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Scientific Games International, Inc. 
1500 Bluegrass Lakes Parkway Alpharetta, GA USA 30004 770.664.3700 Fax: 678.624.4115 

www.scientificgames.com 

 
 
July 29, 2009 
 
Mr. Ernie Passailaigue, Executive Director 
Arkansas Lottery Commission 
500 President Clinton Avenue, #215 
Little Rock, AR 72201 
 
 
Re: Arkansas Lottery Commission Request for Proposal #ALC-090001 Instant Ticket Lottery 
Game Services 
 
Dear Mr. Ernie Passailaigue: 
 
Scientific Games International, Inc. (Scientific Games) presents this proposal for your 
consideration and evaluation. The Arkansas Lottery Commission’s (ALC) list of start-up 
responsibilities and objectives is clear. Your instant ticket game start-up date is near the top of 
the list. We at Scientific Games will apply our extensive start-up experience, company resources 
and game production capacity to start instant game sales in a manner that is secure, precise and 
well planned. In fact, we propose to start up your instant games on October 1, 2009, (assuming 
installation of the instant system infrastructure and retailer terminals is complete) nearly four 
weeks ahead of your targeted October 29, 2009 start-up date. 
 
Our proven experience with lottery start-ups allows us to make this commitment with 
confidence. 
 
Over our 36 year history, Scientific Games has helped start-up 71 lotteries around the world. We 
have the experience, professional staff and dedication to help launch the ALC’s games with the 

highest integrity and sophistication to meet the needs of Arkansas’ retailers and players. 
Experience matters: 

 Scientific Games has more start-up experience than any other lottery vendor. We have started 
services for 33 of 43 U.S. lotteries to date. Arkansas will be our 44th lottery start-up. 

 We have provided products and services for four of the last five U.S. start-ups in the last ten 
years across all three segments of the lottery industry: the Cooperative Services Program 
(CSP) for South Carolina Education Lottery, and on-line gaming system for South Carolina 
Education Lottery in 2002; the CSP for the Tennessee Education Lottery Corporation in 
2004; the North Dakota Lottery on-line system in 2005; and, the CSP for the Oklahoma 



 





 





 





 





 





 



















1-1

1.0 INTRODUCTION 
RFP Requirement: The purpose of this Request For Proposal (RFP) is to invite responses (Proposals) from vendors in the 
lottery industry (Vendors) for the provision of instant ticket lottery game services for the Arkansas Lottery Commission (ALC). It is the 
ALC’s desire to select a single Vendor that is able to provide a comprehensive solution to its instant ticket operations, to include the 
manufacture of instant tickets, warehousing and distribution, and marketing support services. An RFP is being used by the ALC to 
take maximum advantage of the design capabilities, implementation knowledge, and operational knowledge of the marketplace for 
the design implementation and operation of the ALC’s statewide instant ticket sales and related activities. All Vendors must fully 
acquaint themselves with the ALC’s needs and requirements and obtain all necessary information to develop an appropriate solution 
and to submit responsive and effective Proposals. Vendors must also acquaint themselves with the ALC's Major Procurement Rules 
(Attachment A), and adhere to the requirements of those rules throughout this process.

Scientific Games understands that the purpose of this Request For Proposal (RFP) is to invite 

responses (proposals) from vendors in the lottery industry (vendors) for the provision of instant 

ticket lottery game services for the Arkansas Lottery Commission (ALC). Furthermore, we 

acknowledge that it is the ALC’s desire to select a single vendor that is able to provide a 

comprehensive solution to its instant ticket operations, to include the manufacture of instant 

tickets, warehousing and distribution, and marketing support services. An RFP is being used by 

the ALC to take maximum advantage of the design capabilities, implementation knowledge, and 

operational knowledge of the marketplace for the design implementation and operation of the 

ALC’s statewide instant ticket sales and related activities. Scientific Games has fully acquainted 

itself with the ALC’s needs and requirements and obtained all necessary information to develop 

an appropriate solution and an effective and responsive proposal. We are also acquainted with the 

ALC’s Major Procurement Rules (Attachment A), and have adhered to the requirements of those 

rules throughout this process.

SECTION 1: General Information
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SECTION 1: General Information

1.1 ISSUING AGENCY
RFP Requirement: The Arkansas Lottery Commission (ALC) issues this RFP. The issuing office is the sole point of contact in the 
State for the selection process. Vendor questions regarding RFP related matters should be made through the mailing address to the 
Director of the ALC. Questions regarding technical information or clarification should be addressed to the Director of the ALC.

Scientific Games acknowledges that the ALC issues this RFP. The issuing office is the sole point 

of contact in the State for the selection process. Scientific Games submitted questions regarding 

RFP related matters through the mailing address to the Director of the ALC. Questions regarding 

technical information or clarification were addressed to the Director of the ALC.

1.2 SCHEDULE OF EVENTS
RFP Requirement: 
Release RFP June 19, 2009
Written vendor questions due July 8, 2009
Answers to vendor questions July 15, 2009
Evaluation of proposals Approximately 7 days after proposal opening
Anticipation to Award Approximately 1 days after evaluation
ASLLOC review Approximately 6 days
Contract Execution Approximately 3 days after ASLLOC review

Proposals are due no later than the date and time listed on Page 1 of the RFP.

Scientific Games understands and agrees to the schedule of events as follows: 

■ Release RFP June 19, 2009

■ Written vendor questions due July 8, 2009

■ Answers to vendor questions July 15, 2009

■ Evaluation of proposals Approximately 7 days after proposal opening

■ Anticipation to Award Approximately 1 days after evaluation

■ ASLLOC review Approximately 6 days

■ Contract Execution Approximately 3 days after ASLLOC review

Furthermore, we acknowledge that proposals are due no later than the date and time listed on Page 

1 of the RFP.
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SECTION 1: General Information

1.3 CAUTION TO VENDORS
RFP Requirement: 

1. During the time between the proposal opening and contract award, any contact concerning this RFP will be initiated by the 
issuing office or requesting entity and not the vendor. Specifically, the person(s) named herein will initiate all contact.

2. Vendors are requested to respond to each numbered paragraph of the RFP.

3. Vendors must submit one (1) signed original proposal on or before the date specified on page one of this RFP. The Vendor 
should submit seven (7) complete copies (marked copy) of the signed RFP response, and two (2) electronic versions (one (1) 
redacted electronic version and one (1) unredacted electronic version), preferably in MS Word/Excel format, on CD. Do NOT 
include any pricing from the Official Proposal Price Sheet on the copies, including the CD. Pricing from the Official Proposal 
Price Sheet must be separately sealed from the proposal response and clearly marked as pricing information. The electronic 
version of the Official Proposal Price Sheet must also be sealed separately from the electronic version of the proposal. Failure to 
submit the required number of copies with the proposal may be cause for rejection. If the Arkansas Lottery Commission (ALC) 
requests additional copies of the proposal, they must be delivered within twenty-four (24) hours of request.

4. For a proposal to be considered, an official authorized to bind the Vendor to a resultant contract must have signed the proposal, 
and the Official Proposal Price Sheet.

5. All official documents and correspondence shall be included as part of the resultant contract.||

6. The ALC reserves the right to award a contract or reject a proposal for any or all line items of a proposal received as a result of 
this RFP, if it is in the best interest of the State to do so. Proposals will be rejected for one or more reasons not limited to the 
following:

a. Failure of the Vendor to submit his or her proposal(s) on or before the deadline established by the issuing office;

b. Failure of the Vendor to respond to a requirement for oral/written clarification, presentation, or demonstration;

c. Failure to supply Vendor references.

d. Failure to sign an Official RFP Document;

e. Failure to complete the Official Proposal Price Sheet(s) and include them sealed separately from the rest of the proposal;

f. Any wording by the Vendor in their response to this RFP, or in subsequent correspondence, which conflicts with or takes 
exception to a requirement in the RFP; or

g. Failure of any proposed services to meet or exceed the specifications.

7. The Official Price Proposal Sheet is posted and may be downloaded at

www.lotterycommission.arkansas.gov/.

1. Scientific Games understands that during the time between the proposal opening and contract 

award, any contact concerning the RFP will be initiated by the issuing office or requesting 

entity and not the vendor. Specifically, the person(s) named in the RFP will initiate all contact.

2. Scientific Games has responded to each numbered paragraph of the RFP.

3. Scientific Games has submitted one signed original proposal on or before the date specified on 

page one of the RFP. Scientific Games has also submitted seven complete copies (marked 

copy) of the signed RFP response, and two electronic versions (one redacted electronic 

version and one unredacted electronic version), in PDF format, on CD. We have NOT 

included any pricing from the Official Proposal Price Sheet on the copies, including the 

CD. Pricing from the Official Proposal Price Sheet has been separately sealed from the 

proposal response and clearly marked as pricing information. The electronic version of 

the Official Proposal Price Sheet is also be sealed separately from the electronic version 

of the proposal. Scientific Games acknowledges that failure to submit the required number of 
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copies with the proposal may be cause for rejection. If the ALC requests additional copies of 

the proposal, we will deliver within 24 hours of request.

4. An official authorized to bind Scientific Games to a resultant contract has signed our proposal 

and the Official Proposal Price Sheet.

5. Scientific Games understands that all official documents and correspondence is included as 

part of the resultant contract.

6. Scientific Games understands that the ALC reserves the right to award a contract or reject a 

proposal for any or all line items of a proposal received as a result of this RFP, if it is in the 

best interest of the State to do so. We acknowledge that proposals will be rejected for one or 

more reasons not limited to the following:

a. Failure of Scientific Games to submit their proposal on or before the deadline established 

by the issuing office

b. Failure of Scientific Games to respond to a requirement for oral/written clarification, 

presentation, or demonstration

c. Failure to supply vendor references

d. Failure to sign an Official RFP Document

e. Failure to complete the Official Proposal Price Sheet(s) and include them sealed 

separately from the rest of the proposal

f. Any wording by Scientific Games in our response to the RFP, or in subsequent 

correspondence, which conflicts with or takes exception to a requirement in the RFP

g. Failure of any proposed services to meet or exceed the specifications

1.4 RFP FORMAT
RFP Requirement: Any statement in this document that contains the word “must” or “shall” means that compliance with the intent of 
the statement is mandatory, and failure by the bidder to satisfy that intent will cause the proposal to be rejected. It is recommended 
that bidders respond to each item or paragraph of the RFP in sequence. Items not needing a specific vendor statement may be 
responded to by concurrence or acknowledgement; no response will be interpreted as an affirmative response or agreement to the 
ALC conditions. Reference to handbooks or other technical materials as part of a response must not constitute the entire response 
and vendor must identify the specific page and paragraph being referenced.

Scientific Games acknowledges that any statement in this document that contains the word 

“must” or “shall” means that compliance with the intent of the statement is mandatory, and 

failure by the bidder to satisfy that intent will cause the proposal to be rejected. Within our 
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response, Scientific Games has responded to each item or paragraph of the RFP in sequence. 

Items not needing a specific vendor statement have been responded to by concurrence or 

acknowledgement; we agree that no response will be interpreted as an affirmative response or 

agreement to the ALC conditions. Reference to handbooks or other technical materials as part of a 

response do not constitute the entire response and Scientific Games has identified the specific 

page and paragraph being referenced.

1.5 SEALED PRICES
RFP Requirement: The Official Proposal Price Sheet submitted in response to this RFP must be submitted separately sealed from 
the proposal response. Bidders must include all pricing information on the Official Price Proposal Sheet and must clearly mark said 
page(s) as pricing information. The electronic version of the Official Proposal Price Sheet must also be sealed separately from the 
electronic version of the proposal.

Scientific Games has submitted the Official Proposal Price Sheet in response to the RFP in a 

separately sealed envelope from the proposal response. Scientific Games has included all pricing 

information on the Official Price Proposal Sheet and has clearly marked said page(s) as pricing 

information. The electronic version of the Official Proposal Price Sheet is also sealed separately 

from the electronic version of the proposal.

1.6 TYPE OF CONTRACT
RFP Requirement: This will be a term contract for a term of seven (7) years from date of award, with an option for renewal up to three 
(3) additional times in one (1) year increments or a portion thereof.

Scientific Games understands that this will be a term contract for a term of seven years from date 

of award, with an option for renewal up to three additional times in one year increments or a 

portion thereof. 

The ALC will have the option to renegotiate at time of renewal.
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1.7 PAYMENT AND INVOICE PROVISIONS
RFP Requirement: 

All invoices shall be delivered to the ALC.

The Invoice, Invoice Remit, and Summary must be delivered via paper at no cost to the ALC.

The ALC shall have no responsibility whatsoever for the payment of any federal, state, or local taxes which become payable by the 
Successful Vendor or its subcontractors, agents, officers, or employees. The Successful Vendor shall pay and discharge all such 
taxes when due.

Payment will be made in accordance with applicable State of Arkansas accounting procedures upon acceptance by the ALC. The 
ALC may not be invoiced in advance of delivery and acceptance of any services. Payment will be made only after the contractor has 
successfully satisfied the requesting agency as to the reliability and effectiveness of the services as a whole. Purchase Order Number 
and/or Contract Number should be referenced on each invoice.

The Contractor shall be required to maintain all pertinent financial and accounting records and evidence pertaining to the contract in 
accordance with generally accepted principles of accounting and other procedures specified by the State of Arkansas. Access will be 
granted upon request, to State or Federal Government entities or any of their duly authorized representatives.

Financial and accounting records shall be made available, upon request, to the ALC's designee(s) at any time during the contract 
period and any extension thereof, and for five (5) years from expiration date and final payment on the contract or extension thereof.

Scientific Games understands and agrees to the following: 

■ All invoices will be delivered to the ALC.

■ The Invoice, Invoice Remit, and Summary will be delivered via paper at no cost to the 

ALC.

■ The ALC will have no responsibility whatsoever for the payment of any federal, state, or 

local taxes which become payable by the successful vendor or its subcontractors, agents, 

officers, or employees. The successful vendor shall pay and discharge all such taxes when 

due.

■ Payment will be made in accordance with applicable State of Arkansas accounting 

procedures upon acceptance by the ALC. The ALC may not be invoiced in advance of 

delivery and acceptance of any services. Payment will be made only after the contractor 

has successfully satisfied the requesting agency as to the reliability and effectiveness of 

the services as a whole. Purchase Order Number and/or Contract Number should be 

referenced on each invoice.

■ The contractor will be required to maintain all pertinent financial and accounting records 

and evidence pertaining to the contract in accordance with generally accepted principles of 

accounting and other procedures specified by the State of Arkansas. Access will be 

granted upon request, to state or federal government entities or any of their duly 

authorized representatives.
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■ Financial and accounting records will be made available, upon request, to the ALC's 

designee(s) at any time during the contract period and any extension thereof, and for five 

years from expiration date and final payment on the contract or extension thereof.

1.8 LIQUIDATED DAMAGES
RFP Requirement: The Contract will contain provisions for the following types of liquidated damages:

● Delay in the start of the lottery;
● Delay in the start of a new game;
● Shortage of tickets;
● Failure to distribute tickets within two (2) business days of ordering;
● Security violations;
● Untimely reports;
● Working Papers –untimely or unauthorized modifications;
● Claimed prize tickets not approved by the ALC;
● Defective or nonconforming tickets;
● Incomplete or incorrect game validation files.

The Successful Vendor will remit damages directly to the ALC, or at the option of the ALC, the ALC may withhold amounts otherwise 
due to the Successful Vendor.

For purposes of the RFP, “Working Papers” means the documents, including without limitation specifications for each instant ticket 
game, supplied by the Vendor including the following:

● Ticket stock;
● Ticket size
● Retailer winner codes;
● Colors;
● Pack size;
● Benday patterns or other security measures;
● Prize fund;
● Instant ticket game instructions;
● Ink and coatings;
● Characteristics; and
● Instant ticket game data fonts and sizes.

Scientific Games acknowledges that the contract will contain provisions for the following types of 

liquidated damages:

■ Delay in the start of the lottery

■ Delay in the start of a new game

■ Shortage of tickets

■ Failure to distribute tickets within two business days of ordering

■ Security violations

■ Untimely reports

■ Working Papers –untimely or unauthorized modifications

■ Claimed prize tickets not approved by the ALC
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■ Defective or nonconforming tickets

■ Incomplete or incorrect game validation files

If selected as the successful vendor, Scientific Games will remit damages directly to the ALC, or 

at the option of the ALC, the ALC may withhold amounts otherwise due to Scientific Games.

Scientific Games understands that for purposes of the RFP, “working papers” means the 

documents, including without limitation specifications for each instant ticket game, supplied by 

Scientific Games including the following:

■ Ticket stock

■ Ticket size

■ Retailer winner codes

■ Colors

■ Pack size

■ Benday patterns or other security measures

■ Prize fund

■ Instant ticket game instructions

■ Ink and coatings

■ Characteristics

■ Instant ticket game data fonts and sizes

1.9 PROPRIETARY INFORMATION
RFP Requirement: Proprietary information submitted in response to this RFP will be processed in accordance with applicable major 
procurement procedures. Proposals and documents pertaining to the RFP become the property of the ALC and shall be open to 
public inspection subsequent to proposal opening subject to exemptions as outlined in § 23-115-404(a)(1)(A) and (B). It is the 
responsibility of the Vendor to identify all proprietary information and to seal such information in a separate envelope marked as 
confidential and proprietary.

The vendor must submit one complete copy of the proposal from which any proprietary information has been removed, i.e., a 
redacted copy. The redacted copy should reflect the same pagination as the original, show the empty space from which information 
was redacted, and be submitted on a CD. Except for the redacted information, the CD must be identical to the original hard copy. The 
vendor is responsible for ensuring the redacted copy on CD is protected against restoration of redacted data.

Scientific Games understands that proprietary information submitted in response to this RFP will 

be processed in accordance with applicable major procurement procedures. 



1-9

SECTION 1: General Information

Proposals and documents pertaining to the RFP become the property of the ALC and will be open 

to public inspection subsequent to proposal opening subject to exemptions as outlined in                

§ 23-115-404(a)(1)(A) and (B). We acknowledge that it is the responsibility of Scientific Games 

to identify all proprietary information and to seal such information in a separate envelope marked 

as confidential and proprietary.

Scientific Games has submitted one complete copy of the proposal from which any proprietary 

information has been removed, i.e., a redacted copy. The redacted copy reflects the same 

pagination as the original, show the empty space from which information was redacted, and has 

been submitted on a CD. Except for the redacted information, the CD is identical to the original 

hard copy. Scientific Games has ensured the redacted copy on CD is protected against restoration 

of redacted data.

1.10 CLARIFICATION OF RFP AND QUESTIONS
RFP Requirement: If additional information is necessary to enable Vendors to better interpret the information contained in the RFP, 
written questions will be accepted until the close of business (5:00 PM CDT) on July 8, 2009. Vendor questions submitted in writing 
will be consolidated and responded to by the ALC. The questions and the consolidated written ALC response will be posted on the 
ALC website on or before the close of business (5:00 PM CDT) on July 15, 2009. Written questions should be sent to the ALC.

Scientific Games understands that if additional information is necessary to enable vendors to 

better interpret the information contained in the RFP, written questions will be accepted until the 

close of business (5:00 PM CDT) on July 8, 2009.

Vendor questions submitted in writing will be consolidated and responded to by the ALC. The 

questions and the consolidated written ALC response will be posted on the ALC web site on or 

before the close of business (5:00 PM CDT) on July 15, 2009. Written questions should be sent to 

the ALC.

1.11 BID EVALUATION
RFP Requirement: The ALC will evaluate all proposals to ensure all requirements are met. The contract will be awarded on the basis 
of the proposal that receives the highest cumulative point total as defined in the evaluation criteria.

Scientific Games understands that the ALC will evaluate all proposals to ensure all requirements 

are met. The contract will be awarded on the basis of the proposal that receives the highest 

cumulative point total as defined in the evaluation criteria.
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1.12 ORAL AND/OR WRITTEN PRESENTATIONS/
DEMONSTRATIONS

RFP Requirement: The Vendor may be required to make oral and/or written presentations to comply with the requirement.

The RFP evaluation committee chairperson will schedule the time and location for each demonstration or presentation. All 
presentations are subject to be recorded.

All expenses associated with the initial demonstration except travel, meals, and lodging for ALC personnel, will be borne by the 
Vendor.

Scientific Games acknowledges that it may be required to make oral and/or written presentations 

to comply with the requirement.

The RFP evaluation committee chairperson will schedule the time and location for each 

demonstration or presentation. All presentations are subject to be recorded.

All expenses associated with the initial demonstration except travel, meals, and lodging for ALC 

personnel, will be borne by Scientific Games.

1.13 PERFORMANCE SECURITY
RFP Requirement: In order to assure full performance of all obligations imposed on a Vendor by contracting with the ALC, the 
Vendor will be required to provide a performance security in an amount of $5,000,000.00 submitted by the Vendor within ten (10) 
working days from date of receipt of the ALC's written notification by mail of its anticipation to award a proposal. The form of security 
required shall be a performance bond such as is usually and customarily written and issued by surety companies licensed and 
authorized to do business in Arkansas or a cashier's/certified check. An irrevocable letter of credit from an Arkansas bank is also 
acceptable. The ALC shall award the contract upon acceptance of the performance security. The performance security should be 
made out to the Arkansas Lottery Commission and will be on file at the ALC. The performance security may be renewed on an annual 
basis.

If a Vendor fails to deliver the required performance security, the proposal shall be rejected and the contract shall be awarded to the 
provider of the next ranked proposal. In the event of a breach of contract, either through quality problems, late delivery, substitutions, 
non-performance, or other areas within the control of the Vendor, the ALC will notify the Vendor in writing of the default and may 
assess reasonable charges against the Vendor's performance security. If, after notification of default, the Vendor fails to remedy the 
ALC's damages within ten (10) working days, the ALC may initiate procedures for collection against the Vendor's performance 
security.

In the event of default, and in order to achieve the greatest economy for the State, the ALC may choose the next highest ranked 
Vendor, re-advertise for proposals, negotiate a purchase, or complete any other action consistent with the major procurement laws. 
The performance security will be released at the end of the contract period.

Scientific Games understands and agrees that in order to assure full performance of all obligations 

imposed on Scientific Games by contracting with the ALC, we will be required to provide a 

performance security in an amount of $5,000,000.00 within ten working days from date of receipt 

of the ALC’s written notification by mail of its anticipation to award a proposal. The form of 

security required will be a performance bond such as is usually and customarily written and 

issued by surety companies licensed and authorized to do business in Arkansas or a cashier’s/

certified check. An irrevocable letter of credit from an Arkansas bank is also acceptable. The ALC 
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will award the contract upon acceptance of the performance security. The performance security 

should be made out to the Arkansas Lottery Commission and will be on file at the ALC. The 

performance security may be renewed on an annual basis.

Scientific Games acknowledges that if a vendor fails to deliver the required performance security, 

the proposal will be rejected and the contract will be awarded to the provider of the next ranked 

proposal. In the event of a breach of contract, either through quality problems, late delivery, 

substitutions, non-performance, or other areas within the control of the vendor, the ALC will 

notify the vendor in writing of the default and may assess reasonable charges against the vendor’s 

performance security. If, after notification of default, the Vendor fails to remedy the ALC's 

damages within ten working days, the ALC may initiate procedures for collection against the 

vendor’s performance security.

Scientific Games understands that in the event of default, and in order to achieve the greatest 

economy for the State, the ALC may choose the next highest ranked vendor, re-advertise for 

proposals, negotiate a purchase, or complete any other action consistent with the major 

procurement laws. The performance security will be released at the end of the contract period.

1.14 PRIME CONTRACTOR RESPONSIBILITY
RFP Requirement: The selected Vendor will be required to assume prime contractor responsibility for the contract and will be the 
sole point of contact.

The ALC reserves the right to interview the key personnel assigned by the successful vendor to this project and to recommend or 
require reassignment of personnel deemed unsatisfactory by the ALC.

The ALC reserves the right to approve subcontractors for this project and require primary contractors to replace subcontractors that 
are found to be unacceptable.

If any part of the work is to be subcontracted the Vendor is subject to the provisions of Arkansas Code Annotated § 23-115-501(c), in 
that the Vendor must disclose the same information for the subcontractor as for itself. Responses to this RFP must include a list of 
subcontractors, including: firm name and address, contact person, complete description of work to be subcontracted, and descriptive 
information concerning subcontractor’s business organization.

Scientific Games acknowledges that the selected vendor will be required to assume prime 

contractor responsibility for the contract and will be the sole point of contact.

The ALC reserves the right to interview the key personnel assigned by the successful vendor to 

this project and to recommend or require reassignment of personnel deemed unsatisfactory by the 

ALC.

The ALC reserves the right to approve subcontractors for this project and require primary 

contractors to replace subcontractors that are found to be unacceptable.



1-12

SECTION 1: General Information

We understand that if any part of the work is to be subcontracted Scientific Games is subject to the 

provisions of Arkansas Code Annotated § 23-115-501(c), in that Scientific Games must disclose 

the same information for the subcontractor as for itself. As applicable, Scientific Games has 

included a list of subcontractors, including: firm name and address, contact person, complete 

description of work to be subcontracted, and descriptive information concerning subcontractor’s 

business organization.

1.15 DELEGATION AND/OR ASSIGNMENT
RFP Requirement: The Vendor shall not assign the contract in whole or in part or any payment arising there from without the prior 
written consent of the ALC. The Vendor shall not delegate any duties under this contract to a subcontractor unless the ALC has given 
written consent to the delegation.

If selected as the successful vendor, Scientific Games will not assign the contract in whole or in 

part or any payment arising there from without the prior written consent of the ALC. Scientific 

Games will not delegate any duties under this contract to a subcontractor unless the ALC has 

given written consent to the delegation.

1.16 CONDITIONS OF CONTRACT
RFP Requirement: The Successful Vendor shall at all times observe and comply with federal and State laws, local laws, ordinances, 
orders, and regulations existing at the time of or enacted subsequent to the execution of this contract which in any manner affect the 
completion of the work. The Successful Vendor shall indemnify and save harmless the agency and all its officers, representatives, 
agents, and employees against any claim or liability arising from or based upon the violation of any such law, ordinance, regulation, 
order, or decree by an employee, representative, or subcontractor of the Successful Vendor.

If selected as the successful vendor, Scientific Games will at all times observe and comply with 

federal and State laws, local laws, ordinances, orders, and regulations existing at the time of or 

enacted subsequent to the execution of this contract which in any manner affect the completion of 

the work. If selected as the successful vendor, Scientific Games will indemnify and save harmless 

the agency and all its officers, representatives, agents, and employees against any claim or liability 

arising from or based upon the violation of any such law, ordinance, regulation, order, or decree 

by an employee, representative, or subcontractor of Scientific Games.
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1.17 CANCELLATION
RFP Requirement: "In accordance with Arkansas Code Annotated § 23-115-503(b), the ALC may cancel the Contract after notice

and a right to a hearing if:

● The Vendor commits a violation of this Arkansas Code Annotated § 23-115-501 et seq. or a rule of the Commission;
● The Vendor commits any fraud, deceit, or misrepresentation;
● The Vendor files for or is placed in bankruptcy or receivership; or
● In its sole discretion, the ALC finds a material change in any matter considered by the ALC in executing the Contract with the

Vendor."

Scientific Games acknowledges that the ALC may cancel the Contract after notice and a right to a 

hearing if:

■ We commit a violation of this Arkansas Code Annotated § 23-115-501 et seq. or a rule of 

the Commission

■ We commit any fraud, deceit, or misrepresentation

■ We file for or is placed in bankruptcy or receivership

■ In its sole discretion, the ALC finds a material change in any matter considered by the 

ALC in executing the Contract with Scientific Games

1.18 STATEMENT OF LIABILITY
RFP Requirement: The ALC will demonstrate reasonable care but shall not be liable in the event of loss, destruction, or theft of 
contractor-owned technical literature to be delivered or to be used in the installation of deliverables. The Vendor is required to retain 
total liability for technical literature until the deliverables have been accepted by the “authorized agency official.” At no time will the 
ALC be responsible for or accept liability for any Vendor-owned items.

The Successful Vendor shall indemnify and hold harmless the ALC, its officers, directors, agents, retailers and employees and the 
State of Arkansas, from and against any and all suits, damages, expenses, losses, liabilities, claims of any kind, costs or expenses of 
any nature or kind, including, with limitation, court costs, attorneys’ fees, and other damages, arising out of, in connection with or 
resulting from the development, possession, license, modification, disclosure, or use of any copyrighted or non-copyrighted materials, 
trademark, service mark, secure process, invention, process or idea (whether patented or not), trade secret, confidential information, 
article or appliance furnished by vendor or used in the performance of the Contract.

Scientific Games understands that the ALC will demonstrate reasonable care but will not be liable 

in the event of loss, destruction, or theft of contractor-owned technical literature to be delivered or 

to be used in the installation of deliverables. Scientific Games is required to retain total liability 

for technical literature until the deliverables have been accepted by the “authorized agency 

official.” At no time will the ALC be responsible for or accept liability for any vendor-owned 

items.

If selected as the successful vendor, Scientific Games will indemnify and hold harmless the ALC, 

its officers, directors, agents, retailers and employees and the State of Arkansas, from and against 
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any and all suits, damages, expenses, losses, liabilities, claims of any kind, costs or expenses of 

any nature or kind, including, with limitation, court costs, attorneys’ fees, and other damages, 

arising out of, in connection with or resulting from the development, possession, license, 

modification, disclosure, or use of any copyrighted or non-copyrighted materials, trademark, 

service mark, secure process, invention, process or idea (whether patented or not), trade secret, 

confidential information, article or appliance furnished by Scientific Games or used in the 

performance of the contract.

1.19 OWNERSHIP OF MATERIALS AND RIGHTS OF USE
RFP Requirement: Neither the Successful Vendor nor any of its approved subcontractors shall have any proprietary rights or 
interests in the products, materials, intellectual properties developed, data documentation, approaches, systems, programs, 
methodologies, or concepts developed, produced or provided in connection with the services provided in connection with the services 
provided under the Contract. All such items, rights and/or interests shall belong exclusively to the ALC and that are developed solely 
for use by the ALC.

The ALC grants to the Successful Vendor during the period from the effective date of the Contract until the Contract expires or is 
otherwise terminated a non-exclusive license to use, sublicense, modify and create derivative works of hardware, equipment, 
firmware, and mask works which are owned by the ALC and created solely by the Successful Vendor or its approved subcontractors, 
provided such use by the Vendor is only for the purpose of performing the Contract.

The Successful Vendor grants to the ALC an annual royalty-free license to use and sublicense the use of any and all proprietary 
materials owned by it including, but not limited to, hardware, equipment, firmware, mask works, trademarks, and service marks and 
used in connection with the performance of the Contract, and the Successful Vendor irrevocably grants to the ALC the necessary 
rights and authority to modify such proprietary materials and to create the derivative works in any manner the ALC deems necessary. 
It is the intent of the ALC that it have control over such proprietary materials in a manner consistent with ownership thereof. The intent 
of the ALC is that the ALC is able to continue to use the systems and equipment which is purchased under the RFP in the conduct of 
the lottery games, if in the discretion of the ALC it is in the best interests of the lottery and the ALC to do so, after the expiration or 
termination of the Contract. A necessary component of such operations is for the ALC to have access to the source code, operational 
diagrams, and other proprietary materials so that the ALC, or contractors engaged by the ALC, if the Successful Vendor is unable or 
unwilling to supply upgrades, modifications, or other necessary support, can perform such functions so as not to jeopardize the 
operation of the Lottery. The Contract will require that the Successful Vendor deposit the source code and other proprietary materials 
with an independent third party to be accessed by the ALC in the event of expiration or termination of the Contract. The Successful 
Vendor agrees to grant the ALC non-exclusive intellectual property usage rights for online games and properties owned by the Vendor 
at no cost during the term of the Contract period of this Proposal.

If, for any reason the Successful Vendor should become unable to service the Contract resulting from this RFP, the ALC shall acquire 
a usufruct in all contractual items owned or licensed by the Successful Vendor in conjunction with the Contract which are necessary 
to provide such services.

Scientific Games acknowledges that neither the successful vendor nor any of its approved 

subcontractors shall have any proprietary rights or interests in the products, materials, intellectual 

properties developed, data documentation, approaches, systems, programs, methodologies, or 

concepts developed, produced or provided in connection with the services provided in connection 

with the services provided under the contract. All such items, rights and/or interests will belong 

exclusively to the ALC and that are developed solely for use by the ALC. 

Scientific Games understands that the ALC grants to the successful vendor during the period from 

the effective date of the contract until the contract expires or is otherwise terminated a non-

exclusive license to use, sublicense, modify and create derivative works of hardware, equipment, 
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firmware, and mask works which are owned by the ALC and created solely by the successful 

vendor or its approved subcontractors, provided such use by Scientific Games is only for the 

purpose of performing the contract.

We also acknowledge that the successful vendor grants to the ALC an annual, royalty-free license 

to use and sublicense the use of any and all proprietary materials owned by it including, but not 

limited to, hardware, equipment, firmware, mask works, trademarks, and service marks and used 

in connection with the performance of the Contract, and the successful vendor irrevocably grants 

to the ALC the necessary rights and authority to modify such proprietary materials and to create 

the derivative works in any manner the ALC deems necessary. It is the intent of the ALC that it 

have control over such proprietary materials in a manner consistent with ownership thereof. The 

intent of the ALC is that the ALC is able to continue to use the systems and equipment which is 

purchased under the RFP in the conduct of the lottery games, if in the discretion of the ALC it is 

in the best interests of the lottery and the ALC to do so, after the expiration or termination of the 

contract. Scientific Games understands that a necessary component of such operations is for the 

ALC to have access to the source code, operational diagrams, and other proprietary materials so 

that the ALC, or contractors engaged by the ALC, if the successful vendor is unable or unwilling 

to supply upgrades, modifications, or other necessary support, can perform such functions so as 

not to jeopardize the operation of the Lottery. The Contract will require that the successful vendor 

deposit the source code and other proprietary materials with an independent third party to be 

accessed by the ALC in the event of expiration or termination of the contract. If selected as the 

successful vendor, Scientific Games agrees to grant the ALC non-exclusive intellectual property 

usage rights for online games and properties owned by Scientific Games at no cost during the 

term of the contract period of this proposal.

Scientific Games understands that if, for any reason the successful vendor should become unable 

to service the contract resulting from this RFP, the ALC will acquire a usufruct in all contractual 

items owned or licensed by the successful vendor in conjunction with the contract which are 

necessary to provide such services.

SCIENTIFIC GAMES’ ONLINE GAME PORTFOLIO – INCLUDED IN BASE TICKET OFFERING

Scientific Games continues to aggressively develop a diverse portfolio of new online game 

content. In addition, as a partner to many lotteries in the industry, we have helped each of our 

customers grow their businesses through the development and timely implementation of 

successful new online game content. To do so requires creative thinking and a willingness to 

foster the incubation of innovative ideas. Scientific Games has taken a proactive approach in the 

development of all new game content, and the delivery mechanisms for that content. We have 
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heavily invested in the research and development of new online games that go beyond the game 

models that have traditionally been offered for the last 30 years.

Through extensive brainstorming efforts, market evaluations, game design development and 

research, Scientific Games has created several new categories of online games, modeled at a 

variety of price points, as well as offering a full range of traditional online games. Our online 

game categories are summarized in Figure 1-1.

We have a multitude of games within each category of our online game portfolio. Scientific 

Games continues to create a host of new patent-pending online games that fit within these 

categories. Many of these games are now being implemented by a number of lotteries, both 

domestically and internationally. 

Over the past four plus years, Scientific Games has successfully implemented over 75 new games, 

game changes or game enhancements on time and according to specification.

ONLINE GAME CATEGORIES

Classic Games – Traditional online lottery numbers, matrix and draw games.

Extension Games – Online games with a “twist,” taking traditional online games to a whole new level, 

with enticing features such as multipliers and instant wins with higher price points that offer players 

“value-added” reasons to play.

Instant Win – Offer an instant-cash win through the implementation of multiple themes and price points 

which can be stand alone or added to existing games and can be rotated in and out of the marketplace 

as frequently as within weeks of each other.

Interactive Games – The ability for players to view a game on a ticket and then decide whether to 

participate in the play action opens the doors to a multitude of exciting games that offer “enhanced play” 

features

Player’s Choice Games – These games give players a “sense of control” by allowing them to select 

certain positions on the ticket to reveal. When a player receives a ticket, they can see that every ticket is 

a potential winner if they select the correct positions.

Figure 1-1: Current Online Game Categories



1-17

SECTION 1: General Information

1.20 TRADEMARK AND SERVICE MARK SEARCH AND 
REGISTRATION

RFP Requirement: The Successful Vendor, at its sole expense, will conduct trademark and service mark searches for all game 
names used during the term of the Contract. Copies of all such search reports will be delivered to the ALC and its legal counsel. New 
trademarks and service marks developed for the ALC will be registered by legal counsel chosen by the ALC in the name of the ALC 
for its sole use.

If selected as the successful vendor, Scientific Games, at its sole expense, will conduct trademark 

and service mark searches for all game names used during the term of the contract. Copies of all 

such search reports will be delivered to the ALC and its legal counsel. New trademarks and 

service marks developed for the ALC will be registered by legal counsel chosen by the ALC in the 

name of the ALC for its sole use.

1.21 AWARD RESPONSIBILITY
RFP Requirement: The ALC will be responsible for award and administration of any resulting contract(s).

Scientific Games acknowledges that the ALC will be responsible for award and administration of 

any resulting contract(s).

1.22 INDEPENDENT PRICE DETERMINATION
RFP Requirement: By submission of this proposal, the Vendor certifies, and in the case of a joint proposal, each party thereto 
certifies as to its own organization, that in connection with this proposal:

1. The prices in the proposal have been arrived at independently, without collusion and that no prior information concerning these 
prices has been received from or given to a competitive company;

and

2. If there is sufficient evidence of collusion to warrant consideration of this proposal by the Arkansas Office of the Attorney 
General, all Vendors shall understand that this paragraph may be used as a basis for litigation.

By submission of this proposal, Scientific Games certifies, and in the case of a joint proposal, 

each party thereto certifies as to its own organization, that in connection with the proposal:

1. The prices in the proposal have been arrived at independently, without collusion and that no 

prior information concerning these prices has been received from or given to a competitive 

company.

2. If there is sufficient evidence of collusion to warrant consideration of this proposal by the 

Arkansas Office of the Attorney General, Scientific Games understands that this paragraph 

may be used as a basis for litigation.
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1.23 PUBLICITY
RFP Requirement: News release(s), media interviews or other publicity by a Vendor pertaining to this RFP or any portion of the 
project shall not be made without prior written approval of the ALC. Failure to comply with this requirement is deemed to be a valid 
reason for disqualification of the Vendor’s proposal.

The Successful Vendor agrees not to use the ALC’s names, trademarks, service marks, logos, images, or any data arising or resulting 
from this RFP or the Contract as part of any commercial advertising or proposal without the express prior written consent of the ALC 
in each instance.

Scientific Games agrees that news release(s), media interviews or other publicity by Scientific 

Games pertaining to the RFP or any portion of the project will not be made without prior written 

approval of the ALC. Failure to comply with this requirement is deemed to be a valid reason for 

disqualification of Scientific Games’ proposal.

If selected as the successful vendor, Scientific Games agrees not to use the ALC’s names, 

trademarks, service marks, logos, images, or any data arising or resulting from the RFP or the 

contract as part of any commercial advertising or proposal without the express prior written 

consent of the ALC in each instance.

1.24 CONFIDENTIALITY
RFP Requirement: The Vendor shall be bound to confidentiality of any information that its employees may become aware of during 
the course of performance of contracted services. Consistent and/or uncorrected breaches of confidentiality may constitute grounds 
for cancellation of the Contract.

The Successful Vendor shall represent and warrant that its performance under the Contract will not infringe any patent, copyright, 
trademark, service mark, or other intellectual property rights of any other person or entity and that it will not constitute the 
unauthorized use or disclosure of any trade secret of any other person or entity.

Scientific Games will be bound to confidentiality of any information that its employees may 

become aware of during the course of performance of contracted services. Consistent and/or 

uncorrected breaches of confidentiality may constitute grounds for cancellation of the Contract.

If selected as the successful vendor, Scientific Games will represent and warrant that its 

performance under the contract will not infringe any patent, copyright, trademark, service mark, 

or other intellectual property rights of any other person or entity and that it will not constitute the 

unauthorized use or disclosure of any trade secret of any other person or entity.
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1.25 PROPOSAL TENURE
RFP Requirement: All Proposals shall remain valid for one hundred eighty (180) calendar days calendar days from the Proposal due 
date referenced on Page 1 of the RFP.

Scientific Games’ proposal will remain valid for 180 calendar days calendar days from the 

Proposal due date referenced on Page 1 of the RFP.

1.26 COST
RFP Requirement: All charges must be included on the Official Proposal Price Sheets, must be valid for one hundred eighty (180) 
days following proposal opening, and shall be included in the costing evaluation. The pricing must include all associated cost for the 
service being bid. Pricing from the Official Proposal Price Sheet must be separately sealed from the proposal response and clearly 
marked as pricing information. Do not include any pricing from the Official Proposal Price Sheet on the copies, including the CD. The 
electronic version of the Official Proposal Price Sheet must also be sealed separately from the electronic version of the proposal.

NOTE:

1. The ALC will not be obligated to pay any costs not identified on the Official Proposal Price Sheet.

2. Any cost not identified by the Vendor but subsequently incurred in order to achieve successful operation will be borne by the 
Vendor.

3. Official Proposal Price Sheets may be reproduced as needed.

4. Vendors may expand items to identify all proposed services. A separate listing, which must include pricing, may be submitted 
with summary pricing.

Scientific Games has provided all charges on the Official Proposal Price Sheets, and are valid for 

180 days following proposal opening, and will be included in the costing evaluation. The pricing 

includes all associated cost for the service being bid. Pricing from the Official Proposal Price 

Sheet has been separately sealed from the proposal response and clearly marked as pricing 

information. We have not included any pricing from the Official Proposal Price Sheet on the 

copies, including the CD. The electronic version of the Official Proposal Price Sheet is also 

be sealed separately from the electronic version of the proposal.

NOTE:

1. The ALC will not be obligated to pay any costs not identified on the Official Proposal Price 

Sheet.

2. Any cost not identified by the vendor but subsequently incurred in order to achieve successful 

operation will be borne by the vendor.

3. Official Proposal Price Sheets may be reproduced as needed.

4. Vendors may expand items to identify all proposed services. A separate listing, which must 

include pricing, may be submitted with summary pricing.
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1.27 WARRANTIES
RFP Requirement: 

1. The Successful Vendor shall warrant that it currently is, and will at all times remain, lawfully organized and constituted under all 
federal, state and local law, ordinances and other authorities of its domicile and that it currently is, and will at all times remain in 
full compliance with all legal requirements of its domicile and the State of Arkansas.

2. The successful Vendor shall warrant and agree that it will keep all equipment in good condition and repair, and it shall make all 
reasonable efforts to prevent anything that may materially impair the operations thereof. The Successful Vendor shall not permit 
such equipment to be used in violation of any provision to be used in violation of any provision of the Contract, this RFP and any 
amendments thereto, any statue or any regulation of the ALC and shall not encumber such equipment or otherwise dedicate the 
use of such equipment in such a way as to compromise the ability of the Successful Vendor to perform the services provided in 
the Contract.

3. The Successful Vendor shall warrant that the actual prize pool for each game will be within the limits set out in the “Working 
Papers”.

4. The Successful Vendor shall warrant that all tickets will have a unique validation number within each game.

1. If selected as the successful vendor, Scientific Games will warrant that it currently is, and will 

at all times remain, lawfully organized and constituted under all federal, state and local law, 

ordinances and other authorities of its domicile and that it currently is, and will at all times 

remain in full compliance with all legal requirements of its domicile and the State of 

Arkansas.

2. If selected as the successful vendor, Scientific Games will warrant and agree that it will keep 

all equipment in good condition and repair, and it will make all reasonable efforts to prevent 

anything that may materially impair the operations thereof. Scientific Games will not permit 

such equipment to be used in violation of any provision to be used in violation of any 

provision of the contract, the RFP and any amendments thereto, any statue or any regulation of 

the ALC and will not encumber such equipment or otherwise dedicate the use of such 

equipment in such a way as to compromise the ability of Scientific Games to perform the 

services provided in the contract.

3. If selected as the successful vendor, Scientific Games will warrant that the actual prize pool 

for each game will be within the limits set out in the “working papers.”

4. If selected as the successful vendor, Scientific Games will warrant that all tickets will have a 

unique validation number within each game.
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1.28 ONGOING PERFORMANCE REQUIREMENTS
RFP Requirement: The ALC may terminate the Contract by the Successful Vendor or its subcontractors under the terms of the 
Contract if, within ten (10) days after the ALC gives the Successful Vendor written notice specifying a default, the Contractor has not, 
in the ALC's sole judgment, either cured the default or given adequate assurance that assures the default will not adversely affect the 
timely implementation of the Lottery or its continued operation.

Moreover, the ALC may cancel and terminate the Contract on less than ten (10) days written notice in cases of fraud, failure to 
disclose information required under this RFP, submission of work product in contravention of the terms of the Contract, refusal to 
permit inspections authorized by the Contract, failure to establish and maintain a physical plant, ticket and distribution security 
program that is acceptable to the ALC, and failure to adhere to all security requirements established from time to time by the ALC.

Scientific Games understands that the ALC may terminate the contract by the successful vendor 

or its subcontractors under the terms of the contract if, within ten days after the ALC gives the 

Successful Vendor written notice specifying a default, the contractor has not, in the ALC’s 

reasonable judgment, either cured the default or given adequate assurance that assures the default 

will not adversely affect the timely implementation of the Lottery or its continued operation.

Furthermore, we acknowledge that moreover, the ALC may cancel and terminate the contract on 

less than ten days written notice in cases of fraud, failure to disclose information required under 

the RFP, submission of work product in contravention of the terms of the contract, refusal to 

permit inspections authorized by the contract, failure to establish and maintain a physical plant, 

ticket and distribution security program that is acceptable to the ALC, and failure to adhere to all 

security requirements established from time to time by the ALC.

