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Twenty years on
This year, ASI completes 20 years in the MENA
leisure industry. InterGame caught up with its
CEO, Prakash Vivekanand, to discuss the company’s
journey over the last 20 years and his plans for
the future
WƌĂŬĂƐŚsŝǀĞŬĂŶĂŶĚ͕K͕^/

W

HEN it comes to the MENA region,
one company name that always
crops up is Amusement Services
/ŶƚĞƌŶĂƟŽŶĂů͕ŽŶĞŽĨƚŚĞƌĞŐŝŽŶ͛Ɛ
ĨŽƌĞŵŽƐƚƐĞƌǀŝĐĞƉƌŽǀŝĚĞƌƐĨŽƌƚŚĞ&ďƵƐŝŶĞƐƐ͘
/ƚŝƐůĞĚďǇWƌĂŬĂƐŚsŝǀĞŬĂŶĂŶĚ͕ǁŚŽƐĞǇĞĂƌƐ
ŽĨĞǆƉĞƌŝĞŶĐĞĞŶĂďůĞŚŝŵƚŽƵŶĚĞƌƐƚĂŶĚĞǀĞƌǇ
ĨĂĐĞƚŽĨƚŚĞůĞŝƐƵƌĞďƵƐŝŶĞƐƐĂŶĚŝƚƐŽƉĞƌĂƟŽŶƐ͘
InterGame: ^ŝŶĐĞ^/͛ƐŝŶĐĞƉƟŽŶŝŶϭϵϵϵ͕ƚŚĞ
ĐŽŵƉĂŶǇŚĂƐĞǆƉĂŶĚĞĚĂŶŶƵĂůůǇ͘dŚŝƐǇĞĂƌ͕
ĂƐ^/ĐĞůĞďƌĂƚĞƐŝƚƐϮϬƚŚĂŶŶŝǀĞƌƐĂƌǇ͕ǁŚĂƚ
ƚŚŽƵŐŚƚƐĂŶĚĞŵŽƟŽŶƐĐŽŵĞƚŽŵŝŶĚ͍
sŝǀĞŬĂŶĂŶĚ͗ “This has been a brilliant journey
for us thus far. We started with an aim of
becoming a quality distributor that will add
value for both operators and manufacturers.
We believe we have achieved that. Through this
journey, we have built lasƟng and wonderful
relaƟonships with operators and manufacturers
around the world. Looking back, we feel very
proud of our achievements in the industry.”
&ƌŽŵĂƐŵĂůůƵŶŝƚŽĨƚŚƌĞĞĞŵƉůŽǇĞĞƐƚŽŶŽǁ
ďĞĐŽŵŝŶŐŽŶĞŽĨƚŚĞůĞĂĚŝŶŐĚŝƐƚƌŝďƵƚŽƌƐŽĨ
ĂŵƵƐĞŵĞŶƚƉƌŽĚƵĐƚƐŝŶƚŚĞDEƌĞŐŝŽŶ͕ĂƐ
ƚŚĞK͕ŚŽǁŚĂƐƚŚĞũŽƵƌŶĞǇďĞĞŶĨŽƌďŽƚŚǇŽƵ
ĂŶĚ^/͍
“We started as an equipment distribuƟon
company with two product lines, Sega and Bay
Tek. Our iniƟal team comprised mulƟͲtaskers
who could do everything from selling products
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to logisƟcs and accounts. We were hands on
and put in a lot of hard work Ͳ ϭϮͬϳ. The DE
was on the cusp of developing into a prominent
& market. We chose our product lines wisely
and ensured that we complemented rather than
competed with our own lineͲup of products. Our
principals encouraged our eīorts and our success
helped us gain new product lines.
“Our commitment to providing the best
service levels won us customers. Soon we were
equipping the best operaƟons across the region
with a product lineͲup that took care of all their
requirements. Besides Sega and Bay Tek, who we
sƟll represent, we added many other brands from
oastal musements, Bob͛s Space Zacers, L/,
Triotech, laut, ogan Zides, SƟng /nternaƟonal,
&algas, BE/ EDO, /ntercard, Benchmark
'ames, sZsenal, :ennison ntertainment and
Billares SD.
“Today, the S/ family comprises ϱϱ wonderful
individuals who are integral to our success.
Dore than ϱϬ per cent of the team has been
with the group for ϭϬ or more years. This team
has been the real star of our success story. They
have shared my vision to deliver excellence to
our customers and / am indeed proud to be
leading them.”
tŚĂƚĚŽǇŽƵƐĞĞĂƐ^/͛ƐďŝŐŐĞƐƚ
ĂĐĐŽŵƉůŝƐŚŵĞŶƚƐŝŶĐĞŝƚƐŝŶĐĞƉƟŽŶ͍
“Our knowledge of the business and our ability
to understand the needs of a customer, their

