of forming stakeholder relationships based on mutual trust, the Group is committed to 

actively promoting quality of life, the socio-economic development, the protection of the cultural heritage 

of the local communities where it operates and the development of human capital and local capacity, while 

at the same time conducting its business in ways that are compatible with fair and proper business practice 

and economic development.  

To this end, the Group promotes transparency in all its dealings with local communities (in particular with 

regard to those matters of most concern to them) and engages in ongoing dialogue with both local 

communities and regulatory authorities so that the gaming experience offered is sustainable from a local 

and social viewpoint. In identifying partners, organisations and associations to sponsor, the Company 

practices a careful quality selection process for stakeholders, by applying specific procedures for managing 

sponsorships, having marketing initiatives approved by the CEO, and by formalising sponsorship contracts. 

3.3.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 
The Group is not required to track indicators reporting on operations in respect to supporting the 

community. Nonetheless, the Group has demonstrated an active commitment over the years, and has 

confirmed this commitment in 2018 by offering services to the community in addition to those that are 

ǘȅǇƛŎŀƭ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ƳƛǎǎƛƻƴΦ  

The Group contributes to generating value for the community through payment of gaming-sector specific 

taxes, which ƘŀǾŜ ŀ ǎƛƎƴƛŦƛŎŀƴǘ ƛƳǇŀŎǘ ƻƴ ǘƘŜ /ƻǳƴǘǊȅΩǎ ǘŀȄ ǊŜǾŜƴǳŜǎ, in addition to taxes and income taxes 

for the fiscal year and local taxation (totalling, as of 2018, more than 755 million euros). For further 

information on the contribution to general tax revenues, please see the Explanatory Notes to the 

Consolidated Financial Statements of Gamenet Group S.p.A. 

In 2018, the Group has continued supporting the Telethon foundation with a donation, after having actively 

participated for years in its initiatives to raise awareness and collect funds to help scientific research to 

develop effective treatments and therapies against genetic diseases. Among the Telethon campaigns 

supported by the Group, through donations and with the involvement of its points of sale, its online gaming 

ǇƻǊǘŀƭǎ ŀƴŘ ǎƻŎƛŀƭ ŎƘŀƴƴŜƭǎΣ ŀǊŜ ǘƘŜ ά²ŀƭƪ ƻŦ ƭƛŦŜέ ŀƴŘ ǘƘŜ ŀƴƴǳŀƭ ŎŀƳǇŀƛƎƴ άLƭ ƎƛƻŎƻ Ŧŀ Ǌƻǘǘŀ ǎǳƭƭŀ ǊƛŎŜǊŎŀέ 

(Gaming targets research), which since 2005 has enabled the collection of almost Euro 6 million to be 

destined to scientific research thanks to the involvement and solidarity of Gamenet Group and of all the most 

important players in the sector of legal public gaming. 

Similarly, in 2018 the Group continued its commitment to assist communities that were victims of the 

earthquake that struck central Italy in 2016, particularly in regards to reconstructing the "Don Giovanni 

Minozzi" children's playground in the municipality of Amatrice. The playground was returned to the 

community on 12 May 2018, thanks to the contributions of Gamenet Group and other companies in the 

gaming industry. The park is located near the temporary council headquarters, where the operations centre 

was established during the earthquake emergency. Along with the other public assets, which are slowly being 

returned to residents, such as the municipal soccer field and sporting arena, the park is a small step forward 

in the path of rebirth for Amatrice, and Gamenet Group is proud to have been part of that process. 

Furthermore, during 2018 Gamenet Group embarked on a path to support the Italian Environment Fund FAI, 

by joining their corporate membership program τ Corporate Golden Donor. This decision to support 

ŜȄŎŜƭƭŜƴŎŜ ŜƴƘŀƴŎŜǎ ǘƘŜ ŎƻƳǇŀƴȅΩǎ ƛƳŀƎŜ ŀƴŘ ŎƻǊǇƻǊŀǘŜ ƛŘŜƴǘƛǘȅΣ ŘƛǎǘƛƴƎǳƛǎƘƛƴƎ ǘƘŜ ƎǊƻǳǇ ŦƻǊ ƛǘǎ ƭŜǾŜƭ ƻŦ 

care and concrete commitment to the arts, culture and Italian landscape.  
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And finally, prior to its acquisition by Gamenet Group, the subsidiary GoldBet S.r.l. sponsored the 

GoldBet BITS Festival τ an important event organised by the not-for-profit organisation BITS. The event 

received patronage from the Salerno City Council, and in collaboration with the Campania Region, the 

Department for Equal Opportunity and Training. This initiative, whose acronym stands for άBasketball in the 

Streetέ, is now in its sixth year and was held from 12 to 15 July, to the backdrop of the Piazza Salerno Capitale. 

The festival was completely free of charge, offering attractions and musical entertainment, as well as cultural 

and sporting events in the street. It was very well received, especially by young people. The rollout of the 

event in 2018 sought to strengthen ties with the local area, including an appreciated esteem for local food 

and drink. 
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4 PERSONNEL MANAGEMENT 

4.1 RISKS IDENTIFIED 
The quality of human capital represents a strategic resource for Group prospects, which is largely dependent 

ƻƴ ǘƘŜ /ƻƳǇŀƴȅΩǎ ŦƛƴŀƴŎƛŀƭ ǎǳǎǘŀƛƴŀōƛƭƛǘȅΦ From a personnel management viewpoint, a potential risk is related 

to dependence on key personnel: if any of these were to terminate their relationships with the Group, they 

should be promptly replaced with other professionals capable of making comparable contributions to the 

business. However, the company has taken steps to mitigate this risk through specific assesment of potential 

and stability pacts. 

DƛǾŜƴ ǘƘŜ DǊƻǳǇΩǎ ōǳǎƛƴŜǎǎ ƳƻŘŜƭΣ ǘƘŜǊŜ ŀǊŜ ƴƻ ǎƛƎƴƛŦƛŎŀƴǘ ǿƻǊƪǇƭŀŎŜ ƘŜŀƭǘƘ ƻǊ ǎŀŦŜǘȅ ǊƛǎƪǎΣ ǿƛǘƘ ǘƘŜ 

exception of certain risks related to the 401-2 indicator of the GRI Standards that are linked to specific, 

limited professional categories.  

In tƘŜ άRegulatory /ƻƳǇƭƛŀƴŎŜέ wƛǎƪ !ǊŜŀ, ǘƘŜ Ǌƛǎƪ ƻŦ άƛƴŀŘŜǉǳŀǘŜκǇŀǊǘƛŀƭ ŎƻƳǇƭƛŀƴŎŜ ǿƛǘƘ ƭŜƎƛǎƭŀǘƛǾŜ 

ŀǊǊŀƴƎŜƳŜƴǘǎ ŦƻǊ ƻŎŎǳǇŀǘƛƻƴŀƭ ƘŜŀƭǘƘ ŀƴŘ ǎŀŦŜǘȅέ is taken into account.  

4.2 POLICIES ADOPTED 
The Group has no specific policies on this issue; however, it has developed a structured series of standards, 

instructions and provisions, which are found in its Code of Ethics, which take the form of formalized 

personnel management procedures. 