1.29 VENDOR REFERENCES
RFP Requirement: The Successful Vendor must have experience in providing the goods or services specified in this RFP and must 
furnish proof of that experience to the satisfaction of the ALC. Therefore, all Vendors shall provide the ALC with a minimum of three 
(3) references for which the Vendor supplied goods or services similar to those being sought by this RFP. For each reference listed, 
the following information must be provided:

A. Client Name;

B. Contact Name;

C. Address;

D. Telephone & Fax Numbers & e-mail address;

E. Years of Association with Client;

F. Description of Goods or Services Provided;

G. Dates Goods or Services Provided; and

H. Approximate Value of Goods or Services Provided.

As documented throughout our proposal response, Scientific Games has significant experience in 

providing the goods or services specified in the RFP and has furnished proof of that experience 

thoroughly. On the following pages, Scientific Games provides four references for which we have 
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supplied goods or services similar to those being sought by the RFP. For each reference listed, the 

following information is provided:

A. Client Name

B. Contact Name

C. Address

D. Telephone & Fax Numbers & E-Mail Address

E. Years of Association with Client

F. Description of Goods or Services Provided

G. Dates Goods or Services Provided

H. Approximate Value of Goods or Services Provided

1.30 NEGOTIATIONS
RFP Requirement: As provided in this RFP and under the ALC's Major Procurement Rules, discussions may be conducted with a 
responsible Vendor who submit proposals determined to be reasonably susceptible of being selected for award for the purpose of 
obtaining clarification of proposal response and negotiation for best and final offers.

Scientific Games understands that as provided in the RFP and under the ALC’s Major 

Procurement Rules, discussions may be conducted with a responsible vendor who submit 

proposals determined to be reasonably susceptible of being selected for award for the purpose of 

obtaining clarification of proposal response and negotiation for best and final offers.



CONFIDENTIAL INFORMATION BEGINS HERE.

SOUTH CAROLINA EDUCATION LOTTERY
CONTACT INFORMATION Ms. Paula Harper-Bethea, Interim Executive Director

1201 Main Street #830

Columbia, SC 29201

Tel: 803-737-2048

Fax: 803-737-2882

Email: paula.harper-bethea@sclot.com

YEARS ASSOCIATION WITH CLIENT 7 years

NATURE AND EXTENT PRIMARY VENDOR CO-OPERATIVE SERVICES 
PROGRAM (CSP) & INSTANT TICKETS

■ Lottery start-up
■ Instant tickets
■ Instant and on-line systems
■ Related services
■ Licensed properties
■ Telemarketing
■ Inventory management
■ Focus group testing
■ Promotional assistance
■ Sales analysis
■ Sales training
■ Ongoing distribution support
■ Ticket dispensers
■ AEGIS-MAP 
■ Online system
■ Annual and long-term strategic plans
■ Distribution of play stations through UPS at a savings to the 

Lottery
■ Immediate distribution of correspondence to retailer through ticket 

orders

DATES OF CONTRACTS Instant/CSP
10/06-10/14 

Online
01/02-12/08

APPROXIMATE VALUE OF GOODS 
AND SERVICES PROVIDED

$50 million
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TENNESSEE EDUCATION LOTTERY 
CORPORATION

CONTACT INFORMATION Ms. Rebecca Paul Hargrove, President & CEO

200 Athens Way

Nashville, TN 37228

Tel: 615-324-6500

Fax: 615-324-6537

YEARS ASSOCIATION WITH CLIENT 5 years

NATURE AND EXTENT PRIMARY VENDOR CO-OPERATIVE SERVICES 
PROGRAM (CSP) & INSTANT TICKETS

■ Lottery start-up
■ Instant tickets
■ Licensed properties
■ Warehousing
■ Distribution
■ Related services
■ Vending machines
■ Ticket dispensers
■ Telemarketing
■ Inventory management
■ Research
■ Advertising support
■ Attribute analysis
■ Sales analysis
■ Sales forecasting
■ Inventory monitoring
■ State-of-the-state review/best practices
■ AEGIS-MAP

DATES OF CONTRACTS Instant/CSP
01/04-04/11

+4 year extension (04/15)

APPROXIMATE VALUE OF GOODS 
AND SERVICES PROVIDED

$96 million
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OKLAHOMA LOTTERY
CONTACT INFORMATION Jim Scroggins, Executive Director

3817 N. Sante Fe

Oklahoma City, OK 73118

405-521-0520

YEARS ASSOCIATION WITH CLIENT 4 years

NATURE AND EXTENT PRIMARY VENDOR COOPERATIVE SERVICES 
PROGRAM (CSP)

■ Lottery start-up
■ Instant tickets
■ Instant system
■ Licensed properties
■ Cooperative services
■ Online system
■ Lottery terminals

DATES OF CONTRACTS CSP
08/05-08-06

6 (1 year) Extensions available

APPROXIMATE VALUE OF GOODS 
AND SERVICES PROVIDED

$44.8 million
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NORTH DAKOTA LOTTERY
CONTACT INFORMATION Ms. Randy Miller, Director

600 E. Boulevard Avenue, Dept. 125

Bismark, ND 58505

Tel: 701-328-1574

Fax: 701-328-1580

Email: rmiller@nd.gov

YEARS ASSOCIATION WITH CLIENT 5 years

NATURE AND EXTENT PRIMARY ONLINE VENDOR

■ Full facilities management contract including online gaming system
■ Data center management
■ Reporting services
■ Instant and online transaction management
■ Network communications management
■ Retailer terminal installation and management (450 Extrema 

terminals)
■ Call center services
■ Field operations services
■ Lottery management services
■ Game design, marketing and research

DATES OF CONTRACTS Online
03/04-03/12

2 (1 year) Extensions available

APPROXIMATE VALUE OF GOODS 
AND SERVICES PROVIDED

$17.7 million
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CONFIDENTIAL INFORMATION ENDS HERE.

CHINA SPORTS LOTTERY
CONTACT INFORMATION Ms. Bai Ping 

No. 23 No. 23 Dongsanhuannanlu

Chaoyang District

Beijing, China 100021

Tel: +86 10 8773 1876

Mobile: +86 13701064355

Email: baiping@lottery.gov.cn

YEARS ASSOCIATION WITH CLIENT 2 years

NATURE AND EXTENT PRIMARY VENDOR COOPERATIVE SERVICES 
PROGRAM (CSP)

■ Printing Agreement for instant games
■ coperation agreement regarding project of sales
■ operation and promotion of China Sports Lottery instant game 

tickets

DATES OF CONTRACTS Instant

12/07-12/15

APPROXIMATE VALUE OF GOODS 
AND SERVICES PROVIDED

280 million
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2.0 OVERVIEW
RFP Requirement: Legislation creating the Arkansas Lottery, also referred to as the Arkansas Scholarship Lottery Act (ASLA), and 
the Arkansas Lottery Commission (ALC), was signed into law on March 26, 2009 (the Arkansas Scholarship Lottery Act, Arkansas 
Code Annotated § 23-115-101, et seq. and § 6-85-201, et seq.). In accordance with that legislation the Arkansas Lottery 
Commission, for the benefit of the people of Arkansas, issues this Request For Proposals with the clear intent to operate a lottery that 
provides continuing entertainment to the public, maximizes the revenue generated for the support of higher education scholarships, 
preserves the integrity and dignity of the process and accounts to the public and the General Assembly through reports and audits.

The Arkansas Lottery Commission is an independent agency of the State of Arkansas. It plans to employ up to ninety (90) people 
statewide and plans to operate four prize payment center offices including a headquarters in Little Rock and three district offices 
outside of Little Rock by the start-up of instant ticket sales on or before October 29, 2009. The ALC is committed to maximizing 
revenues for the Arkansas Academic Challenge Scholarship Program (AACSP) and other non-lottery education programs in 
furtherance of the findings and declarations set forth in the act creating the Arkansas Scholarship Lottery.

The ALC requires that instant ticket sales begin on or before October 29, 2009; thus, all components of an instant ticket operation 
must be in place, fully operational and tested prior to that time. The ALC will begin with instant ticket price points at $1, $2, $3, $5 and 
$10.

The ALC’s retailer base at start-up is expected to be approximately two thousand five hundred (2,500) and its retailer base may be 
expanded to up to 3,200 during the term of the Contract.

Scientific Games understands that legislation creating the Arkansas Lottery, also referred to as the 

Arkansas Scholarship Lottery Act (ASLA), and the Arkansas Lottery Commission (ALC), was 

signed into law on March 26, 2009 (the Arkansas Scholarship Lottery Act, Arkansas Code 

Annotated § 23-115-101, et seq. and § 6-85-201, et seq.). In accordance with that legislation the 

Arkansas Lottery Commission, for the benefit of the people of Arkansas, issues this Request For 

Proposals with the clear intent to operate a lottery that provides continuing entertainment to the 

public, maximizes the revenue generated for the support of higher education scholarships, 

preserves the integrity and dignity of the process and accounts to the public and the General 

Assembly through reports and audits.

Scientific Games also acknowledges that the ALC is an independent agency of the State of 

Arkansas. It plans to employ up to 90 people statewide and have two district and prize payment 

center offices across the state as well as a headquarters and prize payment center in Little Rock, 

Arkansas by the start-up of instant ticket sales on or before October 29, 2009. The ALC is 

committed to maximizing revenues for the Arkansas Academic Challenge Scholarship Program 

(AACSP) and other non-lottery education programs in furtherance of the findings and 

declarations set forth in the act creating the Arkansas Scholarship Lottery.

SECTION 2: Overview
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We understand that the ALC requires that instant ticket sales begin on or before October 29, 2009; 

thus, all components of an instant ticket operation must be in place, fully operational and tested 

prior to that time. The ALC will begin with instant ticket price points at $1, $2, $3, $5 and $10.

Lastly, Scientific Games understands that the ALC’s retailer base at start-up is expected to be 

approximately 2,500 and its retailer base may be expanded to up to 5,000 during the term of the 

contract. Thereafter, based on subsequent developments and sales, the retailer base may be 

expanded.

2.1 ALC OBJECTIVES
RFP Requirement: The integrity of the Arkansas Scholarship Lottery is essential. The ALC must maintain control over all functions 
and be assured that they are performed to provide the greatest long-term benefit to the State of Arkansas, the greatest integrity for 
the ALC, and the best service and products for the public, all in a manner consistent with the dignity of the State of Arkansas.

All responses to this RFP shall reflect the following overall goals and objectives of the ALC:

● To ensure prize payouts are at least fifty percent (50%) of the amount of money from the actual sale of lottery tickets;
● To annually increase revenue and associated net lottery proceeds;
● To market high quality products that provide entertainment and customer satisfaction;
● To ensure that the Lottery receives services from Vendors who are financially sound and experienced, and who maintain favorable

reputations within the lottery industry for contract performance;
● To ensure that instant ticket products are in retail locations and available for sale to the public on or prior to October 29, 2009 in all

locations of retailers approved by the ALC two (2) weeks prior to start-up;
● To ensure meaningful minority and female representation and a commitment to nondiscrimination, in accordance with the

Arkansas Scholarship Lottery Act;
● To provide for innovation and the ability to respond to changes in the industry and the demands of the marketplace;
● To obtain the highest quality goods and services at the most competitive price; and
● To start up and operate the ASL as one of the most successful lotteries in the world, while maintaining its security and integrity.

Scientific Games firmly understands the integrity of the Arkansas Scholarship Lottery is essential. 

The ALC must maintain control over all functions and be assured that they are performed to 

provide the greatest long-term benefit to the State of Arkansas, the greatest integrity for the ALC, 

and the best service and products for the public, all in a manner consistent with the dignity of the 

State of Arkansas.

In keeping with the overall goals and objectives of the ALC, Scientific Games has reflected in our 

proposal response the following:

■ To ensure prize payouts are at least 50% of the amount of money from the actual sale of 

lottery tickets

■ To annually increase revenue and associated net lottery proceeds

■ To market high quality products that provide entertainment and customer satisfaction
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■ To ensure that the Lottery receives services from Vendors who are financially sound and 

experienced, and who maintain favorable reputations within the lottery industry for 

contract performance

■ To ensure that instant ticket products are in retail locations and available for sale to the 

public on or prior to October 29, 2009 in all locations of retailers approved by the ALC 

two weeks prior to start-up

■ To ensure meaningful minority and female representation and a commitment to 

nondiscrimination, in accordance with the Arkansas Scholarship Lottery Act

■ To provide for innovation and the ability to respond to changes in the industry and the 

demands of the marketplace

■ To obtain the highest quality goods and services at the most competitive price

■ To start-up and operate the ASL as one of the most successful lotteries in the world, while 

maintaining its security and integrity.
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3.0 TECHNICAL SPECIFICATIONS
RFP Requirement: The objective of this RFP is to encourage Vendors to provide a solution for the challenges facing the ALC 
associated with the start-up of instant ticket sales. The ALC has provided the specifications, requirements, and functional features in 
this section of the RFP. The portions of Proposals that address the functional requirements of this RFP will provide the ALC with the 
information necessary to conduct a fair evaluation of the proposed technical solutions from all responsible and responsive Vendors.

SCIENTIFIC GAMES’ GAME PRODUCTION OVERVIEW

Scientific Games understands that the objective of the RFP is to encourage vendors to provide a 

complete and proven solution for the challenges and opportunities facing the ALC associated with 

the start-up of instant ticket sales. We have used the guidelines provided by the ALC in Section 3 

and carefully responded to the specifications, requirements and functional features outlined in the 

RFP. Scientific Games understands that the responses to the functional requirements in this RFP 

will provide the information necessary for the ALC to conduct a fair evaluation of the proposed 

technical solutions.

Within this section Scientific Games’ details our state-of-the-art, world-class production 

techniques for printing instant game tickets. Our procedures include all of the processes and 

procedures necessary to design and produce secure, high quality instant tickets. 

The ALC needs an experienced, market-tested vendor that will ensure that all details of an instant 

ticket game are completed with the highest quality and security in mind. Any single missing detail 

could result in a failure of the game. Looking at an instant ticket it is easy to overlook the 

thousands of details that must be coordinated to produce one of the most complex printing 

processes in the world.

The basic physical composition of all instant tickets is the same—paper, ink, and imaging; the 

printing process is the same—paper passes through the print units of the press. Ink and lower 

coatings are laid down onto the paper. Game data is imaged onto the ticket and covered with a 

seal/release coating to protect the imaging. Finally, additional inks and coatings are added to the 

paper to cover the game data and create an attractive looking ticket. Looking at the printing 

process this way, it looks simple. But an instant lottery ticket is more than the materials that make 

SECTION 3: Instant Ticket Operations
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it—it’s a player’s dream, a retailer’s income, the ALC’s reputation and revenue, and the state of 

Arkansas’ money for education. 

When reviewing a company’s ability to manufacture tickets, it is critical to consider its ability to 

coordinate the execution of thousands of details for multiple games while maintaining the highest 

quality and security. By selecting Scientific Games as its instant lottery ticket services provider, 

the ALC will receive:

■ Proven ability to develop, design, produce, ship and distribute over 13 instant ticket games 

for a lottery’s instant ticket start-up

■ The latest quality enhancements in the industry

■ Most experienced instant ticket production staff—game production staff of over 700 

people in every critical area under one roof

■ Capacity to quickly, accurately, and securely produce instant ticket games in these critical 

areas:

i) Game Design – Staff of 42 game design professionals with over 300+ years of lottery 

game development experience

ii) Game Programming – Highly secure, object-oriented systems developed since 2000

iii) Prepress Production Control – All critical functions in-house for five presses

iv) Printing – Five high speed presses of which two are the newest in the industry

v) Packaging – Largest number of high-speed integrated finishing lines in the industry

vi) Shipping – Logistic and racking systems to speed staging and delivery

PRODUCTION METHODOLOGY OVERVIEW

Scientific Games’ printing process is outlined herein via the six distinct areas—game design, 

game programming, prepress, production control, printing, packaging, and shipping. 

On the following pages we will describe our technical and production methodology for 

accomplishing the work required to print the Arkansas Lottery’s instant ticket games with world-

class quality, security and reliability. Following the production process information, we will 

provide specific responses to the technical specifications listed in this section.

Figure 3-1 identifies the major production steps involved in the instant game development 

process. 



Figure 3-1: Production Steps
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GAME DESIGN 

At Scientific Games, game design and development is a multi-faceted process that includes 

artwork creation, prize structure development, working paper development, game programming, 

game scheduling and prepress plate development. All game development is done in close 

conjunction with the Lottery.

The ALC instant game development starts in our Customer Service division and is led by Account 

Executive – Martha Hernandez. Martha will review each game’s requirements with the Senior 

Regional Director – Toben Molica, Graphic Designer – Rick Tidwell, Customer Service Manager 

– Cathy White, and Art Manager – Jim Farrell.

The leader of the Scientific Games creative department team is Rhonda Gillen, Creative Director. 

Rhonda is a lottery industry veteran who has 15 years of account management and creative design 

experience. In addition, Rhonda comes with over 27 years of promotion experience in both the 

retail and lottery venues.

Rhonda’s team will be focused on bringing new, exciting designs to instant ticket games and 

marketing support materials as well.

Scientific Games is committed to providing the ALC with revenue-generating, creative games that 

will attract players, are graphically appealing, and most importantly, provide play value to your 

players. 

What makes a game sell? With a library of over 22,000 games and more than 36 years in the 

lottery industry, Scientific Games has had the opportunity to develop and fine tune best practices 

for successful, revenue-generating instant tickets. We have found that successful instant sales 

begin with four key marketing strategies:

■ Establish core games that appeal to the largest segments of frequent players

■ Incorporate a methodical evolution toward a product mix with higher or differentiated 

price points

■ Attract new players

■ Understand that players have choices in how they spend their money, so it is important to 

give them an exciting reason to purchase instant games

The ALC’s assigned customer service team, (Martha, Toben, and Rick), is focused on new game 

development and artwork, constantly exploring new tools and pushing the production envelope. 

Their objective is to produce game designs that support the Lottery’s marketing efforts and 
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detailed analysis of the marketplace. Consistent analysis of the market allows us to isolate 

determinates of demand for that market and deliver games to you that sell.

WORKING PAPERS 

Scientific Games has the human, technology, and production expertise and capacity to provide the 

Arkansas Lottery with the finest in instant game development and production. Our 355,000 square 

foot Alpharetta, Georgia facility houses more instant game experts, and production capacity than 

all of our competitors combined. 

As the leading instant game partner in the lottery industry, Scientific Games understands the need 

to create error free working papers. We have invested in the latest in database technology to create 

your working papers. Our Virtual Interface for Electronic Working Papers (which we refer to as 

VIEW), is the most advanced tool of its kind. Since transitioning from our previous working 

paper system in the fall of 2005, Scientific Games’ Alpharetta Account Executives have created 

nearly 7,000 sets of working papers in VIEW. Our other facilities now also use this tool to create 

working papers.

VIEW is a database storage application that is utilized from initial game development through 

game delivery. VIEW incorporates scheduling and forecasting capabilities that provide up-to-the-

minute game information. Having all game and customer information in one database increases 

accuracy and provides faster turnaround—critical components for a start-up scenario.

Another feature of VIEW is its document management capabilities. Instead of one document the 

Lottery receives two separate documents. The first document, Game Specifications, contains 

variable information that changes from game to game, such as ticket art, prize structure and order 

quantities, etc. In the second document, called the Customer Specifications for instant games, we 

include all of the information that rarely changes from game to game, such as; ticket back 

markings, packaging and shipping specifications and contact information. Should these 

specifications change, a new version of this Customer Specification document is executed. This 

two part system allows for faster review of the important information for an individual game and 

doesn't require time consuming review for information that rarely changes. 

The further benefits of Scientific Games’ VIEW working paper process are provided in Section 

3.0.1, pages 3-59 through 3-62.
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GAME PROGRAMMING

Our Game Programming department begins each game by using the game programming 

specifications found in the VIEW working papers to develop and test software that will, in turn, 

create the image data for each ticket. The working papers define all characteristics of the game; 

and specifically for game programming, this document specifies the prize structure, the game 

rules and the game symbols among other requirements. Game programmers and game auditors 

create, test and approve software on the development system. The approved game software is 

transferred to the production system where the game data is securely produced, encrypted and 

delivered to the press imaging systems.

Software Development

Secure and Correct Instant Games  – The primary technical objective of the Game 

Programming team at Scientific Games is to develop game software that accurately and securely 

produces instant game data.  For over 36 years, Scientific Games has continually demonstrated the 

expert capability required in the discipline of game programming. It is this crucial component that 

ultimately delivers on the fundamental promise of the instant ticket product: “a fair chance to win 

a prize.” 

In the following section, we describe Scientific Games’ game programming systems and methods 

and detail our proficiency, capacity, and capabilities in this critical area. To meet these challenges, 

Scientific Games has:

■ Designed and implemented an efficient and effective game software development system

■ Hired and trained an organization of dedicated and skilled software developers, game 

programmers and game auditors

■ Developed and refined a series of instant game generation/production procedures that 

form the foundation of a game programming, game auditing, and game production process

■ Designed and developed a secure and reliable production system that is used to produce 

and distribute the data to the presses

■ Invited independent auditors and system security experts to inspect and audit both the 

game programming process as well as the underlying security systems

Software Development Leads to Secure Game Data – The purpose of Scientific Games’ 

Software Development is to create and test the game software that when ported to the production 

system, will produce correct instant ticket data for the game. Figure 3-3 illustrates the overall 

game development process.
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CONFIDENTIAL INFORMATION BEGINS HERE.

Figure 3-3: Game Development Process
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Key points about Scientific Games’ software development process include:

■ The Scientific Games software development process is ISO 9001:2000 certified.

■ Over 36 years, Scientific Games has produced over 20,000 successful games for Lottery 

customers; our success is due, in large part, to the software development process.

■ By defining job responsibilities and the network environment to an exacting degree, 

Scientific Games creates a clear separation between the development system and the 

production system—this is a core building block of game programming system integrity 

and security.

■ The development system can be accessed by game programmers and game auditors to 

develop and test instant game software.

■ Each access to the production system is logged.

■ An independent security firm collects the logs, reviews them daily, weekly and monthly 

and reports findings to the Vice President of Game Programming.

■ Game Software Development is completely separate from Game Software Audit—two 

different teams with different managers.

■ During development, all software is tested by an independent team of internal game 

auditors. The software must pass or exceed all tests before it is accepted as production-

ready.

■ During production, the accepted software produces the game’s instant ticket data in an 

encrypted environment and the data is not decrypted until seconds before it is imaged on 

the ticket. The keys are generated by the system and only the image file decryption system 

can decrypt.

■ During production, the audit software produces game reports for each live pool of data 

created. Randomly selected reports are reviewed by Deloitte & Touche.

■ Auditors from Deloitte & Touche re-confirm that the prize structure, the programming 

parameters and the game symbols meet or exceed specification.

■ The development system and the development process are routinely audited by Scientific 

Games’ lottery customers and by independent experts. The purpose of these audits is to 

ensure that the system/processes are fit for the purpose of creating correct software.
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■ The production system is also routinely audited by security experts and by Scientific 

Games’ customers. We ensure that the system is secure and that security best-practices are 

incorporated.

■ The Game Development systems at Scientific Games were built to produce games that are 

secure. 

We hired world-class security experts to assist us in the design and the implementation of a 

network architecture that separates all sensitive data from unauthorized individuals but also allows 

us to conduct operations efficiently and accurately. Over the years, we continue to make the 

necessary and critical advancements to the game programming security systems—all of which are 

documented and all of which are routinely and independently audited. 

Scientific Games continues to recognize the danger of the threats we face. We are in the business 

of protecting our customers in this vital area. Scientific Games is unmatched and leads the world 

in the technologies that ensure secure instant games for all of our customers.

Creating and Testing Software on the Development System – For each game, software is 

created and tested on the development system. This would be analogous to the software 

development process used by any of the world’s leading software suppliers such as Microsoft or 

IBM: 

■ Software is created by software engineers according to a written specification. 

■ Local testing is performed to ensure that the software meets the specification. 

■ Independent system testing and formal acceptance allows software to be used in 

production.
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This best-practice methodology is also followed by the Scientific Games programming team such 

that the following software is created, tested and accepted for each game:

1. The Game Generation team creates the Game Generation software. This software will 

ultimately create all the game data for the tickets according to the specifications in the 

working papers.

2. The Game Conversion team creates the Game Conversion software. This software will 

‘typeset or convert” the ‘generated’ data and place each data element (game symbols, security 

or validation data) on the ticket with the correct font and in the correct location on the ticket.

3. The Game Audit team creates the Game Audit software. This software critically inspects both 

the game generation data and the converted data to ensure that every single data element on 

the ticket meets or exceeds specification.

4. The Game Review team performs software acceptance testing and reviews system-generated 

reports to ensure that all three pieces of software meet or exceed specification. 

The following sections discuss Scientific Games’ software development process and why 

Scientific Games’ Game Development is unmatched in our capability to provide accurate, fun-to-

play and secure instant ticket games to the ALC.

Game Generation Software and Why it is Important to the ALC – Scientific Games pioneered 

the use of Object Oriented programming as it relates to instant ticket programming in the late 

1990’s. Ten years later, we continue to lead the world in this area and have made numerous 

advancements in the last decade—the result of continued focus on process improvements and 

strengthening of security protocols. These advancements are important to the ALC because they 

fundamentally reduce the chance for error in the creation of the game data and ensure that the 

game data is as secure as possible.

Game generation programmers use Scientific Games’ game programming system to assist them in 

the creation of an instant game. The system provides the programmer with two ‘clean’ objects: an 

Arkansas-specific object that contains all the rules for the Arkansas’ system and a game-specific 

object for the play style of game ordered. Think of a ‘game object’ as all of the programming code 

to generate a Key Number Match game or a Crossword game. And the ‘state-specific object’ is all 

of the programming code to correctly apply the ticket numbering (serial and validation) to the 

ticket. 
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The use of two clean objects is an important element of our programming process. The ALC 

receives the highest quality games because the objects in our Arkansas game library are correct. 

This process ensures that the software is free from initial defect. We can offer this assurance 

because:

1. There is a requirement for a formal testing and acceptance routine that must be carried out 

before objects are initially admitted into the Scientific Games library.

2. It is quite possible that the object has been used successfully for years and has therefore been 

responsible in terms of game data for billions of instant tickets that have already been printed 

and sold. 

The game programmer completes the game generation software by applying his skill to the 

specific requirements of the particular game.  This skill is important to the lottery because ticket 

data must be both correct for the play style and creative in order to ensure a “good to the last 

scratch” play value.  Our experience and library of proven automated pattern generators allow us 

to create a wide variety of ticket data.  These pattern generators, along with other complex ticket 

generation tools enable the programmers to devote more time to enhance the play quality of all 

game styles.

The generation programmer reviews the game generation reports and compares the results with 

the specifications found in the working papers. Any specific requirements that relate to the 

customer and a particular play style are verified with automated checks written into the generation 

software. These checks are then proven manually before the game is released.

It is the responsibility of the game generation programmer to include all necessary reports in his 

work to prove to the internal and external auditors that the software is compliant with the rules of 

the working papers.  These reports vary by play style, however, Figure 3-4 shows the typical 

reports in this phase of programming.

REPORT TYPE REPORT PURPOSE REVIEWED BY

Prize Structure Reports These reports confirm that the generated 

data meets the prize structure requirements.

Game Generation, Internal 

Game Audit, External Audit

Play Symbol vs. Position 

Reports

These reports confirm that the data is evenly 

distributed among the possible play spot 

locations. Depending on the game play style, 

there may be dozens of variations of this 

report.

Game Generation, Internal 

Game Audit, External Audit

Figure 3-4: Game Generation Reports
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A NOTE ABOUT RANDOMNESS

Scientific Games software has successfully created hundreds of billions of tickets with its 

proprietary randomization routines. Since 1987, Scientific Games has produced over 20,000 

games for Lottery customers using these algorithms, which have, without fail either met or 

exceeded all requirements for randomness and unique pattern generation.

As a matter of integrity and longstanding policy, our goal is always to evenly distribute any and all 

prizes throughout a game. We use proprietary randomization routines to accomplish this evenly 

distributed, pseudo-random mixture of winning and non-winning tickets within a game. For game 

Play Symbol vs. Prize 

Level Reports

These reports confirm that the play data has 

no bias depending on the prize won by the 

ticket.

Game Generation, Internal 

Game Audit, External Audit

Game Specific Reports Card Games require special reports; 

Crossword games do, too. These reports are 

designed to ensure that the data is consistent 

and plays the game as a player would expect.

Game Generation, Internal 

Game Audit, External Audit

Parameter Specific 

Reports

If a parameter cannot be proven by a ticket-

level audit check, a chart or report must be 

submitted as evidence to internal and 

external audit.

Game Generation, Internal 

Game Audit, External Audit

Ticket Number vs. Prize 

Level Reports

It must be confirmed for each game that no 

ticket number is more likely to win than 

another.

Game Generation, Internal 

Game Audit, External Audit

Configuration and Game 

Set-Up Reports

It must be confirmed for each game that the 

Gen set-up information is correct. 

Game Generation, Internal 

Game Audit, External Audit

Retailer Validation Code 

Usage Reports

It must be confirmed for each game that the 

RVCs are correct and used properly across 

all possible locations. 

Game Generation, Internal 

Game Audit, External Audit

Pattern Permutation and 

Symbol Transformation 

Reports

It must be confirmed for each game that the 

Generation software is properly permuting 

and transforming play data.

Game Generation and 

Internal Game Audit

Initial Pattern Usage 

Reports

It must be confirmed for each game that the 

unprocessed game play data is consistent 

with the prize structure.

Game Generation and 

Internal Game Audit

REPORT TYPE REPORT PURPOSE REVIEWED BY

Figure 3-4: Game Generation Reports
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integrity, it is of paramount importance for Scientific Games and the Lottery to allow the 

mathematics the freedom to evenly and fairly distribute prizes without any specific, manual 

intervention regarding the placement of a prize within a game.

Key points about the game generation process are as follows:

■ The Game Generation development system is efficient and accurate because fully tested 

game-specific and state-specific objects are available as the starting point.

■ The game generation system is ISO-9001:2000 certified.

■ The Game Generation system is a true Object Oriented system—and does not allow 

programmers to copy other code. Instead, the system safely ‘inherits’ the game’s desired 

characteristics.

■ The Game Generation process is audited by independent auditors as a part of Scientific 

Games’ SAS70 report on controls. 

■ The Game Generation process has produced tens of thousands of 100% correct instant 

ticket games.

■ Scientific Games uses a series of audits—from the beginning of the programming process 

to the end of the process—to ensure that the game generation software is correct.

■ Scientific Games’ Game Generation uses a proprietary calibration system to verify that 

games are synchronized with the validation file, reconstruction, the actual game and 

version control to ensure the integrity of game components throughout the lifecycle of the 

game.

■ Scientific Games has supplied hundreds of customized validation/encryption solutions 

designed by the industry’s most experienced game generation programmers.

■ Scientific Games has supplied most of the industry’s instant ticket validation algorithms.

CUSTOM GAME CONVERSION SOFTWARE PROVIDES MORE VALUE 

In 1970, Scientific Games management made the decision to write a custom application to create 

the final image files that are processed by the Kodak imaging system even though Kodak, the 

manufacturer, offered an ‘out-of-the-box’ solution. Scientific Games made this decision because 

the manufacturer’s software was basic and geared to the relatively simple process of imaging 

direct-mail pieces rather than the complexities of instant lottery tickets. This is a great example of 

Scientific Games’ unrivaled technical knowledge, initiative and ingenuity, and our exceptional 

foresight of the market.
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Our decision to create custom font development software and image preparation software has 

proven critical in several ways. Because instant ticket imaging requirements have grown in 

complexity to match today’s complicated ticket layouts, the games are required to be delivered to 

customers with a faster-than-ever turnaround – our custom application facilitates this. In addition 

this game imaging program allows Scientific Games to perform certain shuffling operations after 

the game generation process but before press printing, making the game data more secure. This 

process is called Keyed Dual Security™ and is described in Section 3.0.1, pages 3-109 through 

3-112. Additionally, Scientific Games was able to work directly with Kodak engineers to 

incorporate into our games a powerful audit feature of the Kodak imaging system itself. This 

advancement ensures that only the intended game symbol is imaged on the ticket—even in the 

event of a power surge or some other anomaly that would affect the ability of the system to image 

the correct symbols on the ticket. 

Finally, the Scientific Games’ Conversion Software makes it possible to imbed auditable control 

information within the final image file. This control information is processed by Scientific 

Games’ audit software to further confirm that the image file is correct. The Scientific Games 

Game Conversion software is very flexible, efficient, and geared for the highly specialized 

requirements of instant tickets of today and tomorrow. Figure 3-5 shows our Custom Image Prep 

Application and some highlights of this innovative software.

Figure 3-5:  Custom Image Prep Application
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Key points about game conversion software are:

■ The Game Conversion system is ISO 9001:2000 certified.

■ Scientific Games’ custom-designed Game Conversion software is specifically designed 

for lottery games, not direct mail.

■ Scientific Games’ Game Conversion software has already successfully triggered the 

imaging systems to correctly image trillions of game symbols.

■ Scientific Games’ Game Conversion software is reliable and protects the lottery by getting 

the correct data on the ticket in the correct location every time.

■ Scientific Games has specific imaging symbol libraries dedicated to each Lottery 

customer and can leverage the font libraries for all customers.

■ Scientific Games’ Game Conversion software is flexible and can handle unlimited ticket 

orientations; sheet fed style games; multi-color games and can be easily adapted to meet 

any new technical requirements in the future.

GAME AUDIT SOFTWARE FOR MISSION SUCCESS 

The process by which Scientific Games ensures that all game data is compliant with the 

specifications set forth in the working papers is one of the most important processes in the instant 

ticket manufacturing process and therefore one of the most mission critical processes to the 

lottery. Our game audit software is designed to ensure that game data has the following three 

characteristics: 

1. The prize structure must be fully respected. Game audit procedures must confirm that the 

game software produces game data that meets 100% of the requirements of the prize structure, 

without exception.

2. The programming parameters must be met. Audit procedures must confirm that games are 

programmed so that every ticket follows all the rules stated in the working papers, without 

exception. 

3. The game symbols in the working papers must be the only symbols to appear on the tickets. 

Games are programmed such that the fonts for all game symbols (play symbol data, book/

ticket numbering, validation number, retailer validation codes, and bar codes) are consistent 

with the symbols in the executed working papers, without exception. 

Scientific Games’ ability to validate and verify these three critical items, and thousands of other 

related details, ensures the success of the game. 
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As demonstrated in the sections above, the first step to ensuring success is to have a software 

development approach and a system that fundamentally reduces the chances of human error. The 

second step is to have an approach and a system that will detect any human errors that may have 

been introduced at the earliest possible point in the game development process.

Quality in Every Step of Every Process

The object oriented approach described above combined with the right procedures and the proper 

experienced people are the best way to produce the game software correctly from the beginning. 

However, problems can occur in the development of any complicated product and today’s instant 

ticket easily qualifies as such. With this fact in mind, Scientific Games has built a series of 

software tests, report reviews, and data audits that ensure that the game software is critically 

examined and formally approved for the purpose of producing correct instant game data.

SOFTWARE AUDIT, ACCEPTANCE TESTING AND THE FINAL DATA AUDIT

There are two critical points of examination.

■ First, during software development, the software must be tested and confirmed to meet or 

exceed specified expectations. This is the role of the game review team. This team tests the 

game software to ensure that the prize structure meets specification and that all game 

parameters are met or exceeded. In addition, they check to see that game symbols are 

correctly placed on the ticket layout with the correct font. The game review team also 

reviews a series of game audit reports for evidence that further confirm that the prize 

structure is correct and that the audit software will detect and reject any ticket that fails to 

meet a programming parameter. Finally, this team plays tickets to make sure that each 

prize level in the prize structure plays out as intended. This team is critical—they ensure 

that the game meets or exceeds specification, and in addition, this team ensures that tickets 

play “good to the last scratch.”

■ Second, during data production, the previously developed and approved audit software 

must inspect every live ticket in the game. If ticket data for any ticket in the game fails to 

meet specification, this software will reject that ticket and will abort the game production 

process. If all tickets pass, game reports are produced for further review. Please refer to 

Figure 3-4 for a listing of the standard game reports produced by the game generation and 

audit software.
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In addition to the standard game reports listed in Figure 3-4, the game audit software also 

produces the following reports and charts:

■ Configuration information reports indicate what the audit used for game name, game 

number, pool size, book size, working paper version, prize structure version, number of 

play spots on ticket, number of play symbols used on ticket, number of retailer code 

locations, number of retailer code letters, starting book number for game, starting ticket 

number for a book, etc.

■ Reports outlining the random placement of non-glepped winners into each GLEP-type 

book.

■ Reports for the game float codes used to float the play area.

■ Reports of Retailer code symbols by position on ticket and by ticket prize level.

■ Reports that list reserved/required retailer codes used in the game.

■ Reports that list the variety of non-winning retailer codes used in game if specific ones are 

not required.

■ Reports that list the strings of winners/strings of losers. 

■ Reports that break down numeric symbols by position from the bar code for the encrypted 

information to ensure losers/winners don’t have a ‘tell’ for the digits found in bar code.

■ Reports that outline the error tests required to be performed based the play mechanics of 

game.

Figure 3-6 outlines the overall game audit approach used by Scientific Games.
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Figure 3-6: Instant Game Data Auditing
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Key points to remember about the of audit processes during software development:

■ Test Transaction Processing: Test transactions that represent working paper specified 

pattern violations are processed by the audit software. If the Game Audit programmer 

discovers that the audit software would not detect a ticket violation, there is a formal 

update process to ensure that all applicable code (game generation, game conversions and/

or game audit) is updated. The process continues until the audit correctly “traps” or filters 

all working paper violations.

■ Report Review: The Game Review team reviews the reports from the game generation, 

game conversion, and game audit software. If the game reports indicate that game 

programs have met all Executed Working Paper (EWP) specifications, the Game Review 

team approves the game for production.

■ Checklists: The Game Audit and Review team complete an electronic checklist which is 

used during the review. The first section is the Programmatic and Game Review Checklist, 

which is used by the Game Program Auditors and the Game Review Auditors. The second 

is the SPAWN Checklist, which is used by the Game Review Auditors. The ownership of 

the file represents the equivalent of the programmer’s signature that the work is complete 

and accurate.

Key points of audit processes during data production:

■ 100% of the actual game data that is set for press is checked.

■ The serial information (Game, Pack and Ticket number) is sequential and contiguous.

■ The Validation numbering on the ticket must be correctly encrypted for each ticket and 

must work in conjunction with the ticket bar code.

■ The audit decrypts the validation numbering to ensure that it is correct.

■ The bar code information must be correct for each ticket and similar to the front validation 

number; the bar code is encrypted and decrypted for each ticket.

■ The ticket is ‘played’ just as though a player scratched the ticket to ensure that the game 

symbols actually play to the ticket value as intended. The testing includes verification 

checks of all play symbols, all prize symbols, all retailer validation codes, and bonus 

symbols and additional validation requirements contained in the Production Gen file and 

Production ticket image file.

■ The cumulative value of all tickets is reported as the actual data prize structure which is 

programmatically compared to the specified prize structure.
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■ Programming parameters are checked.

■ Retailer validation codes are checked.

■ All symbols are counted and reported.

Scientific Games will work with the ALC to ensure that the required information is available to 

the Lottery personnel.

IT’S ALL ABOUT OUR PEOPLE – SOFTWARE DEVELOPMENT TEAM

The Alpharetta Software Development team is a group of 45 professionals in the fields of 

computer science, audit, mathematics and security system design and development.

In 2008, the equally expert Montreal staff of game programming professionals joined forces with 

Alpharetta to bring the total staff to 70 programming professionals. All personnel—in Alpharetta 

and Montreal—use the same programming procedures and the same software system to provide 

game programming services to all of our instant ticket customers. No other company in the world 

can provide the experience, the expertise, and the depth in the critical field of game programming.

Figure 3-7 shows and represents the management and technical talent available to the Lottery to 

perform the critical job of game programming. Our combined talents represent 147 years of 

experience in software development of game programming or game auditing.

SCIENTIFIC GAMES’ GAME DEVELOPMENT MANAGEMENT TEAM

Joe Bennett 17 years of experience directly related to the programming and the security of 

instant games. Currently serves as Vice President of Game Development and is 

directly involved in the advancement of technologies that continuously drive the 

game programming process to higher levels of accuracy and security.

Michael Lee 17 years of experience directly related to the programming and audit of instant 

games. Currently serves as Director of Game Audit and Review and is directly 

involved in the auditing process of all instant ticket games produced at Scientific 

Games. Michael has been personally involved in the audit and review of over 15,000 

instant ticket games during his tenure with Scientific Games.

Ashley Gantt 11 years of game programming experience directly related to the design and 

development of programming systems used by Scientific Games’ game 

development and production teams. Currently serves as Director of Software 

Development and is involved in the testing and deployment of Scientific Games’ 

latest advances in programming and security systems that create instant ticket data.

Figure 3-7: Scientific Games’ Game Development – Management Team
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Lise Boulanger 25 years of experience directly related to game programming, management of 

product in the production process, and management of the team responsible for 

game programming. Currently serves as Director of Game Development team for 

the Montreal unit.

Sandy Alverson, 

CPA 

17 years of game audit experience, currently serving as Supervisor of Game 

Review. Responsible for a team of auditors whose function is to ensure that the 

game software meets or exceeds all rules found in the working papers. Personally 

involved in the audit work for over 15,000 instant ticket games.

Adam Keenan 10 years experience in game programming and game programming management.  

Currently serves as Manager of Game Generation and is directly involved in the 

generation of game data for instant tickets and the generation of validation media.  

Serves as Game Programming liaison for new game development. Directly involved 

in programming over 10,000 instant games.

Claude Simard 20 years of game programming experience directly related to the design and 

development of the programming systems used by Scientific Games’ Game 

Development and Production teams. Currently serves as Manager of Game 

Generation and is directly involved in the generation of game data for instant tickets 

and the generation of validation media for the Montreal unit.

Marie St. Onge 10 years of experience directly related to the audit of instant games. Currently 

serves as Manager of Game Review and Audit. Directly involved in the auditing 

process of instant ticket games produced at Scientific Games for Montreal unit.

Manon Marano 20 years of game programming experience directly related to the design and 

development of the programming systems used by Scientific Games’ Game 

Development and Production teams. Currently serves as Manager of Support and 

Evolution. She is directly involved in the evolution of the game development and 

production applications in Montreal.

SCIENTIFIC GAMES’ GAME DEVELOPMENT MANAGEMENT TEAM

Figure 3-7: Scientific Games’ Game Development – Management Team
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Figure 3-8 shows Scientific Games’ expert team has a depth of experience and level of skill 

unrivaled in the industry and lists technical and operations talent available to the Lottery.

Scientific Games’ expert team has a depth of experience and level of skill unrivaled in the 

industry. It is important to note that the team roles described here are fundamentally separate 

disciplines, and each requires completely different skills. For example, a game generation 

programmer would never be an audit programmer—and vice versa. The Scientific Games 

programmers are a highly qualified specialty team, more so than any other vendor in the world. 

Our team resources are carefully structured to practice a true separation of duties in the process of 

game development, resulting in a superior standard that remains the quality hallmark of the 

industry. 

TEAM
STAFF/RESOURCES 

AVAILABLE 
NOTES

Management 9 Lottery Industry Veterans Industry experts with vision, knowledge, and 

leadership.

Game Generation 10 Programmers This team of experts has a depth of experience 

programming tens of thousands of correct 

instant games.

Game Conversion 8 Programmers Expert team; tens of thousands of correct 

games.

Game Validation 8 Programmers Expert team; tens of thousands of correct 

validation files.

Game Audit 8 Programmers Skilled and careful, this team has created audit 

software for tens of thousands of instant 

games.

Game Review 13 Auditors Detail-oriented and vigilant, this team has 

audited and tested tens of thousands of instant 

games.

Game Operations 5 Specialists Well-trained and careful, this team follows 

procedures.

Software Development 9 Software Engineers and 

Security Specialists

Highly skilled and trained in the latest 

technologies, this team creates the 

infrastructure systems upon which accuracy 

and security are based.

Figure 3-8: Scientific Games’ Game Development – Technical and Operations Team
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OUR TEAM IS WORTHY OF TRUST

The team we bring to the Lottery is well-educated, well-trained, ever-vigilant and highly-

motivated to serve you. We have created advanced systems to reduce the likelihood of incorrect 

software and game data, and thereby enhance the Lottery’s operation. Like all systems, our 

systems are designed, operated, and managed by human beings. To offset possible human error in 

our systems, we employ only the best and brightest, with traits of sincerity and commitment. Our 

team is currently comprised of 70 exceptional individuals who are meticulous, earnest, and 

intelligent people. The value realized by our careful hiring process cannot be underestimated. The 

end result is a documented track-record of tens of thousands of successful instant ticket games 

delivered error-free to our customers worldwide. When the Lottery plans a large instant game with 

millions of dollars at stake, as well as reputation, you need Scientific Games—the vendor with a 

long history of success and integrity. 

WE FOLLOW PROCEDURES

Scientific Games’ procedures incorporate 36 years of vital industry and process knowledge. In 

addition to constructing the right game development/production systems and hiring experts to 

manage those systems, our team relies on a well-defined set of work procedures for game 

programmers and game auditors who complete the work for each game. Our comprehensive 

gaming procedures form the foundation of proper programming and audit work for each game. At 

Scientific Games, no game can be completed without evidence of full adherence to procedures.

Scientific Games’ Game Programming is completely certified (ISO 9001:2000), ensuring that 

each phase of programming has specific ISO procedures and work instructions. These procedures 

provide the general workflow and process for game generation, game conversion, game audit 

programming, and game review. In addition, every Scientific Games technical staff member 

follows specialized game programming or game audit procedures in the course of completing 

work for a game.

All Scientific Games procedures are online documents, representing an easily accessible and 

invaluable tool to aid staff members in the completion of a game. No game can be approved and 

sent to production without evidence that all procedures have been precisely followed. As 

conditions change and as advancements are made, related procedures are updated accordingly.
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Scientific Games procedures are routinely and independently audited by the following 

organizations:

■ Scientific Games’ Customers – Each year, at least 15 customers send representatives 

from their own instant product development team, internal audit team, or security team, to 

review and discuss the relevancy and sufficiency of all game programming procedures. 

■ ISO Auditors – Several times a year, as a part of the ISO 9001:2000 certification process, 

an ISO audit team inspects and reviews all records related to the establishment of 

procedures as well as evidence to support adherence.

■ Independent Audit Firm – Each year, Scientific Games contracts with an independent 

audit firm to review all game development operations in addition to all procedures. The 

result of this SAS70 audit is a comprehensive document that explicitly attests to the 

sufficiency of the controls in place within the department. This document is available for 

your review at any time.

PROGRAMMING PHASE PROCEDURE DESCRIPTION

Game Generation 50 Steps – A detailed online listing of over 50 required game generation 

steps including code checks, pattern file checks, and report checks, 

among others.

Game Conversion 30 Steps – A detailed online listing of over 30 required game conversion 

steps including font, caption, and float tolerances as well as boxed-digit 

verifications, among others.

Game Audit 75 Audit Checks – A detailed online listing of over 75 audit checks for 

audit programmers. Includes ticket orientation, game play style 

consideration, bar code decryption, and report verification, among others.