market, their locaƟon and cater to them has
contributed to our success. Over ϴϬ per cent of
the operaƟons to which we have oīered our
products and services, conƟnue to thrive and
earn revenue. To be able to contribute to their
conƟnued success is possibly one of our most
notable accomplishments. There have been
many others.
“S/ enjoys a repeat business raƟo of over ϵϴ
per cent. This is a big staƟsƟc for us. /f we did
not deliver what we promised, our customers
would not be coming back to us. When we Įrst
started, we benchmarked ourselves against a
leading distribuƟon company in the west. Today,
our business model has emerged as a benchmark
for others to emulate. There are many who
follow what we do from our business model to
our support services Ͳ brochures, websites, social
posts and even exhibiƟon stand designs. We are
humbled and ŇaƩered by their following. They
do so because we are good at what we do. This
inspires us to set our standards higher and create
new benchmarks.”
,ŽǁŚĂǀĞƚŚĞƚŚƌĞĞĚŝǀŝƐŝŽŶƐŽĨ^/DĂĐŚŝŶĞ
^ĂůĞƐ͕^/ĞƐŝŐŶ^ŽůƵƟŽŶƐĂŶĚ^/^ƵƉƉŽƌƚ
^ŽůƵƟŽŶƐĞǀŽůǀĞĚŽǀĞƌƚŚĞǇĞĂƌƐĂŶĚŚŽǁĚŽĞƐ
ŽŶĞĞŶƟƚǇŚĞůƉƚŚĞŽƚŚĞƌ͍
“They all go hand in hand. We think a project
needs to be well designed, have great equipment
and be well operated to succeed. Hence we
added design and operaƟon wings to support
our clients from project planning, layout, interior
ĮtͲout, equipment, preͲopening and assisƟng
them with their ongoing operaƟons. These three
divisions sit under the same roof in ubai and
are involved in a project from the concept stage
itself. We have today executed over ϴϬ projects
all across the Diddle ast, frica, east urope
and the /ndian subͲconƟnent.”
zŽƵĂƌĞŽŶĞŽĨƚŚĞĨŽƵŶĚŝŶŐŵĞŵďĞƌƐŽĨ
DE>͕ďƌŝŶŐŝŶŐƚŽŐĞƚŚĞƌůĞŝƐƵƌĞĂŶĚ
ĞŶƚĞƌƚĂŝŶŵĞŶƚŝŶĚƵƐƚƌǇƉƌŽĨĞƐƐŝŽŶĂůƐƵŶĚĞƌ
ŽŶĞƌŽŽĨƚŽĐƌĞĂƚĞƚŚŝƐŶŽƚͲĨŽƌͲƉƌŽĮƚƚƌĂĚĞ
ŽƌŐĂŶŝƐĂƟŽŶ͘,ŽǁĚŝĚƚŚŝƐĐŽŵĞĂďŽƵƚ͍
“The industry in the region has given me all
the recogniƟon / have. / always wanted to
contribute to its development.  few likeͲminded
professionals in the DE amusement industry
met on a Ňight back from /W in Orlando
and discussed the need to come together as