In line with those guidelines, Gamenet Group works to overcome any kind of discrimination, corruption, 

exploitation of child or forced labour and, more generally, to promote dignity, health, freedom and equality 

of workers, in compliance with the Universal Declaration of Human Rights (in particular Art. 23, 24 and 25), 

the fundamental Conventions of the International Labour Organization and the OECD Guidelines. 

To remain competitive in a continually evolving market, it is necessary to recognise and develop the potential 

of employees, through career plans that include specific development and qualification programmes. 

Honesty, loyalty, ability, professionalism, reliability, technical expertise and commitment are among the key 

characteristics required to achieve the GrouǇΩǎ ƻōƧŜŎǘƛǾŜǎ ŀƴŘ ŀǊŜ ǘƘƻǎŜ ǘƘŀǘ ǘƘŜ DǊƻǳǇ ǊŜǉǳƛǊŜǎ ƻŦ ƛǘǎ .ƻŀǊŘ 

Members, Statutory Auditors, Employees and contractors. 

¢ƘŜ DǊƻǳǇΩǎ Iw ƳŀƴŀƎŜƳŜƴǘ ǇƻƭƛŎƛŜǎ ŀǊŜ ǘƘŜǊŜŦƻǊŜ ŀƛƳŜŘ ŀǘ ŎǊŜŀǘƛƴƎ ŀƴ ŜƴǾƛǊƻƴƳŜƴǘ ƛƴ ǿƘƛŎƘ ŜŀŎƘ 

individual feels motivated and is able to express his/her potential through professional growth, while working 

ǘƻǿŀǊŘǎ ŀŎƘƛŜǾŜƳŜƴǘ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ƻōƧŜŎǘƛǾŜǎΦ  

In accordance with the applicable legal provisions, including in particular Legislative Decree No 81/2008 and 

other relevant provisions, the Group undertakes to safeguard the health of workers, introducing all necessary 

and appropriate measures in line with the best technical and scientific know-how in order to guarantee 

workplace compliance with the highest standards in matters of health and safety. The Group promotes and 

consolidates a safety culture based on protecting the health of workers in the workplace, developing an 

awareness of risks and promoting responsible behaviours on the part of all employees and/or contractors. 
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4.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 

4.3.1 EMPLOYMENT 
The Group reports on actions taken in relation to recruitment and personnel management using the 

following indicators: 

V 102-8: Information on employees and other workers 

In 2018, the Group recorded a 27% increase in headcount compared to the 2017 figures, primarily due to 

the acquisition of subsidiary GoldBet S.r.l. At the close of 2018, this represented a staff of 148 employees, 

made up of 99 men and 49 women. The following table provides a breakdown of total employee numbers 

as of the reporting date (December 31, 2018) by gender and age group. As indicated below, the total 

workforce for all companies in the Group is shown to have been 754 employees in 2018, of which 38% were 

female. 

Gamenet Group consolidated 

 2018 Total % +/- 2018 vs 2017 2017 

Total number of employees by 
gender* 

Men Women Total 
Including 
GoldBet 

Excluding 
GoldBet 

Men Women Total 

No. units 469 285 754 +27% +2% 366 227 593 

By professional category         

Executives 26 7 33 +27% 0.0 22 4 26 

Middle managers 56 16 72 +29% 0.0 42 14 56 

White collars 306 216 522 +31% -1% 225 175 400 

Blue collars 81 46 127 +14% +13.5% 77 34 111 

         

By age group Men Women Total   Men Women Total 

<= 29 years old 74 49 123 +37% -3% 50 40 90 

30 -50 years old 341 214 555 +28% +3% 264 169 433 

Over 50  54 22 76 +9% +3% 52 18 70 

         

By contract type Men Women  Total   Men Women Total 

Permanent contract  422 240 662 +31% +2% 318 189 507 

Fixed term or temporary contract  47 45 92 +7% -1% 48 38 86 

         

By type of employment         

Full-time 452 253 705 +27% +2% 357 200 557 

Part-time 17 32 49 +36% 0,0 9 27 36 

*Employees (executives, middle managers, white-collar, blue-collar) as of the end of period reporting date 

 

V 401-1: New employee hires and employee turnover 

In order to encourage staff retention, Gamenet Group has decided to invest in training by selecting courses 

directed at supporting the process of continuous professional development. The project, which was launched 

this year, has seen its first participants coming from different business lines. Online training courses were 

also provided, delivered as e-learning modules. 

The following table provides a breakdown of Group company new hires and leavers during 2018, by gender 

and age:  
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Gamenet Group consolidated 

 31/12/2018 31/12/2017 

No. units Men Women Total Men Women Total 

Number of employees hired during the reference period, by age 
group 

99 82 181 130 89 219 

<= 29 years old 24 28 52 14 20 34 

30 -50 years old 68 49 117 102 67 169 

Over 50  7 5 12 14 2 16 

Number of employees who left the Group during the reference 
period, by age group 

85 67 152 102 71 173 

<= 29 years old 14 20 34 3 12 15 

30 -50 years old 62 43 105 88 55 141 

Over 50  9 4 13 11 4 15 

 

The following ǘŀōƭŜ ǇǊƻǾƛŘŜǎ ŘŜǘŀƛƭǎ ƻƴ ƴŜǿ ƘƛǊŜǎ ŀƴŘ ƭŜŀǾƛƴƎ ŜƳǇƭƻȅŜŜǎΩ ǘǳǊƴƻǾŜǊ ŘǳǊƛƴƎ нлмуΣ ōȅ ƎŜƴŘŜǊ 

and age group. Staff turnover expresses the ratio between the sum of new hires and leavers during the year 

and the average number of employees present as of the end of the year. 

Gamenet Group consolidated 

% Values  31/12/2018 31/12/2017 

Employee turnover rate Men Women Total Men Women Total 

Hires by age group        

<= 29 years old 32% 57% 42% 28% 50% 38% 

30 -50 years old 20% 23% 21% 39% 40% 39% 

Over 50  13% 23% 16% 27% 11% 23% 

Leavers by age group       

<= 29 years old 19% 41% 28% 6% 30% 17% 

30 -50 years old 18% 20% 19% 33% 33% 33% 

Over 50  17% 18% 17% 21% 22% 21% 

 

V 401-2: Benefits provided to full-time employees that are not provided to temporary or part-time employees  

Gamenet Group ŎƻƴǎƛŘŜǊǎ ǘƘŜ /ƻƳǇŀƴȅΩǎ ǿŜƭŦŀǊŜ ǇƻƭƛŎȅ ǘƻ ōŜ ŀ ǎǘǊŀǘŜƎƛŎ ŎƻƳǇƻƴŜƴǘ ƻŦ personnel 

management. The company welfare system, which is fully integrated with the provisions of Group and 

national collective agreements, offers all employees, both full-time and part-time, flexibility solutions such 

as leaves, flexible working hours as well as additional benefits, including:  

¶ paid leave of up to 4 hours in any given day for medical visits to public structures; 

¶ parking spaces reserved for pregnant employees with the aim of facilitating their movements and making 

it easier to reach the workplace during pregnancy; parking spaces for disabled people and shift workers; 