Game Review 75 Audit Checks – A detailed online listing of over 75 audit checks for 

game reviewers. Includes game setup procedures that outline basic 

working paper review steps; prize structure odds vs. ticket back odds; text 

on the prize structure adding to correct dollar amount.  Instructions on 

subscribing to possible PECS notices through our WP process.

Game Production Online Checklist – A comprehensive online list of exact steps for using 

system security software to instruct production game engines how to 

create live game data. Procedures fully cover security control governing 

ticket reconstruction process.

Game Validation Online Checklist – A comprehensive online procedure checklist that 

covers creation, documentation, and delivery of validation files.

Figure 3-9: Scientific Games’ Development and Production Work Procedures
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Lottery customers can rest assured that Scientific Games has the right procedures in place to 

ensure consistency in your product. Your management team can feel confident that we use 

industry best practices without exception. At Scientific Games, we follow procedure in every 

aspect of game development and ticket manufacturing.

Figure 3-10 represents the quality review processes conducted during game programming.

PREPRESS, EQUIPMENT, METHODS, AND PLATE-
MAKING

Concurrent with game programming, the prepress 

department converts the electronic artwork file into a 

customized digital file. The digital file separates the 

artwork into component ink colors—each ink color 

representing a specific printing unit on press. A proof 

of each layer is printed to the digital proofer so that 

the digital file can be reviewed against the artwork in 

the executed working papers and so the colors can be 

checked. 

Scientific Games will provide final mechanical art, covered and uncovered, and a color proof for 

the front and back of the ticket to the Lottery for approval. The Lottery will review the proof and 

indicate any changes. 

PROGRAMMING

Quality Review Processes

Game Programming ■ Multiple software audit processes ensure that tickets conform to working 
paper specifications

 Game Review ■ Multiple audit steps are performed by game audit review team to ensure 
that game software produces data that is compliant with prize structure, 
programming rules and game symbols

 External Review ■ External audit team performs procedures that are targeted at prize 
structure, programming rules and game symbols 

 System Integrity ■ Software systems are in place to ensure that all game data is properly 
synchronized between the tickets and the validation file; and to ensure that 
the proper version of software actually produced the live tickets

 System Security ■ Monthly and annual security audits are designed to ensure that both the 
development and production systems are as secure as possible

 Process Audit ■ Multiple audits from external auditors review the department’s objectives 
and controls in place to meet those objectives

Figure 3-10: Programming Quality Review Processes

Scientific Games’ flexographic plates 
are created by sending the electronic 
digital files to one of two digital plate 

makers.

This means that all plates are first 
generation originals, so that the 

images are the sharpest and cleanest 
possible in the industry.
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Based on these instructions, Scientific Games will make a new proof and resubmit it to the 

Lottery. This process will continue until the Lottery approves a final proof, by signing and dating 

it, with no further changes or instructions. The final proof will be incorporated into, and made a 

part of, the final executed working papers for the game. Scientific Games will then print tickets in 

accordance with this final approved proof.

Scientific Games utilizes the Kodak Approval XP, the industry’s most realistic proof generation 

technology. This technology allows our customers to approve ticket artwork (in proof form) that 

represents the final printed product in its most detailed, color accurate form.

Our process is further color calibrated to our presses and checked periodically to ensure accurate 

proof calibration. No other vendor can bring such high level of proofing technology across such a 

wide range of print operations as does Scientific Games.

In Figure 3-11 we provide the quality check(s) that are performed during prepress. 

PRESS SET-UP

Once the proofs have been approved, the files are released to the plate department. Each layer is 

sent directly to one of two digital plate makers. Having two digital plate devices provides us with 

PREPRESS

Quality Review Processes

Digital Prepress ■ Color proofer and computerized camera system for proof verification to 
working papers for consistent file integrity

Color Contract Proofer ■ File verification for consistent color matching and consistent file integrity
■ Match proof to each press

Direct-to-Plate ■ An environmentally-friendly imaging system that produces a quality plate 
with improved dot structure and consistent file integrity

Mounter ■ Camera based register control mounting system for accurate mounting 
and consistent file integrity

Cylinder Engraving

(Gravure Production 

Process Only)

■ Proofer and computerized camera system for proof verification to working 
papers

■ File verification for consistent color matching
■ ISO review of vendors
■ Computerized specification verification system
■ Vendor certifications through Certificate of Authority (COA)
■ Multiple vendors

Figure 3-11: Prepress Quality Reviews
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an internal back-up should either machine be down for maintenance. Once the plates are made 

and mounted, the game is ready to go to press.

Our Game Scheduling department uses the anticipated sales date for the game and the contractual 

delivery date to determine when the game goes on press. Because the working papers are created 

and maintained in VIEW, all departments have access to the most recent game information as well 

as any post executed changes. Game Scheduling uses the scheduling feature of VIEW, Scientific 

Games’ internal production and scheduling system, to set up each day’s production schedule 

(Figure 3-12). The press schedule is reviewed during the daily morning production meeting.

In preparation for production, the executed working papers are converted to a press “Runcard.” 

Prior to press, the Runcard is reviewed by a group of Scientific Games’ experts from art, prepress, 

ink R&D, press, packaging and QA. The Runcard review confirms that the press layouts, ink 

formulations, press proof, scheduling, security and finishing requirements match the game 

specifications in the executed working papers. No games will be approved for press until this 

quality step has been performed. Prior to the day any ALC game goes to press, Martha Hernandez 

the Arkansas Account Executive, confers with the department heads to ensure all aspects of the 

game have been addressed.

Figure 3-12: VIEW Scheduling Screen
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DEDICATED PRESSROOM EQUIPMENT

Scientific Games optimizes the production of a 

customer’s game by utilizing some of the best 

technology in the industry found on its five presses. 

Dependent on the needs of the product, we have the 

optimum press to deliver excellent printing quality and 

optimized ticket size. 

All of the production equipment used in our Alpharetta 

printing facility is state-of-the-art machinery. In fact, 

Scientific Games has six of the newest presses in the 

industry, two in Alpharetta, one in the United Kingdom, 

two in China, and one in Canada designed specifically 

for instant game production. All equipment is tested, 

calibrated and maintained on regular schedules and all 

records are logged and kept for reference. 

Even though each of our five presses has a different configuration (confidential Figure 3-14 

through confidential Figure 3-18), they all follow the same basic printing principles.

Figure 3-13: Scientific Games has the capacity 
to continue to meet and exceed the ALC’s 

ticket quantity demands.
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Scientific Games’ P-1
(Gravure)

Printing Processes

CONFIDENTIAL

Quality Systems

Figure 3-14: Scientific Games’ Printing Processes - Press 1
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CONFIDENTIAL Figure 3-15: Scientific Games’ Printing Processes - Press 2
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CONFIDENTIAL Figure 3-16: Scientific Games’ Printing Processes - Press 3
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CONFIDENTIAL

Scientific Games’ P-4
(Flexo)

Printing Processes

Quality Systems

Display Printing,

Bendays or

Additional

Coatings

Figure 3-17: Scientific Games’ Printing Processes - Press 4
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Quality Systems
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CONFIDENTIAL Figure 3-18: Scientific Games’ Printing Processes - Press 6

Scientific Games’ P-6
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PRESS 6 (P-6) – ALPHARETTA’S LATEST PRINT TECHNOLOGY

Over a six-month period, Scientific Games visited manufacturers around the world to determine 

the best printing technologies available for the printing of instant tickets. The process culminated 

with the selection of a manufacturer to produce the most modern, most up-to-date, and most 

sophisticated instant ticket printing press in the industry. Designated P-6, this 19-unit flexo press 

prints tickets six across and utilizes all new servo and sleeve technology and is capable of 

producing up to 8.5 billion 2" x 4" equivalent tickets annually. It is outfitted with the most 

advanced process control and imaging systems, and our standard cross-cure technology and RTM 

systems.

Tresu, a Danish manufacturer, has been building presses for the flexographic industry for the last 

25 years. During our technical review we were able to actually monitor a press with our 

specifications running production in the field to ensure a seamless transition to this new 

technology. After reviewing their equipment as compared to the competition, Tresu was selected 

for its technology, design, and quality.

Installation of P-6 began in early 2007 and it became 

fully operational in the summer of 2007. This was truly 

a remarkable feat for such a highly technical piece of 

equipment. This extensive project was finished both on 

time and under budget with immediate production 

rewards upon completion.

P-6 is also equipped with sleeve technology for our 

plate and anilox cylinders. These sleeves are much 

lighter and easier to manage than the typical metal-

based cylinders. This allows for quicker make ready 

times, easier clean up and fewer safety risks. P-6 is 

clearly unique to our industry and demonstrates 

Scientific Games’ commitment to the future of the 

lottery industry, as well as the future of our customers.

With the introduction of this new flexo press, coupled with the most sophisticated direct-to-plate 

processing system in the industry, we ensure quick turn-around time for plates and customer 

approval. The press capabilities allow us to increase press speeds and increase output while 

providing the highest quality product available. These are all positive steps towards more efficient 

and cost effective processes to better help us meet our customers’ needs.

Figure 3-19: Our latest flexographic press, 
P-6, is capable of producing up to eight billion 

2"x4" equivalents annually.
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ADDITIONAL PRODUCTION PROCESSES AND TECHNOLOGIES

Scientific Games is constantly working to develop new processes and technologies to ensure that 

we remain the industry leader in the printing of the highest quality instant tickets. As part of that 

initiative, the following programs have been recently developed and have been or will be 

introduced in the near future:

■ Roll Mapping of Material as it Runs Through the Presses – This program will involve 

taking thousands of data readings on press settings, paper tension, ink viscosity, etc., and 

constantly monitoring these readings against the target standard equipment operating 

tolerances. This information will be analyzed instantaneously and then forwarded to the 

finishing department to facilitate the optimum efforts in the finishing of instant tickets. 

■ SureMark™ (Dual Pass) Technology Installations – With the acquisition of Oberthur 

Gaming Technologies, (OGT) in 2007, Scientific Games now has the ability to incorporate 

the Dual Pass imaging technology into the games printed by Scientific Games. This 

technology involves more imaging heads on the presses to allow for imaging characters on 

top of the scratch-off material. This secondary image allows for expanded game play 

innovation and the production of some of the industry’s most valued extended play 

games—long a tradition of most markets across the U.S. This technology has been rolled 

out to our P-4 press, and we now have an offline imaging press, P-9, that is also available.

■ Ticket Symbol Imaging – To evaluate the quality of ticket symbol imaging, Scientific 

Games is exploring a process that would capture the image of the ticket immediately after 

it is imaged. This snap-shot of the imaging would be compared to a computer file to 

measure the completeness and clarity of symbols imaged on that ticket. Then the file 

would be destroyed immediately after the computer evaluated the imaging quality. This 

process would take place in milliseconds and would raise the level of quality assurance for 

the imaging of tickets on the press. If there were any images “out of tolerance,” the 

finishing department would be advised and further sampling and quality assurance 

measures would verify final ticket quality tolerances. 

■ Automation – Scientific Games has initiated automatic removal of omits and “plucks” 

with minimal manual intervention to improve quality and security of the final product. 

This program is fully operational for omits, and in the initial stages of development for the 

more complex task of secure removal for prize balancing.
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Vision System

In January of 2008, Scientific Games implemented a new finishing control system for use in our 

ticket finishing lines. The Vision System incorporates proprietary technology to detect mis-cut 

books, activation/insert cards, and fold configurations while collecting data for validation files. 

This process involves the use of cutting edge manufacturing process control equipment and 

specializing its functions to deliver higher levels of product quality and finishing rates. This is an 

excellent example of how our process controls demonstrate our vast technical knowledge and 

experience to deliver industry leading improvements for our customers.

Next in the advancement of our finishing process, Scientific Games is currently incorporating 

more automation (robotics) to reduce human errors, injuries, and to improve packaging integrity.

Quality

Scientific Games continually invests in product development through process and technology 

improvements or enhancements resulting in major quality improvements and equipment 

advancements in our printing technologies. 

Please refer to Section 3.1, pages 3-116 through 3-126 for a detailed description of each 

component of our quality innovations, initiatives and programs developed to ensure increased 

security and game integrity.

BACK-UP CAPABILITY AND SUPPLIES SOURCING

Scientific Games has both internal and/or external sources for all necessary supplies to produce 

instant game tickets and ensure continued delivery of your instant game product. 

Figure 3-20 indicates the major firms Scientific 

Games uses as alternative sources for ticket 

production supplies, such as back-up paper and ink 

supplies, equipment, and printing sources or services. 

The majority of both our primary and secondary 

suppliers also have multiple production facilities to 

further ensure that our operations are never 

interrupted. Beyond normal lead times, there are no 

associated delays or constraints when switching from one supplier to another.

In early 2008 Scientific Games 
installed two new packaging lines 

for a total of 14 lines to finish 
412,000 books per day. 

p_garbarini
Rectangle



3-44

SECTION 3: Instant Ticket Operations

 

PRIMARY SUPPLIER SECONDARY SUPPLIER

Board Supplier(s) International Paper 

Augusta, Georgia

Franklin, Virginia

Tembec

Montreal, Quebec

Hazen Paper 

Holyoke, Massachusetts

Unifoil

Fairfield, NJ 07004-2507

Hampden Papers

Holyoke, MA 01041

Mead Westvaco

Evadale, Texas

Ink Suppliers Wikoff Ink

Alpharetta, Georgia

Sun Chemical

Atlanta, Georgia

Gravure Cylinder Supplier WRE/Colortech

Alpharetta, Georgia

Southern Graphics

Atlanta, Georgia

Flexographic Plates Scientific Games

Alpharetta, Georgia

Southern Graphics

Atlanta, Georgia

Figure 3-20: Back-Up Suppliers
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PRINTING

The press is loaded with the stock specified in the working papers. Once mounted, the plate 

cylinders or sleeves are loaded into the press and the display, security, imaging, and overprint inks 

are added. The ticket stock runs through each print station of the press where a layer of ink is 

applied to the stock from the plate. Typically, the first set of print stations lay down the lower 

security inks, play area primer and back print. Next, the stock runs into the secure imager room 

where the imagers apply the game play data, validation code, retailer code and the bar code to 

both sides of the web. 

From imaging, the stock continues to print stations where the seal-coat, upper security ink, 

scratch-off material, overprint inks, display inks, and final coatings are applied. 
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Throughout the print process the game is monitored by press operators and Scientific Games’ 

custom, automatic computer monitoring system. The bar codes of unacceptable tickets are 

scanned and recorded to the RTM system database used by the packaging line to omit defective 

books of tickets.

Figure 3-21: Ink and Coating Ticket Construction
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In Figure 3-22 we outline the QA checks that occur during printing.

Figure 3-23 illustrates the procedures from prepress through shipping.

PRINTING

Quality Review Processes

Lower Security Coating ■ Camera-assisted register control

Display ■ At press inspection module

Variable Ink-Jet Imaging ■ Camera-assisted imaging inspection

Seal/Release Coating ■ Seal/release detection system

Upper Security Coatings ■ Camera-assisted register control

Overprints ■ At press inspection module

Perforations ■ Camera-assisted register control and manual and dispenser testing

Rewind to Roll ■ Visual inspection

Figure 3-22: Printing Quality Review Processes
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Scientific Games’
Instant Game 

Printing Procedure

CONFIDENTIAL Figure 3-23: Scientific Games’ Instant Game Printing Process
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The individual press metrics, as well as the major printing and binding equipment used to print 

lottery tickets at our Alpharetta, Georgia printing facility are listed in Figure 3-24 through 

Figure 3-26. 

  PRESS METRICS   

P-1 P-2 P-3 P-4 P-6

Gravure Flexographic-
Offset

Flexographic Small-Run 
Flexographic

Flexographic

Runs 850 feet per 

minute

Runs 775 feet per 

minute

Runs 800 feet per 

minute

Runs 500 feet per 

minute

Runs 900 feet per 

minute

Capable of printing      

33 million 2" x 4" 

equivalents a day

Capable of printing      

25 million 2" x 4" 

equivalents a day

Capable of printing      

31 million 2" x 4" 

equivalents a day

Capable of printing      

10 million 2" x 4" 

equivalents a day

Capable of 

printing 35 million 

2" x 4" equivalents 

a day

15 print stations 18 print stations 21 print stations 19 print stations 19 print stations

Maximum of six 4" 

tickets across the 

web

Maximum of five 4" 

tickets across the 

web

Maximum of six 4" 

tickets across the 

web

Maximum of three 

4" tickets across 

the web

Maximum of six 4" 

tickets across the 

web

Display Colors:     

Maximum of 5 

colors (process or 

spot)

Display Colors: 

Maximum of 4-

color process plus 

2 spot colors

Display Colors: 

Maximum of 9 

colors (process 

and/or spot)

Display Colors: 

Maximum of 11 

colors (process 

and/or spot)

Display Colors: 

Maximum of 8 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 4 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 4 spot 

colors

Overprint Colors: 

Maximum of 9 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 10 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 8 

colors (process 

and/or spot)

Back Colors:     

Maximum of 4 

colors (process or 

spot)

Back Colors:     

Maximum of 2 spot 

colors

Back Colors:     

Maximum of 5 

colors (process 

and/or spot)

Back Colors:     

Maximum of 5 

colors (process 

and/or spot)

Back Colors:     

Maximum of 4 

colors (process or 

spot)

Figure 3-24: Press Metrics
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PRINTING CAPABILITIES

P-1 P-2 P-3 P-4 P-6

Printing 
Capabilities

Gravure
Flexographic-

Offset
Flexographic

Small-Run 
Flexographic

Flexographic

Ticket Sizes Multiple, 

various sizes 

between 2" x 4" 

and 12" x 4", 

plus unique 

sizes such as 

8 x 8"

Multiple, 

various sizes 

between 2" x 4" 

and 10" x 4", 

plus unique 

sizes such as 

9 x 8"

Multiple, 

various sizes 

between 2" x 4" 

and 12" x 4", 

plus unique 

sizes such as 

8 x 8"

Multiple, 

various sizes 

between 2" x 4" 

and 12" x 4", 

plus unique 

sizes such as 

8 x 8"

Multiple, 

various sizes 

between 2" x 4" 

and 12" x 4", 

plus unique 

sizes such as 

8 x 8"

Full Bleed 

Wash

Yes Yes Yes Yes Yes

Specialty 

Inks

Metallic, 

Fluorescent, 

UV

Metallic, 

Fluorescent, 

UV, Scented

Metallic, 

Fluorescent, 

UV, Scented

Metallic, 

Fluorescent, 

UV

Metallic, 

Fluorescent, 

UV, Scented

Imaging Ink 

Colors

Yes Max 4 

Colors

Yes Max 4 

Colors

Yes M ax 4 

Colors

Yes Max 4  

Colors

Yes Max 4 

Colors

Security Tint Yes Yes Yes Yes Yes

Image Data 

Float

Yes Yes Yes Yes Yes

Custom 

Fonts

Unlimited Unlimited Unlimited Unlimited Unlimited

Captions Yes Yes Yes Yes Yes

Multiple Play 

Areas

Yes Yes Yes Yes Yes

Multiple Play 

Styles on 

One Ticket

Yes Yes Yes Yes Yes

Bar Coding Front and Back Front and Back Front and Back Front and Back Front and Back

PDF-417 and 

2-D Bar Code

Yes Yes Yes Yes Yes

Validation 

Code

Yes Yes Yes Yes Yes

Figure 3-25: Printing Capabilities
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Retailer 

Validation 

Code

Yes Yes Yes Yes Yes

Prize Code Yes Yes Yes Yes Yes

Ticket Stock 8-, 10-, 12- 

point board, 

Recycled/ 

Recyclable, 

Recyclable, 

Foil, 

Holographic

8-, 10-, 12- 

point board, 

Recycled/ 

Recyclable, 

Recyclable, 

Foil, 

Holographic

8-, 10-, 12- 

point board, 

Recycled/ 

Recyclable, 

Recyclable, 

Foil, 

Holographic

8-, 10-, 12- 

point board, 

Recycled/ 

Recyclable, 

Recyclable, 

Foil, 

Holographic

8-, 10-, 12- 

point board, 

Recycled/ 

Recyclable, 

Recyclable, 

Foil, 

Holographic

Bendays Single or dual 

color, 

fluorescent

Single or dual 

color, 

fluorescent

Single or dual 

color, 

fluorescent

Single or dual 

color, 

fluorescent

Single or dual 

color, 

fluorescent

Bingo 

Tickets

Colormark, 

SureMark

Colormark, 

SureMark

Colormark, 

SureMark

Colormark, 

SureMark

Crossword 

Tickets

Colormark, 

SureMark, 

Clearmark

Colormark, 

SureMark, 

Clearmark

Colormark, 

SureMark, 

Clearmark

Colormark, 

SureMark, 

Clearmark

Games 

Across the 

Web

Up to six 4" 

tickets

Up to five 4" 

tickets

Up to six 4" 

tickets

Up to three 4" 

tickets

Up to six 4" 

tickets

Color 

Pulsing

Yes Yes Yes Yes Yes

Scenes Alternating and 

continuous

Alternating and 

continuous

Alternating and 

continuous

Alternating and 

continuous

Alternating and 

continuous

Die Cuts Done in 

Packaging

Done in 

Packaging

Done in 

Packaging

Done in 

Packaging or 

on press

Done in 

Packaging

PRINTING CAPABILITIES

P-1 P-2 P-3 P-4 P-6

Printing 
Capabilities

Gravure
Flexographic-

Offset
Flexographic

Small-Run 
Flexographic

Flexographic

Figure 3-25: Printing Capabilities
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Scored/

Folded 

Tickets

Done in 

Packaging

Done in 

Packaging

Done in 

Packaging

Done in 

Packaging or 

on press

Done in 

Packaging

QUANTITY ITEM DESCRIPTION

1 Zerand 15-Tower Gravure press (P1)

1 IDC Flexographic Hamilton-Stevens Offset press utilizing 12 Flexographic and 4 Offset 

units (2 perfecting) (P2)

1 ZigZag 21-Tower Flexographic press (P3)

1 Comco 19-Tower Flexographic press (P4)

1 Tresu 19-Tower Flexographic press (P6)

62 Scitex 3700 ink-jet imagers with S2-1000 fluid stations

14 Complete ultimate packaging lines including:

14 Vision camera systems

14 Kallfass shrink-wrap machines

14 Kallfass heat-shrink tunnels

14 Zebra insert printers

14 Automated stackers

14 Bunch folders

3 Folders equipped with in-line IDC die cutters

14 Sato label printers

1 Bunch sheeter for individually cut tickets (included above)

1 Heavy duty shredder

Figure 3-26: Equipment List

PRINTING CAPABILITIES

P-1 P-2 P-3 P-4 P-6

Printing 
Capabilities

Gravure
Flexographic-

Offset
Flexographic

Small-Run 
Flexographic

Flexographic

Figure 3-25: Printing Capabilities
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PACKAGING

Bindery and Finishing Equipment and 
Procedures

Rolls of the ALC game are taken to the packaging 

department to separate and box. A roll of tickets is 

placed on the packaging line (confidential Figure 3-

28) where it is unwound, slit, fanfolded, separated, 

and manually inspected. In the case of P-4, tickets are 

fanfolded on press ready to be shrink-wrapped and 

packaged.

Acceptable books of tickets are fed onto a conveyer, where a scanner reads 

the bar codes of the tickets and checks them against the database of 

unacceptable tickets. Books containing unacceptable tickets are removed.

Acceptable books continue down the conveyer and are wrapped with 

shrink-wrap. The shrink-wrap film is side sealed and cut into individual 

books. The shrink-wrapped books continue down the conveyer and are 

scanned again for acceptability. Acceptable books continue on the 

conveyer to the end of the packaging line where they are stacked and an 

operator inserts them into cartons for shipment. A temporary label listing is 

placed on the carton. The cartons are placed on a pallet and taken to the 

shipping department.

Figure 3-28 presents the packaging line configuration.

Once in the shipping department, the cartons of tickets are loaded onto a 

conveyer belt for labeling. A permanent label is created from information 

sent from the packaging system. 

14 Scientific Games’ packaging lines 
use 100 Series Bunchers, the 

packaging industry’s fastest and 
most consistent method, to fold the 

instant game tickets. These lines can 
package over 82 million 2" x 4" 

tickets a day – enough to fill 10 semi-
trucks.

p_garbarini
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The carton label shows the shipping carton number, the Arkansas game 

number, the game name, valid book numbers sequenced from and to, and 

any voided books by number. The cartons are placed on pallets according 

to the Lottery’s specifications. Full pallets are bound by stretch wrap for 

stability and security. 

Stretch wrapped pallets are staged in reverse order for easy loading. Pallets 

of the ALC game are loaded into exclusive-use trucks under the 

supervision of a security officer. When completed, the shipping manifest is 

checked and signed by the shipping supervisor on duty. The doors are 

sealed by a security officer and will not be unsealed until the truck reaches 

its final destination in Arkansas.

Figure 3-27 lists the quality reviews for shipping.

SHIPPING

Quality Review Processes 

Stretch Wrap Pallets of Tickets ■ Regular quality inspections

Prepare Pallets for Shipping ■ Regular quality inspections 
■ Compare to manifest

Load Truck ■ Regular quality inspections

Figure 3-27: Shipping Quality Review Processes
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3.0.1 GAME SPECIFICATIONS

RFP Requirement: It is the ALC’s intent to receive Proposals for the Printing of instant game tickets using “state of the art” 
production techniques, including the services necessary to design and produce secure, high quality instant tickets. A Vendor’s 
Proposal should include recommended specifications as to the following:

● Working Paper” structure;
● Ticket stock construction and durability;
● Ticket size and orientation;
● Perforations;
● Industry tolerances;
● Display/graphics printing;
● Overprint design and rub-off cover;
● Printing design security;
● Barcode technology;
● Benday patterns;
● Prize fund management;
● Retailer validation codes;
● Colors, ink, and coating characteristics;
● Game data fonts and sizes;
● Design and reconstruction of barcode validation number;
● Shelf life;
● Ticket samples;
● Ticket and package numbering;
● Ticket packaging;
● Universal product codes;
● Security certifications; and
● Any other pertinent ticket specifications.

“WORKING PAPER” STRUCTURE

We propose to develop ALC instant game working papers using our Virtual Interface for 

Electronic Working papers (VIEW). As briefly described in the previous section on page 3-7, 

VIEW is our next generation tool based on our original Printing Online Production System 

(POPS). VIEW takes the main features of POPS and incorporates them into an advanced, custom 

designed database program that increases layout flexibility and accuracy. The increased flexibility 

allows the creation of more customized working papers. VIEW’s custom database is a single 

source data storage paradigm that incorporates instant ticket game information from game 

planning through game delivery. VIEW contains information such as the quarterly game launch 

schedule input by the Regional Director, the working papers input by the Account Executive, 

delivery report input by shipping and weekly sales by marketing. Compiling all game information 

into one database results in access to accurate, up-to-the-minute game information. VIEW also 

adds scheduling and forecasting capabilities to the working papers.

In addition to developing working papers, the application will create the press instructions. This 

one feature alone increases press instruction accuracy.



3-60

SECTION 3: Instant Ticket Operations

Another new feature of VIEW is the working papers themselves. Instead of receiving one set of 

working papers with all aspects of the game—printing specifications, game specifications, 

programming parameters, etc.—the VIEW working papers will be in two documents. The first 

document is Game Specifications. As the title implies, the game specifications document contains 

the variable information that changes from game to game, such as ticket art, prize structure, order 

quantities, schedule, etc. These are the Lottery’s game parameters that change infrequently if at 

all. These specifications include the book-ticket number format, ticket back markings, validation 

number format, packaging specifications, contact information, etc. VIEW was developed to 

provide our customers fast, accurate, customer-friendly working papers. The second document is 

Customer Specifications For Instant Games.

The important things to remember about Scientific Games’ electronic working paper 

process are:

■ Flexible – Scientific Games has even more formatting flexibility than before in the 

development of the new working paper application.

■ Efficient – Efficiency, increased accuracy and fast turnaround from Scientific Games’ 

customer service department—critical elements in a start-up scenario.

■ Fast – Working papers are electronically distributed for faster turnaround and more secure 

version control.

■ Accurate – Integrates with the marketing forecasting system and the press scheduling 

system.

■ Tested – Most experienced working paper production group in the instant game section.

WORKING PAPER QUALITY CONTROL PROCEDURES

To ensure that product delivery is 100% correct, several quality control activities are performed 

once working papers are approved, including:

■ Distribute specifications to key personnel 

■ Prepare and/or order materials

■ Prepare color proofs 

■ Prepare printing cylinders or plates

■ Reviews by key internal and external personnel

■ Compliance with ISO 9001:2000 certified procedures
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WORKING PAPERS FORMAT

Scientific Games will provide working papers to the ALC in a format it designates. With 

Scientific Games’ electronic working papers application, VIEW, the Account Executive will 

consult with the Lottery on its working paper format requirements, resulting in increased design 

flexibility, which allows the working papers to be customized for each lottery.

Electronic Working Papers, or EWPs, provided to the Lottery will be complete and free of any 

errors. Working papers will be “executed” when we receive the final working papers that have 

been signed by the Lottery.

WORKING PAPERS CONTENT

Working papers created by Scientific Games for the ALC instant games will contain at a 

minimum, but not be limited to, the following specifications:

1. Game name, number, date and version.

2. Ticket size and paper stock to be used.

3. UPC number that is unique to each game.

4. Front display colors, overprint colors, and security tint colors.

5. Description of play style.

6. Quantity ordered.

7. Ticket orientation.

8. Pack size and configuration.

9. Prize structure including: game name, number, date and version, ticket price point, production 

quantity, percent of prize pay out, net revenue generated, each tier level for prizes and play 

action indicating how each tier is won, overall odds of winning any prize in the game and 

consolidated odds if there is more than one way to win a prize, winners per pack and per pool 

and winners in game, prize cost and percent of prize fund dedicated to each prize level, prize 

cost and percent of prize fund dedicated to low-, mid-, and high-tier prize levels, designation 

of low, mid and high-tier prizes. Guaranteed Low-End Prize Structure (GLEPS) for each pack 

of tickets broken out into GLEPS patterns as directed by the Lottery and number of winners 

per pack.

10.  Ticket design/layout for front and back imaging.
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11. Description of validation number and bar code.

12. All actual legends, play spots, captions, numbers, prizes spots and retailer validation codes; 

show listing of standardized validation codes and possible locations that validation codes as 

they will appear on winning and non-winning tickets.

13. Description of low-tier validation tape, high tier validation tape, inventory tape and end-of-

production prize structure. Description should include tape characteristics and record layout.

14. Description of retailer samples including pack numbering, placement of VOID markings and 

bar code description.

15. Programming parameters.

16. Cartonizing specifications.

17. Fanfold diagram and configuration.

18. Deliverables schedule.

19. Listing of key contacts for contractor and Lottery and assigned tasks of each person.

20. Order and price confirmation page for sign-off by Lottery.

21. Color ink proofs.

22. Electronic or CD of the final artwork in color prior to working paper execution.

With VIEW, Scientific Games provides customized working papers that can be easily adjusted to 

meet your specific needs. To illustrate our commitment to an early start-up in Arkansas we 

included the working papers for your first eight games. Should you agree with our approach 

and start-up strategy we will have the game specifications ready to cover your first two game 

launches.

TICKET STOCK CONSTRUCTION AND DURABILITY

Scientific Games is proposing to print the ALC’s instant lottery tickets on 10-point, coated-one-

side, recyclable virgin paper stock. We recommend this stock because of the security, durability 

and economy it provides. We currently use this paper stock to print lottery tickets for the majority 

of domestic and international lotteries. 

Scientific Games also prints lottery tickets on ticket stock ranging in weight from 8-point to 12-

point either coated-one-side or coated-two-sides. We print on various weights of foil laminated 
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supplier will issue a Certificate of Analysis (COA) for each mill run which identifies the actual 

value for each characteristic to ensure they are maintaining the end product within agreed 

tolerances. The Unwind Operator verifies the board thickness on each roll as it is loaded on the 

press.

Environmentally Sound Ticket Manufacturing Methods – As an industry leader in the 

production of instant game tickets, Scientific Games has led the industry in initiating the 

conversion of the instant ticket to a recyclable paper ticket and water-based ink technology. These 

efforts have resulted in a wholesale conversion from billions of non-recyclable tickets to billions 

of recyclable tickets.

As a result of our participation in these initiatives we understand the importance of conducting 

business in an environmentally responsible manner and as such we have also established an active 

policy that oversees and maintains; the health and safety of our employees and customers; 

protects the environment; and ensures compliance with all applicable state and government 

environmental laws. 

Scientific Games recognizes the importance of the earth’s environment and our responsibility 

regarding it so we have developed environmental management principles based on the “Scientific 

Games Pollution Prevention, Re-use, and Recycling Program.” We will promote environmental 

conservation measures in correspondence with local environmental regulations as we emphasize 

our harmonization and co-existence with the natural environment in the local community.
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Environmental Policy

1. We will voluntarily establish environmental management standards and do our utmost to maintain 

and improve our environmental management standards while thoroughly complying with 

environmental legislation, regulations, standards and all other requirements to which the company 

has agreed.

2. We will promote continuous improvement of our environmental management system by refining our 

environmental control structure, establishing environmental objectives and targets while continually 

evaluating our progress and accomplishments.

3. In design, product planning, production and marketing we will take into account environmental 

conservation and promote continuous improvement while emphasizing pollution prevention, waste 

reduction, energy conservation and the saving and reutilization of natural resources.

4. We will offer resource saving, energy saving and pollution preventative products which take into 

account environmental conservation.

5. We will educate our employees on our environmental policy and stress the importance of the 

environment to improve awareness so that everybody acts in unison with our environmental 

conservation activities and policies.

6. We will disclose information on our environmental conservation. We will also render positive support 

to the environmental conservation activities of our community.

7. Because of the complex and serious nature of environmental laws and regulations, Scientific Games 

continuously works with the United States Environmental Protection Agency and its delegating 

authority, the Georgia Department of Natural Resources, to ensure our ongoing compliance with all 

environmental laws and regulations. 
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Environmental-Friendly Materials

Inks and Coatings – All of our inks and coatings are environmentally-friendly and blended based 

on special proprietary formulations developed by the R&D staff of Scientific Games. 

We formulate printing inks and coatings using environmentally-friendly, state-of-the-art raw 

materials whenever possible to minimize Volatile Organic Compounds (VOCs) for conformance 

to all local, state and federal regulatory guidelines. Water-based imaging inks, overprints, display 

printing inks, rub-off coatings, as well as, solvent-free UV inks and protective coatings are the 

inks currently used in the manufacture of printed products in all Scientific Games facilities 

worldwide. 

Our waste disposal is handled in the most efficient, cost effective and compliant manner by our 

vendor, Greenleaf Environmental Group, Inc.  All water-based inks, UV inks, oil socks, and 

metallic inks are treated in their facility in Macon, Georgia (GTS, LLC), a Georgia EPD permitted 

Solid Waste Facility. The flammable ink waste is sent to Giant Resource Recovery (GRR) for fuel 

blending. GRR is a permitted RCRA Part B TSDF. Greenleaf handles all waste pursuant to EPA 

BMP (Best Managed Practices) and continually assists Scientific Games in waste minimization 

and training (DOT HAZMAT as well as RCRA).  

Paper – Scientific Games currently uses recyclable or recycled/recyclable stock in the printing of 

our instant game tickets. All instant ticket material to include plastic roll wrapping, paper roll 

wrapping (brown paper) are shredded and bailed. Paper bails are sent to Mississippi River Paper 

Mill in Nachez, Mississippi where it is processed into paper pulp. The pulp is then sent to other 

plants and used to produce usable paper products, such as tissue products and paper cups.

In addition, Scientific Games purchases our ticket stock from vendors that participate in the 

Sustainable Forestry Initiative and the Forestry Stewardship Council. These important programs 

ensure that the paper we utilize in instant ticket printing is obtained from managed forest 

resources.

Paper used in the production of ALC instant game tickets will come from the International Paper 

Company and if holographic stock is required, the Hazen Company. We have attached copies of 

their SFI Certification in Figure 3-31 and Figure 3-32.

In addition to the certification of the suppliers, Scientific Games performs quality checks on the 

stock. Samples of this ticket stock are provided in the Sample Ticket Catalog.
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Figure 3-31: SFI Certification for the International Paper Company
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Figure 3-32: SFI Certification for the Hazen Paper Company
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TICKET SIZE AND ORIENTATION

Ticket Sizes

Scientific Games can provide the ALC with a variety of instant ticket sizes. The variety of ticket 

sizes are determined by the size of the press cylinders. Since Scientific Games currently uses five 

presses, we are uniquely capable of printing a wide array of ticket sizes. The ticket sizes listed in 

Figure 3-33 are actual ticket sizes produced by Scientific Games.

Ticket Orientation

Scientific Games currently produces instant tickets in both a vertically oriented layout and a 

horizontally oriented layout however specified in the working papers. Samples of both vertical and 

horizontal layout tickets produced by Scientific Games are provided in the Sample Ticket Catalog 

submitted with our proposal.

P-1 P-2 P-3 P-4 P-6

2" x 4" 2" x 4" 2" x 4" 2" x 4" 2" x 4"

2.25" x 4" 2.25" x 4" 2.2" x 4" 2.25" x 4" 2.2" x 4"

2.4" x 4" 2.5" x 4" 2.4" x 4" 2.4" x 4" 2.25" x 4"

2.5" x 4" 3" x 4" 2.5" x 4" 2.5" x 4" 2.4" x 4"

3" x 4" 4" x 4" 2.75" x 4" 2.75" x 4" 2.5" x 4"

4" x 4" 4.5" x 4" 3" x 4" 3" x 4" 2.75" x 4"

4.5" x 4" 5" x 4" 4" x 4" 4" x 4" 3" x 4"

4.8" x 4" 6" x 4" 5" x 4" 4.8" x 4" 4" x 4"

5" x 4" 9" x 4" 5.5" x 4" 5" x 4" 5" x 4"

6" x 4" 10" x 4" 6" x 4" 5.5" x 4" 5.5" x 4"

7.5" x 4" 7.5" x 4" 6" x 4" 6" x 4"

8" x 4" 8" x 4" 7.5" x 4" 7.5" x 4"

9" x 4" 10" x 4" 8" x 4" 8" x 4"

10" x 4" 11" x 4" 9" x 4" 9" x 4"

12" x 4" 12" x 4" 10" x 4" 10" x 4"

11" x 4" 11" x 4"

12" x 4" 12" x 4"

Figure 3-33: Actual Ticket Sizes Scientific Games is Capable of Printing
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PERFORATIONS 

Scientific Games can perforate both at press and on our packaging lines. The configuration of the 

perforations is dictated by the ticket size and the paper stock used. We will modify the 

perforations to work in the automated TVMs and counter dispensers selected by the ALC. Once 

we know the type of dispensers, we will adjust the perforations so that they can be easily 

separated after one fold but will not separate under normal handling. Scientific Games currently 

provides instant tickets to all major U.S./Canadian lotteries and can meet all of the perforation 

specifications in each state/province across a myriad of dispensing devices.

INDUSTRY TOLERANCES

Scientific Games uses the Standard for Web Offset Printing (SWOP) for both our offset and 

flexographic pre-press and press operations. We use a similar standard for the gravure process that 

is our guide in cylinder manufacture and printing. These same standards are used in ink 

manufacture. Our paper is manufactured based on industry specifications for the grade we use. In 

addition to industry tolerances, Scientific Games’ production processes are ISO 9001:2000 

certified.

DISPLAY/GRAPHICS PRINTING

Scientific Games recommends a standard of five display colors and one back color for the ALC’s 

instant tickets. However, the ALC is not limited to only five display colors and one back color. 

Scientific Games will print the ALC’s instant tickets using four-color process (cyan, magenta, 

yellow, and black inks), spot color inks, or a combination of four-color process and spot colors. 

As additionally priced options, the ALC can also select from a variety of specialty inks such as 

metallic, pearlescents, thermal, and fluorescent to enhance the display design.

Scientific Games’ multiple press configurations offer the ALC the advantage of printing each 

game on the press best suited to produce the highest quality tickets. The number of display colors 

that each press is capable of printing is shown in Figure 3-34.
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The inks used for display and ticket back printing will not smear, run or stain under normal 

handling or use by consumers. The inks are not chemically or dermatologically irritating. The 

inks are resistant to water and other common solvents.

The Sample Ticket Catalog, provided with our proposal, displays a variety of tickets printed for 

our customers that demonstrate our display, back, overprint and specialty ink capabilities. 

Ticket Back Printing 

All of our printing presses are capable of printing a minimum of two colors on the back of any 

ticket. The number of colors available for the back of the ticket is dependent upon the number of 

colors used for the display and overprint and the press on which the game is produced. Figure 3-

35 lists the number of colors our presses can print on the ticket back. 

Scientific Games will provide one ticket back color, however the ALC can add additional colors 

(priced options) to the back of the ticket as shown in Figure 3-35. Adding additional colors on the 

ticket is done for a variety of reasons:

■ To enhance important text in the play instructions or highlight a promotion 

■ To make the play instructions easier to understand 

■ To call attention to the game

DISPLAY COLOR PRESS STATS

Gravure
(P-1)

Flexographic-
Offset
(P-2)

Flexographic
(P-3)

Flexographic
(P-4)

Flexographic
(P-6)

Display Colors:

Maximum – Up to 

5 colors (process 

and/or spot) 

depending on 

game style and 

security 

requirements

Display Colors:

Maximum – 4-color 

process + 2 spot 

colors depending 

on game style and 

security 

requirements

Display Colors:

Maximum – Up to 

9 colors (process 

and/or spot) not 

including full UV-

depending on 

game style and 

security 

requirements

Display Colors: 

Maximum-Up to 

11 colors (process 

and/or spot) – not 

including full UV-

depending on 

game style and 

security 

requirements

Display Colors:

Up to 8 colors 

(process and/or 

spot) not including 

full UV-depending 

on game style and 

security 

requirements

Figure 3-34: Display Color Press Stats
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OVERPRINT DESIGN AND RUB-OFF COVER

Overprint Design

As with display and ticket back colors, Scientific Games has the ability to provide the ALC with a 

variety of color combinations for the overprint colors. The number of overprint colors that each 

press is capable of printing is shown in Figure 3-36. The number of colors available for the 

overprint are dependent on the number of colors used for the display and the ticket back.

The inks used to print overprint designs are formulated to smear or run when rubbed with 

common solvents. This is part of the security precautions developed by Scientific Games to 

protect against ticket fraud.

TICKET BACK COLOR PRESS STATS

Gravure
(P-1)

Flexographic-
Offset
(P-2)

Flexographic
(P-3 and P-4)

Flexographic
(P-6)

Up to 5 colors (process 

and/or spot) depending 

on game style and 

security requirements

2 spot colors 

depending on game 

style and security 

requirements

Up to 5 colors (process 

and/or spot) depending 

on game style and 

security requirements

Up to 4 colors (process 

and/or spot) depending 

on game style and 

security requirements

Figure 3-35: Number of Ticket Back Colors Available by Press

OVERPRINT COLOR PRESS STATS

Gravure (P-1)
Flexographic-

Offset (P-2)
Flexographic

(P-3)
Flexographic

(P-4) Flexographic (P-6)

Overprint Colors:

Maximum – Up to 

5 colors (process 

and/or spot) 

depending on 

game style and 

security 

requirements

Overprint Colors:

Maximum – Up to 

4 spot colors 

depending on 

game style and 

security 

requirements

Overprint Colors:

Maximum – Up to 

9 colors (process 

and/or spot) not 

including full UV- 

depending on 

game style and 

security 

requirements

Overprint Colors:

Maximum – Up to 

11 colors 

(process and/or 

spot) not 

including full UV- 

depending on 

game style and 

security 

requirements

Overprint Colors:

Up to 8 colors after 

(process and/or spot) 

not including full UV- 

depending on game 

style and security 

requirements

Figure 3-36: Overprint Color Press Stats
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Scientific Games recommends the use of at least two overprint colors with a preference for three. 

As stated earlier, the number of colors available for the overprint design is dependent upon the 

press and the number of colors used for the display and the ticket back.

Rub-Off Cover

Scientific Games will provide the ALC with instant tickets that have a soft, easily removable rub-

off material. The rub-off covering material is opaque and smooth to protect the security of the 

lottery symbols. The current ink formulation is hypo-allergenic and does not cause skin irritation 

or harm to clothing. 

The rub-off material is comprised of an Upper Blocking Black (UBB) rub-off coating, a white 

rub-off coating (with an optional second white rub-off coating available) and a variety of layers of 

overprint inks to protect the security of the game data. The rub-off materials cover the entire play 

area that is protected by a cross-cured seal/release coat that protects the game data from damage 

and provides a smooth, buttery rub. Cross-Cured technology goes one step further in assuring that 

all coatings will be completely and fully cured.

The rub-off material will, at a minimum, cover the entire play area and overlay into the display 

area, but not beyond the overprint border.

Scientific Games has the ability to apply rub-off material to several locations on each ticket at no 

additional charge to the Lottery.

The border between the rub-off area and uncovered portion of the ticket will be sharp and even. 

If specified by the Lottery in the EWPs, the rub-off material will reveal an imaged symbol prior to 

scratching the area and display the same or identical symbol on a different background or border 

color after the area is scratched. The cost of providing this feature will be provided at no 

additional charge to the Lottery.
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PRINTING DESIGN SECURITY

The ALC’s instant tickets will be printed using all the security methods Scientific Games has 

developed by printing more than 300 billion tickets for lotteries around the world. Scientific 

Games incorporates sophisticated printing methods, security inks and security testing protocols in 

every game designed for the ALC to mitigate the potential compromise of a ticket. Some of the 

security considerations that will be woven into the design of your instant tickets are:

■ Winning and losing symbols and captions must be similar in design, line weight, density, 

height and width.

■ Always have a caption to match each prize symbol. 

■ Use two or more overprint colors in the overprint design.

■ Multiple lines of play data.

■ Play data location should move around in the play area (called “Float”).

Ticket security and integrity are critical to the success of both the ALC and Scientific Games. 

Scientific Games applies three decades of instant game experience to the manufacturing of your 

tickets. As players have become more sophisticated and as technology has advanced, so have the 

security techniques used to protect the security and integrity of your instant tickets.

Scientific Games believes that the most secure game designs are those that maximize the 

protection of information contained under the rub-off coating. Not only do our security measures 

reflect our own experiences, they also incorporate the experiences of our lottery customers. We 

work with our customers’ security experts allowing concerns and solutions to be reflected in our 

products, services, and protocols. Thus, we consider our security measures the result of a 

synergistic effort to ensure high product integrity. A full discussion of the security measures used 

in the other areas of instant ticket production, such as game programming and ticket construction 

as well as ticket design, is provided in Section 3.3, pages 3-144 through 3-236 of our proposal.