MIDDLE EAST SPECIAL ]\
an industry and support the growth of our
business in the DE region, as well as liaise
with the authoriƟes as an industry. te were all
determined to maŬe this happen. /n the ensuing
days, we received overwhelming support from
many of the leading players in the region and
DE> became a reality.
͞doday, DE> is a recognised and
registered trade body that genuinely adds
value to the DE industry with educaƟonal
and safety iniƟaƟves that are tailored to suit
the DE region. / am so lucŬy to be involved
with it and to be able to contribute to our
wonderful industry.”
,ŽǁŝƐƚŚĞŵĂƌŬĞƚƐŚĂƉŝŶŐƚŽĚĂǇ͍tŝůůƚŚĞ
DŝĚĚůĞĂƐƚĞƌŶďŽŽŵĐŽŶƟŶƵĞ͍
“Our strategy was always to be present in many
markets. This helps to keep our business stable
as we balance the slowdown in certain markets
with growth in others. The ' market is going
through a period of stabilisaƟon. This will
conƟnue to be our core market. These markets
have a young populaƟon base that enũoys their
&s. Dany countries in the Diddle ast will
oīer substanƟal opportuniƟes as the geopoliƟcal
situaƟon seƩles. / am very upbeat about
this region.”
tŚĂƚĂƌĞǇŽƵƐŚŽǁĐĂƐŝŶŐĂƚ>ϮϬϭϵ͍,Žǁ
ƵƉďĞĂƚĂƌĞǇŽƵǁŝƚŚǇŽƵƌƉƌŽĚƵĐƚůŝŶĞͲƵƉ͍
“Very excited. This will possibly be our best
lineͲup of products in the last Įve years. &rom
dedicated VZ arcade cabinets to VZ maǌes,
arcade, redempƟon, novelty and carnival
aƩracƟons, we will have ϭϬϬ units spread across
our ϳ,ϱϬϬsƋ.Ō pavilion. eat ^aber VZ, ,ouse
of the ead͗ ^carlet awn, onnect ϰ ,oops,
^uper ikes ϯ, TV ^lam, ,ang Time from ^Z,
Virtual Zabbids, ssassin͛s reed VZ, Wixel hase,
&lintstones Yuarry Yuest, The ig Zocket Zide,
^uper <ixx Wro, a new feature to the osmic
y> Ͳ we have so many. /t will take our customers
a good three to four hours to play the enƟre
product range on the ^/ Wavilion. te thank
all our manufacturing partners for this exciƟng
lineͲup.”
/ƐsZŚĞƌĞƚŽƐƚĂǇ͍tŚĂƚ͛ƐǇŽƵƌƚĂŬĞ͍tŝůůƚŚĞƐĞ
ƚĂŬĞŽǀĞƌƚƌĂĚŝƟŽŶĂůĂƌĐĂĚĞŐĂŵĞƐ͍
“VZ is a great addͲon to any &. /t will help us

ĂƌŝŶŽƐŝŶ/ƌĂŶ

aƩract the millennials and generaƟon  players
who are always on the lookout for something
novel. ,owever, / don͛t think VZ will replace
tradiƟonal games within the &. VZ is sƟll
evolving and there are many challenges to
overcome in adapƟng a VZ game for &sͬ>s.
“Eot all VZ game manufacturers understand
the needs of an &ͬ>. te work closely with
game developers as well as companies such
as ,T Vive to enable them to understand
the speciĮc needs of operators. The ,D, the
cables, the need for an operator, limited capacity
(in some cases) and, most importantly, the
aƩracƟveness of the game cabinet to draw a
player are all challenges to overcome.
“Virtual Zabbids͗ The ig Zide from >/ is
a game that Ɵcks most of the boxes and is
therefore extremely successful in every &. te
think the eat ^aber VZ from VZsenal will be
very big too, as it addresses all the needs of the
operator and the player. Operators will need to
select their VZ gear and the supplier carefully.
/f not, they could oŌen end up with a technical
nightmare. s newer forms of ,Ds and mixed
reality opƟons come into the market, we will see
a total disrupƟon in the way people play their
games. This is a very exciƟng period.”
KŶĂƉĞƌƐŽŶĂůŶŽƚĞ͕ǁŚŽŚĂƐŝŶƐƉŝƌĞĚǇŽƵƚŽ
ŚĂǀĞƚŚĞǁŽƌŬĞƚŚŝĐƚŚĂƚǇŽƵĚŽ͍
“tow. ^o many, / can͛t really name one. /
conƟnually seek inspiraƟon and / have been
extremely lucky enough to cross paths with

many such wonderful people and exchange
informaƟon. Dany of these iniƟal acƋuaintances
are now close friends as well as customers
or associates. We are a family now. They
have shaped my work ethics and the core
competencies at ^/. Dy learning has never
stopped. / keep absorbing informaƟon from all
around and apply the same to grow our business
and our industry in my own way.”
tŚĂƚŝƐƚŚĞďĞƐƚƉŝĞĐĞŽĨůĞĂĚĞƌƐŚŝƉĂĚǀŝĐĞǇŽƵ
ŚĂǀĞƌĞĐĞŝǀĞĚ͍
“Wrobably the one that / received from my dad͖
stay grounded and value your relaƟonships
across all spheres. These ƋualiƟes are criƟcal for
your success.”

^/ƐƚĂīĂƚƚŚĞ/W/ƐŚŽǁŝŶDƵŵďĂŝ͕/ŶĚŝĂ͕ůĂƐƚ
ŵŽŶƚŚ͘DĂƌŬ>ĞŶƐŬĞĨƌŽŵĂǇdĞŬ;ůĞŌͿǁŝƚŚZŽƐĂŶŶĞ
&ĞƌŶĂŶĚĞƐĂŶĚdĂǁƋĞĞƌYƵƌĞƐŚŝĨƌŽŵ^/

dƌŝĚŽŵ&ĐŽŶĐĞƉƚĨŽƌ/ŶĚŝĂ
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