¶ supplementary insurance for occupational injuries, reserved for employees who perform (unarmed) 

collection activities throughout Italy;  

¶ parental leave for fathers, which allows them to stay at homŜ ŦƻǊ о Řŀȅǎ ŦƻƭƭƻǿƛƴƎ ǘƘŜ ŎƘƛƭŘΩǎ ōƛǊǘƘΦ 

¶ granting part-time hours; 

¶ extending meal vouchers to other companies in the group; 

¶ deals with sports centres and gyms for employee wellbeing. 
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In order to permit greater comfort and benefits from Work in Team, Gamenet Group decided to undertake 

a company relocation and move the principal companies in the group to a single location, at Via degli 

Aldobrandeschi. The location makes available to all staff, both full-time and part-time, a fully-featured new 

fit-out, with a high-quality staff cafeteria, great parking, and a shuttle bus to facilitate transfers. For obvious 

logistics and organisational matters, the relocation took place in a gradual manner. Planning and notification 

took place sufficiently in advance of the actual removal dates for each department, so as to create as little 

discomfort as possible. On moving days at the new facility, the Human Resources & Organization Division 

took care of welcoming employees, waiting to greet them with a reception breakfast and a ά²ŜƭŎƻƳŜ Yƛǘέ 

consisting of a backpack, calendar and other personalised work tools. Work at the new centre is characterised 

by flexible start times, between 8:00am and 9:45am, to allow staff a stress-free commute to the new 

workplace. Furthermore, in order to facilitate transfers to the new location, a shuttle bus has been 

commissioned to enable employees to reach the workplace without using a car, and which guarantees 

coverage at peak hour for arrivals and departures. As far as the quality of services offered by the new venue 

goes, the feedback registered by employees has been very positive. 

V 401-3: Parental leave 

In accordance with national labour agreements, all employees who take parental leave return to the 

workforce at the end of such leave (any separations are wholly voluntary); as a result, the rate of return of 

employees to Group companies following parental leave is 100%. For information completeness, please note 

that 49 employees took advantage of parental leave during 2018, of which 39 were women and 10 were 

men. During the financial year, 47 employees returned to work after a parental leave period, of which 38 

were women and 9 were men. All those who took advantage of parental leave during 2017, were found to 

still be employed at the close of 2018. 

4.3.2 EMPLOYEE TRAINING AND DEVELOPMENT 
The Group believes employee training and the development of highly qualified and specialised professional 

profiles to be one of its fundamental key success factors. For this reason, Gamenet Group promotes specific 

training courses for the gaming market, organised in collaboration with the most important entities in the 

sector. 

In the specific context of management training, Gamenet offers various company managers the opportunity 

to consolidate and perfect their skills and abilities in the following areas: managing partnerships, workgroups, 

leadership and professional cooperation; conflict management & leadership; effective communication & 

public speaking; and project & workgroup management. 

5ǳǊƛƴƎ нлмуΣ ǘƘŜ /ƻƳǇŀƴȅ ƛƴǾŜǎǘŜŘ ƛƴ ǘƘŜ ŎǊŜŀǘƛƻƴ ƻŦ ŀ ǎǘŀŦŦ ŜǾŀƭǳŀǘƛƻƴ ǇƭŀǘŦƻǊƳ ŎŀƭƭŜŘ άbŜȄǘ tŜǊŦƻǊƳŀƴŎŜέ. 

This platform is entirely dedicated to development and professional growth for the Group's human 

resources, and the goal of the project is to direct resource development process on three axes τ training, 

horizontal mobility, and vertical mobility. It includes all Group staff regardless of their level and position in 

the company. For 2018, the staff evaluation project involved a total of 617 employees, and it is planned to 

extend the project to the newly acquired companies in 2019. 

Support for educational activities was also extended to family members of staff by awarding 15 scholarships 

ŦƻǊ ǘƘŜ ά.Ŝǎǘ ǊŜǇƻǊǘ ŎŀǊŘ ƻŦ ǘƘŜ ȅŜŀǊ нлмтκнлмуέ ǘƻ ǎǘǳŘŜƴǘǎ ǿƘƻ ŀŎƘƛŜǾŜŘ ǘƘŜ ƘƛƎƘŜǎǘ ŀǾŜǊŀƎŜ ƎǊŀŘŜ 

compared to their peers in the same curriculum. 

The Group has also planned to launch, in the first few months of 2019, a basic IT security course to be 

delivered to all employees in e-learning mode, in order to increase security awareness within the company, 

encourage greater awareness on the use of IT technologies available in the workplace, and assist employees 

ƛƴ ŘŜǾŜƭƻǇƛƴƎ ƎǊŜŀǘŜǊ ŀōƛƭƛǘȅ ǘƻ ƛŘŜƴǘƛŦȅ ŀƴŘ ŀǾŜǊǘ ǇƻǘŜƴǘƛŀƭƭȅ ŘŀƳŀƎƛƴƎ ŀŎǘƛƻƴǎ ŦƻǊ ǘƘŜ ŎƻƳǇŀƴȅΩǎ ŜƴǘƛǊŜ L¢ 

system. 
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The Group reports on actions taken in relation to employee training and development using the following 

indicators:  

V 404-1: Average hours of training per year per employee 

The following table shows aggregate figures for all Group companies relating to: total hours of training 

provided, by recipient employee gender and age group; total number of employees by category; and average 

hours training received by each employee. 

Gamenet Group consolidated 

  2018 2017 

Total hours of training, by employee category Unit Men Women Total Men Women Total 

Executives hours 107 32 139 144 16 160 

Middle managers hours 359 69.5 428.5 26 0 26 

White collars hours 900.5 463 1,363.5 449 453 902 

Blue collars hours 454 140 594 123 79 202 

Total hours 1,820.5 704.5 2,525 742 547 1,289 

        

Average hours of training, by employee category Unit Men Women Total Men Women Total 

Executives hours/employee 4.1 4.6 4.2 7 4 6.2 

Middle managers hours/employee 6.4 4.3 6.0 0.6 0 0.5 

White collars hours/employee 2.9 2.1 2.6 2 2.6 2.3 

Blue collars hours/employee 5.6 3.0 4.7 1.6 2.3 1.8 

Total hours/employee 3.9 2.5 3.3 2 2.4 2.2 

 

V 404-2: Programs for upgrading employee skills and transition assistance programs 

An industry with rapidly evolving policies and technology requires constant refresher training to maintain 

professional standards that are sufficient to the needs of the business. In addition to training and refresher 

courses for the Group internal staff, Gamenet provides courses for the opening and management of VLT 

gaming halls, as well as specific training for gaming-hall staff and the GroǳǇΩǎ ōǳǎƛƴŜǎǎ ǇŀǊǘƴŜǊǎ ŦƻŎǳǎŜŘ ƻƴ 

cash desk and gaming hall-terminals management, as well as courses for technical staff dedicated to the 

installation and maintenance of VLTs. 