BAR CODE TECHNOLOGY

Scientific Games uses the American National Standards Institute (ANSI) specifications for bar 

code acceptability. We are capable of printing any of the bar codes available in the market place. 

We will place the bar code in a location suitable for the ALC’s validation equipment. 

Scientific Games images the bar codes on the instant lottery tickets at a resolution of 240 dpi 

using VersaMark 3700 computer-controlled imagers. Scientific Games recommends a bar code 
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that contains a validation number that is printed using the Interleaved 2 of 5 code symbology. This 

type of bar code achieves a first time read rate of 95%.

For games printed for the ALC, we recommend a validation bar code that consists of an 

Interleaved 2 of 5, 22-digit bar code imaged on the back of the ticket with a separate nine digit 

security code imaged on the front of the ticket under the rub-off material. The Lottery’s validation 

code content will contain:

■ A 3 digit game number

■ A 6 digit pack number

■ A 3 digit ticket number

■ A 8 digit encrypted validation data number

■ A 2 digit check data number

All inks used by Scientific Games in the production of instant lottery tickets have been formulated 

to withstand normal handling without smearing or distorting.

As part of our quality compliance procedures, Scientific Games tests each game’s bar codes using 

the same equipment used in the field. Because of the variety of Scientific Games’ lottery clients, 

we have in-house all bar code readers and scanners currently used in the lottery marketplace to 

test the bar codes.

Scientific Games is unique in its position as the leader in the successful development and 

deployment of PDF-417 and DataMatrix bar codes for lotteries around the world. To date, we 

have helped lotteries around the world implement either PDF-417 or DataMatrix bar codes in 

order to meet their particular operational or security needs. 

Scientific Games continually researches and evaluates advances in bar codes for application to the 

instant game ticket. In fact, Scientific Games has the patent to image a keyless validation bar code 

on an instant ticket and is the first lottery vendor in the U.S. to have printed instant games with a 

fully covered PDF-417 bar code for use in full ticket validation.

FailSafe™ – Priced Option

Imaged entirely underneath the scratch-off, FailSafe technology offers lotteries enhanced security, 

winning ticket verification with ticket checker units, and keyless validation by retailers.
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2. Captions – By printing specialized font captions for each play symbol, we make the job of a 

cut-and-paste attack much more difficult. Each game symbol is identified by a caption and 

therefore, the attacker must include it in the “cut” of all captions.

3. Retailer Validation Codes – For each ticket we image a set of codes that can, by sight, 

identify the low-tier winning tickets. There is also a specific set of codes for non-winners and 

winners. Any cut-and-paste attack would have to consider these codes found on each ticket.

4. Ticket Reconstruction – Scientific Games can reconstruct any ticket based on the ticket’s 

book/ticket number or its validation number. As in the instant ticket validation system, this 

electronic process positively identifies each ticket. We can work with the ALC during the 

investigation of cut-and-paste or other attacks by providing the electronic record of fact.

Graphic Benday™ – Priced Option

Graphic Benday is a powerful new feature that can make tickets more graphically appealing and 

also more secure! With Graphic Benday, extra print units place artwork under the scratch off 

coating. When a player removes that coating, they still have attractive artwork to enhance their 

lottery experience. The uncovered artwork might be a recreation of the scratch off artwork as in 

this “Trucks & Bucks” game, or new artwork which supports the game theme as in this Gold Mine 

example.
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The real appeal of this bonus feature for Lotteries is that the graphics provide a defense against 

attempts at player fraud by making it tamper evident for any attempts of “cutting and pasting” 

together more than one ticket. Graphic Benday™ is the next generation of the old benday pattern 

approach, all the while truly enhancing the graphic appeal of the lottery product for the consumer.

Figure 3-39: Trucks & Bucks Example

Figure 3-40: Gold Mine Example
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PRIZE FUND MANAGEMENT

From a marketing perspective, Scientific Games recommends designing prize structures based on 

game specific parameters so that each game reaches its target audience and ultimately its revenue 

objective.

From a ticket data processing perspective, Scientific Games continues to work on designing 

improvements to prize structures such as our patent pending “Dynamic Prize Structure” that 

encourages players interest throughout the duration of a game.

While it is the graphics of a ticket that initially make players notice a ticket, it is the prize structure 

that will keep them coming back for more. When Scientific Games develops prize structures we 

are guided by principles related to the following:

■ Churn, Chatter, and Top Prize

■ Odds of Winning

■ Number of Prize Levels

■ Prize Percentage Payout

■ Churn, Chatter, and Top Prize

An instant game prize structure can be broken into three categories of prizes. The first category, 

churn, defines prizes that, when won, are cashed in for the purchase of additional tickets. The 

second category, chatter, defines prizes that, when won, stimulate the player to talk about their 

winning. The third category, top prize, defines prizes that players dream about winning.

Each of these different categories of prizes plays a different role when designing an instant game. 

The role of each prize category changes depending on the ultimate goal of a given instant game 

and the player being targeted.

For example, if the given instant game is designed to appeal to core frequent players with high 

average purchase behavior then the prize structure should put more emphasis on the chatter prizes. 

This target group will see more winning tickets in this category and these prizes add to the 

gambling excitement this group is looking for. If most of the winning tickets they see are the 

smaller churn prizes, core players will become disenfranchised with the game because all they see 

is a lot of small prizes. If these winning tickets are prizes worth talking about, i.e., chatter prizes; 

the target player will remain satisfied with the game.

Another example is for an instant game designed to appeal to less frequent or “occasional” players 

who have below average purchase behavior but dream about winning a high top prize. Prize 
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structures for those players will put more emphasis on the churn prizes to encourage replay of the 

game. The prize structure for these games will have less of the chatter prizes. The top prize for 

this game should be at a level that is perceived by this target player to be both “winnable” and 

“worth playing for.” The proper balance between top prize “win-ability” and the top prize being 

“worth playing for” can vary by market and is best understood as new game concepts are 

researched.

We are careful to match the size of this top prize with the price of the ticket. We know if too high 

a top prize is offered for too low of a price point, we have less flexibility to feature higher top 

prizes with higher priced tickets we may want to offer in the future.

Odds of Winning

Odds of winning relate to the overall chance of winning any prize. Some players are known to 

“shop odds” looking for instant games with a high frequency of winning. These are generally less 

frequent players. It is important that the overall game mix include prize structures with good odds 

of winning small prizes. These games will be high in the churn prize category.

It is also important to remember that core frequent players with high average purchase behavior 

do not require games with an extremely high frequency of winning. A game mix with too many 

high churn games will cause the important group of core players to begin complaining about not 

winning because they do not believe winning their money back is a win. 

Scientific Games’ game designers determine up front with the Lottery what the focused appeal of 

the game should be and select the odds of winning to match the player group and goal for that 

game.

Number of Prize Levels

As the lottery market matures and players become more discriminating, they begin to look at the 

number of prize levels offered in an instant game. Although a game may have the same prize 

percentage payout, the same overall odds, and the same top prize, if that prize structure is 

designed to have more versus fewer prize levels the game with more prize levels will be perceived 

as having more chances to win.

Designing games with more versus fewer prize levels requires the game designer to understand 

the concept of “under funding” a prize level. The most common application of “under funding” a 

prize level occurs when a prize structure has a high top prize. This can occur if the game designer 

fails to put a prize level between the high top prize and the chatter prizes. For example, the game 

may feature a $20,000 top prize and emphasize prizes $50 and below. If the prize structure does 
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not contain prize levels between $50 and $20,000, players will complain about this “gap.” 

Complaints often come in the form of “There is nothing between $50 and $20,000, what 

happened to all that money?”

In order to fill this gap, and increase the perceived chance of winning, and not unnecessarily 

deplete the game’s prize fund, Scientific Games’ game designers will work with the ALC to place 

at minimum a $1,000 prize between the $50 and $20,000 prize levels. The $1,000 prize can be 

under funded to the point that its chances of winning are just slightly better than the chances of 

winning the $20,000 prize. Taking this approach adds a prize level without unnecessarily 

depleting the prize fund.

Prize Percentage Payout

Prize percentage payout refers to the percentage of the ticket purchase price that is returned back 

to the player in the form of prizes. Prize percentage payouts range from a low of 40% to a high of 

80%. These are the extremes and most successful lotteries have a prize percentage payout 

averaging above 60%. The most successful instant game program in the world is that of the 

Massachusetts Lottery. In Massachusetts the prize percentage payout averages over 70%.

One might think the lower the prize percentage payout the more profitable the instant game. This 

would be true if the all the tickets could be sold. However, in practice this is not the case. One 

need only look to the success of the Massachusetts Lottery. This lottery generates instant ticket 

revenue for good causes at per capita rates higher than any lottery in the world. When the 

Massachusetts Lottery had a prize payout of 50%, they sold about 50 million dollars worth of 

tickets. Increasing their payout along with a complete program of best practices, they sold almost 

three billion dollars in instant tickets last fiscal year! This clearly illustrates the value of 

controlling an increased payout percentage. 

The recent success of the Connecticut Lottery’s instant game program, a lottery that has adapted 

the Massachusetts model of high prize percentage payouts, can be attributed in part to this 

controlled payout increase. 

However, simply increasing the percentage paid out to players is only part of the story. It is how 

the increased prize fund is applied to a game and the overall game mix that defines a successful 

lottery. Once again, the goal of a specific game determines how the prize percentage payout 

should be used.

There are many studies that speak to the value of increased payout percentages and revenue for 

good causes. Statistical models are available to link prize percentage payout, sales, and instant 
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game profitability. In its simplest form the concept is this: good causes can receive revenue as a 

larger piece of a smaller pie or a smaller piece of a larger pie. The smaller piece of a larger pie 

invariably yields more revenue for the fund’s recipient. 

The first and most important decision related to prize structure is to determine the strategy for 

prize percentage payout. Scientific Games has made extensive study of the best practices of the 

Massachusetts Lottery to guide our prize percentage payout strategy. 

On a per capita basis Massachusetts Lottery instant games generate more revenue for good causes 

than any lottery in the world. It accomplishes this feat by employing a prize percentage payout 

strategy that on the surface is counter intuitive. Rather than preserving profit percentage for good 

causes by creating games with low percentage payouts, Massachusetts has employed a strategy 

that increases the prize percentage paid out to its players. This practice has driven their instant 

game per capita sales to such high levels that though they are paying out more prizes the bottom-

line per capita revenue for good causes is greater than when the prize percentage payouts were 

lower.

Figure 3-41 and Figure 3-42 illustrate the Massachusetts practice. The first chart shows their 

sales growth. Current sales for instant games exceed $2.9 billion a year. 

Figure 3-41: Sales Growth
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Figure 3-42 shows their prize percentage payouts by price point. Note higher priced tickets 

deliver a higher prize percentage payout. This practice ensures that players understand that higher 

priced tickets are worth the increased cost.

This phenomenon of increased revenue to good causes through higher prize percentage payouts is 

not unique to Massachusetts. In 1993, the Colorado Lottery embarked on a nine point plan that 

included an increase in prize percentage payouts that yielded results similar to those enjoyed by 

the Massachusetts Lottery. Figure 3-43 illustrates the Colorado Lottery’s experience.

Figure 3-42: Prize Percentage Payouts by Price Point
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A superficial assessment of this application of high prize payouts would lead one to believe the 

higher priced, higher prize percentage games deliver less revenue to good causes. However the 

opposite is true. These higher priced, higher prize percentage games deliver greater revenue for 

good causes. Any loss in profit caused by increased prize percent is more than made up by the 

increase in sales volume.

How does an increase in prize payout lead to an increase in revenue for good causes?

■ Players win more low-tier “churn” prizes, which they use to buy more tickets

■ Players win more “chatter” prizes thus driving sales by talking about these prizes, thus 

increasing awareness of winners

■ Scientific Games can create games with top prizes that offer the market new and 

interesting propositions

Figure 3-43: Colorado’s Sales History
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There are a number of examples of lotteries increasing revenue for good causes by increasing the 

prize percentage payout. 

■ California

■ Increased payout from 50% to 60% in FY 98

■ Sales increased 43% from FY 98 to FY 99

■ Currently seeking further payout relief.

■ Idaho

■ Gradually increased payout from 58% to 66.4% from FY92 to FY98

■ Sales increased 58% over those seven years

■ Kentucky

■ Increased prize payout from 58% to 65% in FY91

■ Sales increased 150% over eight months

■ Ohio

■ Increased prize payout from 48% to 63% over eight years, starting in FY89

■ Sales increased 100% during this time period

■ Washington 

■ Increased payout from 60% to 65% in FY93

■ Sales grew 120% over a four-year period

■ Increased payout from 65% to 67% in FY97

■ Sales have increased an additional 25%

To further reinforce the positive impact of increased prize payouts, we developed a cross section 

of U.S. instant game performance by prize payout and population size to demonstrate how the 
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average gross margin (instant sales minus prizes paid) is greater for those lotteries that pay more 

prizes. Note that the impact is positive, regardless of the size of the lottery.

An important finding from this analysis is that it may take from 8 to 18 months to see the full 

impact of an increase in payout because players need time to experience higher payout games and 

to feel, through experience, they are winning more often.

The evidence is compelling and incontrovertible, higher prize payouts lead to more revenue for 

education in North Carolina.

Distribution of Prize Percentage Payouts

It is common practice to divide the prize distribution of an instant game into three separate 

categories, low-, mid-, and high-tier. Each category has a distinct function that contributes to the 

overall success of each instant game.

Low-Tier – By definition, low-tier prizes are won most frequently and have the lowest cash value. 

The primary purpose of low-tier prizes is to provide the player with positive reinforcement and 

keep them playing by having them cash lower value prizes to play additional tickets. As discussed 

earlier this phenomenon is called “churn.” Games that emphasize low-tier prizes typically appeal 

to new, infrequent, and occasional players.

Mid-Tier – By definition, mid-tier prizes are less frequently won but have high perceived value. 

The primary purpose of mid-tier prizes is to generate winner awareness at the retail level. The 

players perceive these prizes as significant wins and talk about their winning experience. This 

phenomenon is called “chatter.” Games that emphasize chatter prizes typically appeal to core 

players. 

STATE SIZE POPULATION
63% AND 

ABOVE

60% AND 
ABOVE, BUT 
LESS THAN 

63%

BETWEEN 
55% AND 

60%

Small Under 2 Mil 12 States $21.43 $15.31 $11.72

Medium 2 to 5 Mil 9 States $23.68 (NONE) $12.24

Large 5 to 9 Mil 9 States $34.98 $24.72 $20.93

Very Large Over 9 Mil 8 States (NONE) $27.27 $20.50

TOTAL AVERAGE $26.70 $22.44 $16.35

Figure 3-44: Average Gross Margin Per Capita for Group
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High-Tier – By definition, high-tier prizes are rarely won but have the highest perceived value. 

The primary purpose of high-tier prizes is to attract key market segments that find the level of top 

prize one of the major attractions for playing the instant game. 

When these three tiers of prizes are combined they construct prize structures that are essentially 

“concave” or “convex” in nature. 

Concave prize structures tend to have the strong mid-tier, or chatter, prize package and tend to 

appeal to core players (which are the bread-and-butter of your instant lottery sales).

■ Lower percentage of churn prizes

■ Higher percentage of chatter prizes

■ Lower percentage of high prizes

Convex prize structures have strong low-tier, or churn, prize package and high 

top prizes. Convex structures tend to appeal to occasional players.

■ Higher percentage of churn prizes

■ Lower percentage of chatter prizes

■ Higher percentage of high prizes

The appeal of these different types of prize structures is related to the 

differences in frequency of play among these two broad play groups defined as “core” frequent 

players and “occasional” players.

A concave prize structure works with core players because these players are playing frequently, 

do not need lots of low-tier prizes for reinforcement, and win mid-tier prizes at a significantly 

frequent rate that the game satisfies their needs.

A convex prize structure works with occasional players because these players play less frequently, 

thus need more low-tier prizes for reinforcement, and value high top prizes for the possibility of 

winning to change their lifestyle.

These prize structure categories represent general principles Scientific Games has learned and 

refined over the years. The details of creating good prize structures and having them properly fit 

the play action and theme of an instant game is both art and science that takes research and 

experience to fully master.
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RETAILER VALIDATION CODES

Scientific Games will provide retailer validation codes on the tickets (Figure 3-45). The retailer 

can validate the ticket by examining the retailer codes that appear on the ticket. The code letters 

move around or “float” in the play area of the ticket and appear in locations specified based on the 

play style of the game. All tickets produced in the game contain retailer validation codes. 

However, the letters on non-winning tickets and non-low-tier winners do not combine to indicate 

a low-tier prize.

COLORS, INK AND COATING CHARACTERISTICS

One of the most secure components of our instant tickets is our ink and coating systems. All of 

our inks and coatings are blended based on special proprietary formulations developed by the 

Research and Development (R&D) staff of Scientific Games. Scientific Games has two research 

chemists on staff with access to additional chemists from our ink vendor.

In addition, we have trained ink technicians on all shifts to ensure that the ink is made to our 

specifications and performs at acceptable levels on the press. Our head research chemist develops 

formulations to meet the unique needs of our equipment and our customers. The recent 

introduction of Cross-Cured technology (discussed in detail in Section 3.1, page 3-121), UV inks 

for displays, and additional inks and coatings to thwart new and/or unique alteration techniques 

are part of our overall security program. All ink formulations are the property of Scientific Games 

and are proprietary for our use. They are all specially formulated to work as a cohesive unit in 

providing ticket security and the “snap” needed to sell instant tickets. Scientific Games uses three 

types of inks in the production of instant tickets—water-based, solvent, and energy curable.

Figure 3-45: Retailer Validation Code
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Inks and Coatings 

■ Water-Based Inks – Water-based inks consist of pigments, binders, and additives mixed 

in a water-based solution. Special pigments such as metallics, fluorescents, pearlescents, 

and thermocromatics can also be prepared to achieve other visual and design effects. By 

mixing different pigments with water, Scientific Games can produce an array of colors. 

The water-based inks are environmentally-friendly.

■ Solvent Inks – Solvent inks are created in the same manner as water-based inks but 

solvents are used as the base. Similar to water-based inks, pigments including metallics, 

fluorescents, pearlescents and thermocromatics can be added to the solvent to create any 

ink color requested. We have special environmental controls that prevent the release of 

harmful chemicals into the environment.

■ Energy Curable Inks – These inks are primarily used in seal/release coatings and are 

inks that are cured through Ultraviolet (UV) light or Cross-Cured technology. We use both 

technologies for seal/release and overall UV coatings and high gloss UV inks for both 

display and overprint inks on P-4. Our Cross-Cured technology uses energy curable 

technology on our security layers as well.

Scientific Games chooses not to use soy base inks. We formulate printing inks and coatings using 

environmentally-friendly, state-of-the-art raw materials whenever possible to minimize Volatile 

Organic Compounds (VOCs) for conformance to all local, state and federal regulatory guidelines. 

Water base imaging inks, overprints, display printing inks, rub-off coatings, as well as, solvent-

free UV protective coatings are primarily used in the manufacture of printed products in all 

Scientific Games facilities worldwide.
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Figure 3-48 outlines the printing capabilities used to print lottery tickets at our Alpharetta, 

Georgia printing facility. 

 PRINT CAPABILITIES

P-1 P-2 P-3 P-4 P-6

Gravure Flexographic-
Offset

Flexographic Small-Run 
Flexographic

Flexographic

Display Colors:     

Maximum of 5 

colors (process 

or spot)

Display Colors: 

Maximum of 4-

color process plus 

2 spot colors

Display Colors: 

Maximum of 9 

colors (process 

and/or spot)

Display Colors: 

Maximum of 11 

colors (process and/

or spot)

Display Colors: 

Maximum of 8 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 4 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 4 

spot colors

Overprint Colors: 

Maximum of 9 

colors (process 

and/or spot)

Overprint Colors: 

Maximum of 10 

colors (process and/

or spot)

Overprint Colors: 

Maximum of 8 

colors (process 

and/or spot)

Back Colors:     

Maximum of 4 

colors (process 

or spot)

Back Colors:     

Maximum of 2 

spot colors

Back Colors:     

Maximum of 5 

colors (process 

and/or spot)

Back Colors:     

Maximum of 5 

colors (process and/

or spot)

Back Colors:     

Maximum of 4 

colors (process or 

spot)

Full Bleed Wash: 

Yes

Full Bleed Wash: 

Yes

Full Bleed Wash: 

Yes

Full Bleed Wash: 

Yes

Full Bleed Wash: 

Yes

Speciality Inks:

Metallic, 

Fluorescent, UV

Speciality Inks:

Metallic, 

Fluorescent, UV, 

Scented

Speciality Inks:

Metallic, 

Fluorescent, UV, 

Scented

Speciality Inks:

Metallic, 

Fluorescent, UV

Speciality Inks:

Metallic, 

Fluorescent, UV, 

Scented

Imaging Ink 

Colors:

Yes Max 4 

Colors

Imaging Ink 

Colors:

Yes Max 4 Colors

Imaging Ink 

Colors:

Yes M ax 4 C olors

Imaging Ink 

Colors:

Yes Max 4 Colors

Imaging Ink 

Colors:

Yes M ax 4  Colors

Figure 3-48: Print Capabilities
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Figure 3-51: Sample Play Symbols
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Figure 3-52: Sample Fonts
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DESIGN AND RECONSTRUCTION OF BAR CODE VALIDATION NUMBER

As discussed in Section 3.0.1, pages 3-76 through 3-77, Scientific Games recommends a 22-digit 

bar code for the ALC. The following explains how a bar code is designed.

Bar Code Design

Scientific Games uses the American National Standards Institute (ANSI) specifications for bar code 

acceptability. We are capable of printing any of the bar codes available in the market place. We will 

place the bar code in a location suitable for the Lottery’s validation equipment on the back of the 

tickets.

Scientific Games images the bar codes on the instant lottery tickets at a resolution of 240 dpi using 

VersaMark 3700 computer-controlled imagers.

For games printed for the ALC, we recommend a validation bar code that consists of an Interleaved 2 

of 5, 22-digit bar code imaged on the back of the ticket with a separate 3-digit security code imaged 

on the front of the ticket under the rub-off material. The Lottery’s validation code content will 

contain:

■ A 3 digit game number

■ A 6 digit pack number

■ A 3 digit ticket number

■ A 8 digit encrypted validation data number

■ A 2 digit check code

All inks used by Scientific Games in the production of instant lottery tickets have been formulated to 

withstand normal handling without smearing or distorting.

As part of our quality compliance procedures, Scientific Games tests the bar codes printed on each 

game using the same equipment used in the field. Because of the variety of Scientific Games’ lottery 

clients, we have all bar code readers and scanners currently used in the lottery marketplace in-house 

to test the bar codes.

On the following confidential pages we discuss our process for bar code reconstruction.
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CONFIDENTIAL INFORMATION BEGINS HERE.

Bar Code Reconstruction

Using the reconstruction process employed by Scientific Games, it is possible to reconstruct the 

game data of each instant ticket from the validation number and from the book-ticket number. Our 

reconstruction process “unscrambles” the ticket validation number to reconstruct all game data 

associated with the ticket. This reconstruction includes the lottery play symbols, retailer 

validation codes, locations of retailer validation codes and stub symbols, if any.

In the event of a validation or reconstruction problem, Scientific Games can also aid the ALC by 

examining the ticket. However, we recommend a claimed winning ticket never leave the ALC 

except under strict, specially prearranged agreement. Scientific Games does not, as a matter of 

policy, want to be in possession of any “live” tickets in any game and especially not disputed big 

winners.

Reconstruction is done by a limited set of persons in our organization. We ask that reconstruction 

requests be made only in writing and only by specific ALC personnel who are pre-designated with 

authority to make such requests. 

The manufacturing process used to produce a game can affect reconstruction capabilities. 

However, the reconstruction program can generally respond to five types of requests:

1. Single Ticket Reconstruction – Provides full reconstruction of the ticket from the validation 

number, or in the case of single pass tickets, the book-ticket number

2. Full Book Reconstruction – Provides full reconstruction of the entire book from a single 

ticket

3. Full Book High-Tier Search – Provides reconstruction of only the high-tier prize tickets in a 

full book from a single ticket

4. End of Production Prize Structure – Provides a prize structure based upon the game after 

production

5. Omissions Prize Structure – Provides a prize structure based upon the omission after game 

production

Reconstructions are completed and returned to the customer within 24 hours of the request from 

the Lottery. An example of the form used to request a reconstruction is shown in Figure 3-53. All 

computer programs and work products are maintained in secure areas with limited access.

p_garbarini
Rectangle
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RE:    CUSTOMER RECONSTRUCTIONS

TO:

DATE:

REQUESTED BY:

STATE:

SIGNATURE:

RE:    RECONSTRUCTIONS COMPLETED

TO:

DATE:

FROM:

SIGNATURE:

Requested reconstruction for the following ticket:

REF. NO:

INFORMATION REQUESTED:

SINGLE TICKET/TICKETS (provide the validation #/prize amount/play spots)

VALIDATION (provide complete validation number)

PACK (provide the validation/prize amount/play spots for each ticket in pack)

PROVIDE TICKET # _______________ IN SAME PACK

PROVIDE TICKET # _______________ IN 16 PACK RANGE

HIGH-TIER SEARCH IN SAME PACK

HIGH-TIER SEARCH IN 16 PACK RANGE

OTHER 

RESULTS:

FAX IMMEDIATELY WRITTEN RESPONSE REQUIRED

GAME

BOOK TICKET #S

VIRN NUMBER

Ð   Ð

Figure 3-53: Example of a Reconstruction Form
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Reconstruction Security 

Upon the request of the ALC, Scientific Games will work with authorized security personnel to 

develop a policy that governs the process of reconstructing instant ticket data. This policy will 

govern the following:

■ Authorization of ALC personnel

■ Authorization of Scientific Games personnel

■ Exact procedure for completing a reconstruction

■ Periodic audits of the lottery and vendor 

Overview 

An authenticated reconstruction request can be accomplished by using the game, pack and ticket 

numbers, validation number or bar code or portions of combinations of these items. Scientific 

Games’ game generation software is used to create the game data allows reconstruction of tickets 

using the above items. Scientific Games will submit the reconstruction report via encrypted 

electronic transfer and will contain the following information:

1. The complete game number, pack number, ticket and validation number

2. An indication of whether the ticket was a winning or non-winning ticket

3. In the case of a winning ticket, the prize amount

Scientific Games will provide a character-based representation of the tickets or in certain cases, a 

font-based representation of the play area (in game symbol fonts) as it would have appeared on 

the actual ticket. Either reconstruction can be electronically transferred to the lottery.

Authorization of Lottery Personnel – The Lottery should specify in writing the procedure by 

which staff are authorized to request a reconstruction. This process should follow these rules:

1. Person providing authorization should not request reconstruction.

2. Authorization should be based solely on a legitimate need and the reason for reconstruction 

must accompany the request.

3. Number of persons authorized should be limited in number. 

4. Each authorized person should provide an original signature on the authorization form which 

is provided to the vendor. Even though we expect most, if not all jurisdictions, to use 
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encrypted email for requests, the clear text reconstruction request should still have authorized 

signature.

5. Authorizations will be renewed annually. This is a ‘sunset’ situation such that signatures must 

be renewed because they expire on January 31 each year.

Authorization of Scientific Games Personnel – We have three people in the department who 

have the system access rights to perform a reconstruction. These individuals are subject to a 

higher level of background checks than are the programming staff, who do not have access to the 

reconstruction system. 

High Level Procedure for Processing a Reconstruction 

1. Verification of Origin and Reason.

■ Receive request from customer, either via signed FAX or encrypted email and verify 

digital signature and physical signature.

■ Log request by date on Reconstruction Log.

2. Customer Reconstruction Requests are Classified by Risk Levels.

■ Two people in Game Development at Scientific Games are required to perform a 

reconstruction. Person A must verify the validity of the request and input the 

reconstruction request into the Reconstruct Input System. Person B must likewise verify 

the validity of the request and then use the Reconstruction System to perform the 

reconstruction. These functions are independent and are performed via the Operations 

Menu.

■ The Reconstruct Input System will classify the request according to Figure 3-54. The 

system will not return the reconstruct until proper authorizations are acquired.

CLASSIFICATION AUTHORIZATIONS

A. Single Ticket All single ticket reconstructions must be identified by game, book and ticket 

number or by validation number. 

B. Single Pack All single pack reconstructions must be authorized in writing by the Vice 

President of Game Development (or designee) and the Lottery Security 

Director (or designee). The request must include the specific book number to 

be reconstructed. The system will not return the reconstruction unless these 

signatures are acquired.

Figure 3-54: Authorization Classes
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■ Only those requests from Class A, B or C can be performed. No winner searches for live 

games are allowed. There is no mechanism to provide winner information to a lottery 

customer for any live game other than in the above chart. More specifically, the lottery 

must provide ticket or pack identification information in order for the reconstruction 

process to commence. In the case of a single ticket, either the game/pack/ticket number or 

the validation number must be provided. In the case of a pack reconstruction the game/

pack number(s) must be provided.

■ For any reconstruction result above $1,000, the system will lock and will not return the 

reconstruction result to the user. The system will generate a password to be used to release 

the result which will be emailed to the Vice President of Game Development, the Vice 

President of Security and Compliance, and the President of Printed Products. The 

password must be presented to the system by one of these individuals in order to release 

the reconstruction result.

3. Limited Access to the Reconstruction Program and any Reconstruction Data 

■ Access to the reconstruction module is limited to authorized users in the following 

manner: 

■ Operations Menu (OpMenu) is the only logical interface into the production system. 

The production system is the only system that returns valid reconstruction 

information.

■ All reconstructs are performed via OpMenu.

■ The System Administrator is in charge of setting access rights to all Game 

Programming users.

■ All access rights are documented and are provided to the Vice President of Security 

and Compliance quarterly or upon request.

C. Multiple Pack All multiple pack reconstructions must be authorized in writing by the Vice 

President of Game Development (or designee), the President of Printed 

Products (or designee), the Lottery Security Director (or designee) and the 

Executive Director of the Lottery (or designee). The request must have the 

specific book numbers to be reconstructed included. The system will not 

return the reconstruction unless these signatures are acquired. 

CLASSIFICATION AUTHORIZATIONS

Figure 3-54: Authorization Classes
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4. Returning and Documenting the Reconstruction.

■ Reconstruction information must be provided to the lottery in writing. No information can 

be passed to the lottery verbally.

■ Return the completed data via encrypted email using the customer public key to encrypt. 

Digitally sign the return with the Scientific Games private key. 

Periodic Audits of the Lottery and Vendor  – Scientific Games retains an audit log of each ticket 

reconstructed that provides the requestor, game/ticket information, date requested, date of reply, 

non-winning or winning ticket, amount of prize and person responding. This log is available for 

review by the ALC’s security personnel upon request. We suggest that this log be reviewed 

monthly by the ALC internal audit and compare our reports to the requests from the Lottery 

Security.

CONFIDENTIAL INFORMATION ENDS HERE.

Figure 3-55: Reconstruction Audits
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SHELF LIFE

Tickets will remain readable, able to be easily scratched and in good condition for 24 months from 

the delivery date.

TICKET SAMPLES

Scientific Games will manufacture, store and distribute instant game tickets as well as game 

specific point-of-sale materials such as oversized tickets and void ticket samples. Scientific 

Games will supply the ALC with 2,500 retailer ticket samples per instant ticket game for use by 

the Lottery in promotion of your games. 

TICKET AND PACKAGE NUMBERING

Scientific Games recommends a three digit ticket number. Each ticket will bear an individual, 

consecutive number starting with 000 within each pack. The ticket number will be consecutive in 

the pack with no omissions. We recommend that a “BOP” or imaged graphic suitable to the ALC 

be placed on the first and last ticket in the pack to assist in the quick recognition of these tickets. 

Figure 3-56 shows the “BOP” mark on the first and last tickets in a pack.
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TICKET PACKAGING

Scientific Games has the ability to assemble any pack size requested by the ALC. Ticket 

packaging requirements will be clearly defined in each game’s working papers.

Scientific Games recommends the following pack sizes in relation to ticket size:

During packaging, the pack of tickets will be separated into individual packs in sizes specified in 

the working papers, shrink-wrapped, and placed into cartons. If the “BOP” mark discussed in the 

previous section is used, the packaging line will scan for the BOP mark to make sure the pack 

begins and ends on the correct ticket number. 

■ 2" x 4" – 300 tickets per pack ■ 4" x 6" – 60 tickets per pack

■ 4" x 4" – 150 tickets per pack ■ 4" x 8" – 60 tickets per pack

■ 4" x 5" – 100 tickets per pack ■ 4" x 10" – 25 tickets per pack

Figure 3-56: BOP Mark on First and Last Tickets of a Pack
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UNIVERSAL PRODUCT CODES

Scientific Games has the ability to print a UPC code on the back of the instant ticket. The UPC 

will conform to the specifications published by the Uniform Product Code Council, Inc. We 

currently print UPC codes on the back of tickets for the majority of our customers.

SECURITY CERTIFICATIONS

Scientific Games conducts 13 security tests and 14 quality inspections on every game run on 

our presses to verify the presses are printing the games correctly and they meet stringent 

industry security and quality standards. Scientific Game will work with the ALC to develop a 

ticket testing protocol for our internal security laboratory. Once approved, all tickets will be tested 

based on this protocol and results submitted to the Lottery. We also work with third-party security 

laboratories and, of course, with the staff of the ALC.

ANY OTHER PERTINENT TICKET SPECIFICATIONS

Scientific Games recommends the following ticket specifications for the ALC’s instant tickets to 

ensure their security and marketability. 

Keyed Dual Security (KDS) – Priced Option

Keyed Dual Security (KDS) is an instant ticket programming process that secures the relationship 

between the pack number and its value. The KDS programming process disconnects the pack 

number from the pack’s value by shuffling the pack numbers after the game generation process 

and before the printing process. Furthermore, KDS technology segregates control among 

Scientific Games, the Lottery, and a Trusted Third Party (TTP) so that no one entity has enough 

information to determine the value of a printed pack of tickets. Figure 3-57 shows the KDS 

security shuffling process.
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Games programmed using KDS are more secure than other games because the algorithmic 

relationship between the pack number and the pack value has been disconnected. The reshuffled 

pack now has a new independent identity with different numbers that offer no traceability to the 

previous game generation pack numbers.

KDS and the Trusted Third Party (TTP)

The presence of a Trusted Third Party (TTP) provides independent assurance to the lottery and 

Scientific Games that the KDS system has resulted in a secured instant ticket game. 

This is accomplished by the following TTP procedures:

1. KDS System Administration. All access to the KDS server cabinet or the KDS server itself 

is regulated and examined by the TTP. This includes all system administration, system 

rebooting and other maintenance. Each of these functions requires the participation of the 

TTP.

2. Log File Examination and Game Letter. All KDS activity is logged during the production 

of an instant game. These logs contain the footprints of each transaction performed by the 

KDS server; and therefore, the examination of the KDS logs by an independent party is 

fundamental to the security of the system. The TTP examines the game log and reports the 

findings to the lottery and Scientific Games in a letter for each game.

3. Monthly Audit of the KDS System. The TTP performs a monthly KDS system examination. 

This ensures that the integrity of the KDS system—both the software and the hardware—has 

not been compromised by tampering with the KDS system software and hardware.

Figure 3-57: Keyed Dual Security Overview
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4. Annual Audit of the Scientific Games Production System. The TTP performs an annual 

game production system examination. This includes the KDS system, the game production 

systems, and the game production networks. This examination also includes an examination 

of the game production access control policies and firewall policies.

KDS and the Lottery

The Lottery has two important functions in the KDS process. First, the Lottery must create a 

‘seed’ file for each game. This seed file determines the pack shuffling scheme for the game, and 

therefore grants to the Lottery a fundamental and independent role in the KDS process. The 

Lottery’s independent role of creating the KDS game seeds segregates control among Scientific 

Games, the TTP and the Lottery, so that no one entity has enough information to determine the 

value of a printed pack of tickets. It is this segregation and independence that forms the 

fundamental cornerstone of the security of an instant game produced using the Keyed Dual 

Security method. 

Second, because the imaged pack number on the ticket differs from the game generation pack 

number, KDS must define a mechanism to allow the Lottery to request a reconstruction by pack/

ticket number. Scientific Games will deliver a “KDS Customer Module” to the lottery for the 

purpose of creating the game seeds.

Key points about KDS are:

■ No one entity—the Lottery, Scientific Games, the TTP—has enough information to 

determine the value of a live pack of tickets. Each of three entities must control a different 

piece of the puzzle.

■ Ensures that the pack number on the printed ticket is not the pack number originally 

generated by the game generation process.

■ Results in a more secure instant ticket game because game programming information 

related to the value of a pack is no longer relevant once the packs are printed.

■ Allows for the optimum prize delivery of instant games (i.e., exact number of winners in a 

prize level delivered to the Lottery).

■ Allows for creation of an End of Production Prize Structure.

■ The KDS process was certified by the Generic Group from Cambridge, an expert security 

consulting firm in the UK specializing in banking and credit card security systems.

■ The KDS Translation server is under the control of an independent TTP who delivers a 

game-by-game security report to the lottery.
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■ The TTP reviews the security of each game, reviews the KDS process each month and 

reviews overall security each year.

■ A module on a secured lottery computer uses the encrypted pool shuffle seeds and the 

decryption key to perform the decryption of a KDS pack number needed for the ticket 

reconstruction process.

WINNER AUDIT SYSTEM – PRICED OPTION

Product Summary

The Winner Audit system was developed in response to a specific incident that occurred at the 

Kansas Lottery in which a lottery information systems employee was charged with manipulating 

the Lottery’s computer system (specifically, the instant ticket winner validation file) to create 

winning tickets from purchased non-winning tickets. Scientific Games’ Winner Audit system 

enables a Lottery’s security department to detect such fraud attempts. 

The Winner Audit system provides the Lottery’s security department with the ability to compare 

the winning ticket data on the Lottery’s validation system with the winning ticket data provided 

by the instant ticket printer (Scientific Games) at the time of game delivery. 

Such a comparison confirms that both data sources have:

1. The same overall number of winners

2. The same number of winners at each prize level

3. It also detects any attempt to delete or insert information on the online validation file

Scientific Games’ Winner Audit system is comprised of two primary components:

1. The client module, which is installed on the Lottery’s online system

2. The security verification module, which is installed on the security director’s PC

Client Module – Since the winning ticket validation data for each instant game resides on the 

Lottery’s online system, it is necessary to read that data directly to ensure that it has not been 

altered. The client module allows this direct interface to occur.

Security Verification Module – This module would typically reside on the security director’s PC 

and be further restricted by a password. The security verification module is the user interface, 

which allows the Lottery to schedule audits of specific games at specific times, or allow “ad hoc” 
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audits at the security director’s request. An example of a scheduled audit may resemble the 

following:

■ Scan game 103 at 15 minutes before and 15 minutes after every hour, every day

or

■ Scan game 334 at midnight and noon, Monday, Wednesday and Friday

The security verification module acts as a watchdog, scanning all live game validation files and 

subsequently comparing the original winning ticket data (provided by the instant ticket printer) to 

the current winning validation data on the Lottery’s online validation system. Reports are issued 

which highlight any discrepancies between the two data sources and thus, indicate to security 

potential tampering.

The Winner Audit system option can provide another tool for the security director to combat the 

possibility of winner-file fraud.

The Game Development systems at Scientific Games were built to produce games that are secure. 

We hired world-class security experts to assist us in the design and the implementation of a 

network architecture that separates all sensitive data from unauthorized individuals but also allows 

us to conduct operations efficiently and accurately. Over the years, we continue to make the 

necessary and critical advancements to the game programming security systems—all of which are 

documented and all of which are routinely and independently audited. 

Scientific Games continues to recognize the danger of the threats we face. We are in the business 

of protecting our customers in this vital area. Scientific Games is unmatched and leads the world 

in the technologies that ensure secure instant games for all of our customers.

3.0.2 LIMITATIONS AND EXCEPTIONS

RFP Requirement: If a Vendor has any limitations in regard to the capability of printing a variety of words, letters, number, 
characters, or unique symbols in various combinations of colors, these must be fully and clearly specified in the Proposal.

Scientific Games does not have any limitations in regard to the capability of printing a reasonable 

variety of words, letters, numbers, characters. As documented in Section 3.0.1, pages 3-95 

through 3-98, Scientific Games can work with the ALC to create limitless custom symbols with 

various color combinations. Evidence of our skills in this arena is provided in our Sample Ticket 

Catalog.
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3.1 QUALITY SPECIFICATIONS
RFP Requirement: Vendor’s Proposal must address quality specifications in order for the ALC to ensure the acquisition of instant 
game products that are marketable and of high quality and durability. Vendors will be required to produce tickets of varying sizes. The 
ticket dimensions shall not vary by more than two percent (2%) of the size established in the Working Papers for each instant game. 
Regardless of the type of ticket design or designs proposed, the final product must be tamper-proof by any practical means. Quality 
limitations and/or deviations that adversely affect the security of the tickets are unacceptable.

As the largest producer of instant game tickets in the industry, Scientific Games is committed to 

delivering products with the highest level of quality and integrity. Our capital investment of $55 

million in quality and production improvements since 2001 is proof of this commitment. 

Scientific Games is the only vendor who can support the entire instant ticket supply chain for the 

ALC with the experience and production capacities needed to reach your instant sales goals for 

this contract. Our product development process features industry leading marketing resources and 

our instant ticket production facilities enable the highest level of secure ticket production. Our 

customer support personnel have the most years of industry knowledge and our highly skilled 

employees constantly strive to innovate and improve on today's products and technology. 

■ Ticket Supply Capacity – Scientific Games has the industry's largest print and finishing 

capacity featuring multiple production facilities in North America designed to support 

Arkansas’ instant ticket supply needs. 

■ Team Resources – Scientific Games has the industry's only dedicated team of over 200 

individuals (corporate wide) who are primarily dedicated to the Cooperative Services 

functions—a wealth of technical and personnel resources second to none.

■ Warehousing and Distribution Experience – Scientific Games has the experience of 23 

lottery warehousing and distribution start-ups and conversions over the past 22 years. 

■ People – Scientific Games has a start-up team with 118 years of lottery expertise.

■ Record – Scientific Games has been a valued partner for four of the last five lotteries at 

start-up.

Herein we outline all key quality sampling and product assurance measures that we employ to 

generate instant tickets of the highest quality, incorporating all security and integrity features that 

the ALC specifies, as well as industry leading standards.

As requested, Scientific Games produces tickets of varying sizes and has the full capacity to 

produce tickets with dimensions that vary no more than 2% of the size established in the working 

papers as reflected in the table of available ticket sizes located in Section 3.0.1, page 3-71.
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Regardless of the type of design(s) proposed, Scientific Games delivers instant ticket games that 

are tamper-proof by any practical means. Scientific Games recognizes that quality limitations and/

or deviations that adversely affect ticket security are unacceptable and as such we have designed 

and instituted quality specifications and procedures to ensure the highest level of quality and 

durability. 

TICKET QUALITY

Scientific Games incorporates quality control procedures throughout our production process so 

the ALC can be assured you are receiving the highest quality tickets. Scientific Games has 

maintained ISO 9000 certification of its quality assurance procedures since May, 1995 and is 

currently certified ISO9001-2000. These procedures are integrated into every aspect of instant 

ticket design and production and are continually evaluated to keep advancing ticket quality. High 

volume production demands high quality. Because we produce the most tickets in the world, we 

have more opportunity to continually improve our process and methods. This brief introduction 

provides a background into our Quality Assurance (QA) program. Following this discussion we 

respond to each ticket quality RFP requirement.

Scientific Games believes that quality begins at the source and empowers employees in each 

manufacturing department to control the quality of the work they produce. Overseeing all quality 

requirements is the QA department, whose staff of compliance analysts monitor the quality 

systems and practices employed by each manufacturing department. No fewer than 23 in-depth 

product compliance tests are run specifically for the critical aspects of instant lottery tickets to 

ensure tickets can be distributed, sold, played and validated without issue, are performed by our 

QA staff members.
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CONFIDENTIAL INFORMATION BEGINS HERE.

QUALITY AND AUTOMATION PROGRAMS

Since 2001, we have invested over $55 million in new technology. This investment has resulted in 

major quality improvements and equipment advancements in our printing technologies, and 

incorporates numerous innovations in the printing, packaging, and shipping of instant games to 

ensure the security and protect the integrity of the game.

Where our Terra 2000™ initiative evolved around the 

mutual need to produce an environmentally friendly 

ticket, our latest advancement, Terra 21™, responds to 

customer concerns regarding instant ticket quality, 

consistency and accountability. Terra 21 is a concept that 

takes new technological innovations and combines them 

with new ink and coating technology. Terra 21 produces 

instant tickets of superior security and quality. Using bar 

code technology, Terra 21 tracks instant tickets from 

imaging to delivery to the customer. Terra 21 represents 

the most advanced production technology in the 

industry.

The Terra 21 program integrates:

■ A series of state-of-the-art quality initiatives.

■ Enhanced print technology using secure chemistry and cross-curing.

■ New packaging systems that provide enhanced ticket security with improved, continuous 

monitoring of product quality and consistency.

The components of Terra 21 are:

■ Our Real-Time Marking (RTM) system, which receives quality data from a variety of 

sources on our presses to improve quality and security.

■ Innovative curing techniques for our seal/release coats to increase ticket security and 

improve ticket scratch and printing quality.

■ Integration of the quality data from our press to our packaging lines ensures integration 

and control of lottery tickets from imaging to delivery to further improve game production 

quality and security.

Figure 3-60: Real-Time Marking and visual 
inspections for quality supplement the 

automated quality systems on each press.
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REAL-TIME MARKING SYSTEM (RTM)

The first major component of Terra 21 is the Real-Time Marking System (RTM). RTM is made 

up of the following three components:

1. Online Camera System

This online camera system reads an ink-jet inspection line on lottery 

tickets. While no system is infallible, the online camera system helps 

ensure that the ink-jets are “firing” correctly. Should the ink-jet heads 

malfunction, either resulting in a missing portion of the ink-jet 

inspection line or streaking in the ink-jet inspection line, the system is 

designed to detect and report the ticket’s bar code to the RTM system. 

The imager operators also have the ability to determine the quality of 

the product through their standard inspection systems and integrate 

their findings into the RTM system. 

2. At-Press Inspection

The press operators, image operators, or inspectors can immediately 

mark tickets that are defective or need further review by using the RTM 

system touch screen. Once touched, the scanner picks up the bar code 

and links the bar code to the ticket and to the packaging operations. 

The primary benefit of the RTM system is to ensure that the product 

being produced during the manufacturing process is clearly identified 

as meeting our quality standards. The RTM system allows the operators to identify defects in 

“real-time” during the manufacturing process and to detect problems under our protective 

coating layers which further improves our quality. 