Retailers and hall operators are also provided with a range of training opportunities on numerous issues, 

including: 

¶ general start-up training on all products, the player, and business management and accounting; 

¶ refresher courses on specific gaming products, such as horse racing betting or VLTs; 

¶ courses (which are also delivered using e- learning tools) on anti-money laundering policy and controls to 

support proper management of the payment of winnings from VLTs and bets; and 

¶ specific refresher courses on responsible gaming and combating pathological gambling, in support of the 

άtǳƴǘƻ {ƛŎǳǊƻέ ŎŜǊǘƛŦƛŎŀǘƛƻƴΦ 

4.3.3 WORKPLACE HEALTH AND SAFETY 
The Company dedicates a great deal of attention to the topic of Health and Safety, making it the subject of 

investment and training. In 2018, Gamenet Group decided to grant an ad hoc allowance to people involved 

with OHS (staff emergency team, first aid, etc.), along with careful and continuous training for staff involved, 

and indeed all staff, under the scope of applying Legislative Decree 81/08. 

Gamenet is one of the first companies in Italy to have obtained the UNI ISO 45001 certification for 

άhŎŎǳǇŀǘƛƻƴŀƭ ƘŜŀƭǘƘ ŀƴŘ ǎŀŦŜǘȅ ƳŀƴŀƎŜƳŜƴǘ ǎȅǎǘŜƳǎέΣ ǿƛǘƘ ǘƘŜ ƛƴǘŜǊƴŀǘƛƻƴŀƭ ŀƎŜƴŎȅ .ǳǊŜŀǳ ±ŜǊƛǘŀǎ 
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awarding the certification just nine months after the standard was released. The goal is to reduce the number 

of accidents and increase staff wellbeing, by raising the overall level of organisational understanding and 

culture on health and safety at work. This will be achieved by distinguishing elements such as: greater 

involvement on OHS issues at all business levels; active participation in improving working conditions; more 

careful management of procurement processes and outsourcing with particular reference to safety; and 

defining of specific processes for change management, be it organisational or technological. 

A number of safety courses were provided throughout the financial year, with particular emphasis placed on 

first aid and related refresher training, fire safety procedures (medium risk and high risk), training and 

refresher training for OHS representatives, training for managers, and e-learning training courses. 

The Group reports on actions taken in relation to workplace health and safety using the following indicators: 

V 403-2: Types of injury and rates of injury, occupational diseases, lost days, and absenteeism, and number 

of work-related fatalities 

During 2018, no work-related fatalities or occupational diseases were reported. The following table shows 

aggregate figures for all Group companies relating to: the number of hours actually worked and total working 

hours; the number of working days; number and rate of injuries recorded during the reference period and 

number of days lost; the lost day through injury rate; and the number of days lost due to employee absence 

and the rate of absenteeism.  

Gamenet Group consolidated 

  2018 2017 

Employees ς Injuries, illness, days lost and 
absenteeism 

Unit Men Women Total Men Women Total 

Number of hours actually worked in the 
reference period  

hours 816,954 454,182 1,271,136 595,982 324,819 920,800 

Total working hours in the reference period   hours 950,393 568,584 1,518,977 714,706 418,400 1,133,106 

Working days in the reference period  days 121,229 75,792 197,021 90,158 54,183 144,341 

Total number of injuries recorded1  No. 11 2 13 8 1 9 

Injury Rate2  2.69 0.88 2.05 2.68 0.62 1.95 

Days lost No. 302 10 312 265 5 270 

Lost Day Rate3  73.39 4.40 49.09 88.93 3.08 58.64 

Absentee days lost No. 2,619 1,930 4,549 2,133 3,239.5 5,372.5 

Absenteeism rate4  2.16% 2.55% 2.31% 2.37% 5.98% 3.72% 

4.3.4 EQUAL OPPORTUNITIES AND DIVERSITY 
In line with the standards established by the Code of Ethics under the scope of protecting human dignity, 

Gamenet Group began planning a series of meetings during the financial year, aimed at promoting the 

creation of a healthy work environment and directed towards having deep respect towards each and every 

worker. The first topic to be addressed at these meetings, scheduled for 2019, is that of harassment. The 

goal in tackling this topic is to provide participants with the tools to recognise and prevent problematic 

behaviour, by putting measures in place for protecting and defending anyone who may be exposed to this 

type of behaviours. 

Activities relating to managing equal opportunity and diversity are reported by the Group using the following 

indicators: 

                                                             
1 Given the nature of the services offered by the Group, the injuries recorded do not present with any special features and are not serious.  
2 Injury rate is calculated by dividing the number of injuries recorded by the number of hours worked during the reference period, times 200,000. 
3 The lost day rate is calculated by dividing the total number of days lost through injury by the number of hours worked during the reference period, times 200,000. 
4 Effective days of absenteeism expressed as a percentage of total workable days. 
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V 405-1: Diversity of governance bodies and employees 
 

Gamenet Group consolidated 

  2018 2017 

  Men Women Total Men Women Total 

Total headcount by gender Unit 97 46 143 97 35 132 

Board of Directors No. 68 10 78 66 8 74 

Board of Statutory Auditors  21 23 44 25 15 40 

Supervisory Board  8 13 21 6 12 18 

Total headcount by age bracket Unit 97 46 143 97 35 132 

<= 29 years old No. 5 - 5 2 11 13 

30 -50 years old No. 55 43 98 59 15 74 

Over 50  No. 37 3 40 36 9 45 

 

With regard to employee diversity, see the table included under disclosure 102-8 in Section 4.3.1. 

V 405-2: Ratio of basic salary and remuneration of women to men 

The following table shows the gender pay gap between male and female employees of the Group, calculated 

as an arithmetic average of salaries for each of the individual Group companies in 2017 (column three). The 

same calculation was repeated in 2018 in order to allow a year-on-year comparison (column two). However, 

the calculation of an arithmetic average does not take into account the different number of personnel in 

each company, so a calculation of weighted average was also performed for 2018 by taking into account the 

number of personnel in each of the different companies (column one). This weighted average shows a more 

accurate pay gap ratio than the previous method, however it cannot be used for comparing like with like for 

the previous financial year.  

 Gamenet Group consolidated 

 Weighted average Arithmetic average 

 2018 2018 2017 

Executives 97 92% 85% 

Middle managers 93 89% 94% 

White collars 92 87% 90% 

Blue collars 84 78% 88% 
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5 COMPLIANCE WITH ANTI-CORRUPTION AND ANTI-MONEY 

LAUNDERING LEGISLATION 

5.1 RISKS IDENTIFIED 
¢ƘŜ ŦƻƭƭƻǿƛƴƎ ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ŀŎǘƛǾƛǘƛŜǎ ŀǊŜ ǇƻǘŜƴǘƛŀƭƭȅ ǎǳōƧŜŎǘ ǘƻ ǘƘŜ Ǌƛǎƪ ƻŦ ŎƻǊǊǳǇǘƛƻƴ ŀƴŘ money 

laundering: 

¶ the management of financial flows and transactions, with particular regard to intercompany transactions, 

the maintenance of accounting records and the preparation of monthly financial accounts and 

consolidated financial statements; 

¶ procurement; 

¶ relations with institutions and public entities; 

¶ recruitment and personnel management; 

¶ the organisation of events and trade shows, sponsorship and advertising, gifts and entertainment 

expenses and hospitality; 

¶ corporate matters; 

¶ retail and business activities. 