3. First/Last Mark Detection

The Vision System installed on the Ultimate Packaging Line (UPL) detects the first and last 

tickets in the book prior to boxing. The tickets that start and end a book are encoded with an 

optical character called a Beginning of Pack (BOP) mark. If the camera does not detect this 

optical character, that book has either too many or too few tickets. The defective book is 

removed from the packaging line. This ensures the consistency of the number of tickets per 

book.

p_garbarini
Rectangle



3-121

SECTION 3: Instant Ticket Operations

INK TECHNOLOGY

The second component of Terra 21’s new technology is ink coatings which support specialized 

game manufacturing and ticket quality requirements. 

The seal/release coat protects the imaging and also allows for a long lasting, consistent release of 

the game data covering. The actual curing of this layer requires extremely sophisticated 

equipment. Any issues relating to process control can result in poor release of the game data 

covering or damage to the imaging when a ticket is rubbed. 

The two components of Terra 21’s ink technology are:

1. Cross-Cured System

With the introduction of our patented cross-cured system, Scientific Games is able to 

minimize the uncertainties involving the seal/release coatings and the game data covering.

Cross-cured uses an innovative, unique process to cure the seal/release coat. It bonds the seal/

release with the lower coatings thus providing a much more secure “sandwich” for the imaged 

data. The cross-cured system makes it more difficult to see imaging from the back or the front 

of the ticket. The cross-cured system also allows for a complete cure and it is either on or off, 

thereby making process control much simpler.

The end result is an integrated ink system that bonds coatings to the paper, imaging to the 

lower coatings and to the seal/release resulting in a consistent seal/release coat for the game 

data covering.

Figure 3-61: Vision-Reject Gate System Hardware and Screen Shot Displaying the Bar Code and the BOP Mark 
(Beginning of Pack Mark)
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2. Security Laboratory

We have added new ultraviolet gloss meter testing 

and equipment that measures the smoothness of 

the seal/release. We have also incorporated a work 

station for lottery personnel so they can perform 

their own security testing on-site.

ULTIMATE PACKAGING LINE (UPL)

The final component of Terra 21 is the Ultimate Packaging Line, or UPL. The data collected by 

the RTM system is transmitted electronically to the UPL. Acceptable tickets are packaged while 

products that have been designated as unacceptable or need further inspection are identified and 

sorted by the UPL. Products that have been marked as defective either through at-press inspection 

or through standard visual inspection procedures are automatically omitted. 

These defective tickets are scanned twice to ensure document control and placed in a secure 

container before being destroyed by our secure shredding operation. Products needing further 

inspection are manually inspected at the packaging line.

The acceptable books continue through the line. Books 

are shrink-wrapped, scanned, stacked and boxed. The 

UPL utilizes a camera inspection system to verify the 

integrity of each book as it runs through the packaging 

line before being placed in position suitable for boxing. 

This single final inspection station speeds the finishing 

process and allows us to ship your tickets sooner.

VISION SYSTEM

We employ a finishing inspection system for use in our 

ticket finishing lines. The Vision system incorporates 

Vision technology to detect mis-cut books, activation/

insert card inclusion and readibility, plus fold 

configurations while collecting data for validation files. 

This process involves taking cutting edge manufacturing process control equipment and 

specializing its functions to deliver higher levels of product quality and finishing rates.

Figure 3-63 presents Scientific Games’ quality procedures on the packaging line.

The size of our security laboratory 
has been quadrupled to expand the 
testing equipment used to perform 
up to 40 standard and customized 

quality security tests. 

Figure 3-62: Scientific Games’ state-of-the-art 
packaging lines incorporate the latest 

technology.
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Scientific Games’ 
Quality Procedures

Finishing Processes

Figure 3-63: Scientific Games’ Quality Procedures on Packaging Line 
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Figure 3-64 represents some of the standard unacceptable ticket characteristics and Scientific 

Games’ quality procedures designed to eliminate such defects.

UNACCEPTABLE TICKET CHARACTERISTICS SCIENTIFIC GAMES’ QUALITY PROCEDURE

Scratches across the rub-off covering on any 

tickets within the lot

■ At-press inspection
■ Visual inspection on packaging line

Rub-off coverings that have holes, which expose 

portions of hidden play symbols or may tend to 

make the player believe that the ticket has been 

tampered with even if no portion of the play 

symbols has been exposed

■ At-press inspection
■ Visual inspection on packaging line

Overprint designs that are not clear and crisply 

printed

■ Camera-assisted register control
■ At-press inspection
■ Visual inspection on packaging line

Rub-off coverings that are off-register ■ Camera-assisted register control
■ At-press inspection
■ Visual inspection on packaging line

Overprint designs that are off-register ■ Camera-assisted register control
■ At-press inspection
■ Visual inspection on packaging line

Rub-off coverings that “drip” onto the display ■ Scratch-off material testing
■ At-press inspection
■ Visual inspection on packaging line

Rub-off coverings that smear or fail to come off 

when rubbed

■ Patented seal/release coating system
■ Scratch-off material testing
■ Manual testing during packaging

Perforations between tickets that are so deep as to 

cause tickets to fall out of the packs while handling

■ Manual testing by QA department
■ At-press inspection
■ Visual inspection on packaging line

Tickets out of order within a book ■ Computer-controlled imaging of ticket 
numbers on ticket

■ Game audits

A miscounted number of tickets within a book ■ First/Last mark detection
■ Visual inspection during packaging

Lottery play symbols that are “clipped” or 

“incomplete”

■ Sure-Jet inspection
■ Image operator visual inspection
■ At-press inspection

Figure 3-64: Quality Issues and Preventative Actions
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“Bad foil” on tickets that rips away when the ticket is 

rubbed

■ Manual testing by QA

Tears in the foil or paper stock ■ At-press inspection on press
■ Visual inspection on packaging line

Delaminating of the foil from the paper stock ■ Manual testing by QA
■ Visual inspection on packaging line

Offsetting of inks on rub-off covering from one ticket 

to another

■ Chemical analysis by lab
■ At-press inspection
■ Visual inspection on packaging line

Play symbols that “peek-out” from under the 

scratch-off coating

■ Camera-assisted register control
■ At-press inspection
■ Visual inspection on packaging line

Play symbols that fail to smear with solvents ■ Chemical analysis by lab
■ Manual testing by QA

Tickets that are not trimmed straight ■ Hour-glass registration marks for alignment
■ Registration control

Ticket books that contain large amounts of paper 

shavings (i.e., snow) that falls out when the pack is 

opened

■ Special slitter blade designs
■ QA monitoring

Display print designs that are not clear and crisply 

printed

■ Camera-assisted register control
■ At-press inspection
■ Visual inspection on packaging line

UNACCEPTABLE TICKET CHARACTERISTICS SCIENTIFIC GAMES’ QUALITY PROCEDURE

Figure 3-64: Quality Issues and Preventative Actions
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3.2 GAME PLANNING PROCESS
RFP Requirement: The instant ticket planning process will play a vital role in the success of the ALC’s instant ticket sales. 
Recognizing the aggressive game launch schedule, the ALC will work with the Successful Vendor on a continual basis to quickly 
monitor the relative success of each game. Games that appear to indicate they will have a longer than average sales life will be 
quickly reordered and reprinted. Quick turnarounds and flexibility in print schedules are imperative in the planning and production 
processes to ensure that ticket inventory remains available for ordering, with no lapses in sales for any game.

A Vendor’s Proposal must include a complete description and timeline of the instant ticket planning process for a game, from the 
development stage to the “available in the warehouse for distribution” stage. This should be provided for a new game launch, as well 
as a reorder. Vendor must describe the team that will be available to the ALC for such processes, as well as the percentage of time 
expected to be dedicated to ALC. The ALC’s requirement to reorder successful games, as necessary, should be taken into account.

The following details how Scientific Games’ game development and production methods will 

meet the ALC’s current and future requirements.

GAME DEVELOPMENT

Scientific Games recognizes that each instant game the ALC develops is a new revenue producing 

opportunity. How well it does this depends, in part, on how well your instant game partner 

understands your market. Designing innovative games for each market is a delicate balance 

between art and science. Each instant game is a separate product in and of itself. In order to 

succeed, games must be designed strategically to meet the demands and expectations of Arkansas 

retailers and consumers.

Additionally, in a multiple game marketplace, each game must be thought of as a part of an 

optimal game mix designed to appeal to all key market segments. With very few exceptions, no 

one game can appeal to all players. Based on research from a wide variety of lottery jurisdictions, 

we know that some players want whimsical gaming themes, high top prizes and more challenging 

games, while other players are looking for easy, fast money themes. Designing the optimal game 

mix requires a full understanding of the various segments that make up the majority of sales in an 

individual market. This information not only helps the Lottery develop a game plan, it also helps 

the Lottery understand what motivates each type of player’s behavior. As Scientific Games works 

with the ALC in developing the instant ticket marketing plan, we review a wide variety of 

elements. These include:

■ Instant Strategy

■ Market Dimensions

■ Geo-Demographics

■ Player Psychographics – Attitudes and Behaviors

p_garbarini
Rectangle



3-128

SECTION 3: Instant Ticket Operations

■ Other Gambling Competition – Inside and Outside the Lottery

■ Spending by Market Segment

■ Consumer Shopping Patterns and Habits

■ Distribution Channel Changes

■ The Legal and Political Environment

■  Game Planning

■  Game Themes

■  Game Names

■  Play Actions

■  Design and Graphics

■  Prize Structure

■ Money Allocation

■ Parameters

■ Top Prize 

■  Security

■  Advertising and Promotional Support

THE GAME DEVELOPMENT PROCESS

Scientific Games breaks the game development process into three phases:

1. Strategic Planning – Scientific Games’ ALC account team (Senior Regional Director – 

Toben Molica, Account Executive – Martha Hernandez, and sales and marketing group) will 

work with the Lottery to develop an overall annual game plan.

2. Game Launch Schedule Development – Using the annual game plan, Toben, Martha and 

your Graphic Designer – Rick Tidwell, work with the Lottery to define games for one quarter 

in a game launch schedule.

3. Instant Game Development – Toben and Martha then take the quarterly game launch 

schedule and work with other customer service specialists to create the ALC’s individual 

games.

Figure 3-65 displays the significant phases of the instant game planning process and production, 

from the development stage to “available in warehouse for distribution” stage. Time in project 
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days is displayed along the top of the table. Below the time line is the name of each phase and the 

personnel who are principally responsible for managing the phase within each cycle of game 

production (approximately 91 days) which will be allocated to the project.

Scientific Games proposes game production times of 32 calendar days from working paper 

execution to delivery in the warehouse for new games at start-up and 20 calendar days for re-

ordered games. In addition, Scientific Games has accelerated the development of initial games 

that the Lottery will have for its first launch. With the most presses in the industry and a customer 

service team of 49 professionals, Scientific Games is ready to provide the fastest turnaround 

possible to the ALC for the launch phase and over the subsequent years of the contract.

The project staff identified in Figure 3-65 and their roles in the game development process are 

described in greater detail in Section 4.6, pages 4-41 through 4-65 of our response.

Phase 1: Strategic Planning

In preparation for the next fiscal year, or at the beginning of a new contract, Scientific Games’ 

sales and marketing group will work with the ALC’s instant ticket product group to develop an 

annual strategic marketing plan. 

For Scientific Games, the strategic marketing plan is the cornerstone of the game development 

process. As lottery professionals, we are all bombarded daily with many details that need our 

attention. Despite this, we are also charged with providing long term direction as we lead our 

organizations into the future. Such demands require capable hands and a full, strong experienced 

bench. Scientific Games has the experienced people and resources to assist you in creating an 

exciting, successful strategic plan. 

It is during the strategic planning phase that Scientific Games distinguishes itself as a lottery 

game marketing company. We believe that creativity for creativity’s sake does not sell 

instant tickets. Innovative games designed around information gathered from market 

research generate maximum sales opportunities.
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Figure 3-65: Production Timeline
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Molica - Sr. Regional Director
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SCIENTIFIC GAMES’ PRODUCT PLANNING METHODOLOGY

Figure 3-66 graphically depicts our product planning methodology.

Five crucial analytical modules currently support our advanced Product Planning Methodology. 

This methodology is proposed as an adjunct to your own research and data. Below, we briefly 

describe these modules. 

1. Sales Index Analysis – This analysis ranks instant games based on sales performance using 

an index where 100 is average. Any score above 100 denotes above-average sales 

performance; any number below 100 indicates below-average sales.

■ This analysis played a key role in how we arrived at many of the games recommended in 

our plan for the ALC.

2. Attribute Analysis – Separated by price point, this analysis evaluates such elements as 

payout percentage, play mechanics, top prizes, odds of winning, extra features, number of 

wins and themes. 

3. State-of-the-State Analysis – This inter-jurisdictional analysis provides insight into current 

instant game marketing strategies among the top 16 U.S. lotteries (as measured by weekly per 

capita sales). This data was also useful in formulating our proposal.

4. Prize Structure Analysis – This analysis is a useful tool for designing prize structures to 

meet the needs of the various player groups. Scientific Games has a system that processes 

prize structures and places the results into a database for analysis. 

5. AEGIS-MAP (Marketing Analysis and Planning) – AEGIS-MAP provides 720,000 weeks 

of sales data more than 10,000 ticket images and on 20,000 instant games and will be used to 

help generate games with the highest probability of success for inclusion in the Lottery’s 

product plan. Although AEGIS-MAP only guides our collective judgement, it is based on 

actual results in other jurisdictions and not on conjecture. 

In our proposed marketing plan presented in the accompanying Marketing Services Volume, we 

further detail our product planning methodology. More importantly, Scientific Games used this 

methodology in the development of our proposed marketing plan. 
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Scientific Games’ sales and marketing group has worked with numerous lotteries over many years 

to craft high level strategies that benefit lotteries and increase revenue. The strategic plan 

describes the general path the lottery will pursue with respect to key categories such as: 

■ Retailer density

■ Product mix

Figure 3-66: Product Planning Methodology
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■ Number of games launched

■ Price point mix

■ Theme mix

Scientific Games’ “Fulline™” approach to planning ensures that your instant game strategies 

mesh with the strategies of your online portfolio. Scientific Games’ understands the dynamics of 

all lottery product lines and will work with you to make sure that success in one area of your 

business does not come at the expense of your other products.

When attending a strategic planning meeting, Scientific Games’ account team brings a wide array 

of marketing tools: 

■ Marketing Research – Our in-house research department can provide various research 

studies, such as segmentation studies, tracking studies, geo-demographic analyses, focus 

groups, conjoint analyses, and perceptual mapping. We also utilize findings from recent 

focus groups performed by Scientific Games and cross reference these findings with 

results from other lottery partners.

■ AEGIS-MAP – Scientific Games’ proprietary, interactive database contains domestic 

lottery instant game information, such as game attributes, artwork and sales data. AEGIS-

MAP also has an interactive game-planning calendar, game plan model, and revenue 

forecast tool, to name just a few.

■ Industry Trends – We analyze new game concepts and other lottery industry trends that 

might have positive implications for the ALC.

■ Sales Analyses – We provide game index information and attribute analysis for the 

Lottery’s games as well as other comparable lotteries.

■ Years of Personal Lottery Experience – Scientific Games’ sales and marketing 

professionals have, on average, 18 years of lottery experience each. Nothing beats the 

value of hands-on experience and many of our sales and marketing staff have experience 

working as a lottery supplier and as lottery personnel.

Phase 2: Game Launch Schedule

With the annual strategic game plan in place, we move on to the second phase of the game 

development process—the game launch schedule. A game launch schedule is the implementation 

of the strategic game plan. The launch schedule has a greater degree of detail than the strategic 

plan as it will identify the specific dates and games to be introduced into the market over a 12-

month period. Scientific Games believes that it is essential that an entire year is mapped out. 
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This ensures that the strategy agreed upon in the overall plan is brought to market. Lottery 

management can, “at a glance,” see the strategy in action. 

The game launch schedule will show all the details of each game set to launch, from game name 

to top prize. It will also identify the market segment to which each game is designed to appeal. 

This schedule is firm yet flexible, as market conditions may change throughout the year. Another 

benefit to a long term launch schedule is that the ALC’s instant ticket product manager and 

Scientific Games’ senior regional director will always be engaged in the process of game creation 

and working on a schedule of identified future games. This ensures that we always stay ahead of 

the plan and never have concerns about meeting launch dates or having enough product on the 

street. In this business, any gaps in the product mix at the retailer are lost sales that can never be 

recouped. The planning process, the launch schedule and the commitment of the Scientific 

Games’ marketing and customer service groups will ensure that the Lottery will have the best mix 

of products available to its consumers at all times.

Our pledge to you is to develop games that satisfy your requirements of quality, integrity, security 

and entertainment in a timely manner.

Scientific Games’ ALC account team—Senior Regional Director – Toben Molica, Account 

Executive – Martha Hernandez, and Graphic Designer – Rick Tidwell—will work with the 

Lottery to develop the specific games that meet the Lottery’s marketing objectives. The game 

launch schedule specifies the following features of each game:

■ Game Launch Date ■ Game Delivery Date

■ Execute Working Papers ■ Start Working Papers

■ Start Design ■ Quantity Ordered (Millions)

■ Sales Forecast (90% of inventory) ■ Target Market

■ Game Name ■ Game Number

■ Callout/Features ■ Ticket Size

■ Pack Size ■ Last Date to Claim Prize

■ Price Point ■ Prize Structure

■ Low-Tier Prizes ■ Mid-Tier Prizes

■ High-Tier Prizes ■ Odds of Winning

■ Top Prize ■ Win Up to X Times

■ Play Style ■ Theme
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Using game designs pulled from research, new concepts from Scientific Games’ Dream Team™ 

and high indexing games from other lotteries, the ALC and Scientific Games’ account team will 

finalize each detail of every game. The games are developed in relation to each other so that the 

Lottery’s consumers will have the widest variety of games from which to choose. When 

completed, the game launch schedule becomes the blueprint for the development of each game.

Our Arkansas account team will meet with the Lottery on an ongoing basis to review the 

upcoming games on the game launch schedule and to make any necessary changes. They will also 

review the results of games sold in the previous quarter to ensure that modifications are based on 

information specific to the ALC market.

Once agreed upon, this schedule is turned over to the Scientific Games’ customer service 

department. Customer Service manages the process of creating game designs and working papers, 

and ensures that the production of these games stays on schedule, so that the right products are 

always available at the right time.

Phase 3: Individual Game Development 

The final phase of the game development process is the actual development of the individual 

games. The account executive takes the game launch schedule developed in Phase 2 and meets 

with the members of the customer service group assigned to work on the Lottery’s account. In 

addition to the Senior Regional Director, Toben Molica, the ALC has been assigned:

■ Account Executive, Martha Hernandez – As the project leader within the customer 

service group, Martha is responsible for overseeing the development of the Lottery’s 

games, working papers and any issues that may arise.  Martha will be dedicated to the 

ALC 33%. 

■ Graphic Designer, Rick Tidwell – Rick creates the artwork and any POS materials for 

each game. He will be dedicated to the ALC 25%.

The game launch schedule combined with the Lottery’s game specifications and parameters 

provide the team with all the pertinent information needed to create an individual game. This 

schedule sets up a timetable for the completion of the major aspects of the game. 

■ Predominate Color ■ Features

■ Special Features ■ Advertising Focus
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Figure 3-67: Scientific Games’ Typical Flow Chart of the Instant Game Development Process
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In the customer service group, individual game development is broken into four steps, (Figure 3-

67). The work performed in each step of the instant ticket game development process is critically 

important to the end product. These steps are:

1. Preliminary artwork and prize structure development

2. Draft working papers

3. Final working papers

4. Conversion of working papers into press instructions

Programming Parameters 

Programming parameters are vitally important to the instant game development process. Well-

developed parameters can dramatically impact a lottery's instant game business and should 

accomplish the following:

■ Players see a wide variety of game symbols and prizes. If possible, every non-winning 

ticket (and even winning tickets) should be unique. When consumers see this variety, it 

builds credibility. Seeing a full range of prizes on every non-winning ticket communicates 

the range of prizes in the game and gives players the feeling that they had a shot at all of 

them. 

■ The game's play action simulates reality as closely as possible so that players feel that the 

game is treating them fairly. Card players and sports enthusiasts in particular will 

immediately write off a scratch game if the play mechanics are not consistent with the 

real-world game on which it is based.

■ Games offer play excitement that is “good to the last scratch.” By using bonus symbols, 

auto win symbols, wild symbols, doublers, triplers, winner take all symbols, etc., the 

players feel that the game is credible. This trust keeps the games exciting and fun to play. 

Scientific Games takes great pride in our ability to program games so that each game realizes its 

maximum potential. We have more experience programming games than any company in the 

industry and understand that programming can make or break a game. 

The following is a brief overview for each step of how an instant game is developed.

■ Step 1: Preliminary Artwork and Prize Structure Development – Upon receipt of the 

game launch schedule from the ALC instant ticket product manager, the graphic designer 

creates the preliminary artwork. The graphic designer creates three designs based on 
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instructions from the Lottery. The account executive also uses the specifications provided 

by the instant ticket product manager to develop a preliminary prize structure. While the 

prize structure is being reviewed, the account executive also reviews the preliminary 

artwork for compliance with the game launch schedule and the Lottery’s game 

specifications. The account executive also sets up the game tracking folder and submits a 

trademark search request to the legal department. The game tracking folder includes 

pertinent imaging information (symbols, layout, etc.) for the game and the status of each. 

After internal approval of the preliminary artwork and prize structure, they are sent to the 

Lottery for approval.

■ Step 2: Draft Working Papers – Upon receipt of the Lottery’s changes to the preliminary 

artwork and prize structure, the graphic designer and the account executive begin 

developing the final artwork and prize structure for the game. Once all changes are made, 

the account executive creates a draft set of working papers. 

When the changes to the artwork are complete and approved by the Lottery, the graphic 

designer sends the file to game programming for font creation. Another copy is also sent 

to the account executive for inclusion in the draft working papers.

The account executive compiles the artwork, prize structure, fonts and game specifications 

into the draft working papers. The draft working papers are reviewed for compliance with 

the Lottery’s requirements.

Once the account executive approves the draft working papers, they are sent to the Lottery 

and Scientific Games’ internal review panel. The internal review panel is made up of 

subject matter specialists from the press, game programming, production control, 

packaging, shipping departments and our independent auditors. 

The account executive will repeat this step until the Lottery is satisfied with the working 

papers.

■ Step 3: Final Working Papers – When the Lottery approves the draft working papers, the 

account executive incorporates any final changes into the final working papers. The final 

working papers are sent to the Lottery for approval and signature.

Should there be any changes to the working papers after the Lottery has signed and 

approved them, the account executive will prepare a Post Executed Change (PEC) for the 

working papers. The PEC will be sent to the Lottery for approval. No production work 

will begin on the game until the approved PEC has been received.
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■ Step 4: Executed Working Papers – With all approvals received from the Lottery, the 

game is prepared for production. The production control group is an independent group 

within the manufacturing department. They are the link between customer service and 

manufacturing. 

The production control group requests color proofs of the game and provides them to the account 

executive who turns them over to the Lottery for approval. Once approved, the production control 

representative prepares a press pouch. The press pouch converts the working papers into press 

instructions used by the press crew. The production control representative also orders the 

materials necessary to print the game. 

When the working papers are executed, the graphic designer sends the final artwork to the 

prepress department for conversion from digital art into press plates and cylinders. The graphic 

designer also begins work on POS materials and oversized samples.

The account executive monitors the game throughout the entire prepress, production, packaging 

and shipping process to ensure that all the associated tasks progress according to schedule. As the 

Lottery’s advocate, the account executive is available to resolve any issues that may arise; has the 

authority to request changes; and, the responsibility to attend daily manufacturing management 

meetings to ensure the Lottery’s game is produced as designed and as scheduled. The account 

executive is responsible for alerting the ALC within 24 hours of any operational problems. 
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3.3 OVERALL SECURITY SPECIFICATIONS
RFP Requirement: A Vendor shall provide an overall security plan by which it intends to produce the recommended instant game 
tickets including:

● Plant security;
● Game ticket construction security;
● Anti-counterfeiting and validation security;
● Redemption security; and
● Game design security.

A Vendor must fully describe methods to be employed in the construction of tickets to avoid security problems. These methods 
include protective measures against unauthorized invasion utilizing all types of known techniques. Also to be included is a description 
of measures that have been taken to minimize and detect ticket alteration and counterfeiting attempts. A Vendor shall identify potential 
security problems in the type of tickets proposed and specify its method for handling these problems.

An understanding of the overriding importance of security in all phases of design, materials procurement, production, transportation, 
storage, distribution, validation, and disposition of game tickets is to be made manifest in the procedures, methods, controls, and 
accounting systems of the security plan. It is intended that all sections and paragraphs of this RFP have implied the essential need for 
security, though such may not be explicitly stated. A Vendor’s Proposal must make clear and specify the precautions, safeguards, 
inspections, reporting, and other measures that will relate to the entire program and its parts.

The Successful Vendor will have the capability and integrity required to maintain constant vigilance against any breach of security. 
Failure to meet or to maintain ALC approved security standards will be grounds for exclusion from further consideration, or if a 
Contract has been awarded, will be grounds for immediate cancellation of the Contract.

In the following section we provide Scientific Games’ overall security plan by which we intend to 

produce the recommended instant game tickets for the ALC including:

■ Plant security

■ Game ticket construction security

■ Anti-counterfeiting and validation security

■ Redemption security

■ Game design security

Also, included within this section of our response we provide a description of the methods 

employed in the construction of tickets to avoid security problems and the protective measures 

against unauthorized invasion utilizing all types of known techniques. Also, provided is a 

description of measures that have been taken to minimize and detect ticket alteration and 

counterfeiting attempts. Scientific Games has identified potential security problems in the type of 

tickets proposed and the method for handling these problems.

With over 35 years of providing secure instant game tickets worldwide, Scientific Games has the 

capability and integrity required to maintain constant vigilance against any breach of security.

Furthermore, Scientific Games understands that failure to meet or to maintain ALC approved 

security standards will be grounds for exclusion from further consideration, or if a contract has 

been awarded, will be grounds for immediate cancellation of the contract.
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Scientific Games’ understanding of the overriding importance of security is demonstrated in all 

phases of design, materials procurement, production, transportation, storage, distribution, 

validation, and disposition of scratch game tickets; and such understanding is made manifest in 

the procedures, methods, controls and accounting system of our program plan.

With over 35 years of providing secure instant game tickets worldwide, Scientific Games has the 

capability and integrity required to maintain constant vigilance against any breach of security.

In this section, we have included a plan that addresses our procedures, methods, and precautions, 

as well as internal control systems, that we employ in our Alpharetta, Georgia print facility and 

warehouse and distribution facility.

Scientific Games is a wholly-owned, publicly traded United States corporation. And as a publicly 

traded company we are held to the regulations of the Securities and Exchange Commission in 

addition to those of the lottery industry and our own standards.

All Scientific Games printing facilities—in the U.S., Canada, United Kingdom, Australia, China, 

and Chile—are designed specifically to provide a highly secure manufacturing environment. No 

product leaves a facility until it is inspected, inventoried, packaged, boxed, placed on pallets, and 

wrapped for shipment to the customer. Scientific Games retains complete control of production 

and distribution from raw materials to finished delivered products.

In addition to physical security, Scientific Games’ Game Programming department includes a 

system of servers, networks and security policies that achieve the following objectives:

■ Prevent unauthorized access from the outside 

■ Prevent unauthorized access to sensitive data from the inside

■ Ensure that the system is available for use 24/7

The system is routinely reviewed internally by the corporate information systems security 

manager and is also reviewed annually by The Pivot Group, an independent systems security 

consulting firm.

Security is a never-ending job and we are constantly striving to improve the overall security at 

Scientific Games.

Scientific Games’ security plan describes how we handle security in all aspects of producing 

instant game tickets, which is the result of over 35 years of experience. This includes not only 
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physical security, but security measures that we employ in our programs, operations, data storage 

and transportation.

Our security measures reflect our own experiences, as 

well as incorporating the lessons learned from our 

customers the world over. Security is not a one-sided 

issue; it is a concern of all members of the lottery 

community. We work with our customers’ security 

experts so that their concerns and solutions are reflected 

in our products. Thus, we consider our security 

measures the result of a synergistic effort to ensure 

product integrity.

PLANT SECURITY

Scientific Games leads the industry in providing highly 

secure games and implementing the latest in system 

security features and innovations

Scientific Games’ Alpharetta printing facility and warehouse and distribution facility are designed 

specifically to provide a highly secure manufacturing environment. They are both equipped with 

modern, 24-hour surveillance and security systems, including Closed Circuit Television (CCTV), 

intrusion detection, fire detection and suppression, access control and guards. 

Our security plan addresses all known security issues 

related to instant games. This plan is not static, but an 

ever-evolving instrument detailing the security systems, 

quality assurance, and procedures used to protect the 

instant game product and data.

Scientific Games has the integrity, and certainly the 

capability required to maintain constant vigilance 

against any breach of security. To facilitate the 

evaluation of our security program, we present in 

Figure 3-70 the many security measures we employ in 

each pertinent area of game production, along with the 

Scientific Games personnel responsible for ensuring 

compliance with our security procedures.

Figure 3-68: Security and Quality Inspections

Figure 3-69: Security Force
Scientific Games Security Force is on Duty 

24/7 All Year Long
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PLANT SECURITY

FACILITY
SCIENTIFIC GAMES’ PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Overall Facility ■ 24/7 on-site security staff 365 days a year
■ Digital surveillance throughout the 

property (142 cameras), IO DVRs with 
back-up hard drives

■ Alternate power source
■ Dedicated security server
■ In-house locksmith
■ Single entry access-controlled, turnstile 

entrance between administrative offices 
and production area

■ Single entry access-controlled revolving 
doors

■ Windows, skylights, and doors monitored 
by frequency and shock activated break 
sensors

■ Automatic locking doors on all outside 
doors

■ Key card access required throughout the 
facility, access limitations monitored by 
security department and senior 
management

■ Reviewed by lottery 
security directors

■ Reviewed by security 
department

■ Photo ID badges required for all 
employees, customers, and contractual 
vendors

■ Visitor log and verification of 
appointments 

■ Employee escorts for all visitors
■ Outside perimeter barriers
■ Fire alarm sensors and sprinklers 

throughout the facility
■ CO2 fire suppression systems in imager 

rooms and press areas
■ Halon fire suppression system in all 

computer rooms
■ Disaster Recovery Plan in place for facility
■ Emergency Contingency Plan covering 

emergency scenarios maintained and 
rehearsed

■ Minimum 90 day surveillance recording
■ Security infraction ticketing
■ Established access administration and 

zoning plan
■ Formal access control and issuance 

policy 42 access levels, 161 card entry 
point

Figure 3-70: Facility Security Measures
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Production Entrance 

and Lobby

■ Monitored and controlled by security 
officers

■ Card access doors
■ Metal detector
■ Visitor log and verification of 

appointments
■ Employee escorts for all visitors
■ Random search measures enforced

■ Reviewed by lottery 
security directors

■ Reviewed by security 
department

Production Floor ■ Roving security officers
■ Monitored by digital CCTV
■ Access to sensitive areas controlled by 

key cards
■ Segregation, containment and destruction 

of secure product, materials and waste
■ Breach detection on all doors and 

windows
■ Wall locker control

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Imager Room ■ Segregated from the rest of the press in a 
sealed room

■ Access limited through key cards
■ Monitored by digital CCTV
■ Game data sent directly to imager 

computer via exclusive use fiber optics

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Computer Rooms ■ Segregated from the rest of the facility in a 
sealed room

■ Access limited through key cards
■ Monitored by digital CCTV
■ Access log maintain which contains the 

name, date, and time of access
■ Game development done on our isolated 

Virtual Local Area Network (VLAN) 
■ Password access to all game 

development 
■ Access log maintained

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

PLANT SECURITY

FACILITY
SCIENTIFIC GAMES’ PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Figure 3-70: Facility Security Measures
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Shredder Room ■ Scientific Games International, Inc. 
utilizes a Veco RG 62 heavy duty 
industrial grade rotary grinder and baler 
system to destroy your returns, omits, and 
other secure refuse material game stock. 
The unit is capable of shredding 10,000 
lbs./hour. 

■ Destruction records maintained by 
security department

■ Monitored by digital CCTV
■ Roving security guards
■ Controlled access

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Packaging ■ Each line monitored by three dedicated 
high resolution digital cameras and two 
terabyte recording units

■ Roving security guards
■ Controlled access
■ Bar coded label specifying carton 

contents
■ Personal container and items restrictions
■ Secure handling policy/procedure
■ Up to the second tracking documentation 

of pack location
■ Automated and manual omit scanning 

sorters

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Shipping ■ Monitored by digital CCTV
■ Roving security guards
■ Separate, secure lounge for truck drivers 

with no access to production area
■ Exclusive-use trucks
■ 4,000 lb. bolt seals uniquely marked

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Loading Docks ■ Monitored by digital CCTV
■ Loading of trucks monitored by security 

guard
■ Segregated drivers lounge with outside 

entrance
■ Access controlled by key cards

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

PLANT SECURITY

FACILITY
SCIENTIFIC GAMES’ PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Figure 3-70: Facility Security Measures
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Storage Area ■ Monitored by digital CCTV
■ Roving security guards
■ Access controlled by key cards

■ Reviewed by 
independent ISO auditors

■ Reviewed by lottery 
security directors

■ Reviewed by QA 
department

■ Reviewed by security 
department

Vendor Site Audits ■ Security conducts initial certifications and 
annual audits on vendor service sites that 
pose a risk to the integrity of our 
operations and or business reputation
■ Sub-contracted printers 
■ Imaged cylinder and security ink 

manufacturers
■ Waste recyclers

■ Reviewed by the security 
director or designated 
representative

Critical position Vetting ■ Annual FBI identification record and credit 
report ran on key personnel. 

■ Administered and 
reviewed by the security 
director and HR

Security Orientations ■ Sessions held to instill awareness and 
compliance with security measures 
include checklists, power point 
presentations and signed acceptance of 
key policies for new employees and 
contractors

■ Orientations provided by 
Scientific Games’ 
trainers/security 
representatives

24/7 Product 

Recovery/Recall Team

■ In the case of an accident or incident 
resulting in a trailer breach during 
transport, or a product recall due to our 
error a Scientific Games’ Security detail 
will be dispatched to recover and or re-
secure product. 

■ Security director or 
designated 
representative

Secure and 

Environmentally 

Responsible Recycling

■ All of our waste bails to include paper and 
foil substrates are shipped to recycling 
facilities that have been audited and 
approved by Scientific Games’ Security. 

■ Mississippi River Corporation in Natchez, 
Mississippi and Boise-Cascade located in 
Jackson, Alabama, operate in compliance 
with applicable environmental laws and 
regulations and with pollution prevention 
and waste minimization programs. Their 
paper products containing our post-
consumer fiber meet all federal and state 
guidelines for recycled content. 

■ Reviewed by the security 
director or designated 
representative

PLANT SECURITY

FACILITY
SCIENTIFIC GAMES’ PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Figure 3-70: Facility Security Measures
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WAREHOUSE AND DISTRIBUTION FACILITY

Scientific Games’ security warehouse and distribution facility is comprised of a secure holding 

area/screening lobby, 12,000 sq. feet of unoccupied office space, 68,000 sq. feet of segregated and 

controlled warehouse space to include a driver holding area, limited office space for operations 

managers, secure data and communication rooms, supplemental packaging lines, a shipping/

receiving dock and the facilities critical utilities and substation areas. 

The entire warehouse and distribution facility is an extension of and protected to the same 

standards as our primary facility. The site address is: Scientific Games Warehouse and 

Distribution Facility, 1685 Bluegrass Lakes Parkway, Alpharetta Georgia, 30004.

The warehouse and distribution site’s access, surveillance, intrusion and life safety systems are 

locally and remotely monitored by Scientific Games’ Security department and intrusion and life 

safety alarms are also be monitored by a contracted third party Central Monitoring Station (CMS) 

24/7. 

The Scientific Games warehouse and distribution security staff consists of five dedicated security 

officers and one lead officer with supplemental staffing and oversight provided from our current 

staff at Scientific Games’ main facility at 1500 Bluegrass Lakes Parkway, Alpharetta, Georgia 

30004. 

Officers assigned to the warehouse and distribution facility maintain the same state security 

certifications and annual training required of our main facility staff. Scientific Games’ warehouse 

and distribution facility officers communicate on the same 16 channel wireless FM 

communications network as our main facility security staff which serves as the primary means of 
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communication between them. In both facilities, we employ state-of-the-art digital systems, 

physical barriers, devices and technologies that are best suited to protect our business operations 

and our customers. 

All applicable core security best practices, security policies/procedures currently used by 

Scientific Games have also been instituted at the warehouse and distribution facility to include the 

following: 

■ New hire screening standards

■ Annual critical position vetting

■ Security orientations

■ Contractor controls

■ Items restrictions, privacy expectations and searches in the work place

■ Wall locker controls

■ Prize balancing procedures

■ Product inventory, accountability, and secure shipping procedures

■ Waste collection handling and destruction controls

■ Photography restrictions

■ Security infraction ticketing 

■ Code of conduct 

■ Secure termination actions

■ Operations and process security measures

■ Lobby controls and visitor management

■ Equipment maintenance program

■ In-house lock smith work and key control

■ Compliant access control program

■ Proprietary FM communications and FCC licensing 

■ Well established access administration and physical zoning plan

■ Workforce protection, safety, and response measures

Life Safety Systems – Our facilities are installed with appropriate fire detection and suppression 

systems that meet or exceed all local codes and National Fire Prevention Association standards. 
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A Radionic’s digital monitoring system to include a field control panel, field processors and key 

pads is installed to arm and disarm the building and to detect and report real-time environmental 

threat conditions and events. 

Alarm event/type signals are immediately sent to and received by trained personnel at our UL-

approved and contracted CMS service provider 24/7 and by Alpharetta Security which further 

coordinates appropriate dispatch of public emergency response based on the event type. 

These systems perform as follows:

■ Detection and notification of system faults, power faults, communications faults, smoke, 

heat, fire suppression system flow and ground water alarms, system tamper alarms

■ Appropriate water detection and temperature sensors are installed to monitor 

environmental threats against critical system servers

■ Appropriate smoke and heat detection sensors, horn/strobe alarms and manual pull 

stations are installed

All Scientific Games’ personnel are trained on their life safety responsibilities in accordance with 

established policy and procedure for the site and its operations. 

Intrusion System – A supervised detection system is provided for the protection of each site and 

to ensure authorized activity, opening and closing activities. 

A Radionic’s digital monitoring system to include a field control panel, field processors and key 

pads will be installed to arm and disarm the building and to detect and report real-time breach 

attempts. 

These systems perform as follows:

■ Provide an occupied, unoccupied and zoned alarm system

■ Detection and notification of egress through perimeter doors

■ Detection and notification of sound and shock conditions that indicate broken perimeter 

glass

■ Detection and notification of occupancy or activity/motion in the facility after set closing 

times

■ Detection and notification of authorized system arming and disarming

■ Detection and notification of unusual opening or closing times
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■ Detection and notification of system faults, power faults, communications faults and system 

tamper alarms

Emergency exit only perimeter alarms activated at the facility will also cause strobes to alert 

personnel throughout the facility (both visibly and audibly).

All fire and burglar alarm signals are transmitted to a UL-approved CMS. Signals are sent via a 

dedicated analog telephone line and a back-up cellular line which will automatically become the 

default line used to transmit signals should local telephone service be disrupted.

Shock/frequency initiated glass break sensors are installed on all perimeter glass and any interior 

glass that is part of a physical barrier into a controlled area. All perimeter doors and overhead doors 

are alarmed via door contacts. The site space and all interior areas of approach are covered by 

infrared and or microwave motion detectors appropriately installed so that they are not blocked or 

nullified by common warehouse storage activities and materials.

Duress Device – An appropriately located duress device is provided at the site and provides 

personnel the ability to send out a silent emergency signal to the CMS when activated.

Digital Surveillance System – Scientific Games uses high resolution cameras to cover key site 

activities, restricted areas, perimeter entry ways to include roll up doors and key exterior areas of 

approach. 

The surveillance system is set up for optimum real-time and play back viewing by allocating 

appropriate frame per second recording rates and activation based on motion detection, integrated 

inputs and predetermined schedules. The system is fully accessible to and administrated by security 

at our manufacturing headquarters in Alpharetta, Georgia, and officers assigned locally. Actual 

surveillance system screens are shown in Figure 3-71 through Figure 3-79. 
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Figure 3-71: Divar Control Center Live Screen
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Figure 3-72: Divar Control Center Playback
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Figure 3-73: Divar Control Center Playback
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Figure 3-74: Divar Control Center Playback
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Figure 3-75: Divar Control Center Playback
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Figure 3-76: Configuration Tool Event Set-Up
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Figure 3-77: Configuration Tool User Settings
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Figure 3-78: Configuration Tool Motion Record Set-Up
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The system performs as follows:

■ Cameras equipped with 2mm to 10mm lenses appropriate for the field of view.

■ IR cameras and standard cameras supported by proper illumination devices to view live 

and recorded activities at night. 

■ IP addressable DVRs with a minimum of 90-day video storage capability.

■ Exterior cameras are properly housed and equipped with heater/blower units as needed to 

maintain normal operation during expected temperature extremes in the area. 

■ The surveillance system is set up for optimum viewing by allocating no less than 1/10 

frame per second on standard recordings. 

■ No less than two frames per second on motion activation and no less than a four second 

dwell time. 

Figure 3-79: Configuration Tool Motion Indicator
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Back-Up Power – All Security and life safety systems have their own UPS capable of providing 

at least 12 hours of continued function before needing to be replaced with standby and 

rechargeable batteries that will provide an unlimited power supply. 

Digital Access Control System – Scientific Games utilizes its preferred IMPRO IXP series 

digital access control system. 

System components used in the install and PM, and repair needs are conducted by Alpharetta 

Security and by our vetted security vendor who is a certified dealer and can readily service the 

site. 

Only controlled and individually assigned ID devices are used to access perimeter doors, visitor 

holding areas, critical data and communication rooms and secure product areas. 

Access system software provides door and sensor status reporting to include audio and visual 

setting options, a complete record of all keys presented, access granted, access denied, and 

detailed history logs with built-in filters that allow for tailored audit trail reports on personnel, 

doors, or areas. 

Access Matrix – The foundation for assigning access privileges for Scientific Games employees 

and affiliates is based on our access policy which establishes formal authorization and issuance 

controls based on job needs of each department and/or individuals. An access matrix developed 

by the security director is used to accommodate timely and appropriate issuance of individual 

access rights during employee in-processing and job transitions. Access system reports are shown 

in Figure 3-80 through Figure 3-87.
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Figure 3-80: Web Reports Main Page
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Figure 3-81: Access Report: Tagholder
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Figure 3-82: Access Report: Edit Tagholder
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Figure 3-83: Access Report: Transaction Viewer
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Figure 3-84: Access Report: Employee Transaction Report
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Figure 3-85: Access Report: Access Time Patterns
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Figure 3-86: Access Report: Tagholder Access Groups
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Scientific Games’ Security utilizes access maps and the access matrix to consistently control and 

document control of all facilities. Departmental, Invitational, and Restricted Access privileges are 

requested and controlled under direct review and approval from authorized managers, department 

heads, and the security director, as described in our access policy. 

Individual access privileges may be further limited to specific work days, business hours, duration 

of privileges, or may require that two authorized card users present their access cards at the same 

time to access a specific point. 

If a key card is reported lost or stolen, or the employee is terminated or suspended, the key card is 

immediately deleted from the security system and cannot be used regardless of whether it is 

returned.

Figure 3-87: Access Report: Output
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ID Badges – Controlled ID badges are issued to every Scientific Games’ employee and 

contractual affiliate at both the main facility and the warehouse and distribution facility. All 

employee/affiliate photos are stored in a master database administrated by Scientific Game’ 

Security department. 

The IDs are color coded based on employment/affiliate status and equipped with an anti-

counterfeit hologram security feature.
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Figure 3-88 describes the safeguards we employ during instant ticket material destruction and 

removal.

Figure 3-89 lists the processes that are applied to ensure the secure construction of instant game 

tickets.

INSTANT TICKET STOCK DESTRUCTION SECURITY

MATERIAL
SCIENTIFIC GAMES PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Ticket Stock (imaged) ■ RTM system records bar codes of 
defective game tickets and checks against 
original programming and end-of-game 
records 

■ Security department reviews destruction 
report

■ Online camera security
■ Defective imaged game ticket stock is 

stored in specially modified numbered 
bins that are sealed and dated

■ Marked with a detailed destruction flag 
signed by a production supervisor and/or 
QA Supervisor

■ QA department keeps records of 
destroyed ticket stock

■ Press operators
■ Security department
■ Imaging operators
■ Shredding department

Ticket Stock 

(unimaged)

■ Marked with a detailed destruction flag 
signed by a production supervisor

■ Removed from production and taken to 
shredder for prompt destruction

■ QA department keeps records of 
destroyed ticket stock

■ RTM system
■ Security department
■ QA department
■ Programming department
■ Shredding department

Figure 3-88: Instant Ticket Stock Destruction Security

GAME TICKET CONSTRUCTION/PRODUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Inks

Display ■ Formulated to provide bright and 
colorful graphic printing

■ Formulated to be highly sensitive 
to the application of various 
solvents, glues, and sprays in 
attempts to compromise tickets

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Figure 3-89: Physical Ticket Security
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Imaging ■ Formulated to be highly sensitive 
to the application of various 
solvents, glues, and sprays in 
attempts to alter the play symbols

■ Imaged using 240 dots per inch 
for sharp resolution

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Overprinting ■ Applied to the scratch-off material 
to provide additional security and 
attractiveness

■ Used to deter microsurgery, pin-
pricking and solvent attacks

■ Provide added durability to the 
ticket

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Inks – Security

Security Ink ■ Proprietary formulas designed for 
the secure printing of instant 
game data on paper stock

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Lower Blocking Black ■ Applied to the play area on paper 
tickets to prevent the reading of 
the play symbols through the use 
of a bright light

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

White Mask/Primer ■ Applied to the play area on paper 
and foil tickets to provide an 
adhesive print surface for both 
water-based imager inks and 
solvent based security inks

■ Allows for an optional tint to be 
applied to the play area which 
provides additional security 
against the application of solvents 
and bleach and pin pricking

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Protective Seal/ 

Release Coating

■ Covers imaged play data with a 
proprietary, clear coating to 
protect it from alteration

■ Protects the play data from 
damage when scratch-off material 
is removed

■ Seals the play data in a protective 
environment

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

GAME TICKET CONSTRUCTION/PRODUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-89: Physical Ticket Security
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Upper Blocking Black ■ Covers the protective seal/release 
coating with a proprietary, opaque 
black ink that conceals the play 
data

■ Protects the play data against 
electrostatic compromise and 
prevents compromise from 
caustic etching

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Scratch-Off Material ■ Covers the play area with a 
proprietary material that conceals 
the play data

■ Is smooth and regular so that any 
attempts at pin-pricking or 
tampering are easily detected

■ Protects against lifting

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Ticket Stock

Paper ■ Analysis of paper stock by in-
house lab, QA, and/or outside 
laboratories

■ Measure paper thickness and 
coating flexibility

■ Perform in-house performance 
and moisture checks

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Foil ■ Verification of coating treatment 
by in-house lab

■ Analysis of foil stock by in-house 
lab, QA, and/or outside 
laboratories

■ Measure stock thickness and 
coating flexibility

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

chemists
■ Reviewed by R&D department
■ Reviewed by internal testing lab

GAME TICKET CONSTRUCTION/PRODUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-89: Physical Ticket Security
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Figure 3-90 lists the precautions and safeguards employed for the procurement of Scientific 

Games’ instant ticket game materials.