5.2 POLICIES ADOPTED 
The companies of Gamenet Group that operate public games are subject to the requirements in Italian 

Legislative Decree no. 231/2007 as amended and supplemented concerning anti-money laundering and 

counter-terrorism financing. In this regard, the Group has established specific procedures to ensure 

regulatory compliance, including: 

¶ the identification and verification of customers; 

¶ the registration and maintenance of data and relevant supporting documentation; 

¶ ongoing monitoring of compliance with procedures; 

¶ ongoing monitoring of the safeguards put in place to identify suspicious transactions; 

¶ actively cooperating with Italy's Financial Intelligence Unit and other competent Authorities; 

¶ ongoing awareness raising with partners regarding anti-money laundering and measures to counter 

terrorist financing; 

¶ the ongoing training of the supply chain. 

The Group has adopted a formal internal Anti-Money Laundering (AML) Procedure, which brings together 

and governs the detailed set of procedures that interested parties are required to comply with regarding the 

prevention and detection of illegal money laundering. The document defines roles and responsibilities, tasks 

and procedures to mitigate and manage the risk that the financial systems surrounding gaming, the physical 

betting network and online gambling are used to launder the proceeds of criminal activities or finance 

terrorists. The document, which is regularly updated, is available and easily accessible to all employees 

involved in the procedure.  

The anti-money laundering issue is marked by high levels of attention on a European basis as well, and can 

therefore be considered to be an operational area that is still in the optimisation stage, given that internal 

procedures are always being aligned to national and international standards, which are in constant evolution. 
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In such a context, the intense regulatory output in 2018 needs to be contextualised, as the period was 

characterised by two important EU measures: known as the 5th Anti-Money Laundering Directive, and the 

Directive Combating Money Laundering by Criminal Law. 

In particular, notwithstanding the recent adoption of the legislation known as the 4th Anti-Money Laundering 

Directive (Directive (EU) 2015/849 of 20 May 2015, recognised under national legislation by Legislative 

Decree no. 90 of 25 May 2017, with effect from 04 July 2017), Directive (EU) 2018/843 of 30 May 2018 was 

published in the Official Journal of the European Union on 19 June 2018 (aka the 5th Anti-Money Laundering 

Directive). 

This directive provides a number of measures to more effectively counter the financing of terrorism and to 

ensure greater transparency of financial operations. These measures are (i) increased power for the 

European Union's Financial Intelligence Unit and promotion of increased transparency about the true owners 

of companies and trusts by establishing registers of beneficial ownership; (ii) preventing risks associated with 

the use of virtual currencies for financing terrorism and limiting the use of prepaid cards; (iii) improvement 

of safeguards for financial transactions to and from high-risk third countries; (iv) ensuring that financial 

intelligence units (FIUs) have greater access to information, including centralised bank registers; 

(v) introducing centralised national bank and payment account registers, or central data retrieval systems, in 

all Member States. 

Nonetheless, arrangements under said directive will not result in significant changes to the regulatory 

obligations that are already in place for the public gaming market. 

It is also noted that Directive (EU) 2018/1673 of 23 October 2018 was published on 11 November 2018, in 

relation to combating money laundering by criminal law. This directive was aimed at supporting Member 

States, including Italy, to identify suitable criminal defences to accompany other tools in combatting money 

laundering. 

On 25 May 2018, the Customs and Monopolies Agency (ADM) published for consultation on their agency 

website a first draft of the guidelines provided under Legislative Decree no. 231 article 52 paragraph 4 dated 

21 November 2007. These guidelines include a series of material changes for all gaming segments in terms 

of additional cases that require customer identification, along with other elements to be monitored as an 

indication of anti-money laundering risk. 

The ADM next forwarded the wording of the guidelines to the Financial Security Committee (Ministry of 
Economics and Finance, Treasury Department), according to which: ά!ƭƭ [ƛŎŜƴǎŜŜǎ ǿƛƭƭ ōŜ ǊŜǉǳƛǊŜŘ ǘƻ 
implement and carry out any system changes necessary for them to be able to meet the requirements of the 
anti-money laundering legislation for VLT gaming systems. The legislation requires surveillance and 
monitoring systems to be put in place, even for situations that prima facie do not appear to be relevant for 
the purpose of meeting mandatory compliance imposed by law. In particular, licensed gaming companies 
employing amusement or entertainment equipment must adopt procedures and control systems as per 
article 110, paragraph 6, point b). The processes must be capable of: 
 mitigating and managing the risk of money laundering or terrorism financing taking place, including 

during any contracted operations which said licensee makes use of in supplying gaming service, even if 
carried out by means of distributors and retailers; 

 verifying that distributors and retailers continue to meet reputational requirements that are suitable for 
ensuring the legality and correctness of their behaviour while under contract. This may be done by 
including specific clauses which cause the contract to immediately end if they fail to meet such 
requirements, or if serious or repeated infringements are detected during checks and inspections carried 
out on downstream activities; 

 taking responsibility for preparing and updating staff involved in the following activities: 
Á performing customer due diligence; 
Á risk analysis (subjective and objective); 
Á appropriate storage of data and documents acquired;  
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Á customer profiling including reference to the socio-economic context; 
Á proper collection of data for the purpose of reporting suspicions and/or objective communications. 

 providing the ADM with the required information via the Anti-Money Laundering Online Service, using 
the set processes and appropriate channels as advisedΦέ  

To this end, and with more general reference to all requirements on the topic of anti-money laundering, 

Gamenet Group has armed itself with the appropriate procedures and control systems in a timely manner, 

so as to enable a proper application of control measures in this regard. 

With specific reference to the Video Lotteries area, please note that an innovative customer identification 

system has been implemented, which is based on the original dematerialisation of identification modules. 

This system allows the licensee to immediately acquire all necessary details and proceed to rapid processing 

of cases for reporting to the FIU, where such cases are characterised by anomalies and the risk of money 

laundering or terrorism financing may be suspected. 

Delivered through a specially developed app named "DAISY" (Data Identification System), such a system 

ŦƻǊƳǎ ŀ ǎƛƎƴŀǘǳǊŜ ŜƭŜƳŜƴǘ ƛƴ ǘƘŜ DǊƻǳǇΩǎ ƘƛƎƘ ƭŜǾŜƭ ƻŦ ƭŜƎƛǘƛƳŀŎȅ ŀƴŘ ŎƻƳǇƭƛŀƴŎŜΦ Lǘ ŀƭǎƻ ǊŜǇǊŜǎŜƴǘǎ ŀƴ 

important strategic factor when considering the important volume of daily activities that must be managed, 

and which, as of April 2019, will experience even further exponential growth. 

Adjustments to gaming systems will also be required in order to meet the new technical rules defined by the 

ADM in the Directorial Decree of 4 April 2017. In consideration of these innovations, from that time onwards 

VLT licensees must not only identify players who carry out transactions where the unit amount is above 

ϵпффΦффΣ but also where tickets indicate an absence of wins for any amount. 

In relation to verifying and ongoing monitoring that reputational requirements are being met by business 

partners of the Group's licensed companies, a system is in place which allows different databases to be 

integrated, with information sourced from the chamber of commerce, anti-terrorist lists, PEP/PIL lists 

(politically exposed people/local Italian politicians) and bad news (news published by a series of public 

information sources which are deemed to be trustworthy). Moreover, in observation of regulatory 

requirements, contracts signed with business partners will include specific clauses allowing for an express 

dissolution of the contract as recourse for non-compliant incidents, without prejudice to complying with 

publication requirements in regards to the Distributors and Retailers Register as per Legislative Decree 

231/2007 article 52-bis. 

In addition, in order to minimise the possibility of money laundering and fraud related to remote gaming 

activities in particular (online), the Group has armed itself with control and monitoring systems that are 

aimed at identifying abnormal gaming transactions. Where these are corroborated by further suspicious 

elements, they may be dealt with according to the provisions of the law. 

The Company attaches great importance to ongoing compliance training, particularly training with reference 

to anti-money laundering activities, as best described in the explanation of GRI indicator 2015-2.  

By agreement, amusement and entertainment machine licensees are required to carry out annual 

inspections on the point of sale devices that are connected to the gaming network. In particular, article 14 

paragraph 7 point j) provides that at least 25% of AWP businesses and at least 10% of VLT point of sale outlets 

must be visited, and with reference to the latter, the checklist in use also provides for additional checks to 

be done under the scope of anti-money laundering.  
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5.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 
The main activities carried out under the scope of the 2018 Audit Plan, in addition to specific audit activities, 

were: 

¶ reviewing the Organisation Management and Control Model under Legislative Decree 231/01 for the 

companies Gamenet Group S.p.A., Gamenet S.p.A., Intralot Italia S.p.A. and Gamenet Entertainment S.r.l.; 

¶ adopting the Organisational Management and Control Model under Legislative Decree 231/01 and 

DŀƳŜƴŜǘ DǊƻǳǇΩǎ /ƻŘŜ ƻŦ 9ǘƘƛŎǎ for the company GoldBet S.p.A.; 

¶ carrying out specific training activities under the scope of Legislative Decree 231/01 for employees of 

Gamenet Group S.p.A., Gamenet S.p.A., Intralot Italia S.p.A. and GoldBet S.p.A.; 

¶ ŜƳōǊŀŎƛƴƎ ǇƻƭƛŎƛŜǎ ƛƴ ǊŜƎŀǊŘǎ ǘƻ ǿƘƛǎǘƭŜōƭƻǿƛƴƎ ōȅ ŀŘƻǇǘƛƴƎ ǘƘŜ άbƻǘƛŦƛŎŀǘƛƻƴ aŀƴŀƎŜƳŜƴǘέ procedure 

and implementing a dedicated EthicsPoint Platform in order to ensure confidentiality and anonymity to 

informants; 

¶ monitoring information flows between the Ombudsman and those Gamenet Group companies that have 

adopted an Organisational Management and Control Model under Legislative Decree 231/01 

¶ reviewing the Enterprise Risk Management Model for Gamenet Group S.p.A. and subsidiaries, and 

updating the related support tool; 

¶ renewing ISO 9001:2015 certification for Gamenet S.p.A., and obtaining UNI EN ISO 9001:2015 

certification for Intralot Italia S.p.A. Both certifications were then renewed for the 2019-2021 three-year 

period. 

The Group reports on actions taken in relation to compliance with anti-corruption and anti-money laundering 

legislation using the following indicators: 

V 205-2: Communication and training about anti-corruption policies and procedures 

In order to better respond to the requirements provided under anti-money laundering legislation (Legislative 

Decree no.231 of 21 November 2007 and subsequent amendments and additions), the Group launched and 

implemented a number of projects in this area. 

Great attention is also given to ongoing training efforts: the Group provides online anti-money laundering 

courses for the VLT and betting segments that business partners and certain corporate offices are required 

to attend. These courses, as well as being regularly updated, are also available in languages other than Italian 

ŀƴŘ ŀǊŜ ŘŜƭƛǾŜǊŜŘ ǘƘǊƻǳƎƘ ǘƘŜ άDŀƳŜƴŜǘ !ŎŀŘŜƳȅέ Ŝ-learning platform. It is mandatory to complete and 

pass this training every six months. 

V 205-3: Confirmed incidents of corruption and actions taken 

In 2018, no confirmed incidents of corruption in Group companies were reported.  

Lƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ƳŀǘǘŜǊ ǊŜǇƻǊǘŜŘ ƛƴ ƭŀǎǘ ȅŜŀǊΩǎ /ƻƴǎƻƭƛŘŀǘŜŘ bƻƴ-Financial Declaration regarding the 6 July 

2017 seizure of 219 AWP machines installed in businesses connected to Gamenet Group online network (out 

of a total of around 2,000 AWP machines seized overall, connected to competitor networks), it should be 

noted that these machines were all shown to have been taken out of use and subsequently scrapped at the 

end of the 2017 financial year, following an extraordinary procedure authorised by the ADM under the scope 

of a national AWP reduction. 

As for the anti-money laundering policies under Legislative Decree no.231 of 21 November 2007 and 

subsequent amendments, during the financial year there were no significant objections raised against Group 

companies. 
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6 THE ENVIRONMENT 

6.1 RISKS IDENTIFIED 
Given the nature of the services provided by the companies in the Group, no significant environmental risks 

were identified. άRegulatory /ƻƳǇƭƛŀƴŎŜέ is ŎƻƴǎƛŘŜǊŜŘ ǘƻ ōŜ ŀ Ǌƛǎƪ ƭƛƴƪŜŘ ǘƻ άInadequate/partial compliance 

ǿƛǘƘ ƭŜƎƛǎƭŀǘƛǾŜ ŀǊǊŀƴƎŜƳŜƴǘǎ ŦƻǊ ƻŎŎǳǇŀǘƛƻƴŀƭ ƘŜŀƭǘƘ ŀƴŘ ǎŀŦŜǘȅέ. Following assessment activities carried 

out under the scope of Organisational Model arrangements under Legislative Decree 231, some activities 

were nonetheless identified as having potential risk in terms of compliance with environmental regulations. 

These included the management and disposal of waste, the management of wastewater and atmospheric 

emissions, the management of equipment containing ozone depleting substances, and the prevention and 

management of potential soil pollution. Risks also exist regarding employee business related travel, including 

in relation to the many and significant impacts of emissions, noise and use of fossil fuels. 

Risk connected to climate change is not considered to be a risk, given that the current risk management 

model only considers risks that are characteristic of Gamenet Group. 

The Group has introduced a system of powers and delegated authorities, appropriate to its requirements 

and consistent with its organisational structure, to manage the impact of environmental matters.  

6.2 POLICIES ADOPTED 
The Group recognises the environment as a primary asset to be protected and a key factor to be promoted 

in its general approach to performance of its activities, and therefore uses its best endeavours to protect the 

environment and prevent pollution, promoting the ecological sustainability of all its activities. The Group 

undertakes to meet all legislative and regulatory requirements in relation to the environment; and 

communicate and consolidate a culture of environmental protection. 