MATERIAL PROCUREMENT SECURITY

SECURITY CONCERN
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Ticket Stock ■ Evaluate suppliers’ ticket stock 
according to our security needs: 
opacity, coating, delamination, 
adhesion

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Run sample tickets on suppliers’ 
stock then subject them to 
industry standard ticket tests

■ Vendor certification through COA

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

manufacturing experts
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Inks ■ Evaluate suppliers’ inks according 
to our security needs: viscosity, 
color, adhesion, smearing, 
dermatologically safe

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Evaluate suppliers’ ability to mix 
Scientific Games’ proprietary 
formulas

■ Run sample tickets using 
suppliers’ inks then subject them 
to industry standard ticket tests

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

manufacturing experts
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Figure 3-90: Material Procurement Security
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Coatings ■ Evaluate suppliers’ coatings 
according to our security needs: 
viscosity, color, adhesion, 
smearing

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Evaluate suppliers’ ability to mix 
Scientific Games’ proprietary 
formulas

■ Run sample tickets using 
suppliers’ coatings then subject 
them to industry standard ticket 
tests

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

manufacturing experts
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Plates/Cylinders ■ Evaluate suppliers’ plates/
cylinders according to our security 
needs

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Run sample tickets using 
suppliers’ plates/cylinders then 
subject them to industry standard 
ticket tests

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

manufacturing experts
■ Reviewed by R&D department
■ Reviewed by internal testing lab

Shrink-Wrapping ■ Evaluate suppliers’ skids 
according to our security needs: 
sizes, strength

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

Packaging department

MATERIAL PROCUREMENT SECURITY

SECURITY CONCERN
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-90: Material Procurement Security
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Figure 3-91 represents Scientific Games’ physical and logical access control and procedural 

security reviews for our game programming department.

Cartons ■ Evaluate suppliers’ cartons 
according to our security needs: 
sizes, strength

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

Packaging department

Skids ■ Evaluate suppliers’ skids 
according to our security needs: 
sizes, strength

■ Evaluate suppliers’ capacity and 
delivery

■ Review suppliers’ ISO standing 
and procedures

■ Evaluate suppliers’ facility 
security

■ Reviewed by QA department
■ Reviewed by Scientific Games’ 

Packaging department

GAME PROGRAMMING SECURITY

SECURITY 
CONCERN

SCIENTIFIC GAMES’ PRECAUTIONS 
AND SAFEGUARDS

REVIEWS

Physical Access to 

Game Programming 

Department

■ Badge access systems that protect each 
entry point into the department

■ Badge access systems that protect entry 
point into the server room

■ Digital camera systems record all access 
to game programming department

■ Digital camera systems record all activity 
within server room

■ Access lists control access level based 
on job requirements

■ Game programming server cabinet keys 
kept in security; Keys checked out by 
authorized personnel only and logged

■ Physical access to imager room systems 
and ports (and therefore the game data) 
is restricted

■ Maintained and reviewed 
by Scientific Games’ 
Security department

■ Audited by independent 
accounting firm during 
SAS70 audit performed 
Q1 of each year

■ Audited by independent 
security firm during Annual 
Vulnerability Assessment 
during Q4 of each year

■ Audited by numerous state 
agencies and independent 
parties throughout the 
year

Figure 3-91: Game Programming Security

MATERIAL PROCUREMENT SECURITY

SECURITY CONCERN
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-90: Material Procurement Security
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Logical Access to 

Game Programming 

Systems

■ All game programming activity occurs on 
an isolated network

■ Two firewalls protect game programming 
network

■ Cisco Switch technology further isolates 
and protects game programming network

■ Two levels of authentication needed to 
access the development or production 
systems:
■ Game development operations menu 
■ Game programming firewall isolates 

and filters all network traffic and 
prevents unauthorized access to 
development and production 
systems

■ Access control lists and security policy 
maintained by game programming 
system administrator via MS Active 
Directory

■ Game programming maintains all 
networks, security appliances and 
servers internally and does not rely on 
MIS organization for this service 

■ Automated system for implementing 
Microsoft security patches/updates and 
antivirus definition updates

■ Logical access to imager room systems 
and ports (and therefore the game data) 
is restricted

■ Access lists are 
maintained and reviewed 
by game programming 
system administrator

■ Audited by independent 
security firm during Annual 
Vulnerability Assessment 
during Q4 of each year

■ Audited by numerous state 
agencies and independent 
parties throughout the 
year

Programmer Access to 

Live Production Game 

Data

■ Clear separation of duties between 
development and production systems

■ Well-defined roles and job descriptions 
as well as customized software that limits 
access to production servers

■ Firewall ensures that no user has access 
to the production network segment from 
the desktop

■ No programmer access to production 
game data

■ Operations personnel produce game 
data via secure Operations Menu; 
Similar to internet banking software, this 
system restricts access to the production 
system

■ Confidential, patent pending Keyed Dual 
Security system decreases possibility of 
programmer fraud

■ Audited by independent 
accounting firm during 
SAS70 audit performed 
Q1 of each year

■ Audited by independent 
security firm during Annual 
Vulnerability Assessment 
during Q4 of each year

■ Audited by numerous state 
agencies and independent 
parties throughout the 
year

GAME PROGRAMMING SECURITY

SECURITY 
CONCERN

SCIENTIFIC GAMES’ PRECAUTIONS 
AND SAFEGUARDS

REVIEWS

Figure 3-91: Game Programming Security
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In this section, we continue describing the precautions, safeguards, inspections, reporting and 

other measures of our security program. Our security plan addresses all known security issues 

related to the instant ticket product. Our plan is not a stagnant document, but an ever-evolving 

instrument detailing the security systems and QA procedures used to protect the instant product. 

Disaster Recovery ■ All game development programs 
available from ‘warm’ back-up solution

■ All game development programs also 
stored and archived on magnetic media

■ Game randomization seeds encrypted 
and stored separately from game 
generation programs

■ Critical systems identified and 
documented and available quickly from 
local vendor

■ Reviewed by Scientific 
Games internal review 
group

■ Reviewed by Lottery

Validation Data ■ Validation data is created within the 
secured production environment

■ Validation data is encrypted using PGP’s 
asymmetric encryption

■ Validation data is delivered via Secure 
File Transfer Protocol which is the 2nd 
encryption of the data

■ Reviewed by game 
programming

■ Audited by independent 
accounting firm

Ticket Reconstruction ■ All reconstructions governed by formal 
reconstruction policy

■ Only authorized Lottery personnel can 
request reconstructions

■ Only authorized Scientific Games’ 
employees can perform reconstructions

■ Each reconstruction is classified by risk 
level

■ Two reconstruction specialists within 
Scientific Games are required to perform 
single ticket reconstructions

■ All other reconstruction requests require 
director, vice president security or 
president approval depending on risk 
level

■ All reconstruction requests are logged 
and the log is provided to the internal 
auditor of the Lottery each month

■ All game development programs also 
stored and archived on magnetic media

■ Reviewed by game 
coordinator

■ Reviewed by customer 
service quality manager

■ Reviewed by on-site 
account manager

■ Reviewed by Scientific 
Games internal review 
group

■ Reviewed by Lottery

GAME PROGRAMMING SECURITY

SECURITY 
CONCERN

SCIENTIFIC GAMES’ PRECAUTIONS 
AND SAFEGUARDS

REVIEWS

Figure 3-91: Game Programming Security
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GAME TICKET CONSTRUCTION SECURITY

Scientific Games applies over three and a half decades of experience with instant game 

technology into our ticket manufacturing process. Our games incorporate the most advanced 

methods to avoid pick-out and ticket compromise problems. From computer-generated programs 

to plant security, the total manufacturing process is structured around providing the most secure 

product to you.

Security of Inks and Coatings

One of the most secure components of our instant tickets is our ink and coating system. All of our 

inks and coatings are blended based on special proprietary formulations developed by the R&D 

staff of Scientific Games. Scientific Games has two research chemists on staff with access to 

additional chemists from our ink vendor. In addition, we have technically trained ink 

troubleshooters on all shifts to ensure that the ink is made to our specifications and performs at 

acceptable levels in the press. Our head research chemist develops formulations to meet the 

unique needs of our equipment and our customers. The introduction of Cross-Cured technology, 

Ultra Violet (UV) inks for displays, and additional inks and coatings to thwart new and/or unique 

alteration techniques are part of our overall security program. All ink formulations are the 

property of Scientific Games and are proprietary for our use. They are all specially formulated to 

work as a cohesive unit in providing ticket security and the “snap” needed to sell instant tickets.

Scientific Games proposes inks that will not smear, run, stain or be chemically or 

dermatologically irritating under normal handling or use by consumers. Inks other than the 

overprint ink are resistant to water and other common solvents. The overprint ink is designed to 

bleed upon application of solvents which improves the security of each ticket. 

Ink Descriptions

There are several types of inks and coatings that must be used to print instant games. These 

include the display colors, the imager inks and the security inks and coatings. To ensure suitability 

for our production requirements, inks and security coatings undergo eight quality checks. In the 

following paragraphs, we provide brief descriptions of the security-related aspects of each of 

these inks and coatings as it applies to our instant gmaes.

Display Printing  – The display printing is the cosmetic printing on the front and back of the 

ticket. Display printing inks are formulated to provide bright and colorful graphic printing. In 

addition, these inks can help reveal attempts to compromise the tickets through the application of 

various solvents, glues and sprays. 
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To apply the display printing on the tickets, Scientific Games employs our flexographic, 

flexographic-offset or gravure presses. These presses incorporate the latest technology used by 

any instant game vendor in the industry.

Imaging – The application of variable ticket data on both the front and back of the ticket is 

performed by computer-controlled Scitex 3700 imagers. Synchronization between the front and 

back imaging process is an intrinsic function of the imagers. 

Because of the critical nature of the imager ink and to meet our instant ticket production volume, 

Scientific Games has worked with our primary supplier for this ink to develop and enhance our 

secure imaging ink.

Security Inks  – There are numerous types of inks that are used to print a secure instant ticket. 

These coatings are the most complicated inks to formulate as they must withstand normal use and 

abuse from players, and pass rigorous security testing requirements as well. The six main ink 

types include:

■ Lower Blocking Black (LBB) – This proprietary coating is used when printing tickets 

that do not incorporate a foil lamination. It is a highly opaque black layer printed on top of 

plain paper and under the portion of the ticket that receives the play data. Its purpose is to 

provide opacity to light thereby preventing compromising of the play data.

■ White Mask/Primer – Prior to printing the lottery play data with the variable game data, 

a special white mask/primer must be printed over the lower blocking black proprietary 

coating or the foil laminate, depending on the type of ticket stock selected by the Lottery. 

This primer is a special coating that provides a receptive surface for both the water-based 

imaging ink and the seal/release protective coating, which are used to conceal the play 

data. Scientific Games is also capable of adding a security tint to the primer offering 

different color play areas.

Security tints may incorporate colored or fluorescent ink pigments, which do not 

reproduce accurately, even on the most advanced color copiers. Security tints can provide 

bleach protection as well. 

■ Seal/Release Protective Coating – One of the most important security coatings is the 

seal/release coating. This coating protects the imaging and also allows for the scratch-off 

material to be easily removed to expose the imaging. In the past, the curing of the UV was 

one of the most difficult processes in the manufacturing system. Because of the method of 

curing, which is done by photo initiators in the UV being activated by external UV bulbs, 

the process was fraught with process control issues. The strength of the photo initiators, 
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the strength and utilization of the lights and the maintenance of the entire system resulted 

in production irregularities and inconsistent curing. These issues manifested themselves in 

rub and aging issues of the tickets. Several years ago, Scientific Games identified this 

issue as a major concern in overall ticket manufacture. 

As a result of our engineering and Research & Development (R&D) staff’s extensive 

investment and analysis, we eliminated photo initiators and UV lamps and established a 

system that was consistent and reliable. Our choice was the use of Cross-Cured 

technology. The process is either on or off and does not require photo initiators in the UV 

ink. Process control is extremely regulated and the cure is 100%. Issues of ensuring that 

sufficient UV is placed on the sheet are being handled by additional process control steps 

of UV detection and UV regulators. This system is now operational on all presses and has 

resulted in an expenditure of over two million dollars. The whole purpose is to ensure 

consistent UV coating, longer life tickets and improved rubability.

■ Upper Blocking Black (UBB) – Similar to the LBB, this highly opaque black layer prints 

on top of the protective seal/release coat and beneath the scratch-off material. The upper 

and lower blocking black layers wrap the game data in a black security envelope which 

prevents compromise of the game data.

■ Scratch-Off Material – This material provides various benefits in regard to specific 

security testing protocols (i.e., lift and chemical resistance) and rub characteristics. This 

coating also allows overprints to be printed clearly and brightly.

■ Overprints – An overprint design is added to the top of the scratch-off material for added 

security and attractiveness. Proper overprint designs deter microsurgery, solvent attacks, 

and add durability to the ticket.

During the printing process, a minimum of 23 testing protocols are performed by our security lab 

personnel. Testing occurs throughout the entire print run ensuring ticket integrity and security is 

maintained. This protocol also includes the methodology for evaluating the results of each test 

ensuring accurate and consistent evaluation throughout the process. An entire copy of the protocol 

and evaluation criteria is available upon the award of the contract, if requested.

Additionally, daily security reports are reviewed by R&D, quality control, and manufacturing 

management.

Security of Ticket Components

Scientific Games incorporates 20 security features in the construction of instant scratch game 

tickets. 
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These features are summarized as follows:

■ The tickets are made to be very durable and withstand normal use as well as abuse by 

players.

■ Tickets include the application of a number of special inks and security coatings to secure 

the game data.

■ A special security coating, the lower blocking black, is printed on the paper stock directly 

below where the lottery play data will appear. This layer is designed to stop candling and 

reverse wicking of the play data.

■ A Scientific Games’ formulated, unique, secure white mask/primer is printed over the 

lower blocking black or the foil laminate, depending on the type of stock used, to prepare 

the ticket to receive the ink-jet imaged game data. This primer is designed to accept and 

help “lock in” the water based image ink. In addition, tinting the primer can help to 

highlight attempts at ticket alteration and provide bleach protection to guard against 

techniques involving play spot removal.

■ A permanent, proprietary, protective security seal/release coating is applied between the 

play data and the scratch-off material. This seal coating serves as a security barrier to 

protect the image from chemical tampering. It also protects the play data from being 

accidentally removed during normal handling or by over-zealous customers.

■ A Scientific Games’ formulated upper blocking black ink is applied to assist in concealing 

the lottery play data. This coating improves opacity, protects against electrostatic and 

caustic etching.

■ The scratch-off covering is a smooth and regular covering that readily reveals attempts at 

pin-pricking or tampering. The scratch-off material aids in opacity and assists in security 

against lifting.

■ Multiple-color overprinting is applied to the scratch-off coating. The overprint designs aid 

in detecting pin-pricking and microsurgery. They also help prevent solvent attacks. 

Overprints also add durability to the ticket, so that the scratch-off coating area is not too 

easily marred by normal handling.

■ The play spots are randomly shifted on the face of the ticket so that there is not a precise, 

predictable location where the different features of the numbers can be found. This is 

called float and is done with the permission of the Lottery.

■ The patterns for randomly moving play spots are controlled with computer accuracy.
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■ Benday patterns (visible or invisible) applied in the game play area frustrate alteration 

attempts. Each game uses variable patterns beneath the play symbols.

■ The use of high-resolution Scitex 3700 imagers allows us to image play symbols with 

intricate features that are very difficult to alter. Scientific Games has the most extensive 

catalog of symbols and fonts in the industry. Thousands of symbols and letters are 

available.

■ Below each play spot a caption is imaged that confirms the play symbol.

■ A unique validation number is imaged on every ticket in the game, allowing the check-off 

and cancellation of each individual winner in the game as it is paid.

■ The validation number can be used to reconstruct the contents of any ticket.

■ The bar code imaged on the ticket contains all the information required to validate a ticket 

or to reconstruct a disputed ticket.

■ All tickets bear a pack-ticket number so that tickets can be accounted for or canceled in the 

event of theft.

■ All winners are printed simultaneously with non-winners. All imaging is 

computer-controlled and all tickets are produced on a continuous web.

■ To ensure a product that is free of defects, separate special inspections are performed by 

our QA department in addition to various ordinary production inspections that occur 

during production.

■ Tickets are produced under highly secure plant conditions. Sixty cameras are positioned 

throughout the facility and are monitored by our full-time, on-site security officers.

Plate/Cylinder Security

Scientific Games’ gravure cylinders are subject to all the physical security measures employed at 

the printing facility. The cylinders are under continuous surveillance and are securely stored in 

crates. The cylinders are appropriately labeled. Cylinders are stored on-site for a specified length 

of time to accommodate game reorders. Afterwards, cylinders are delivered in sealed and secured 

containers to the engraver for removal of the image. Cylinders are designed to be used only in our 

gravure printing press.

All offset and flexographic plates are produced within the facility and are under continuous 

security control. Upon completion of the press run, the plates are removed from the press, defaced 

and destroyed. 
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For game reorders, new plates are created from the original files used to create the initial game 

plates. Files used to create plates are held in a secure area and kept on file for at least 18 months, 

unless otherwise specified by the customer.

ANTI-COUNTERFEITING AND VALIDATION SECURITY

We strive to ensure that all our products are rigorously tested prior to delivery to the customer. We 

will collaborate closely with your security staff to develop security programs and secure ticket 

features that meet and exceed industry standards. This collaboration ensures that tickets are secure 

against counterfeiting and alterations. This is a result of the complex nature of the printing process 

used to print a ticket, and the unique validation number and/or bar code printed on every ticket.

Some of the built-in security features of our instant ticket are illustrated in Figure 3-92. Many of 

these features were originally designed to help stop alteration of tickets before the advent of 

automated bar code validation systems. When these features are combined with an automated bar 

code validation system, for use by lottery retailers, retailers have the tools needed to stop the 

cashing of altered tickets. Scientific Games pioneered the use of automated bar code validation 

systems for the lottery industry, and continues to lead the industry in validation security 

advancements.

Scientific Games’ tickets are complex printed documents that are difficult to counterfeit.
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Counterfeiting of High-Tier Winners – Any attempt at claiming a counterfeited high-tier winner 

is eliminated by the game-wide unique validation number (in human readable and/or bar code 

form) for all big winners in every scratch game. The prize payment control, based on validation 

numbers, is centrally administered and any attempted counterfeit is immediately identified. 

Successful counterfeiting requires, in addition to knowledge of and access to the systems that 

control the electronic validation of the ticket, the special stock used, the special printing inks used, 

the computer-controlled imagers, the artwork used and a variety of other aspects of the production 

that are virtually impossible to gain access to or to duplicate.

Figure 3-92: Sample Ticket Security Features
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Counterfeiting of Low-Tier Winners – In the field, the possibility of redeeming a counterfeit low-

tier winner has been eliminated by the use of an automated instant ticket validation system. The 

process of counterfeiting a ticket can be impeded by using bar coding, unique ticket numbering 

and ink-jet printing of the play spots. As with currency, the use of multi-color, intricate ticket 

designs and insistence on high-quality display printing and imaging further frustrates 

counterfeiting.

Of course, the use of an automated system to validate low-tier winners effectively eliminates the 

possibility of an retailer accepting a counterfeit ticket and removes any economic incentive an 

individual may have to create the counterfeit ticket.

Counterfeiting of Non-Winners – Counterfeiting of non-winners by an retailer for sale in place of 

tickets received is a theoretical possibility. However, it is probably easier to print counterfeit 

currency than an instant game ticket. Discovery of the counterfeit tickets would be somewhat 

difficult since non-winning tickets are rarely processed. The most likely way for the fraud to be 

uncovered would be through a consumer complaint surrounding the poor odds in a game, a book 

or even at a particular retailer. The frequent scratch game player would immediately recognize 

that something unusual was happening when they no longer were winning at the expected 

frequency.

Pick-Out – Scientific Games believes that the most secure game designs are those which 

maximize the information contained under the scratch-off material. For instance, stub games are 

frequently one spot games. It is important to design stub games that do not invite pick–out 

attempts. This can be achieved through proper prize structures, play mechanics and overprint 

designs.

Another important factor to consider is the relative size, both in terms of height and width, of each 

play symbol. We recommend designing play symbols to be similar in size. This design criteria 

makes pick-out of winners virtually impossible using pin-pricking or microsurgery techniques.

Floating – Scientific Games uses a print technique called “floating” to make it harder for criminal 

types to precisely identify winning tickets, prior to purchase. Pin-prickers are clandestinely 

searching for the underlined three digits used in cashing instant tickets. They use a sewing pin to 

minutely puncture the scratch-off coating then hold the altered ticket up to a bright light, in hopes 

of revealing winning information. If it is a non-winning ticket, it is still saleable, and most 

consumers would never notice the tiny pin pricks on the ticket scratch surface.
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To deter and minimize this practice, “floating” makes finding humanly-readable numbers and 

positions under the scratch-off coating of the VIRN far less predictable. We float numbers away 

from their customary position along an x-y axis, up/down as well as left/right, under the scratch-

off material. We also float the VIRN between the top of the ticket and the bottom of the ticket to 

further complicate and therefore minimize the effectiveness of pin pricking.

Floating of the humanly-readable number is controlled by a random number that is generated for 

each ticket. This random number controls the shifting of the VIRN left-to-right and up-and-down. 

For each ticket, many possible float locations exist, depending on the space available.

Modifying our current algorithm, we can also manipulate security digits (the underlined or boxed 

digits) so that they float among more of the VIRN digits. The current algorithm always underlines 

the first three digits after the 2-digit game number. However, we can re-program it to float not 

only the entire VIRN but also the underline within the VIRN. Designing in this level of 

complexity further minimizes the possibility of effective pin-pricking.

SECURITY TINT

Because Scientific Games prints more instant ticket games than any other vendor, our tickets have 

been exposed to more alteration attempts than our competitors. Our game volume makes it 

necessary for us to keep current with new technology through our ongoing research programs. 

One of our effective protection technologies is a security tint primer coating for the play area of an 

instant ticket. The primer coat incorporates fluorescent ink pigments that protect against the color 

copying method of ticket compromise. In addition to the protection that this special security tints 

add to the ticket to thwart illegal copying, there are security features designed to prevent cut-and-

paste attacks. These include, but are not limited to, the following features:

1. Instant Game Validation System – The instant ticket validation system is an electronic 

process that positively identifies each individual ticket by comparing it to the electronic record 

of fact. The VIRN (humanly-readable or bar code) uniquely and accurately identifies all 

winning tickets. Since the front VIRN is mathematically related to the bar code VIRN, cut-

and-paste attacks are foiled by processing the attempted duplicate VIRN through the Instant 

Ticket Validation System.

2. Captions – By printing specialized font captions for each play symbol, we make the job of a 

cut-and-paste attack much more difficult. Each game symbol is identified by a caption and 

therefore, the attacker must include it in the “cut,” something that is very difficult, if not 

impossible, to do.
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3. Retailer Validation Codes – For each ticket we image a set of codes that can be, by sight, 

identified as low-tier winning tickets, in addition to a specific set of codes for non-winners and 

winners. It is virtually impossible for any cut-and-paste attacker to have knowledge about or 

duplicate these proprietary codes on each ticket.

4. Ticket Reconstruction – With proper authorization from the Lottery, Scientific Games can 

reconstruct any ticket based on the ticket's book/ticket number or its validation number. As 

with the instant ticket validation system, this electronic process positively identifies each 

ticket. In the case of attempted ticket fraud, we work closely with the Lottery during the 

investigation of cut-and-paste or other attacks by quickly providing the electronic record of 

fact.

ANTI-COUNTERFEITING AND VALIDATION OF TICKETS

Scientific Games continually strives to achieve the maximum level of security in all ticket 

production—to summarize, we have listed potential risks and the corresponding preventative 

action. Scientific Games incorporates several security features into the production of our tickets to 

ensure the tickets cannot be altered and can be validated with complete integrity.

Alteration of High-Tier Winners – Ticket alteration is attempted occasionally to produce high-tier 

winners in scratch games. The usual techniques are cut and paste or drawing-in of play symbols. 

These alteration attempts are usually obvious or, if not, the game-wide unique validation number 

identifies only true high-tier winning tickets.

Alteration of Low-Tier Winners – Historically, retailers are authorized to pay low-tier prizes in 

the field directly to the consumer without the use of detailed validation procedures. However, 

most systems today are 100% online and all tickets are validated against the host computer 

systems. The possibility does exist for ticket alteration that is good enough to fool an retailer. The 

typical methods of low-tier alteration include:

■ Cut and paste

■ Partially leaving scratch-off material on the ticket

■ Altering symbols with an ink pen

■ Bleach and stamp wherein play symbols are chemically bleached away and a new symbol 

is penned in or stamped in

■ Bleach removal of play data followed by pen and inks, copy machine or conventional litho 

printing of new play data
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with the Scitex 3700 ink-jet imager. Scientific Games also provides a unique bar code 

representation of the game, book and validation numbers appearing on the back of the ticket.

The procedures for validating winning tickets are consistent with the type of games ordered and 

are compatible with the established operational controls of the customer.

The interface with the existing control system is made by providing secure data files containing 

validation information required for each instant ticket game. Scientific Games also provides any 

required programming that interprets the information so that it is usable on the existing scratch 

game system. The validation files provide secure validation processing. We have introduced many 

validation advancements in the industry and we continue to keep current with new validation 

issues, technology and enhancements.

Scientific Games employs a staff of full-time software engineers specifically for the purpose of 

supporting our instant ticket games. These experienced professionals enable Scientific Games to 

meet the changing needs of our customers.

The media Scientific Games uses for interfacing game data is prepared in formats compatible with 

the systems used by our customers. Since our data files and algorithms are currently being used by 

27 U.S. lotteries and many lotteries internationally, we anticipate they can easily be implemented 

into any instant scratch game management system currently in use. However, as has been 

demonstrated in the past, if special requirements for programming support arise, Scientific Games 

handles them in a professional and timely manner.

The validation procedures to be provided by Scientific Games address both low-tier validation 

and mid/high-tier validation. The following methods are recommended:

■ Retailer Validation Codes – Scientific Games will provide retailer validation codes on 

the tickets (Figure 3-95). The retailer can validate the ticket by examining the retailer 

codes that appear on the ticket. The code letters move around or “float” in the play area of 

the ticket and appear in locations specified based on the play style of the game. All tickets 

produced in the game contain retailer validation codes. However, the letters on non-

winning tickets and non-low-tier winners do not combine to indicate a low-tier prize.
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■ Winning Ticket Validation – For validating all winners, Scientific Games provides 

encrypted validation files in the required format via data cartridge. For future 

consideration we can also deliver encrypted validation files on CD-ROM or via email. The 

validation and the decryption algorithms found on the host system comprise two 

fundamental parts of the instant ticket validation system. This system is designed to 

securely link the encrypted validation number (found under the scratch-off material and 

within the bar code) to the appropriate encrypted prize level found on the host validation 

system. This system ensures that only intended winning tickets are cashed.

There are two fundamental and important steps that ensure 100% accuracy in validating claimed 

mid- and high-tier winning tickets. They are:

■ Establishing that the validation number on the ticket is on the Lottery validation file of 

winning validation numbers (and that it has not been previously paid)

Figure 3-95: Instant Game Retailer Validation Code
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■ Establishing that the book number is listed as having been shipped from the plant as a 

good book, actually received and inventoried by the warehouse, actually issued to an 

retailer and not reported stolen or otherwise put on “hold”

■ Thus, both the validation number and the book-ticket number should be used for 

validation of winners.

Automated Validation Systems – The use of automated instant game validation systems, which 

was pioneered by Scientific Games, has proven to be very effective at stopping low-end alteration. 

However, some lotteries may want to continue the use of the following ticket security features

■ High-Resolution Play Spot – High-resolution play spots imaged with the Scitex 3700 

imagers incorporate fine lines and shading. Such play spots make pen or ink alteration 

very difficult. We have the largest symbol library in the industry by virtue of the quantity 

of games we produce each year. Literally thousands of symbols are cataloged and 

available to the ALC to meet your game design security requirements.

■ Encrypted Bar Code Validation Data – When it is required that instant games contain 

low-tier winning information in the bar codes, it is extremely important that the bar code 

validation data be encrypted. The encryption technique must be highly secure. Similarly, 

the source code for the encryption algorithm and the seeds used for producing each game 

must be secured. Scientific Games uses complex encryption algorithms to produce instant 

tickets. We also employ several physical security precautions to secure the encryption 

source code and seeds. Scientific Games further recommends that the encryption 

methodology be changed periodically. This, of course, may also require modification in 

the online system and terminal software.

■ Partial Reconstruction of Non-Winning Tickets by a Retailer – The scratch-off 

material on the tickets is meant to be scratched off. In principle, a similar substance could 

then be re-applied and re-registered to the tickets. The inherent difficulty of reproducing a 

suitable scratch-off substance is a strong deterrent to this process. Its difficulty can be 

heightened even more by using multi-color overprint designs on tickets. Coupled with the 

fact that tickets are sold from fanfolded books and in some cases from ticket dispensers, 

this makes such a scheme highly unlikely.

POTENTIAL SECURITY ISSUES

In the following confidential table (Figure 3-96), Scientific Games lists potential security issues 

associated with instant game tickets and the actions we take to mitigate the issues.
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POTENTIAL INVASIVE TECHNIQUES

PROBLEM CAUSE FREQUENCY ACTION

Pin-pricking (micro 

surgery)

Micro-surgery, involving 

tedious pricking of the 

soft rub-off, can, in 

principle, determine the 

hidden image.

Scientific Games has 

rarely seen a practical 

demonstration of this 

technique and knows of 

no case where this 

technique has been 

used in a practical, 

economical way.

Use a smooth rub-off 

finish and design 

features in the overprint 

to aid in identification of 

tampering by 

consumers and lottery 

officials. Float all play 

spots.

Rub-off lifting with or 

without the use of 

lacquers or solvents to 

assist the lift

It is possible that, in 

principle, the tedious 

application of lacquers 

or solvents could be 

used to lift the rub-off 

coverings, read the play 

symbols, and reapply 

the rub-off covering.

This process is 

inherently slow, tedious, 

costly, and cannot be 

readily done on a 

continuous fan-folded 

strip of tickets. Scientific 

Games knows of no 

case of this being done 

in a practical, 

economical way.

Use delicate rub-off and 

overprint coatings with 

proper release 

characteristics so that 

they are difficult to lift 

and react to known 

solvents and solvent 

mixtures which might be 

effective in lifting rub-off.

See-through (candeling) Insufficient opacity of 

ticket stock and security 

coatings.

Rare Use of our patented 

Terra 2000 production 

method which uses 

special security 

coatings and production 

techniques to produce 

secure plain paper 

tickets.

Figure 3-96: Potential Problems
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Ticket alteration 

techniques 

All instant game tickets 

are subject to ticket 

alteration attempts by 

consumers.

With the recent trend to 

more low-tier prizes and 

retailer payment of mid-

tier prizes, Scientific 

Games is aware of 

increased incidence of 

low-tier alterations in 

most lottery states. The 

degree of alteration 

varies from lottery to 

lottery.

Use a bar code 

validation system and/or 

tickets with the following 

features: retailer 

validation codes, 

separate retailer 

validation spots, special 

fonts.

Delamination (splitting) 

of winning tickets

The front of a paid 

winning ticket is 

delaminated and then 

adhered to the back of 

an unpaid ticket.

Rare with the use of 

back bar codes linked to 

the data on the front of 

the ticket.

Use Scientific Games’ 

patented lottery ticket 

integrity number with 

back bar coding.

Wicking of play data 

though the rub-off

Insufficient seal coat or 

poor quality imager ink.

Well known laboratory 

technique.

Use cured seal coat.

Wicking play data 

through back of a split 

paper ticket

Lack of a blocking layer 

between imager ink and 

the paper stock.

Well known laboratory 

technique.

Use patented TERRA 

2000 technology, or 

aluminum foil stock.

Low graphic adhesion 

of play area of ticket to 

the ticket stock

Usually caused by poor 

application of the paper 

coating by the paper 

mill. Sometimes caused 

by a problem with a 

printed coating under 

play data.

Low Close cooperation with 

the paper mill and 

maintaining multiple 

sources of paper 

supply. Stringent quality 

control of all printed 

layers is also necessary.

Bar code read errors Misdirected print. Rare In process verification of 

bar code quality to ANSI 

standards.

PROBLEM CAUSE FREQUENCY ACTION

Figure 3-96: Potential Problems
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O/P’s smearing Object dragging on web 

path.

Rare Web path inspected by 

crew, before and during 

each run, defect is 

flagged when it occurs 

for removal in 

packaging.

Bar code quiet zone 

inadequate

Printed too close to 

ticket edge.

Rare Imager personnel 

examine repeat off 

press and measure to 

ensure tolerances.

Incomplete packs Incorrect separation 

during fan fold 

operation.

Low Additional markings for 

separation added to 

allow electronic 

verification of complete 

pack.

Difficult scratch Insufficient release 

coating application or 

cure.

Rare Employ new techniques 

and Cross-Cures for 

measuring volume of 

seal/release.

Play data visible 

through rub-off covering

Missing upper blocking 

coating.

Rare Reprogrammed press 

software to prevent 

automatic lift of print 

impression.

Imaged data defects Clogged print orifices, 

condensation.

Rare New technology, Sure-

Jet, added to presses 

and frequent cleaning 

and wipe down of print 

heads.

PROBLEM CAUSE FREQUENCY ACTION

Figure 3-96: Potential Problems
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3.3.1 TICKET SECURITY SPECIFICATIONS

RFP Requirement: Neither winning tickets nor non-winning tickets shall be recognizable by the human eye from any characteristics 
of the tickets other than by the play symbols concealed by the rub-off material. In particular, and without limitation, the following must 
be true:

Through the use of our ticket security measures and safeguards neither winning tickets nor non-

winning tickets are recognizable by the human eye from any characteristics of the tickets other 

than by the play symbols concealed by the rub-off material. In particular, and without limitation, 

the following is true:

3.3.1.A PHYSICAL FEATURES

RFP Requirement: The odds of winning any prize of any level on a given ticket must not vary from the approved prize structure by 
virtue of; any characteristics of the tickets including, but not limited to, any variation or irregularity in the front or back display printing, 
stock, perforations, cuts, exposed pack number, exposed ticket numbers, bar code, staples, folds, packaging; color or thickness or 
texture of rub-off material, overprints, protective coating, and printing registration or misregistration. If the game is produced in more 
than one production batch, winners shall be recreated for each such batch and shall not bear any identifying characteristics. Describe 
the control of “odds” at all levels and overall, when tickets are printed in more than one production batch for a game.

The odds of winning any prize of any level on a give ticket will not vary from the approved prize 

structure by virtue of any characteristics of the tickets including:

■ Any variation or irregularity in the front or back display printing

■ Stock

■ Perforations

■ Cuts 

■ Exposed pack number

■ Exposed ticket number

■ Bar code

■ Staples 

■ Folds

■ Packaging

■ Color or thickness or texture of rub-off material

■ Overprints

■ Protective coating 

■ Printing registration or mis-registration
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■ Winners are evenly distributed throughout the entire game and do not bear any identifying 

characteristics 

Following, we describe the control of “odds” at all levels and overall, when tickets are printed in 

more than one production batch for a game.
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The odds for all prize levels within a game are set by the prize structure within the executed 

working papers. More specifically, the odds for each and all prize levels are set for each pool of 

tickets produced (a pool is a set of tickets, usually 120,000 or 240,000 tickets).

Scientific Games meets the odds for the initial production run by developing a series of generation 

and audit programs that produce the game data (winning and non-winning tickets) in accordance 

with the prize structure. These programs are subject to an internal and an external audit, whose 

objective, among others, is to ensure that the data produced meets or exceeds the exact 

requirements of the prize structure within the working papers.

The game generation and audit programs produce the game data in “pools”. For example, we 

produce 100 pools of 240,000 tickets to meet an order requirement of 24 million tickets. Each 

pool must meet the prize structure, and our audit procedures are designed to ensure that each pool 

of the game is compliant with the prize structure. If the audit detects that a particular pool is non-

compliant, the program aborts before the data is distributed to the press.

For subsequent batches or orders, we use the very same programs used to create the original set of 

pools. For example, if a customer requests a reorder of 2.4 million tickets, we generate and audit 

an additional set of ten pools. The controls in place for the original order are the exact same 

controls in place for any additional batches. In this manner, we are able to ensure that the odds at 

all levels and overall are maintained if the customer orders more than one production batch for a 

game.

CONFIDENTIAL INFORMATION ENDS HERE.
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3.3.1.B INVASIVE TECHNIQUES

RFP Requirement: It shall not be possible to ascertain whether a ticket is a winning or non-winning ticket, using a practical or 
economical technique, unless the application of the technique renders the ticket not saleable to the public or easily recognizable as 
having been tampered with. In particular, it shall not be possible to “see-through” the rub-off spots, or the back of paper card stock 
tickets, with any practically available device or technique including, without limitation, high-intensity light, infrared light, ultraviolet light, 
x-rays, photography, microscopes, optical fibers, heat, freezing, mechanical means, cutting or peeling, electrostatics, chemical 
means, electrical means, coping machine intrusion techniques, or microsurgery.

Scientific Games’ manufacturing procedures and security protocols are designed so that it is not 

possible to ascertain whether a ticket is a winning or non-winning ticket—using a practical or 

economical technique—unless the application of the technique renders the ticket not salable to the 

public or easily recognizable as having been tampered with. In particular, it is not possible to 

“see-through” the rub-off spots, or the back of paper card stock tickets, with any available device 

or technique including, without limitation:

Figure 3-97 describes some of the many measures that we have in place to minimize and detect 

ticket alteration and counterfeiting attempts. 

■ High-intensity light ■ Infrared light

■ Ultraviolet light ■ X-rays

■ Photography ■ Microscopes

■ Optical fibers ■ Thermal techniques

■ Freezing ■ Mechanical means

■ Cutting or peeling ■ Electrostatics

■ Chemical means ■ Electrical means

■ Copying machine intrusion techniques ■ Microsurgery

ANTI-COUNTERFEITING SECURITY

COUNTERFEITING 
TECHNIQUE

SCIENTIFIC GAMES 
PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Cut and Paste ■ Captions
■ Retailer validation code
■ VIRN number
■ Validation bar code
■ Unique ticket numbering
■ Benday patterns

■ Game programming audit
■ QC department testing
■ Internal ticket security testing

Figure 3-97: Anti-Counterfeiting Security
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In the previous Section 3.3, pages 3-191 through 3-208, Scientific Games discusses the methods 

we employ to protect against unauthorized invasion, and the measures we have taken to minimize 

and detect ticket alteration and counterfeiting attempts.

One of Scientific Games’ most recent initiatives to combat invasive techniques, such as “pick-

out,” currently under production by the Discovery Team is our patent-pending, industry-driven 

security solution, DetectiVision. For lotteries wanting to strongly ensure product integrity, 

DetectiVision, a priced option, uses the latest technology to identify retailer fraud. Scientific 

Games is uniquely qualified to provide this solution given that this is a patent-pending program.

In the following confidential section we fully describe this unique security solution.

Leaving Rub-Off Material 

on the Ticket

■ Retailer validation code
■ VIRN number
■ Validation bar code

■ Game programming audit
■ QC department testing

Removal of Play Symbols 

with Bleach or Other 

Solvents and then Pen 

and Ink Addition of 

Winning Symbol

■ Captions
■ Retailer validation code
■ VIRN number
■ Validation bar code
■ Unique ticket numbering
■ Ink-jet printing of play symbols

■ Camera-assisted imaging 
inspection

■ Artwork design guidelines
■ Game programming audit
■ QC department testing
■ Internal security testing

ANTI-COUNTERFEITING SECURITY

COUNTERFEITING 
TECHNIQUE

SCIENTIFIC GAMES 
PRECAUTIONS AND 

SAFEGUARDS
REVIEWS

Figure 3-97: Anti-Counterfeiting Security
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DETECTIVISION™ – OPTION

One of the initiatives currently under production by the Discovery 

Team is a patent-pending, industry-driven security solution, 

DetectiVision. For lotteries wanting to strongly ensure product 

integrity, DetectiVision, a negotiated option, uses the latest technology 

to identify retailer fraud. 

In the fall of 2006, a few Canadian lotteries were criticized for not 

taking enough action with the knowledge that lottery retailers had been winning “a 

disproportionate” number of prizes. It was alleged that some retailers had deceived the public by 

claiming that the tickets presented for validation were either not winners or won lesser amounts 

than their true value.

The lotteries responded with stricter retailer licensing requirements, changes to procedures for 

cashing large winning ticket amounts and installing ticket checkers so that the public could scan 

their own tickets before presenting them for validation.

All those steps address “cashing” fraud, but none address “selling” fraud. Selling fraud is when 

retailers, and/or their employees, attempt to pick out winning instant tickets before they are sold, 

thereby reducing the odds of winning for the consumer and increasing the retailer’s own odds of 

winning. This was brought to the publics’ attention in this excerpt from a CBC News article 

published on November 22, 2006:

“The fire storm over lottery fraud was ignited last month when a report on CBC-TV’s “The 

Fifth Estate” suggested lottery retailers have won more prizes in recent years than mere 

chance would normally allow.

The CBC now alleges the lottery corporation found cases where a retailer could lightly scratch an 

instant-win card to see a code which determined whether it was a winning ticket. According to 

Ontario Lottery Gaming Corporation (OLG) documents, investigators looking into allegations of 

insider scratch ticket wins routinely checked for “pin-pricking,” where a card is scratched very 

lightly to see if it contains a winning code.”

Although there are no documented figures that define how often this fraud occurs, Reuters 

reported that in Ontario alone “insiders” have won over $86 million over the last seven years. No 

one knows what percentage of that is the result of fraudulent activity; however, the perception of 

impropriety is the bigger issue. 
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The lottery industry is built on integrity. Without full public faith in the product and the 

institutions that manage it, Lottery products will fail. Both the Iowa and Oklahoma Lotteries 

publish in their list of Lottery Player Security Tips:

“If you purchase a scratch-off ticket, check it and make sure the latex has not been previously 

scratched anywhere on the ticket. If the ticket appears to have been tampered with, contact 

Lottery Security immediately.”

So what should the Lottery do when they get contacted by the public with reports of previously 

scratched tickets being sold or what appears to be a disproportionate number of non-winning 

tickets being sold from one retailer? DetectiVision answers that question. DetectiVision provides 

Lotteries with the tool necessary to detect retailer selling fraud, and gives the Lottery recorded 

proof of the attempt to defraud the public.

At its core, DetectiVision is a program that helps lotteries identify attempts to compromise instant 

tickets by retailers. It is a two part system:

1. Scientific Games puts a special coating on the play area of all instant tickets.

2. Lotteries would obtain from Scientific Games the equipment necessary to “read” the tickets. 

The Lottery Security department would then be able to take this equipment into the field and 

check for attempts to compromise the tickets.

DetectiVision works by including using a specialized coating in the play area of the instant ticket. 

When a special light source is applied to the ticket, any attempts to compromise the ticket through 

the scratch off coatings will show up as illuminated. This works especially well for attempts at 

“pin-pricking” and “mechanical lift.” Combined with a device with specialized software to see, 

display and record the event, the Lottery is equipped to address retailer fraud quickly and 

effectively, right on-site.

This patent-pending program is an option that we are willing to negotiate with the ALC, if it so 

desires. Our Discovery Team will continue working on initiatives such as DetectiVision to meet 

the evolving needs of our customers.

CONFIDENTIAL INFORMATION ENDS HERE.
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3.3.2 SECURITY CERTIFICATION

RFP Requirement: A Vendor shall submit with its Proposal copies of the most recent and applicable laboratory test reports and other 
certifications assuring the security of said instant lottery tickets against practical compromise by reasonably comprehensive technical 
effort. The ALC reserves the right to cancel the Contract at any time if the Successful Vendor’s or the ALC’s tests show any 
representative sample of production tickets to be practically compromisable. Tickets shall not bear any works, symbols, or numbers 
that in any way would permit a person to determine the location of a winning ticket.

In Appendix 2, Scientific Games submits copies of our most recent and applicable laboratory test 

reports assuring the security of said instant lottery tickets against practical compromise by 

reasonably comprehensive technical effort. We understand that the ALC reserves the right to 

cancel the contract at any time if the successful vendor’s or the ALC’s tests show any 

representative sample of production tickets to be practically compromisable. Utilizing the 

industry’s best known security practices, Scientific Games ensures that tickets do not bear any 

works, symbols, or numbers that in any way would permit a person to determine the location of a 

winning ticket. With billions of instant tickets in circulation around the world, Scientific Games’ 

tickets are market-tested and proven daily in a multitude of lottery jurisdictions.

Scientific Games’ ticket security construction is developed to meet customer expectations and 

successfully pass industry standard testing protocols. Our internal testing procedures were 

developed using the same or similar test equipment and methods utilized by independent test labs. 

Scientific Games maintains regular contact with state testing facilities and independent labs to 

ensure our testing procedures reflect the latest industry developments and findings.

3.3.3 PLANT SECURITY

RFP Requirement: The plant(s) and warehouse(s) in which the lottery tickets are to be produced and stored must be equipped with 
a complete plant security system that is acceptable to ALC. The plant(s) and warehouse(s) may be inspected for security prior to or 
after Proposal opening if the ALC deems such an inspection is necessary. A Vendor shall describe how it will protect the ALC from 
financial loss in the event of a disaster at the warehouse that destroys the inventory of tickets.

As described in detail in Section 3.3, pages 3-144 through 3-173, Scientific Games’ proposed 

printing plant and warehouse in which the lottery tickets are to be produced and stored are 

equipped with a complete plant security system that will meet ALC approval. We understand that 

the plant(s) and warehouse(s) may be inspected for security prior to or after proposal opening if 

the ALC deems such an inspection is necessary. 
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Below we describe how we intend to protect the ALC from financial loss in the event of a disaster 

at the warehouse that destroys the inventory of tickets:

■ First and most important, Scientific Games maintains insurance that would cover the costs 

associated with any loss the ALC could experience in the event of a disaster.