The principles that guide actions with possible environmental impact are articulated as part of the Group's 

Code of Ethics. Given the nature of services provided, at the moment the Group has not adopted a specific 

environmental policy. 

6.3 ACTIONS TAKEN AND PERFORMANCE INDICATORS 
As an operator in the gaming sector, Gamenet Group mainly offers IT supported services and, therefore, the 

ŜƴǾƛǊƻƴƳŜƴǘŀƭ ƛƳǇŀŎǘ ƻŦ ǘƘŜ DǊƻǳǇΩǎ ŀŎǘƛǾƛǘƛŜǎ ƛǎ ƴƻǘ ŎƻƴǎƛŘŜǊŜŘ ŀ ŎǊƛǘƛŎŀƭƛǘȅΦ 5ŜǎǇƛǘŜ ǘƘƛǎΣ ǘƘŜ DǊƻǳǇ 

undertakes not only to respect the laws in force, by adopting best practice to safeguard and protect the 

environment and the technologies envisaged by the current provisions, but goes beyond what is requested 

by environmental law by adopting a series of measures which enable a saving in terms of energy consumption 

and so environmental impact.  

This attention takes the form of identifying the main direct and indirect impacts of its business on the 

environment, their monitoring and the creation of instruments and procedures to mitigate them. 

6.3.1 ENERGY CONSUMPTION 
The Group reports on energy consumption using the following indicators: 

V 302-1: Energy consumption within the organization 
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The Group records and reports on the following types of consumption: 

¶ electricity for offices and gaming halls; 

¶ diesel and other fuels used by the car fleet; 

¶ methane gas for heating (where used). 

The following table shows aggregate consumption levels during the reference period, expressed in gigajoules 

(GJ), in relation to Group gaming halls and offices. The figure for diesel is an estimate based on fuel cards 

used by the car fleet.  

   Year 

DIRECT CONSUMPTION (non-renewable) UoM 2018 2017 

Methane for heating GJ 1,945.86 3,609.30 

Diesel (for group generators) GJ 9.80 - 

Diesel for powering vehicles GJ 11,847.68 9,888.33 

LPG (for powering vehicles) GJ 2.45 - 

Methane (for powering vehicles) GJ 893.62 - 

Petrol for powering vehicles GJ 79.15 -- 

INDIRECT CONSUMPTION    

Purchased electricity GJ 38,196.03 43,087.90 

TOTAL CONSUMPTION (DIRECT + INDIRECT)  GJ 52,975.28 56,585.53 

 

With regard to car fleet fuel consumption, it is noted that, in line with its commitments in this regard, since 

2016, the Group has been gradually renewing its car fleet with models that have lower environmental impact. 

As at 31 December 2018, the car fleet is found to be made up of: 162 cars with diesel engines powered by 

gasoline, 2 cars powered by petrol, 1 motorbike powered by petrol, and 8 vehicles with hybrid 

methane/petrol technology. The LPG fuel consumption for powering vehicles registered in 2018 referred to 

a vehicle that is no longer shown to be part of the GǊƻǳǇΩǎ ŦƭŜŜǘ ŀǘ ом December.  

6.3.2 WATER CONSUMPTION 
DƛǾŜƴ ǘƘŜ ƴŀǘǳǊŜ ƻŦ ƛǘǎ ōǳǎƛƴŜǎǎ ŀǎ ŀ ǎŜǊǾƛŎŜ ǇǊƻǾƛŘŜǊΣ ǘƘŜ DǊƻǳǇΩǎ ǿŀǘŜǊ ŎƻƴǎǳƳǇǘƛƻƴ ƛǎ ǎƻƭŜƭȅ ŦƻǊ ŎƛǾƛƭ ǳǎŜ, 

without significant adverse impacts on water sources. For that reason, the Group does not report on this 

information. 

6.3.3 EMISSIONS 
The Group reports on actions taken in relation to emissions using the following indicators: 

V 305-1: Direct (Scope 1) GHG emissions 

Greenhouse gas emissions (expressed in tonnes of CO2 equivalent, or CO2e, in the table below relating to 

Disclosure 305-2) are calculated based on: 

¶ consumption of gasoline by company cars, calculated on the basis of internal fuel cards in general, and 

estimates for the GoldBet company based on the average consumption for the rest of the Group 

(reported in GJ and multiplied by a national inventory UNFCCC CO2 emission factor of 73.578 tonnes of 

CO2/TJ); 
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¶ consumption of natural gas, based on supplier invoices (reported in GJ and multiplied by a UNFCCC CO2 

emission factor of 55.934 tonnes of CO2/ TJ); 

¶ consumption of other fuel, based on supplier invoices (reported in GJ and multiplied by a UNFCCC CO2 

emission factor of 55.934 tonnes of CO2/ TJ). 

 

V 305-2: Energy indirect (Scope 2) GHG emissions 

Indirect CO2 emissions are calculated based on electricity consumed by suppliers. A Terna Group emission 

factor of (375 gCO2 / KWh) is used. 

The following table shows details of the scope 1 and scope 2 emissions recorded by the Group in 2018, 

compared to the previous year. 

   Year 

DIRECT EMISSIONS UoM 2018 2017 

Methane for heating ǘ /hі 108.84 201.75 

Gasoline (for group generators) ǘ /hі 0.72 - 

Diesel for powering vehicles ǘ /hі 871.73 727.56 

LPG (for powering vehicles) ǘ /hі 0.16 - 

Methane (for powering vehicles) ǘ /hі 49.95 - 

Petrol for powering vehicles ǘ /hі 5.80 - 

TOTAL DIRECT EMISSIONS ǘ /hі 1,037.20 929.31 

INDIRECT EMISSIONS    

Purchased electricity ǘ /hі 3,978.83 4,488.33 

TOTAL INDIRECT EMISSIONS t /hі 3,978.83 4,488.33 

6.3.4 WASTE 
As with water consumption, the Group does not report on waste as, given the nature of its business, waste 

ǇǊƻŘǳŎŜŘ ōȅ ǘƘŜ DǊƻǳǇΩǎ ƎŀƳƛƴƎ Ƙŀƭƭǎ ŀƴŘ ƻŦŦƛŎŜǎ Ŏƻƴǎƛǎǘǎ ǎƻƭŜƭȅ ƻŦ ǳǊōŀƴ ǿŀǎǘŜ ƳŀǘŜǊƛŀƭǎ ǘƘŀǘ ŀǊŜ ŘƛǎǇƻǎŜŘ 

of by the relevant public service. The Group, however, intends to increase its commitment to protect and 

respect the environment. In this regard, in 2018 it launched a project to improve its differentiated waste 

collection efforts, focused on communicating best practice and sustainable behaviour to employees, in order 

to maximise their care and sensitivity to environmental matters. 
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LEGISLATIVE DECREE 254 REFERENCE TABLE 
The following table shows the areas subject to disclosure in application of Legislative Decree 254/2016, 

compared with the associated themes that are material for Gamenet Group. It includes the policies practiced 

in this regard, the risks generated and sustained, and the performance indicators used for reporting. 

Information provided in the document relates to the GRI disclosures included in the following table. 

    GRI Disclosure 
Related section in 
document 

 

Assets, brands, 
products and services 

102-2: of the GRI standard 
102 2016 

Italian gaming market 
ŀƴŘ ǘƘŜ DǊƻǳǇΩǎ 
positioning 
ό5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘύ  

Head office location  
102-3: of the GRI standard 
102 2016 

5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘ 

Branch locations  
102-4: of the GRI standard 
102 2016 

5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘ 

Ownership structure 
and type of company  

102-5: of the GRI standard 
102 2016 

5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘ 

Markets served  
102-6: of the GRI standard 
102 2016 

Italian gaming market 
ŀƴŘ ǘƘŜ DǊƻǳǇΩǎ 
positioning 
ό5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘύ 

Organisational reach  
102-7: of the GRI standard 
102 2016 

Italian gaming market 
ŀƴŘ ǘƘŜ DǊƻǳǇΩǎ 
positioning 
ό5ƛǊŜŎǘƻǊǎΩ wŜǇƻǊǘύ 

Values, principles, 
standards and rules of 
behaviour 

102-16: of the GRI standard 
102 2016 

2.2 Mission and 
values 

Governance structure 
102-1 : of the GRI standard 
102 2016 

2.3 Gamenet Group 
{ΦǇΦ!ΦΩǎ ŎƻǊǇƻǊŀǘŜ 
governance model 
and Corporate 
Governance Report 

  
Associated 
material 
themes 

Policies Risks identified GRI Disclosure 
Related section in 
document 

Environmental 
Environmental 
impacts 

Code of Ethics 

No significant 
environmental risks are 
identified 

103-1: of the GRI standard 
103 2016. 

6.3. Energy 
consumption 

103-2: of the GRI standard 
103 2016. 

302-1: of the GRI standard 
302 2016 

Lƴ ǾƛŜǿ ƻŦ ǘƘŜ DǊƻǳǇΩǎ 
business, it is not 
considered necessary to 
adopt any specific policy 
beyond the information 
contained in the Code of 
Ethics, which is 
considered to be 
sufficient 

305-1: of the GRI standard 
305 2016 

6.3.3 Emissions 

305-2: of the GRI standard 
305 2016 
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Societal and 
relating to 
staff 

Player 
protection 

Policies adopted in 
relation to social 
matters follow the 
principles contained in 
the Code of Ethics. 
Given the licensed 
nature of operations, 
the importance of 
respecting licensee 
requirements and 
relevant policies is 
highlighted as an 
additional principle for 
benchmarking actions to 
be taken. Respecting 
these requirements is 
not necessarily defined 
in the formal group 
policies at the moment 
(including requirements 
for communications 
with end-users). 
With regard to service 
ǉǳŀƭƛǘȅΣ ǘƘŜ DǊƻǳǇΩǎ 
objective is to identify 
and satisfy present and 
future customer 
requirements in the 
gaming market (extract 
from the ISO 9001 
management system 
policy) 

Risks related to the 
negative public 
perception of the 
regulated gaming sector 
(risks faced: change is 
social norms and 
negative perception of 
gambling; 
risks generated: 
problematic behaviour 
and compulsive 
gambling) 
 
Risks relating to use of 
personal data 
 
Competition with other 
forms of gaming and 
entertainment 
 
Rapid internet gaming 
expansion 

103-1: of the GRI standard 
103 2016. 

3.1. Player protection 
and legal and 
responsible gaming 

103-2: of the GRI standard 
103 2016. 

3.2. Service quality 

Promotion of 
legal and 
responsible 
gaming 

417-1: of the GRI standard 
417 2016 
417-2: of the GRI standard 
417 2016 
417-3: of the GRI standard 
417 2016 

Supporting the 
community 

418-1: of the GRI standard 
418 2016 

Service quality 
419-1: of the GRI standard 
419 2016 

Employee 
protection and 
development 

Policies adopted in 
relation to personnel 
matters follow the 
principles contained in 
the Code of Ethics 

Risks connected to 
dependence on key 
personnel 

102-8 : of the GRI standard 
102 2016 

4. Personnel 
management 

4.3.1. Employment 

401-1: of the GRI standard 
401 2016 

4.3.1. Employment 

401-2: of the GRI standard 
401 2016 

4.3.1. Employment 

401-3: of the GRI standard 
401 2016 

4.3.1. Employment 

403-2: of the GRI standard 
403 2016 

4.3.3. Workplace 
health and safety 

404-1: of the GRI standard 
404 2016 

4.3.2. Employee 
Training and 
Development 

404-2: of the GRI standard 
404 2016 

4.3.2. Employee 
Training and 
Development 

405-1: of the GRI standard 
405 2016 

4.3.4. Equal 
opportunities and 
diversity 

405-2: of the GRI standard 
405 2016 

4.3.4. Equal 
opportunities and 
diversity 

Human Rights
  

As it operates solely in Italy with Italian suppliers, Gamenet does not have its own dedicated human rights policy as such 
policy is not considered to be necessary, given the nature of the Company and the business sector in which it operates. 
However, the Group sees the protection of human rights as being an essential condition of societies based on the 
principles of equality and solidarity and it requires that its employees and suppliers comply with relevant Italian law in this 
regard 
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Anti-
corruption  

Compliance 
(Anti-
corruption and 
anti-money 
laundering 
legislation)  

As noted in its Code of 
Ethics: 
The Company operates 
in full compliance with 
the applicable laws, in 
accordance with the 
principles set out in the 
Code of Ethics and the 
procedures and other 
documents that 
ǊŜƎǳƭŀǘŜ ǘƘŜ /ƻƳǇŀƴȅΩǎ 
operations. 
 
The Company does not 
tolerate any type of 
corruption vis-à-vis 
private or public 
individuals 
 
To ensure that there is 
no risk that it could 
become involved, even 
unintentionally or 
unknowingly, in 
transactions of any kind 
that concern money, 
goods or other assets 
that are the proceeds of 
a crime, the Company: 
undertakes to apply the 
controls envisaged by 
the law on anti-money 
laundering. To this end, 
it trains and informs its 
own personnel who are 
potentially exposed to 
this risk; 
refrains from receiving 
for whatever reason 
payments in cash, 
bearer securities or 
through unauthorised 
intermediaries or 
through the 
intervention of third 
parties which make it 
impossible to identify 
the subject making the 
payment; 
refrains from any 
relationships with 
parties having their 
headquarters or 
operating in countries 
where the transparency 
of corporate business is 
not guaranteed and, in 
general, from 
performing operations 
that might obscure the 
transparency of financial 
transactions 

Risks relating to the 
administrative 
responsibility of legal 
persons 
 
Risks relating to illegal 
or fraudulent activities 
committed by 
customers or suppliers 

103-1: of the GRI standard 
103 2016. 
 
 
103-2: of the GRI standard 
103 2016 
 

5. Compliance with 
anti-corruption and 
anti-money 
laundering legislation 

 
5.1. Risks identified 

5.2. Policies adopted 

205-2: of the GRI standard 
205 2016 
205-3: of the GRI standard 
205 2016 

5.3 Actions taken and 
performance 
indicators 
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