■ If necessary we could warehouse ALC games at our production facility. This solution 

would be a temporary arrangement in the event that such a disaster would be catastrophic 

enough to prevent the use of our proposed facility.

■ Finally, with the turnaround times we are proposing, Scientific Games is confident that in 

the event of disaster, we could have instant games distributed across Arkansas quickly 

without dramatic impact on ALC revenue.

Scientific Games is prepared to respond to any disaster or event that would jeopardize the revenue 

stream from the ALC’s instant games. The plant and proposed warehouse(s) where Scientific 

Games produces and stores the ALC’s instant tickets are equipped with complete security 

systems.

Our printing facility offers redundant printing capability. We have five printing presses, each of 

which could easily absorb the ALC’s production requirements should a press become non 

operational. Our instant game data processing is also redundant within the facility. We have 

two instant game processing centers, one in the front of the building and one, over 100 yards 

away in the back of the building.

In addition, we have backup capability available through our production facility located in 

Montreal, Canada. 

Figure 3-98 and Figure 3-99 represents the guideline document utilized to create a working 

Disaster Recovery and Business Continuity Plan. 

Figure 3-100 through Figure 3-103 displays the table of contents from our Alpharetta facility 

disaster recovery plan.

Scientific Games will work with the Lottery to create a disaster recovery plan that meets the 

ALC’s specific requirements.
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1 0BTerms & Acronyms 
The following table contains the items relevant to this document.  These items must be consistent with those in the 
global list of terms and acronyms.  If the item is not in the global list, it must be communicated to the process team 
so they can add it to the list. 

Term or Acronym Meaning 

  

  

2 1BOverview 
The objective of this document is to provide guidance designing procedures to comply with the Disaster Recovery 
and Business Continuity Planning Policy 

3 2BDisaster Recovery and Business Continuity Planning Guideline 

3.1 Risk Assessment 
A risk assessment should be conducted to assess the risks and their potential impacts to the organization. With 
each risk, an analysis of the likelihood of event should be determined and prioritized in such a manner so that 
methods of mitigation can be explored.  

3.2 Impact Analysis 
An impact analysis will provide an understanding of the effect that an interruption will have on the organization. 
These should include both long and short-term interruptions of minor and major incidents. 

3.3 Alignment to Business Strategy 
Business continuity plans should be created to support the organizations business objectives and priorities. 

Figure 3-98: Guideline Document
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Guideline - Disaster Recovery and Business Continuity Planning
 

Last printed 7/22/2009 2:28 PM Confidential and Proprietary Page 2 of 2 
 Filename: Guideline - Disaster Recovery and Business Continuity Planning.doc 

3.4 Alignment of Business Continuity Strategy 
A strategy for business continuity should be agreed to by the organization. This will ensure that each part of the 
organization is supporting one plan and one strategy. 

3.5 Testing and Updating the Plan 
Business continuity plans should be regularly tested to determine that they are effective.  Schedules and times 
should be based upon changes to the environment and training needs for the staff involved. Updates to the plans 
are necessary to keep information and processes accurate. 

3.6 Management of the Plan 
Business continuity needs to be supported at the appropriate level in the organization.  Responsibilities for the plan 
will be distributed across the organization and therefore require senior level support. Management should ensure 
that the organization’s processes are incorporated into the structure of the plan. 

4 3BReferences & Related Documents 
The following information, files, or documents support this procedure: 

Policy - Disaster Recovery and Business Continuity Planning 

5 4BRevision History 
The following table describes the modifications to the most recent version of this document.  The modifications to 
the previous versions can be seen in the respective document stored in the archived repository.  The author is to 
describe the modifications as clearly as possible.    

Version Date Modifications Changed by: 

0.1 05/01/2005 First Draft Transfer John Foster 

1.0 03/25/2008 Finalized Document John Foster 

 

Figure 3-99: Guideline Document
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3.3.4 EMPLOYEE SECURITY

RFP Requirement: The Successful Vendor must establish a program to ensure that all those involved in the design, production, 
distribution, or sale of the instant lottery tickets are precluded from ascertaining or being knowledgeable of the location of winning 
tickets. The Proposal should outline the procedures that will be implemented to address this requirement.

In the following section we describe Scientific Games’ program that ensures that all those 

involved in the design, production, distribution, or sale of the instant lottery tickets are precluded 

from ascertaining or being knowledgeable of the location of winning tickets. 

To date, our industry has not experienced the devastating consequences of a major instant ticket 

security breach. The impact of such an event is difficult to imagine; nevertheless, it is important to 

recognize that threats do exist in our increasingly sophisticated digital world. Because Scientific 

Games recognizes that security threats are real, we have taken decisive measures by investing 

resources to build a game programming system founded on security. In use today, our high-

security system protects Scientific Games and all of its customers from compromise.

The most important mission for Scientific Games and the Lottery is to prevent attempted security 

breach—whether insider fraud or external attack. We must also prevent even the slightest public 

perception of such a violation. The consequences of a breach or misperception would, at the very 

least, undermine the foundation of trust that is the cornerstone of our industry.

At Scientific Games, security is about preventing a breach before it happens—so that we and our 

customers are never in the position of picking up the pieces after a violation. Scientific Games’ 

Game Programming conducts all game development and production activity based on the 

following security foundation.
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CONFIDENTIAL INFORMATION BEGINS HERE.

■ Scientific Games denies physical access to all unauthorized individuals. This includes 

physical and logical denial of access. Physically, the Game Programming area is protected 

by badge access systems and is under 24-hour camera surveillance. All Game 

Programming server cabinets are locked with physical keys that are kept in the Security 

department. These keys can be checked out only by authorized personnel. All key check-

outs are logged. Physical access to image room systems is restricted.

■ Scientific Games denies logical access to all unauthorized individuals. The 

department’s information technology resources are protected with Microsoft access 

controls and managed using Active Directory. Several tools are utilized to protect the 

integrity of the access control system. These include host firewalls, anti-virus software, 

automated security updates, Active Directory group policy settings, and Microsoft’s 

malicious software removal tool. In the image rooms, all server ports use port security, 

such that no one can illicitly access the imaging systems in the manufacturing area. It is 

very important to recognize that we lock down not only Game Programming but also the 

stations where tickets are imaged.

■ Scientific Games logs all access to all critical systems and all critical files. We have 

identified all systems and files, and assigned a threat level to each. Based on that analysis, 

we then identified the job functions that are allowed access. We have also identified the 

logging that was necessary to detect access.

■ Scientific Games has an independent logging review program. Access and system 

event logs are routinely (daily, weekly and monthly) reviewed by an independent security 

firm that reports all finding directly to the Vice President of Game Development. 

THREAT LOGGING ACTIVITY REPORTING ACTIVITY

Unauthorized attempt to modify 

user accounts and security 

groups.

All domain account and security 

group modifications are logged.

Monthly reports generated and 

logged.

Unauthorized user access to 

critical instant ticket data file or 

other production files.

Windows File Access auditing 

enabled on DTP and production 

servers.

Daily exception reports and 

email alerts are generated.

Unauthorized login to production 

servers.

Local login activity is collected 

from all production servers.

Daily reports showing production 

server local login activity.

Figure 3-104: Logging and Independent Review
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■ Scientific Games has true separation of duties. Game Programming clearly separates 

the role of game programmers vs. systems administrators. This delineation is critical to 

maintaining a secure system. Game Development employs a Security Analyst who is 

responsible for maintaining the roles of all Game Development staff and monitoring their 

activity. In addition, the activities of the system administrators are independently 

monitored by both well-recognized, best-practice solutions and custom systems on a daily 

basis.

■ Scientific Games has true separation of systems. The separation between the 

development and production environments is clear and well-defined. Maintaining and 

monitoring the separation is a series of isolated networks, physical and host firewalls, and 

secure purpose-built applications. All live game data is generated and maintained within 

the secure production environment in an encrypted state such that no individual can access 

live game data. The logs, rules and effectiveness of these measures are independently and 

routinely audited.

Figure 3-105 features the Scientific Games Game Development Network Overview and shows a 

development environment that is fully isolated from the production environment.

Unauthorized access/

modification to OpMenu scripts 

directly on web server or through 

OpMenu web interface

Windows File Access auditing is 

enabled for OpMenu scripts. 

OpMenu custom event log is 

collected.

Daily reports showing OpMenu 

script file accesses and OpMenu 

script changes.

THREAT LOGGING ACTIVITY REPORTING ACTIVITY

Figure 3-104: Logging and Independent Review
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■ Scientific Games has extensive disaster recovery capabilities. Game production servers 

exist in a VMware Infrastructure-3 advanced virtual datacenter environment. A key 

feature of the VMware system is its powerful disaster recovery capabilities. Full image 

back-ups of virtual machines can be created at anytime, without any service interruption, 

using the combination of our installed NetVault back-up software and VMware’s 

consolidated back-up utility. In the event of a disaster, entire servers can be quickly 

restored to any standard physical server hardware. The complex and manual procedures 

required by traditional recovery processes are eliminated.

■ Scientific Games’ Game Programming is routinely audited. Each year, no less than 15 

different lotteries audit the security capabilities of Scientific Games’ Game Programming. 

These audits are extensive. We consistently prove that we have the systems and procedures 

in place to protect the games. Figure 3-106, provides more detail about the annual 

security audits of our systems.

Figure 3-105: Scientific Games’ Game Development Network Overview
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TYPE OF AUDIT AUDITORS COMMENT

Customer Audits Customer Security

State Oversight Agencies

Independent Auditors

Independent auditors 

characterize our security system 

and procedures as ‘exceptional 

security’. Fifteen or more times 

per year, we demonstrate that 

our systems meet or surpass the 

criteria for protecting game data 

from internal and external attack.

SAS70 Independent Auditors Security objectives and controls 

are examined annually by 

independent audit firm. Reports 

available upon request.

Monthly Audits Independent Security firm Under the KDS program, the 

KDS server security is inspected 

each month. Reports available 

upon request.

System Penetration Test Independent Security firm Each year, our production 

systems undergo a thorough 

examination, with inspection of 

firewall rules, port scan of all 

ports in the department, system 

penetration testing to ensure that 

no outside entity could gain 

access to the servers, and a full 

review of desktop security. 

Report available upon request.

ISO 27001 ISO In 2009, we will achieve 

prestigious ISO-27001 Security 

certificate for Game 

Programming. This process 

consists of a comprehensive 

review and documentation of all 

systems and procedures.

Figure 3-106: Scientific Games’ Security Audits
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The following section provides an overview of the hardware and software components of the 

Game Development security system. These building blocks provide a platform for our security 

processes.

OVERVIEW OF LOGICAL SECURITY SYSTEMS AT SCIENTIFIC GAMES

The Alpharetta Game Development department currently manages a 7-node virtualized server 

system, multiple physical servers, an HP Enterprise Virtual Array storage system, approximately 

fifty workstations, several network printers, and firewall. All of these are part of the game 

development system, and all contribute to the goal of creating and protecting instant ticket data.

The security system consists of the following six logical networks: 

1. GameDev

2. Development 

3. Production

4. DMZ/Intranet 

5. Management/Admin 

6. DTP (direct-to-press)

With high-availability, the firewall segments and protects these networks. These networks are 

isolated from the corporate environment by a series of two firewalls as shown in Figure 3-107.
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Each firewall is configured so that only the following data traffic is allowed to pass into or out of 

the game development systems:

1. Email traffic 

2. Working papers from the VIEW system 

3. Internal FTP traffic

4. Packaging web services and file transfer (http/https)

5. Remote access over VPN

6. Terminal server from Montreal and Leeds

7. WSUS updates (Upstream server)

8. Clock synchronization (Network Time Protocol)

9. DNS/Active Directory services

10. Fax Service

Figure 3-107: Overview of Game Development Systems

 

G am e Development
Systems C orporate System s

Corporate FirewallG am e Development Firew all

p_garbarini
Rectangle



3-225

SECTION 3: Instant Ticket Operations

Complementary rules on each firewall ensure that only these types of traffic occur. In case that 

additional data traffic must be allowed, both firewalls must be updated with new traffic rules. 

Game Development firewall rules are reviewed by an independent consulting firm on an annual 

basis.

The servers, switches, and firewall that form each of the networks are located within either the 

Packaging computer room or the Game Operations room, which is a controlled environment 

server room secured by a digital badge-access system and monitored by a digital camera system. 

All equipment is locked within dedicated server racks. The controlled cabinet keys and request 

logs for the keys are locked up, maintained, and protected in the Security department.

Additional technologies have been deployed to provide the highly secured environment that is 

necessary. These include the following components:

■ Secure Game Production System – A collection of in-house applications are used to 

securely produce ticket data or image files, for the press in a controlled and encrypted 

environment. This includes Operations Menu III, Game Engine servers, Electronic 

Gateway 2.0, and Seed Server.

■ Firewall – The firewalls used by the department are Astaro hardware appliances 

configured for high availability. This appliance filters network traffic, based on its source, 

destination, and type. Only authorized traffic is allowed to pass from one network to 

another.

■ Anti-Virus Software – Virus protection is a key part of any secured computer 

environment. Even though the firewall controls and blocks access to the Internet, a 

computer virus could be introduced into the network via email, infected laptops, or 

portable storage devices. Anti-virus updates are automatically distributed to client 

computers several times a week.

■ Patch Management – Software vendors often issue updates for their products as security 

vulnerabilities and other bugs are fixed. Deploying these patches can be time consuming 

and disruptive to end-users; however, not deploying them can leave systems open to 

attacks. Game Development has implemented a Microsoft Windows Server Update 

Services (WSUS) server which now allows us to manage and push out updates from 

Microsoft to our workstations and servers with little or no end-user intervention.

■ Active Directory – Microsoft Active Directory gives us the ability to centrally manage 

user accounts and configure access to restricted computing resources. 
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■ Group Policy – Within an Active Directory environment, Group Policy is used to 

centrally configure and enforce user and computer security settings. These policies are 

implemented by the system administrator and pushed out to selected computers. Using 

Group Policy, we are able to create a set of security rules based on industry standards and 

apply them to servers and workstations that are members of Active Directory. This helps 

reduce or eliminate many known security vulnerabilities. The combination of Active 

Directory and Group Policy gives administrators the ability to manage these security 

settings centrally rather than configuring each device individually. For example, this 

allows us to create one policy that requires a password-enabled screensaver applied to all 

computers.

■ Disaster Recovery – Critical data is backed-up nightly using disk-to-disk-to-tape 

technology. Back-up tapes are secured locally in one of two safes. Weekly tapes and 

archives are securely stored at an off-site location.

■ PGP – PGP is used to encrypt data and communications between the department and its 

customers.

■ Windows Firewall – The Windows firewall is a software firewall that was released by 

Microsoft in Service Pack 2 for Windows XP. It is also available for Server 2003. This 

firewall can block traffic that is on the local network to a single, protected computer. The 

firewall rules are managed by the system administrator and configured using Group 

Policy. This level of firewall helps guard against virus attacks and unauthorized access 

from other computers on the same network.

■ Gold Standard on KDS – The KDS server has been “hardened” by configuring security 

options in the Windows operating system to prevent access to unnecessary services and 

features. This configuration, referred to as the Windows Gold Security Standard, is based 

on industry standards and best practices for reducing security vulnerabilities.

■ Physical Security – Servers are physically secured in racks located in either the Instant 

Ticket server room or the packaging server room. Keys to the server racks must be 

checked out from the security office. Access to the server rooms is controlled with 

employee access cards.

■ DTP Physical Security – All imager computers and DTP network switches are secured in 

locked cabinets. Keys are maintained by the security department.

■ Annual Security Assessment – The department’s computer systems are evaluated 

annually by a Trusted Third Party (TTP).
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■ User Training and Awareness – Many security vulnerabilities can be reduced or 

eliminated through proper user training. Department employees attend mandatory training 

sessions during each year.

■ Operations Menu III – The latest version of the Operations Menu Intranet application 

adds support for worldwide instant ticket production. It is built upon the strengths and 

security of the previous version while adding the capability to support ticket printing 

operations around the globe. Work began in mid-2008 with core features available for 

testing by year’s end. Migration from version 2 is expected to be complete in- 2009.

■ Game Engine, Version 3 – The Game Engine is the “workhorse” of the Operations Menu 

system. The latest version includes substantial new security enhancements. All commands 

sent to the Game Engine are encrypted. Authentication is verified by a user name and 

password. This is the first version to make use of encrypted, stealth drives where all 

production jobs are executed. A private peer-to-peer (P2P) network has been added to 

allow file transfers between sites.

■ Seed Server – Seed Server is an in-house built service that provides a secured storage 

repository for sensitive game production files including seed and calibration files. Stored 

files are encrypted using the Advanced Encryption Standard (AES). A root key, protected 

by a series of pass phrases (at least three different individual pass phrases) is required for 

decryption. The use of multiple passwords is designed to prevent unauthorized access by 

any one person.

■ Image File Encryption – Image files will be encrypted when produced by the Game 

Engine service. Client software will decrypt the files and only allow access to the files 

from the press imager software. This system is currently being tested. Encryption key 

management is still needed.

■ VMware Virtual Infrastructure – A virtualization platform built on the VMware ESX 

hypervisor was created to provide the server infrastructure for a global production system, 

meet current and future server performance requirements, increase flexibility and 

availability, reduce capital and administration costs, and provide business continuity 

options.

■ Blade Server System – An HP c3000 blade enclosure with five blade servers was 

installed with a combined 120 GHz processing power and 90 GB of memory. Three 

unused server bays allow for future expansion.
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■ Server Switch Upgrade – Two new Cisco stackable switches were installed and 

configured, replacing the previous server network switches. The gigabit-speed switches 

are configured as a single, virtual switch and provide increased performance and 

availability.

■ Team Foundation Server (TFS) 2008 – A version control, reporting, and project tracking 

system was added to store and manage in-house application code.

■ Montreal Integration – A Game Development departmental firewall was deployed in the 

Montreal office. A secured Virtual Private Network (VPN) was established between the 

Alpharetta and Montreal offices. Two network switches and three physical servers were 

deployed behind the MTL firewall, allowing domain and game production services to be 

extended to department employees in the Montreal office. VMware ESXi virtualization 

hypervisors were installed on the servers. A domain controller, TFS proxy, and Game 

Engine virtual servers were installed on the ESXi system.

■ GAMEDEV to Scientific Games Domain Trust – A domain trust between the 

gamedev.local and sgi.net domains was established. This allows user accounts in the 

GAMEDEV domain selective access to corporate resources. This was done primarily to 

ease the migration of Montreal users to the GAMEDEV domain. However, it also provides 

the framework to allow for single sign-on to corporate services.

■ Log Aggregation and Reporting – A server for collection of various system events and 

generating security reports has been installed. The server is managed by an independent, 

third-party that monitors the system and reviews the collected data. Reports generated by 

this system are reviewed at monthly security meetings.

■ SpectraLogic T-120 Drive Upgrade – The back-up tape library’s single LTO-3 tape drive 

was upgraded to dual LTO-4 drives with native encryption support. The previous LTO-3 

drive did not have built-in encryption capabilities. Encryption was performed by the 

library’s BlueScale controller. Data could not be compressed because it was already 

encrypted before it was read by the drive. Tape capacity has been approximately 

quadrupled after compression. Read/write speeds are significantly improved.

■ Off-Site Storage of Back-Up Tapes – Weekly back-ups and tape archives are securely 

stored off site with Iron Mountain.

The Game Development systems at Scientific Games are built to produce secure games.

We engaged world-class banking systems and security experts to assist us in the design and 

implementation of a network architecture that separates all sensitive data from unauthorized 
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individuals. Furthermore, this architecture enables Scientific Games to conduct operations in the 

most efficient and accurate manner possible. We continue to make the necessary and critical 

advancements to these game programming security systems—all of which are documented, and 

routinely and independently audited. 

Scientific Games continues to recognize the dangers and threats we face in this industry. We make 

it our number one priority to protect our customers in this vital area. Leading the world in the 

technologies that ensure secure instant games, Scientific Games is unmatched when it comes to 

systems security.

Our patented Keyed Dual Security (KDS) process is another example of Scientific Games’ 

commitment to implementing the real-world advancements that improve the security of our 

games. The section below provides the key points of KDS and the advantage it offers the Lottery.

Keyed Dual Security (KDS) – Priced Option

Keyed Dual Security (KDS) is an instant ticket programming process that secures the relationship 

between the pack number and its value. The KDS programming process disconnects the pack 

number from the pack’s value by shuffling the pack numbers after the game generation process 

and before the printing process. Furthermore, KDS technology segregates control among 

Scientific Games, the Lottery, and a Trusted Third Party (TTP) so that no one entity has enough 

information to determine the value of a printed pack of tickets. Figure 3-108 shows the KDS 

security shuffling process.

Figure 3-108: Keyed Dual Security Overview
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Games programmed using KDS are more secure than other games because the algorithmic 

relationship between the pack number and the pack value has been disconnected. The reshuffled 

pack now has a new independent identity with different numbers that offer no traceability to the 

previous game generation pack numbers.

KDS and the Trusted Third Party (TTP)

The presence of a Trusted Third Party (TTP) provides independent assurance to the lottery and 

Scientific Games that the KDS system has resulted in a secured instant ticket game. This is 

accomplished by the following TTP procedures:

1. KDS System Administration. All access to the KDS server cabinet or the KDS server itself 

is regulated and examined by the TTP. This includes all system administration, system 

rebooting and other maintenance. Each of these functions requires the participation of the 

TTP.

2. Log File Examination and Game Letter. All KDS activity is logged during the production 

of an instant game. These logs contain the footprints of each transaction performed by the 

KDS server; and therefore, the examination of the KDS logs by an independent party is 

fundamental to the security of the system. The TTP examines the game log and reports the 

findings to the lottery and Scientific Games in a letter for each game.

3. Monthly Audit of the KDS System. The TTP performs a monthly KDS system examination. 

This ensures that the integrity of the KDS system—both the software and the hardware—has 

not been compromised by tampering with the KDS system software and hardware.

4. Annual Audit of the Scientific Games Production System. The TTP performs an annual 

game production system examination. This includes the KDS system, the game production 

systems, and the game production networks. This examination also includes an examination 

of the game production access control policies and firewall policies.

KDS and the Lottery

The Lottery has two important functions in the KDS process. First, the Lottery must create a 

‘seed’ file for each game. This seed file determines the pack shuffling scheme for the game, and 

therefore grants to the Lottery a fundamental and independent role in the KDS process. The 

Lottery’s independent role of creating the KDS game seeds segregates control among Scientific 

Games, the TTP and the Lottery, so that no one entity has enough information to determine the 

value of a printed pack of tickets. It is this segregation and independence that forms the 
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fundamental cornerstone of the security of an instant game produced using the Keyed Dual 

Security method. 

Second, because the imaged pack number on the ticket differs from the game generation pack 

number, KDS must define a mechanism to allow the Lottery to request a reconstruction by pack/

ticket number. Scientific Games will deliver a “KDS Customer Module” to the lottery for the 

purpose of creating the game seeds.

Key points about KDS are:

■ No one entity—the Lottery, Scientific Games, the TTP—has enough information to 

determine the value of a live pack of tickets. Each of three entities must control a different 

piece of the puzzle.

■ Ensures that the pack number on the printed ticket is not the pack number originally 

generated by the game generation process.

■ Results in a more secure instant ticket game because game programming information 

related to the value of a pack is no longer relevant once the packs are printed.

■ Allows for the optimum prize delivery of instant games (i.e., exact number of winners in a 

prize level delivered to the Lottery).

■ Allows for creation of an End of Production Prize Structure.

■ The KDS process was certified by the Generic Group from Cambridge, an expert security 

consulting firm in the UK specializing in banking and credit card security systems.

■ The KDS Translation server is under the control of an independent TTP who delivers a 

game-by-game security report to the lottery.

■ The TTP reviews the security of each game, reviews the KDS process each month and 

reviews overall security each year.

■ A module on a secured lottery computer uses the encrypted pool shuffle seeds and the 

decryption key to perform the decryption of a KDS pack number needed for the ticket 

reconstruction process.

CONFIDENTIAL INFORMATION ENDS HERE.
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3.3.5 TICKET TESTING

RFP Requirement: The ALC may arrange for quality, security, and bar code testing of tickets by an independent laboratory selected 
by the ALC as deemed necessary. The Successful Vendor shall be responsible for all costs for up to three (3) such tests per year. 
Testing in excess of once per game shall be the responsibility of the ALC unless it is necessitated by a failure on the first test.

The purpose of the testing will be to determine if the ticket meets the following three (3) primary quality and security criteria:

Scientific Games understands that the ALC may arrange for quality, security and bar code testing 

of tickets by an independent laboratory selected by the ALC as deemed necessary. If selected as 

the successful vendor Scientific Games will be responsible for all costs for up to three such tests 

per year. Furthermore, we acknowledge that testing in excess of once per game will be the 

responsibility of the ALC unless it is necessitated by a failure on the first test. The purpose of the 

testing will be to determine if the ticket meets the following three primary quality and security 

criteria.

3.3.5.A MARKETABILITY

RFP Requirement: Is construction of the ticket secure enough for the ticket to endure reasonable environmental rigors and still be 
readily marketable?

As described in Figure 3-109 on the following pages, Scientific Games’ game ticket construction 

is designed to endure reasonable environmental rigors and still be readily marketable.

GAME TICKET CONSTRUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Inks

Display

    

■ Formulated to provide bright and 
colorful graphic printing

■ Formulated to be highly sensitive 
to the application of various 
solvents, glues, and sprays in 
attempts to compromise tickets

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Imaging ■ Formulated to be highly sensitive 
to the application of various 
solvents, glues, and sprays in 
attempts to alter the play symbols

■ Imaged using 240 dots per inch 
for sharp resolution

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Figure 3-109: Physical Ticket Security



3-234

SECTION 3: Instant Ticket Operations

Overprinting ■ Applied to the rub-off material to 
provide additional security and 
attractiveness

■ Used to deter microsurgery, pin-
pricking and solvent attacks

■ Provide added durability to the 
ticket

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Inks – Security

Security Ink ■ Proprietary formulas designed for 
the secure printing of instant 
game data on paper stock

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Lower Blocking Black ■ Applied to the play area on paper 
tickets to prevent the reading of 
the play symbols through the use 
of a bright light

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

White Mask/Primer ■ Applied to the play area on paper 
and foil tickets to provide an 
adhesive print surface for both 
water-based imager inks and 
solvent based security inks

■ Allows for an optional tint to be 
applied to the play area which 
provides additional security 
against the application of solvents 
and bleach and pin pricking

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Protective Seal/ Release 

Coating

■ Covers imaged play data with a 
proprietary, clear coating to 
protect it from alteration

■ Protects the play data from 
damage when rub-off material is 
removed

■ Seals the play data in a protective 
environment

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

GAME TICKET CONSTRUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-109: Physical Ticket Security
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3.3.5.B COMPROMISABILITY

RFP Requirement: Is construction of the ticket secure enough for the ticket to withstand attempts to determine if the ticket is a 
winning or a non-winning ticket without removing a readily noticeable amount of the coatings on the play area of the ticket within a 
reasonable time frame, by methods and materials available to the retailers?

As discussed in Section 3.3, pages 3-187 through 3-192, the secure construction of Scientific 

Games’ tickets are designed so that winning or non-winning game tickets are not recognizable 

from any characteristics of the game tickets or ticket patterns other than the Lottery symbols 

concealed by the rub-off material. Furthermore, it is not possible to ascertain whether a ticket is a 

Upper Blocking Black ■ Covers the protective seal/release 
coating with a proprietary, opaque 
black ink that conceals the play 
data

■ Protects the play data against 
electrostatic compromise and 
prevents compromise from 
caustic etching

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Rub-Off Material ■ Covers the play area with a 
proprietary material that conceals 
the play data

■ Is smooth and regular so that any 
attempts at pin-pricking or 
tampering are easily detected

■ Protects against lifting

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Ticket Stock

Paper ■ Analysis of paper stock by in-
house lab, QC, and/or outside 
laboratories

■ Measure paper thickness and 
coating flexibility

■ Perform in-house performance 
and moisture checks

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

Foil ■ Verification of coating treatment 
by in-house lab

■ Analysis of foil stock by in-house 
lab, QC, and/or outside 
laboratories

■ Measure stock thickness and 
coating flexibility

■ Reviewed by QC department
■ Reviewed by Scientific 

Games’ chemists
■ Reviewed by research and 

development department
■ Reviewed by internal testing 

lab

GAME TICKET CONSTRUCTION SECURITY

TICKET COMPONENT
SCIENTIFIC GAMES’ 

PRECAUTIONS AND SAFEGUARDS
REVIEWS

Figure 3-109: Physical Ticket Security
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winning or non-winning ticket, within a reasonable time frame, using any practical or economical 

technique, unless the application of the technique renders the ticket unsalable to the public or 

easily recognizable as having been tampered with.

The methods we employ in the construction of our tickets to avoid “pick-out” problems are 

described in Section 3.3, pages 3-187 through 3-192 of our response.

3.3.5.C ALTERABILITY

RFP Requirement: Is construction of the ticket secure enough for the ticket to withstand attempts to alter the play data, prize 
amounts, or bar code and produce a redeemable winning ticket from a non-winning ticket, and/or increase the prize amount on the 
ticket by methods and materials available to the public?

Failure of any ticket to pass any of the tests will be cause for additional testing. The objective of the additional testing will be to: 

(a) Determine the repeatability and practicality of the method; and

(b) Determine the range of ticket production pools in which the problem is repeated.

If ten percent (10%) or more of the pools within a game are rejected, then the ALC shall be entitled, at its sole option, to reject the 
whole game.

Scientific Games’ ticket construction is designed to withstand (for a specified length of time) 

attempts to alter the play data, prize amounts, or bar code and produce a redeemable winning 

ticket from a non-winning ticket, and/or increase the prize amount on the ticket by methods and 

materials available to the public.

The measures we have in place to minimize and detect ticket alteration and counterfeiting 

attempts are described in Section 3.3, pages 3-181 through 3-199 of our proposal. 

Scientific Games understands that failure of any ticket to pass any of the tests will be cause for 

additional testing. The objective of the additional testing will be to:

(a) Determine the repeatability and practicality of the method

(b) Determine the range of ticket production pools in which the problem is repeated

Lastly, we acknowledge that if ten percent or more of the pools within a game are rejected, then 

the ALC will be entitled, at its sole option, to reject the whole game.
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3.4 GAME PRODUCTION AND PRIZE GUARANTEES
RFP Requirement: A Vendor’s Proposal shall describe the methods and procedures by which it guarantees: That each game is 
printed in conformity with all game specifications included in the Working Papers;

That each game is printed in conformity with the prize structure included in the Working Papers so that prizes will constitute no more 
than the percentage of revenue stated, and percentage of revenue stated, and larger prizes are all present in delivered tickets within 
stated tolerances;

That winning tickets are distributed with no discernible pattern throughout the entire population of a game.

The Successful Vendor will be required to submit, at no additional cost to the ALC, a report by a certified public accounting firm 
relating to agreed-upon procedures for each game’s production, related to the above.

CONFIDENTIAL INFORMATION BEGINS HERE.

On the following confidential pages, we have detailed the methods and procedures by which we 

can guarantee the following critical instant game specifications:

■ That each game is printed in conformity with all game specifications included in the 

working papers

■ That each game is printed in conformity with the prize structure included in the working 

papers so that prizes will constitute no more than the percentage of revenue stated, and 

larger prizes are all present in delivered tickets within stated tolerances

■ That winning tickets are distributed with no discernible pattern throughout the entire 

population of a game

As described in our production methodology in Section 3.0, pages 3-2 through 3-57, the primary 

purpose of the Scientific Games’ game development team is to develop software that will produce 

accurate, secure game data which in turn is imaged on the instant tickets. To meet this objective, 

we have developed a well-defined series of test and audit procedures that ensure to the best of our 

ability that every game is correct.

First, every ticket that is produced by the game generation software is inspected by audit software. 

The audit software is developed by a separate and independent team whose mission is to detect 

potential mistakes made by the generation team. The audit software inspects every character on 

every ticket and rejects any ticket that contains non-conforming ticket data. The software “plays” 

every ticket; records its win status; checks the prize structure; verifies the programming 

parameters and decrypts all validation and bar code data to ensure that it is correct for that ticket; 

and finally, produces a series of reports that are used by internal and external auditors to verify the 

accuracy of the game software.

The audit is therefore the “critical filter” through which all tickets must pass and to the extent that 

we can ensure that this software is indeed a critical and viable filter, we can be assured that all 
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game data is correct. It is therefore a primary goal of the audit process—both internal and 

external—to ensure that the game audit software correctly inspects all ticket data.

Second, we have well-defined internal game audit procedures, and we follow those procedures for 

every game without exception. The Scientific Games team of internal auditors is a deep and 

veteran team that audits 200+ games per month. The average experience level is over 10 years, 

and this team has audited tens of thousands of games for our customers around the world.

In general the internal procedures are designed to ensure that the game software will produce 

game data with the following characteristics:

1. The prize structure must be fully respected. Game audit procedures must confirm that the 

game software produces game data that meets 100% of all requirements of the prize structure. 

This includes assurance that the prizes will constitute no more than the percentage of revenue 

stated and that larger prizes are all present in the delivered tickets within stated tolerances. 

2. The programming parameters must be met. Audit procedures must confirm that games are 

programmed so that every ticket follows all the rules stated in the working papers without 

exception. 

3. The game symbols in the working papers must be the only symbols to appear on the tickets. 

Games are programmed such that the fonts for all game symbols (play symbol data, book/

ticket numbering, validation number, retailer validation codes, and bar codes) are consistent 

with the symbols in the executed working papers without exception. 

Finally, for each game, a series of Agreed-Upon Procedures are performed by the independent, 

professional audit firm of Deloitte & Touche. The procedures are designed to provide redundancy 

to the procedures performed by Scientific Games and they comply with the standards set forth by 

the American Institute of Certified Public Accountants and Canadian Institute of Chartered 

Accountants. These standards, for example, require that the Agreed-Upon Procedures performed 

by the auditor be subjected to several additional quality reviews including a Manager Review and 

a Partner Review.

Deloitte confirms that the game's prize structure is correct and that the correct numbers of prizes 

for all guaranteed levels are delivered to the lottery. Deloitte confirms that all programming 

parameters are met by reviewing game data reports and by verifying a series of test data reports. 

Deloitte challenges any game programming parameter that they feel is questionable; and they 

confirm that all game symbols are set to print correctly. The external audit procedures listed on the 

following page are based on reports and other information provided by game programming. 

p_garbarini
Rectangle



3-239

SECTION 3: Instant Ticket Operations

A. Analysis of the Prize Structure 

Compare the prize structure within the EWPs to the prize structure in the audit program 

reports and/or the end of production prize structure. 

B. Game Programming Parameter Analysis 

Obtain the audit program reports and ticket testing reports from Scientific Games which 

resulted from execution of the audit program. Read the audit program reports and testing 

results and agreed the conformity of both to the game programming parameters as specified in 

the EWPs. 

C. Review of Game Symbols

Obtain the print image report from Scientific Games containing a non-winning ticket and each 

type of winning ticket and compare the appearance of each symbol used to the symbols 

specified within the EWPs. 

Compare the characters in the ticket data record to characters printed in the print image 

reports in Step 1 above and agreed that each character is set to print properly.    

D. Review of the Distribution of Winning Tickets 

Using the chi-squared calculation report results supplied to us by Scientific Games, compare 

the chi-square value to the critical value and found that the chi-square value was less than the 

critical value. The chi-squared value of the random distribution of winning tickets is compared 

to the critical values for: 

1. The last digit of the ticket number

2. The position of the ticket in a logical page of X tickets (if the fanfold size is 1 this criteria 

is not applicable)

3. The position of the tickets in the book

4. The position of the logical page in the book

E. Review of Time Stamps 

Obtain and compare the time stamps of the Audit Program files used to produce the game 

tickets to the final recorded time stamp of the Audit Program at the end of production. In the 

event the time stamps did not agree, obtain additional evidence showing that the difference in 

the time stamps was due to an authorized change. 
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Key points to remember:

■ Scientific Games employs the best and most experienced game programmers in the 

business.

■ Within Scientific Games, all games are produced using a series of detailed checklists as 

the game passes through each programming and audit phase. The checklists provide a 

structure so that all games are produced in a controlled and uniform manner.

■ The Scientific Games game generation system has its own internal audit module that 

checks for every programming parameter as the data is initially created.

■ 100% of all game data—in the actual Kodak Imaging system format and not a preliminary 

ASCII file—is inspected by audit software before the game is allowed to go to press.

■ Within Scientific Games, each game is exposed to multiple stages of review and 

inspection from the initial game generation process to final validation and shipment. 

■ Each game is externally reviewed by the firm of Deloitte & Touche. This review focuses 

on prize structure, programming parameters, game symbols and software management.

■ Annually, Scientific Games invites an independent audit firm to perform a SAS70 review 

of the game development process. This includes the entire programming and audit 

process.The SAS70 audit is designed to document the control procedures in place in 

relation to the stated objective of creating accurate and secure game data.

Scientific Games’ Game Programming uses a proprietary algorithm in the randomization of game 

data. In terms of game data, these routines produce an unpredictable mixture of winning and non-

winning tickets within a pack, within a pool and within the entire game. We augment the random 

nature of this routine with specific programming controls to ensure that no pack would ever 

contain an inordinate number of mid/high level winners. Typically this condition is governed by a 

programming parameter for example (“There cannot be more than one winner of $40 and higher 

per pack.”) intended to ensure the even distribution of mid and high-tier winners throughout the 

game. Both the game generation program and the game audit program would abnormally abort if 

this condition existed in any single pack and the condition would have to be resolved before any 

data could be delivered to the press.

It is also just as important that the randomizer minimize the awareness of the pattern of prize 

distribution noted above (limiting a pack to no more than one winner above a certain prize level). 

We do this by ensuring that any pack is eligible for any top prize so that any retailer is just as 

likely to receive a high-tier winning pack as any other. 
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To document this, we can provide two types of reports to the lottery to prove the even distribution 

of prizes. 

1. First, we have added a Chi-Square Test as part of our audit procedures for each game. The 

Chi-Square Test is a statistical measurement that allows us to assert that the winners and non-

winners are mixed evenly within each pack. This report would prove that no one ticket number 

within the pack (and thus within the game) is more likely to receive a prize than any other. 

2. Second, we can provide the lottery with a quarterly Chi-Square report that would test the 

assertion that no single pack of tickets is more likely to receive a high-tier winner than any 

other. This report would indicate that all retailers (based on a random distribution of packs 

from the warehouse) have an equal chance of receiving a high-tier winning pack.

Scientific Games fully complies with the requirements of Section 3.4 of the RFP. We have 

developed the most comprehensive systems to assure our complete compliance with the lottery’s 

critical game requirements.

3.4.1 WINNER’S FILE

RFP Requirement: The Successful Vendor will submit a computer file containing all prizes for the game, including grand prize entry 
tickets and annuity type prizes, if any. Low tier prizes will be separate from mid and high tier prizes or as specified in the Working 
Papers. The information will include only validation number, play spots, and prize code (prize amount) for the tickets actually produced 
and delivered.

A Vendor should describe all possible secure methods for transmitting the file to the ALC or an online systems Vendor, as may be 
required.

Scientific Games will submit Lottery-approved electronic transfers of data files containing 

information regarding all prizes as specified in the working papers of each game. The information 

will include only validation number, play spots, and prize code (prize amount) for the tickets 

actually produced and delivered.   

Scientific Games offers electronic data transfer of the validation files via SFTP. Using SFTP to 

transfer validations files to our customers reduces delivery time and is more secure. In general, 

this method involves encrypting the validation files and then transmitting them over an encrypted 

file transfer session.
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Benefits of electronic transfer of validation and inventory files:

■ Uses state-of-the-art encryption for the very latest in data security

■ Sends encrypted files via encrypted Secure File Transfer Protocol (SFTP)

■ Gives ability to resolve problems quickly

■ Replaces third-party courier transfer with a faster and more secure electronic transfer 

system

■ Nullifies the possibility of third-party interception or damage

Scientific Games will work with the ALC’s system vendor to produce Winner’s File reports and 

computer files that meet the specifications of the Lottery’ central system.

CONFIDENTIAL INFORMATION ENDS HERE.
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3.5 WAREHOUSING OF NEW TICKETS, PROMOTIONAL 
ITEMS, AND POINT-OF-SALE ITEMS (POS)

RFP Requirement: The Successful Vendor will be responsible for the storage of new tickets from the time they are printed until they 
are distributed to retailers or the ALC’s district offices. Facilities, organization, and procedures must be designed to ensure the 
security and integrity of the games.

Vendors shall submit a warehouse-staffing plan, including the resume of the perspective warehouse manager.

Procedures and controls must be in place to ensure the confidentiality and integrity of game information. In particular, printing 
systems and data must not be accessible to those involved in the warehousing activities and vice versa. A Vendor shall specify the 
methods and carriers by which packaged tickets are to be transported from the Vendor’s plant to the warehouse.

The warehouse must contain a minimum of nine thousand square feet (9,000 sq. ft.) of secured space for use by ALC. The 
warehouse must contain a minimum of four thousand square feet (4,000 sq. ft.) of secured, segregated space for ALC point-of-sale 
and premium items, supplies, and other items that are intended for delivery to Retailers and other marketing events.

The minimum requirement of four thousand square feet (4,000 sq. ft.) of secured, segregated space for ALC described in this 
Paragraph shall be in addition to the requirement of nine thousand square feet (9,000 sq. ft.) of secured warehouse space for use by 
ALC.

The Contractor is responsible for and must maintain an inventory control system for ALC point-of-sale material, ticket dispensers, play 
stations, promotional items, and other similar items that are stored in the ALC portion of the central warehouse facility. The Contractor 
must provide shelving necessary to store these items in an organized manner. A vendor must describe the procedures and controls 
which will ensure adequate supervision and control of regular point-of-sale (POS) and premium items, supplies, and other materials 
intended for delivery to the required self-storage facilities and stored in the ALC space at the warehouse and that inventory will be 
restricted and checked periodically. Three (3) lockable offices must be provided, with the aggregate space for all three (3) being in the 
range of one thousand five hundred square feet (1,500 sq. ft.) to one thousand eight hundred square feet (1,800 sq. ft.) (roughly two 
hundred fifty square feet (250 sq. ft.) to three hundred square feet (300 sq. ft.) per office, a six hundred square foot (600 sq. ft.) 
conference room and normal common areas such as hallways and restrooms). Reasonable variations from this standard or range will 
be acceptable but must be explained in detail in the proposal. The Contractor is expected to provide basic up-fitting for each of the 
three (3) office areas that is suitable for general office space, one that is appropriate and adequate for a commercial setting with 
proper heating and air conditioning with reasonable access to restroom facilities. Walls should be finished and carpet or tile flooring is 
acceptable. Phone lines should be provided for each office and basic office furniture must be provided. Office and conference rooms 
shall contain computer network wiring, Internet access and a connection to the central gaming system.

The minimum requirement space for the three (3) lockable offices described in this paragraph shall be in addition to the minimum 
square footage listed in Paragraph 3 of this Section."

The warehouse may not be located within a fifty-year flood plain. The warehousing space must contain, at a minimum, a loading bay 
or ramp to receive delivery of tickets from tractor trailer trucks, backup electrical generation capability, fire protection, security, and 
concrete block or brick masonry walls. The warehouse space must also have adequate environmental control systems to allow 
storage of instant tickets for up to twenty four (24) months with no degradation in instant ticket quality.

The Proposal must address the requirements set out above and must include:

● A Description of the Security Controls, including the Access Control System(s) and Procedures;
● Security Equipment and Procedures;
● Intrusion Detection and Monitoring Equipment and Procedures; and
● Fire Prevention and Detection, and Flood Detection
All procedures and controls must be approved by ALC. The proposed location of the warehouse must be in Pulaski County, Arkansas, 
or a contiguous county, and it must be approved by the ALC.

Scientific Games is the originator of the Cooperative Services Program (CSP) that came to be the 

industry standard by which all lottery warehousing and distribution programs are modelled on and 

measured against as the “gold standard.” 

We created this warehousing/distribution model based not only on the physical aspects of instant 

game inventory control and distribution but combined these elements with the critical marketing/

sales management component that ensures effective ticket volumes at retail. Along with key sales 

performance information that helps both retailers and lottery sales representatives grow the instant 
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game sales year after year, Scientific Games’ overall marketing support combines with logistical 

experience, and experienced on-site management team to deliver world-class instant game 

warehousing and distribution technology for the ALC.

Scientific Games agrees to responsibly store tickets from 

the time they are printed until they are distributed to 

retailers or the ALC’s district offices. Throughout the 

following sections, we detail our facilities, organization 

and procedures that are designed to ensure the security 

and integrity of the games.

WAREHOUSE STAFFING PLAN

Our proposed warehousing operation is separate and 

independent from our printing operation. This separation 

provides additional security for ALC operations. The organization chart of our proposed 

warehouse staffing plan, provided in Figure 3-111, shows the reporting structure for the 

warehouse operation. The resume of our perspective warehouse manager, Jason Edgmon, is 

provided here.

Based on our experience in warehousing and distributing instant ticket games for our lottery 

customers, we are proposing the following roles.

STAFF POSITION NUMBER OF EMPLOYEES 

General Manager 1

Product Manager 1

Administrative Assistant 1

Warehouse/Security Manager 1

Packing/Returns Clerks 5

TOTAL 9

1 General Manager – Responsible for all daily CSP/warehouse activities

1 Warehouse/Security Manager – Oversees the entire warehouse and distribution operation

1 Product Manager– Analyze and track sales and inventory, assist with working papers, and 
game planning

Figure 3-110: Arkansas Facility
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Our proposed Warehouse/Security Manager, Jason Edgmon, will have total responsibility for the 

day-to-day operation of the warehousing and distribution operation. 

Under his supervision will be the warehouse clerks. They will ensure a steady flow of ticket 

inventory and supplies for each packaging line and will pick and pack ticket orders to ensure 

prompt delivery to ALC retailers within two business days of order placement. An organizational 

chart showing the proposed staff is provided in Figure 3-111.

1 Administrative Assistant – Oversees the clerical and human resources functions of the site

5 Packing/Returns Clerks – Pick and pack orders, restock and maintain clean work stations, 
process and store ticket returns and other general warehouse duties
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JASON EDGMON
ALC WAREHOUSE/SECURITY MANAGER

Contract Role
Mr. Edgmon will be responsible for the management of warehouse
and distribution operations for the ALC. He will provide effective
management of the staff to ensure timely distribution of product
within the standards of customer, following all policies, procedures
and contract obligations.

Summary

Mr. Edgmon is a six year veteran of the lottery industry. He was part of the Arizona lottery start-up team
and has also assisted with start-ups and/or conversions for the New Mexico, Oklahoma and Georgia
lotteries. He held various management positions prior to joining Scientific Games in December 2002.
Before joining Scientific Games in 2002, Mr. Edgmon served four years at MTN Sunbelt in many roles,
including warehouse manager as well as sales representative.

Relevant Experience

2007-Present, Scientific Games – Manager, Sales and Distribution (Arizona Lottery)
■ Directly assists general manager with sales and distribution functions
■ Consults with Lottery management on sales, distribution and security issues
■ Responsible for support and guidance of sales strategies
■ Hiring, training, scheduling and supervising all staff
■ Interface with UPS to resolve issues and schedule services
■ Provide leadership, direction and motivation for CSR/sales and warehouse team to ensure full

customer satisfaction in the execution of the Games Management System which includes management
of all day-to-day activity for all employees

2002-2007, Scientific Games – Distribution Manager (Arizona Lottery)
■ Oversaw warehouse operations on a day-to-day basis through supervision of the pick/pack operation;

enforcement of policies and procedures pertaining to the warehouse operation
■ Assisted the general manager in managing the revenue and budget responsibilities for the site
■ Interfaced with vendors to ensure that ample supplies of warehouse consumables are maintained;

included ordering and tracking
■ Maintained accurate records on shipping totals, consumable inventory, shipping and receiving, plant

maintenance and other reports as assigned

1999-2002, MTN Products – Warehouse Manager
■ Supervision of warehouse and delivery drivers; ship and track product via UPS, FedEx online and

various freight companies; responsible for all incoming product transfers and outgoing shipments and
deliveries; order and or purchase new products with accountability for inventory of all product and
supplies; assisted with phone sales as well as will call sales

Education/Certifications

■ Westwood High School 
■ Naumann Hobbs Forklift Certification (7/13/07), Federal Discrimination Statutes Training (10/31/03),

Electrical Safety - Subpart S Training (6/5/08) and OSHA Training - General Industry (6/5/08)
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Figure 3-111: Arkansas CSP Staff

General Manager

SCOTT ROSS

Administrative Assistant

TBD

Warehouse & Security Manager

JASON EDGMON

WAREHOUSE CLERKS (5)

Product Manager

BEN BAUMAN

Arkansas CSP Staff
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Scientific Games understands that all procedures and controls will be approved by the ALC. The 

proposed location of our warehouse is in Pulaski County, Arkansas or a contiguous county and 

will be approved by the ALC.

PROCEDURES AND CONTROLS

Description of Security Controls

We constantly strive to ensure that all of the facilities we construct and/or use are completed and 

operated in a manner that satisfies the most stringent of safety, security and environmental 

control requirements. We couldn’t adequately secure your future operations if the facilities we 

occupy and build-out did not meet and exceed industry standards.

Our proven approach to security uses a variety of security systems including, but not limited to, 

card access, locks and surveillance systems to prevent unauthorized entry to sensitive areas of the 

facility by visitors and other site support personnel. Access to critical areas is limited to 

individuals who require entry based on their respective job responsibilities. Additionally, all head-

end portions of the security system are located in a locked and secure environment within the 

facility. Access to the security systems at the facility is limited to lottery-authorized personnel, the 

general manager, or warehouse manager. Access to this location is monitored on both video and 

access control systems. The ALC site will be monitored 24 hours per day.

Building Codes – We always adhere to, and frequently exceed, current industry standards and 

local building codes when constructing our facilities. All physical areas we construct will comply 

with all state and local building codes for facilities similar to the central site. Proper permits and 

inspections will be obtained by Scientific Games.

Facility Security Components

The goal of our CSP facility design is to achieve a secure, safe and efficient work environment 

and to deter, detect, delay, deny, defeat and document likely physical threats against our business 

operations. We will employ state of the art digital systems, physical barriers, devices and 

technologies that are best suited to protect our proposed CSP facility and its business operations. 

The security director of Scientific Games’ U.S. instant products division is involved in each CSP 

facility selection process. He also designs and installs life safety and security systems. Area 

crime, weather and environmental risk assessments, as well security structural design 

modifications, are a crucial part of every new CSP facility location selection and build-out.
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The proposed distribution center will be comprised of a secure entry lobby, administrative office 

space, secure data and communications room, warehouse, packaging operation, shipping/

receiving area, a restricted product storage area, critical utilities and substation areas. 

Scientific Games will install physical and psychological barriers that reasonably deter, detect, 

delay or defeat forced entry attempts and provide a reasonable response window for police. 

Devices are also used to mitigate threat against vulnerable points such as rooftop access ladders 

and demising walls and to protect critical utilities from accidental or intentional harm (storeroom 

function interior locks, security hinge perimeter doors, roof entry barriers, protective bollards, 

shock/vibration/tamper sensors and signage are standard in all CSP facility installs).

SECURITY EQUIPMENT AND PROCEDURES

Our proposed picking and packing procedures and controls have been in use in the industry for the 

past 24 years. To preserve the integrity of our operation and the Lottery’s instant games, we will 

organize the warehouse into four distinct areas:

1. Instant ticket inventory storage, including racks

2. Instant ticket staging area for pending orders

3. Packing station with racks/tables for pending orders

4. Courier station for completed, packaged orders waiting courier pick-up

INTRUSION DETECTION AND MONITORING EQUIPMENT AND PROCEDURES

Proposed Warehouse Security System

A digital intrusion detection system with control panel and LCD screen key pads at the sites front 

and rear entry doors will be installed. A digital life safety system with all appropriate, 

environmental detection sensors, horn strobes and manual pull stations will also be installed per 

NFPA regulations and local code. 

The systems will be linked to a Central Monitoring Station service provider via one dedicated dial 

out line and a cellular back up connection. A personnel notification list with authorization codes 

and passwords will be established with the service provider and maintained and updated by 

Scientific Games’ corporate security. A communication test will be conducted monthly and 

equipment will be tested at least once a year as part of the Security Directors’ site audit. System 

status and event reports will be sent monthly to Scientific Games’ corporate security for review 

and follow up as needed. 
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A formal response plan for intrusion, fire and other workplace disruptions will be established for 

business and after hour incidents using key CSP site staff members and may include a retainer 

agreement with a private security company that can be called on for quick response and a 

sustained physical security presence in the event it is required. 

These systems perform as follows:

■ Provide an occupied, unoccupied and zoned alarm system

■ Detection and notification of egress through perimeter doors

■ Detection and notification of sound and shock conditions that indicate broken perimeter 

glass

■ Detection and notification of occupancy or activity/motion in the facility after set closing 

times

■ Detection and notification of authorized system arming and disarming

■ Detection and notification of unusual opening or closing times

■ Detection and notification of system faults, power faults, communications faults and 

system tamper alarms

Emergency exit only perimeter alarms activated at the facility will also cause strobes to alert 

personnel throughout the facility (both visibly and audibly).

All fire and burglar alarm signals are transmitted to a UL-approved CMS. Signals are sent via a 

dedicated analog telephone line and a back-up cellular line which will automatically become the 

default line used to transmit signals should local telephone service be disrupted.

Shock/frequency initiated glass break sensors are installed on all perimeter glass and any interior 

glass that is part of a physical barrier into a controlled area. All perimeter doors and overhead 

doors are alarmed via door contacts. The site space and all interior areas of approach are covered 

by infrared and or microwave motion detectors appropriately installed so that they are not blocked 

or nullified by common warehouse storage activities and materials.

Digital Access Control System – Scientific Games will install an IMPRO IXP version series, 

digital access control system at our Arkansas warehouse. System components used in the install 

and later service needs will be contracted through a local certified dealer. Proximity card/key FOB 

capable readers will be used to ingress/egress perimeter doors, holding areas, critical data and 

communication rooms.   



3-254

SECTION 3: Instant Ticket Operations

The system will have it’s own UPS capable of providing 12 hours of continued function before 

needing to be placed on the sites back up generator power. 

No Request to Exit (REX) devices will be installed at critical perimeter points so that inadvertent 

motion does not result in a site breach. Only controlled release devices or valid card reads will be 

used to egress perimeter doors. 

24/7 communication with and monitoring of the access system from Scientific Games’ security 

headquarters in Alpharetta shall be established via dedicated line, with appropriate bandwidth, 

dial up connection and RS 232/ RS 485 data conversion devices. 

Digital Surveillance System – Scientific Games will install high resolution color cameras 

equipped with 4mm to 8mm lenses, 1 one terabyte IP addressable DVR with 90+ day video 

storage capability, to cover key CSP site activities, restricted areas, all perimeter entry ways to 

include roll up doors and key interior and exterior areas of approach. Exterior cameras will be 

properly housed and equipped with heater/blower units as needed to maintain normal operation 

during expected temperature extremes in the area. The surveillance system will be set up for 

optimum live stream viewing and allocated frames per second recording rates and or activation 

based on motion detection, event or predetermined schedule. 

Scientific Games will install and configure the system to allow for surveillance of the CSP site by 

the ALC and by security workstations in Alpharetta, Georgia via LAN/WAN and password 

protected connection. Scientific Games will provide the ALC with customized viewing software 

for distortion free and digitally enhanced playback capabilities. Should ALC require other than 

LAN/WAN connection, Scientific Games will install the appropriate RS232/RS485 data 

conversion devices on all alternate line ends. 

FIRE PREVENTION AND DETECTION, AND FLOOD DETECTION

Burglar and Fire Alarm Systems

Supervised, monitored burglar and fire alarm systems will be provided for the protection of the 

physical site(s). All systems will meet/exceed state and local fire safety regulations. The alarm 

systems (or their equivalent) are as follows:

■ Fire control panels

■ Dual-technology motion sensors

■ Glass break detectors

■ Armored and concealed magnetic door contacts



3-255

SECTION 3: Instant Ticket Operations

These systems perform as follows:

■ Detection and notification of system faults, power faults, communications faults, smoke, 

heat, fire suppression system flow and ground water alarms, system tamper alarms

■ Appropriate water detection and temperature sensors are installed to monitor 

environmental threats against critical system servers

■ Appropriate smoke and heat detection sensors, horn/strobe alarms and manual pull 

stations are installed

All Scientific Games’ personnel are trained on their life safety responsibilities in accordance with 

established policy and procedure for the site and its operations. 

Duress Switch(es) – The duress switches are either stationary, or remote units that can be 

activated by the user. The duress switch, if activated, will send a signal to both the central 

monitoring station and the security administrator's office. Locations will be mutually determined 

by the ALC and Scientific Games.

Fire Prevention and Detection and Flood Detection

General Facility Fire Suppression – The following are installed or will be modified at the facility 

as part of our standard fire suppression and protection program:

■ Smoke detectors

■ Various fire extinguishers

■ Alarm to monitor the post indicator valve (PIV)

■ An exterior fire/burglar audible alarm

■ Fire Control Panels

■ Modify/upgrade water suppression system to local code and NFPA regulations

Alpha/numeric keypads will be positioned inside the main lobby and any other ingress/egress 

points. Based on the authorization of the person working the keypad, various portions or the entire 

building can be armed. The system will be minimally configured as follows:

■ Monitor perimeter and overhead doors with door contacts

■ Use sound discriminators to protect all perimeter windows

■ Use motion and glass break detectors to protect areas as required throughout the facility

■ Utilize an authorized opening and closing schedule
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All fire, burglar alarm signals, water bug devices, environmental temperature devices, and all 

alarm and trouble signals will be transmitted to a UL-approved central monitoring station (CMS). 

While these signals typically utilize a dedicated and monitored telephone line for transmission, 

We will also install a back-up cellular system, which will be used to transmit these signals should 

normal telephone service be disrupted.

The life safety system also informs monitoring personnel of its operating status, if it has been 

tampered with, or if it has become inoperable for any reason.

Automatic Fire Extinguishing Systems – The warehouse will be protected by the Fire Marshall, 

and the National Fire Prevention Association requirements. 

A water and moisture detection system will also be installed for protection from water hazards, 

this system is an integral part of our overall facility protection plan. This system will be connected 

to our central alarm system and will sound an alarm should any moisture be detected in the floor 

areas. 

Smoke and flame detectors continuously monitor all fire suppression systems. These systems will 

be installed and maintained as specified by applicable National Fire Prevention Association 

(NFPA) and State Fire Marshal Standards. Fire extinguishers are also distributed throughout the 

facility.

Fire Extinguishing System Alarms – When triggered, the automatic fire extinguishing system is 

equipped with alarms that sound locally and at a constantly attended location on or off the 

premises (such as a central station fire department or other location acceptable to the ALC). If the 

alarm system becomes inoperable, a visible or audible indicator reports such condition. The 

system also monitors extinguishing system valves to indicate unauthorized tampering or closing.

All fire detection, protection, and suppression systems will be linked to a remote monitoring 

facility staffed by trained personnel from a UL-approved CMS. Additionally, all personnel at the 

facility will be trained as to how to react in accordance with policy and procedures. Additional 

training is traditionally held in cooperation with the local fire marshal and instructors from 

Scientific Games.

In the event of an alarm, the central monitoring station will notify the local fire and police 

department. Alarms activated at the facility will also cause the other alarm systems to alert 

personnel throughout the facility (both visibly and audibly). The alarm system also constantly 

informs monitoring personnel of the operating status or if any part of the system has been closed, 

tampered with, or becomes inoperable for any reason.



3-257

SECTION 3: Instant Ticket Operations

All related mission-critical support areas will be separated from other areas using non-

combustible material and construction with at least a two-hour fire-resistance rating from floor to 

upper deck.

Water Detection System – Scientific Games will provide a water detection system connected to 

the primary alarm system. Water detection devices will be placed in the critical areas of the 

building. Upon activation, an alarm signal is sent to the warehouse manager’s office. These 

devices are used to detect water in such areas where water can cause critical damage to the 

systems and inventory.

LOCATION/FACILITY SIZE

Our proposed warehouse facility dedicated to the ALC is located at 12120 Colonel Glenn Road, 

Little Rock, Arkansas 72210, only 10 minutes away from downtown Little Rock and 15 minutes 

from the Little Rock airport. This facility meets our criteria for accessibility, security and 

expansion.

Scientific Games’ proposed central warehouse, of approximately 30,000 square feet for our 

instant ticket warehousing and distribution system, will be divided into office space, and 

warehouse operations space.

After we make our improvements to the property, this facility will meet or exceed industry 

standards and comply with all state and local building codes, laws, rules and regulations for 

facilities of this type. The facility has adequate ceiling height for sufficient minimum clearance to 

meet state and local code and will be built out to incorporate all the required security measures.

The proposed facility is in a prime location ten minutes from downtown Little Rock and 15 

minutes from the Little Rock airport. This is an ideal location to serve as a receiving point for, and 

subsequent distribution of, instant tickets.

Figure 3-112 provides a proposal floor plan for the warehouse, with a layout for ticket storage 

and packaging.
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Figure 3-112: Proposed Floor Plan 
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PROPOSED WAREHOUSE FLOOR PLAN

For most of our contracts where we house and distribute lottery tickets, and in keeping with an 

efficient economy of scale, we have decided to centralize all related functions. 

The final design of the facility, including the security specifications, will be submitted to the ALC 

for review and approval upon contract award. We will maintain the site at all times in accordance 

with the highest industry practices and standards. 

Warehouse Space

If selected as the successful vendor, Scientific Games will maintain an inventory control system 

for ALC point-of-sale material, ticket dispensers, play stations, promotional items, and other 

similar items that are stored in the ALC portion of the central warehouse facility. We will provide 

shelving necessary to store these items in an organized manner. Within this section we describe 

Scientific Games' procedures and controls which ensure adequate supervision and control of 

regular point-of-sale (POS) and premium items, supplies, and other materials intended for 

delivery to the required self-storage facilities and stored in the ALC space at the warehouse and 

that inventory is restricted and checked periodically. Three lockable offices will be provided, with 

the aggregate space for all three being in the range of 1,500 sq. ft. to 1,800 sq. ft. (roughly 250 sq. 

ft. to 300 sq. ft. per office, a 600 sq. ft. conference room and normal common areas such as 

hallways and restrooms).

Scientific Games understands and agrees that reasonable variations from this standard or range 

will be acceptable but must be explained in detail in the proposal. If selected as the successful 

vendor, Scientific will provide basic up-fitting for each of the three office areas that is suitable for 

general office space, one that is appropriate and adequate for a commercial setting with proper 

heating and air conditioning with reasonable access to restroom facilities. Walls will be finished 

and carpet or tile flooring will be provided. Phone lines will be provided for each office and basic 

office furniture will be provided. Office and conference rooms will contain computer network 

wiring, Internet access and a connection to the central gaming system. Scientific Games 

understands and will provide three lockable offices with square footage that is in addition to the 

13,000 sq.ft. of secured space, and segregated space that is required by the ALC.

Scientific Games' proposed warehouse is not located within a 50-year flood plain. The 

warehousing space contains a loading bay to receive delivery of tickets from tractor trailer trucks, 

backup electrical generation capability, fire protection, security, and concrete block or brick 

masonry walls. The warehouse space also features environmental control systems to allow storage 

of instant tickets for up to twenty four (24) months with no degradation in instant ticket quality.
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Our physical site will comply with all state and local building codes for facilities of this type, 

including specifications to meet Americans with Disabilities Act (ADA) requirements. Proper 

permits and inspections will be secured by Scientific Games.

Entrance(s) to our facility will be secure and limited to Scientific Games’ and ALC personnel as 

authorized by the ALC. Locking devices will be installed on all doors or entry points, including 

doors providing access to receiving and loading platforms. Emergency exit doors will be equipped 

with alarms. Burglar and fire alarms will also be provided. Scientific Games will be responsible 

for the alarm system, door access, fire alarm, maintenance and storage of such equipment. A card 

access system will be installed at entrances to the communications room and other secure areas as 

designated by the ALC. All security systems will be approved in advance by the ALC and 

controlled by the Lottery security unit. Our facility will be equipped with video cameras at 

locations mutually agreed upon by Scientific Games and the ALC. A secure room will be 

furnished to the ALC which will include equipment and a security monitoring system. The 

proposed VCR(s), or other comparable system, is capable of recording all activity captured by 

video cameras in the facility. Our proposed warehouse facility will be climate controlled to avoid 

extreme temperature and humidity levels in the storage of instant tickets.

Scientific Games will store and distribute instant game tickets as well as game-specific point-of-

sale materials such as oversized tickets and void samples. Our facilities, organization and 

procedures ensure the security and integrity of your games. Our procedures and controls are in 

place and are field proven around the world to ensure the confidentiality and integrity of game 

information.

TRANSPORTATION METHOD/CARRIERS

The Scientific Games warehouse employs strict ISO procedure guidelines for receiving instant 

games from our printing operations in Alpharetta, or a secondary contractor. Scientific Games 

will contract with a transportation company capable of providing licensed, bonded, and insured 

drivers to transport the tickets in sealed, exclusive-use trailers. Making sure that tickets arrive 

safely, securely and in a timely manner is very important to the image of the Arkansas Lottery and 

Scientific Games.

The tickets from Alpharetta will be shipped via courier, on trailers that are inspected by Scientific 

Games security personnel in Alpharetta, Georgia. The trailers are inspected for defects or unsafe 

conditions prior to the shipment being loaded. The shipment is placed on the trailer, along with 

supporting paperwork, inventory DVD, and manifest. The trailer is sealed and transported non-

stop to the Arkansas facility of Scientific Games.
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Upon arrival at the warehouse, the trailer is inspected by the Warehouse Manager. The seal is 

noted to be intact, and the manifest notated. Any discrepancies in the paperwork are noted and the 

Alpharetta plant security and distribution personnel notified. This process will also apply to any 

secondary contractors. We will work with the secondary contractors to establish or incorporate 

their existing procedures into this process. The seal is broken by the warehouse staff, then the 

shipment is off-loaded, staging the shipment until it is verified against the paperwork. If the 

shipment includes agents samples, these are taken to a separate point from the regular shipment. 

Once the shipment has been verified including number of pallets, and checked for damage, the 

driver is permitted to leave.

The shipment including game and pallet count, courier and date is entered into a “receiving log” 

by the person receiving the shipment. The shipment is entered into the inventory books in the 

warehouse and the shipment is put into the bays awaiting the “loading” process. 

The Bill of Lading is retained and filed by the warehouse manager.

Shipments other than tickets are handled much the same way, with the contents being verified by 

a warehouse clerk, notated on the Bill of Lading, and entered into the receiving log.

3.6 TICKET INVENTORY CONTROL AND MANAGEMENT
RFP Requirement: The Proposal must provide a plan to ensure that an adequate supply of tickets is always available for distribution. 
Status reports must be routinely given to the ALC.

As per ALC-090001, Online Lottery Game Services and Lottery Gaming System and Services, 

Section 3.3 Telemarketing and Ticket Ordering and Inventory Control System, Scientific Games 

understands that all instant ticket management systems and computer equipment (hardware, 

software, and communications) required to conduct the pick and pack and ticket return activities 

for instant ticket games in the proposed Little Rock warehouse will be provided and installed by 

the successful online system vendor.

As a separately priced option, Scientific Games can implement for the proposed Little Rock 

warehouse facility the state-of-the-art SciTrak™ warehousing and distribution software system 

that is currently in use with such lotteries jurisdictions as Florida and Pennsylvania. Our SciTrak 

system can interface with any online system vendor’s equipment and will be able to provide 

effective instant ticket game reporting and control functions to enable the most secure and 

efficient warehouse and distribution process for the Arkansas Lottery. We have provided separate 

pricing for the SciTrak instant ticket game warehouse and distribution management system in our 
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optional product and services pricing section utilizing the Official Price Proposal Sheet. With the 

selection of the SciTrak instant ticket management system, there would be an adjustment to the 

originally submitted Scientific Games project implementation schedule to reflect this additional 

implementation.

Scientific Games will work closely with the Arkansas Lottery to ensure that adequate supplies of 

tickets are always available. Scientific Games monitors ticket inventory quantities and ticket 

movement in order that potential stock-out or oversupply conditions can be quickly identified and 

managed.

Below, Scientific Games describes our proposed inventory control and management systems.

REPORTS

In order that the ALC is able to effectively manage ticket supply, Scientific Games will provide 

regular reports and briefings including, but not limited to, the following:

■ A daily inventory report, indicating the total number of tickets on hand and the number of 

tickets available for sale for each active instant ticket game.

■ A weekly report, indicating the projected dates on which the current supply of tickets for 

all current instant ticket games will be exhausted.

■ A daily report on shipments to retailers to determine whether orders were fulfilled within 

two business day and to determine the number of returned shipments and the reason(s) 

associated with the return. This report is to reconcile receipt of inventory with retailer 

orders placed from the online vendor’s system.

INVENTORY REPORTING

Scientific Games will work with the ALC to ensure adequate supplies of tickets are always 

available. We will monitor ticket inventory quantities and will utilize the online vendor’s system 

to generate the reports required by the ALC. 

Scientific Games is positioned to control inventory more accurately because we will also advise 

on the instant game marketing and game plans through our senior regional director, Toben Molica. 

This collaboration with the ALC and our operations staff in Arkansas allows for close 

coordination with the warehouse and distribution operation to more accurately predict game 

quantities based on research and more flexibility to re-order games before a stock-out occurs.



3-265

SECTION 3: Instant Ticket Operations

Figure 3-113 is an example of a monthly status report which we provide and Figure 3-114 

represents a sample of an internal shipping report. 

Figure 3-113: Monthly Shipping Information

June

Date Weight Packages Packs Packs /pkg

6/1/2008 9,926 569 4,689 8.24

6/2/2008 3,336 573 4,444 7.76

6/3/2008 3,052 503 4,055 8.06

6/4/2008 2,837 507 3,545 6.99

6/5/2008 225 36 327 9.08

6/6/2008

6/7/2008

6/8/2008 3,370 551 4,401 7.99

6/9/2008 3,252 561 4,356 7.76

6/10/2008 3,307 516 4,256 8.25

6/11/2008 2,677 489 3,265 6.68

6/12/2008 132 26 149 5.73

6/13/2008

6/14/2008

6/15/2008 3,314 559 4,461 7.98

6/16/2008 3,093 573 3,985 6.95

6/17/2008 3,217 522 4,276 8.19

6/18/2008 2,797 517 3,478 6.73

6/19/2008 165 35 226 6.46

6/20/2008

6/21/2008

6/22/2008 3,790 610 5,174 8.48

6/23/2008 3,518 568 4,666 8.21

6/24/2008 3,599 556 4,930 8.87

6/25/2008 2,880 513 3,703 7.22

6/26/2008 78 18 115 6.39

6/27/2008

6/28/2008

6/29/2008 3,548 672 5,149 7.66

6/30/2008 3,556 749 5,196 6.94

Daily Totals 65,669 10,223 78,846 7.71

New Game Shipped May 1,763 5,919 3.36

Monthly Totals 11,986 84,765 7.07

New Game Packed June 1,755 7,021 4.00

Monthly Shipping Information

June New Game Packed will not ship until July and is not included in the monthly 
shipping totals
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Figure 3-114: Internal Shipping Report
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3.7 DISTRIBUTION OF TICKETS FROM OTHER VENDORS
RFP Requirement: The Successful Vendor may be required, up to seven (7) times a year, to package, warehouse, and distribute up 
to seven (7) instant ticket games per year purchased by the ALC from other Vendors, which will include as part of their bid price up to 
three (3) licensed properties of the ALC choice each year of the contract. If the ALC does not elect to use any or all of the licensed 
properties in any given year of the contract, usage will not roll over to subsequent years. These tickets will be distributed along with 
the Successful Vendor’s tickets, and the Successful Vendor will not be reimbursed for warehousing and distributing these tickets, nor 
will they be paid a percentage of sales, when the tickets are sold.

Scientific Games agrees that, up to seven times a year, we may be required to package, warehouse 

and distribute up to seven instant ticket games per year purchased by the ALC from other vendors, 

which will include as part of our bid price up to three licensed properties of the ALC’s choice 

each year of the contract. These tickets would be distributed along with Scientific Games tickets.

Scientific Games understands that if the ALC does not elect to use any or all of the licensed 

properties in any given year, usage will not roll over to subsequent years. We acknowledge that 

these tickets will be distributed along with the successful vendor’s tickets and Scientific Games 

understands that, if selected as the successful vendor, we will not be reimbursed for warehousing 

and distributing these tickets, nor will we be paid a percentage of sales when the tickets are sold.

Our proposal is based upon the sales performance model that the possible seven games from other 

vendors will represent no more than five percent of the annual overall instant ticket sales during 

the first two years of sales. The two years shall be measured starting from the time instant ticket 

sales begin in October 2009.

After the first two years of sales, our proposal is based upon the sales performance model that the 

possible seven games from other vendors will represent no more than 15% of the annual overall 

instant ticket sales.

3.8 TICKET ORDER PACKAGING
RFP Requirement: The Successful Vendor will responsible for the filling and packing of ticket orders. The procedures to be used 
must focus on the need for security, integrity, efficiency, and accuracy.

The Successful Vendor may be required to include additional materials, at no additional cost to the ALC, in packages containing 
tickets to be delivered to Retailers.

The Proposal must contain a detailed plan for the packaging of tickets for delivery to retailers. It should address all aspects of the 
operation including:

● Staffing and organization;
● Physical layout of packing area;

The amount of training that would be provided to staff;
● Hours of operation during the week, on week-ends, and during holiday periods;\
● Picking and packing procedures and controls; and
● Packing materials.
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As per ALC-090001, Online Lottery Game Services and Lottery Gaming System and Services, 

Section 3.3 Telemarketing and Ticket Ordering and Inventory Control System, Scientific Games 

understands that all instant ticket management systems and computer equipment (hardware, 

software, and communications) required to conduct the pick and pack and ticket return activities 

for instant ticket games in the proposed Little Rock warehouse will be provided and installed by 

the successful online system vendor.

As a separately priced option, Scientific Games can implement for the proposed Little Rock 

warehouse facility the state-of-the-art SciTrak warehousing and distribution software system that 

is currently in use with such lotteries jurisdictions as Florida and Pennsylvania. Our SciTrak 

system can interface with any online system vendor’s equipment and will be able to provide 

effective instant ticket game reporting and control functions to enable the most secure and 

efficient warehouse and distribution process for the Arkansas Lottery. We have provided separate 

pricing for the SciTrak instant ticket game warehouse and distribution management system in our 

optional product and services pricing section utilizing the Official Price Proposal Sheet. With the 

selection of the SciTrak instant ticket management system, there would be an adjustment to the 

originally submitted Scientific Games project implementation schedule to reflect this additional 

implementation.

Scientific Games will fill and pack ticket orders for delivery to the ALC’s retailers from our 

facility in Little Rock.

Scientific Games is the industry’s most experienced vendor in starting up instant lottery 

warehousing and distribution operations. We introduced this service to the industry in 1985 for the 

New York State Lottery. Since then, we have distributed billions of instant tickets to lottery 

retailers, including our newest start-up customers, the China Sports Lottery in 2007, the 

Oklahoma Lottery in 2005, and the Tennessee Lottery Corporation in 2004.

Utilizing ISO9001-2000 procedures, Scientific Games’ ticket order packaging methodology is 

designed to fill and pack ticket orders for the ALC with a focus on the highest level of security, 

efficiency, integrity and accuracy. Figure 3-115 represents our current ISO certification that will 

be employed at the Little Rock warehouse.
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Figure 3-115: ISO 9001 Certification
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ADDITIONAL MATERIALS

Scientific Games agrees to include additional materials, at no additional cost to the ALC in 

packages containing tickets to be delivered to retailers.

PACKAGING

Below, we provide our plan for the packaging of tickets for delivery to retailers. We have 

addressed each element in the order identified in the RFP.

PACKAGING OF TICKETS - DELIVERY TO RETAILERS

Staffing and Organization

Whether operating our own proprietary instant ticket distribution system (as an option) or using 

another online vendor’s system, Scientific Games can exceed all ALC requirements regarding 

warehousing and distribution. We will accomplish this by hiring qualified and experienced staff 

led by our proposed Warehouse Manager, Jason Edgmon. Jason is an experienced lottery 

professional who will transfer from our Phoenix, Arizona CSP operation. Jason has assisted in 

starting up instant warehouse and distribution operations for our lottery customers in Arizona and 

New Mexico.

Scientific Games proposes the following staff positions as illustrated in the following table.

Warehouse Staffing Plan

The organization chart of our proposed warehouse staffing plan, provided in Section 3.5, page    

3-249, shows the reporting structure for the warehouse operation. The resume of our perspective 

distribution manager, Jason Edgmon is provided in Section 3.5, page 3-247 and Appendix 3. 
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As discussed earlier in Section 3.5, pages 3-244 through 3-249, we are proposing the following 

roles, based on our experience warehousing and distributing instant ticket games for our lottery 

customers.

Our proposed distribution manager, Jason Edgmon, will have total responsibility for the day-to-

day operation of your warehousing and distribution operation. 

Under his supervision will be the warehouse clerks. They will ensure a steady flow of ticket 

inventory and supplies for each packaging line. 

Physical Layout

Figure 3-116 illustrates our proposed physical layout of the distribution center. The layout 

provides a logical flow of stock from racking to packaging and finally to shipping stations. The 

space is expandable and can be reconfigured if deemed necessary.

DEPARTMENT NUMBER OF EMPLOYEES 

General Manager 1

Product Manager 1

Administrative Assistant 1

Warehouse/Security Manager 1

Packing/Returns Clerks 5

TOTAL 9

1 General Manager – Responsible for all daily CSP/warehouse activities

1 Warehouse/Security Manager – Oversees the entire warehouse and distribution operation

1 Product Manager– Analyze and track sales and inventory, help with working papers, and 
game planning

1 Administrative Assistant – Oversees the clerical and human resources functions of the site

5 Packing/Returns Clerks – Pick and pack orders, restock and maintain clean work stations, 
process and store ticket returns and other general warehouse duties
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Figure 3-116: Physical Layout of the Packaging Area 
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Staff Training

Scientific Games’ team of start-up professionals will be on-site to perform training for our new 

staff. All employees will be trained in how to implement our ISO-certified procedures. Internal 

audits are performed every six months to ensure that these ISO-certified procedures are being 

followed. 

Scientific Games’ warehouse personnel are trained in proper shipping procedures. They reconcile 

system-generated invoices with the packs being shipped and are familiar with procedures for 

handling short orders, etc. Our warehouse clerks process courier shipping documentation and 

stage shipments at the warehouse where they load hampers and skids for pick-up by the courier. 

Forklift operators in the warehouse are trained to safely operate the equipment and must be 

certified before they can use the forklift in the building. This certification is OSHA-approved. In 

addition to the specific job training warehouse employees will receive, they must first complete 

Scientific Games’ new employee orientation. These orientation sessions describe the security 

procedures in place at the facility and present company and ALC policies that each Scientific 

Games’ employee must follow. A new employee orientation form must be completed by each 

employee, signed by the employee and the Scientific Games’ general manager. These forms are 

included in each employee’s personnel file.

Each Scientific Games’ employee in our warehousing and distribution operation will be trained in 

all aspects of the operation including, but not limited to:

■ Warehousing 

■ Inventory control 

■ Security Policy and Procedures

■ Order picking

■ Order packaging and assembly 

■ Staging packages for shipments

■ Receiving and processing returned tickets from retailers or couriers

■ General Distribution practices 

■ Fork Lift Truck training and certification

■ Safety in the workplace

■ Sales and marketing 

■ Code of conduct
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■ Retailer relations

■ ALC policies and procedures

All warehouse personnel, including supervisory personnel, will be instructed in the proper 

procedure for receiving instant ticket shipments at the ALC warehouse and processing POS and 

ticket stock into warehouse inventory.

Warehouse receiving procedures include, but are not limited to:

■ Manifest and shipment verification

■ Shipment inventory procedures 

■ Shipment staging and racking

■ Out of balance shipment notification procedures

■ ALC-receiving specific procedures

Warehouse clerks and supervisory personnel will also be thoroughly trained in all receiving 

reporting procedures, forms and documentation as well as their distribution to appropriate 

Scientific Games’ supervisory and ALC personnel.

Scientific Games believes that all of our employees should be familiar with all aspects of the 

overall operation. Employees within different departments will receive extensive on-the-job 

training, mentored by Scientific Games’ start-up professionals experienced in each topic. This 

training will be provided to all employees as part of “new hire orientation.” Training sessions will 

be conducted by Scientific Games’ professionals from various disciplines within the company. 

Ongoing training will involve refresher training sessions as needed by department, or as needed 

due to system, operational or procedural enhancements or changes. All employees will participate 

in the initial training within one week of hire. Refresher training is conducted as needed or 

determined by employee performance review. 

The ISO quality system procedures Scientific Games implemented for our Florida Lottery 

warehousing and distribution operation is available for your review. These procedures will also 

serve as the outline for all training of our warehouse and distribution personnel at our Arkansas 

operation.
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Hours of Operation

Scientific Games believes in “working until the job is done” and our experience in start-up 

operations of warehousing and distribution indicates that the first few weeks of ticket sales result 

in long hours at the warehouse to meet the start-up demands for instant tickets. 

When things settle down, we will establish our hours of warehouse operations to begin at or 

shortly after retailers begin placing orders at 7 a.m. until all orders placed that day are filled. We 

anticipate this to normally be about 6 p.m. However, as the most experienced provider of lottery 

warehousing and distribution services in the industry, Scientific Games knows we must continue 

to follow our “work until the job is done” philosophy.

Regarding weekends, with the exception of new game allocations, we do not foresee this as being 

necessary unless otherwise specified by the ALC. However, our staff will work as necessary on 

nights, weekends and holidays to accommodate new game orders and heavy regular day volume 

on an “as needed” basis throughout the life of the contract. Hours of operation for Scientific 

Games are adjustable at the discretion of the ALC.

Our distribution center is prepared to take delivery from Lottery suppliers within the 7 a.m. to 

6 p.m. Monday-Friday time frame when personnel are normally scheduled to work. We will also 

make any arrangements necessary to accept delivery outside of those hours because Scientific 

Games realizes that delivery schedules can often change due to weather or other unforeseen 

circumstances. This was the case recently in one of our sites when a delivery truck coming from 

Canada broke down on the Friday before a holiday weekend. Our employees stayed until the truck 

arrived so that the driver could start his long trip home instead of waiting until Tuesday to make 

the delivery. The Lottery informed us that the supplier would compensate us for the overtime but 

we just saw it as “working until the job is done.”
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Holiday Schedule – Scientific Games recognizes nine holidays during the year. We try to take our 

holidays at CSP locations at times when the Lottery is also closed or when it has the least amount 

of disruption for the retailer network. In addition, Scientific Games will also take corporate 

observed holidays or days when our courier is not delivering and/or receiving packages. The 

schedule below is an example of a typical CSP schedule for the 12-month period beginning 

January 1, 2010. Our Arkansas CSP holiday schedule would be submitted to the ALC for 

approval before being finalized.

Picking and Packing Procedures and Controls

Scientific Games’ proposed picking and packing procedures for the ALC warehouse incorporate 

nearly two decades of experience. To preserve the integrity of our operation and the ALC’s instant 

games we propose to organize and build the warehouse into four distinct areas: 

1. Instant ticket inventory storage including racks 

2. Instant ticket staging area for pending orders

3. Packing station with carton flow racks for pending orders

4. Courier(s) station for completed, packaged orders waiting for courier pick-up

HOLIDAY
OBSERVED/OPEN 

LOTTERY
OBSERVED/OPEN 

SCIENTIFIC GAMES

New Year’s Day Monday, January 3 Friday, December 29

Martin Luther King Day Monday, January 18 Open

President’s Day Monday, February 15 Open

Memorial Day Monday, May 31 Monday, May 31

Independence Day July 4 July 4

Labor Day Monday, September 6 Monday, September 6

Veterans’ Day Thursday, November 11 Open

Thanksgiving Day Thursday, November 25 Thursday, November 25

Day After Thanksgiving Open Friday, November 26

Christmas Eve Friday, December 24 Friday, December 24

Christmas Day Saturday, December 25 Saturday, December 25

New Year’s Eve Open Thursday, December 31

Figure 3-117: Holiday Schedule
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Figure 3-112 in Section 3.5, page 3-259 illustrates the proposed floor plan for the ALC 

warehouse set up.

Inventory Storage – As new instant games arrive in the ALC warehouse they will be stored and 

located in numerical sequence by game and carton/pallet number into pallet storage locations. 

This accomplishes two goals:

1. Eases completion of physical inventory on a daily/weekly/monthly basis.

2. Expedites the order packaging process by knowing exact location (row, rack) of a game(s). 

This is particularly helpful when making initial allocations of new games or multiple new 

game orders. 

Instant Ticket Staging Area for Pending Orders – On a 

daily basis pallets of the game(s) to be distributed are 

brought into the ticket staging area. There the individual 

cartons containing the instant game packs are loaded 

onto each packing station’s carton flow rack for the 

order packers. 

Figure 3-118 shows the flow racks in our South 

Carolina warehouse.

Figure 3-118: Flow Racks in South Carolina 
Warehouse
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Courier(s) Station For Completed, Packaged Orders 
Waiting For Courier Pick-Up – In the final step before 

the packages leave our facility, all packages are placed 

in shipping bins or on pallets and moved to the 

courier(s) shipping station. Designated courier 

personnel then scan each individual order into their 

automated tracking system. The proposed courier 

delivery process we propose is able to use UPS and/or 

any other national or local couriers who offer package 

distribution and tracking capabilities that meet ALC 

standards. This entire process is monitored by security 

cameras and supervisor personnel. Scientific Games 

also plans to speak with local minority couriers for 

service to designated areas of the state.

Courier activities are also monitored by specifically 

designated personnel and remotely monitored by 

security cameras. Courier(s) personnel assigned to 

Scientific Games will always be accompanied by 

Scientific Games’ and/or ALC security personnel. In 

addition, any courier(s) employee assigned to Scientific Games will undergo a comprehensive 

background check. All documentation required for auditing, dispute resolution, and tracking of all 

packages will be received, completed and maintained by Scientific Games. Our warehouse facility 

will be secure and specific to the distribution operation. From installing pallet racking to house 

one billion tickets to our unique set up of the ticket order packaging area, we will meet or exceed 

the any demand to simultaneously ship multiple games and orders to your 2,500 or more retailers 

from the first day of operation. 

Figure 3-119: Picking and Packing Instant 
Tickets at the South Carolina Facility
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Packing Material

One factor to consider when evaluating the various methods to deliver tickets is the sheer volume 

that must be handled by the distribution system and the geographic considerations of a state the 

size of Arkansas. The shipping containers used by Scientific Games are rugged, sealable Tyvek 

envelopes and corrugated boxes. The 5 mil Tyvek envelopes, with a 1/4" pouch seal on all sides, 

are custom designed for Scientific Games and used at all of our CSP locations. Our corrugated 

boxes can accommodate shipments up to 150 pounds and 165 cubic inches. Of course, 

arrangements with our courier partners can swiftly be made to ship any item over these limits. 

Once containers are sealed at our warehouse, any attempts to open them will be obvious to the 

retailers. Additionally, all ticket packs are shrink-wrapped, adding another layer of security to the 

shipment. Also, new game order packaging is color coded to alert retailer of the contents.

3.9 INSTANT TICKET DISTRIBUTION
RFP Requirement: The Successful Vendor will be responsible for delivering instant tickets to retailers and the ALC’s offices. 
Deliveries must be made as soon as possible, but no later than two (2) business days after the order is placed. Proof of delivery must 
be obtained. The Successful Vendor must ensure that the distribution is secure, effective, and efficient and presents a positive image 
of the ALC to Retailers and others. The Proposal should include a complete description of the distribution plan, including staffing 
training, and procedures. The Successful Vendor shall assume full financial responsibility for picking up any tickets printed by the 
Successful Vendor that must be picked up as a result of exigent circumstances.

In addition to tickets, the Successful Vendor may, in special instances, be required to deliver other ALC materials (such as point of 
sale material, game supplies, Retailer manuals and newsletters) at no additional charge to the ALC.

DELIVERY OF TICKETS

Delivery Time

Our courier delivery method reliably and securely delivers tickets to most retailer locations within 

two business days after the order has been received. 

Scientific Games will ship all orders that have been processed before 4 p.m. Monday through 

Friday on the same day the order is placed. In addition, Scientific Games keeps the 4 p.m. – 6 p.m. 

Monday-Friday time period open to accommodate any last minute emergencies called in by 

Lottery staff. In summary, most orders placed by 6 p.m. will be delivered the next business day by 

our partner courier service, UPS or local minority couriers. Scientific Games will deliver to the 

ALC’s district offices within two days of being requested by the ALC.

Proof of Delivery

Our delivery procedure takes advantage of the technology used by UPS to document confirmation 

that the retailer accepted delivery of the tickets. The retailer signs for the delivery and UPS drivers 
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upload their delivery confirmations via hand held device continuously during the day. The 

confirmation information in available at ups.com.

Packages shipped from Little Rock

Reach all Parts of Arkansas in 2 Business Days, Most Within 1 Day

Scientific Games has chosen to partner with UPS for a variety of reasons:

■ Our delivery procedure takes advantage of the technology used by UPS to document 

confirmation that the retailer accepted delivery of the tickets. Delivery information is 

accessible at the warehouse via PC connection with UPS’ online shipping and tracking 

system.

■ Because Scientific Games operates numerous lottery instant warehouse and distribution 

facilities, we participate in UPS programs designed for high volume customers. 

■ Our software engineers have implemented in other states, in conjunction with UPS 

logistical engineers, a shipping management system designed specifically for instant ticket 

distribution needs. 

■ UPS is the world’s largest package delivery company with daily delivery volume of 13.6 

million packages and documents to every address in the United States.

■ One of the leading global providers of specialized transportation and logistics services.

Scientific Games maintains working agreements with additional courier services who, in event the 

primary service becomes unavailable, would be able to deliver instant tickets, gaming supplies 

and POS using the processes outlined in this proposal. 

DISTRIBUTION PLAN

Staffing

Based on our start-up experience with warehousing and distributing instant ticket games for our 

lottery customers, we are proposing the following staff. Their roles are discussed in greater detail 

in Section 4.6, pages 4-41 through 4-65.

DEPARTMENT NUMBER OF EMPLOYEES 

General Manager 1

Product Manager 1

Administrative Assistant 1
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Training

Simulating live operations is crucial for a staff that will not have the luxury of making mistakes in 

real-time. On the first day of operation, we want staff fully prepared to serve your retailers, 

anticipate all potential problems and be prepared to resolve them. Additional resources in the 

form of temporary personnel, corporate personnel and staff from our other operations will also 

support this effort.

Scientific Games’ warehouse personnel are trained in proper shipping procedures. They reconcile 

system-generated invoices with the packs being shipped. Our operations personnel process 

courier shipping documentation and stage shipments at the warehouse where they load hampers 

and pallets for pick-up by the courier. Forklift operators in the warehouse are trained to safely 

operate the equipment and must be certified before they can use the forklift in the building. This 

certification is OSHA-approved. In addition to the specific job training warehouse employees will 

receive, they must first complete Scientific Games’ new employee orientation. These orientation 

sessions describe the security procedures in place at the facility and present company and ALC 

policies that each Scientific Games’ employee must follow. A new employee orientation form 

must be completed by each employee and signed by the employee and a Scientific Games’ 

general manager. These forms are included in each employee’s personnel file.

Experienced management and frontline personnel from our existing Cooperative Service sites will 

conduct training classes to educate our Arkansas staff about Scientific Games’ processes, Lottery 

Warehouse/Security Manager 1

Packing/Returns Clerks 5

TOTAL 9

1 General Manager – Responsible for all daily CSP/warehouse activities

1 Warehouse/Security Manager – Oversees the entire warehouse and distribution operation

1 Product Manager– Analyze and track sales and inventory, help with working papers, and 
game planning

1 Administrative Assistant – Oversees the clerical and human resources functions of the site

5 Packing/Returns Clerks – Pick and pack orders, restock and maintain clean work stations, 
process and store ticket returns and other general warehouse duties

DEPARTMENT NUMBER OF EMPLOYEES 



3-284

SECTION 3: Instant Ticket Operations

in general and the specific Arkansas Lottery games that they will be distributing. This training is 

discussed in greater detail in Section 3.15, pages 3-297 through 3-303. 

Any policies and procedures that the ALC wants to be included in a training session will be added 

to their curriculum. 

Distribution Procedures

Our 24 to 48 hour delivery process starts with shipping labels that conform to UPS standards. 

These shipping labels are automatically generated from the online vendors’ system whenever a 

shipping manifest is created by our warehouse personnel. The label contains:

■ The name and address of the Lottery retailer.

■ A contact name for the location.

■ A space for special instructions such as “deliver before 2 p.m.” or “Front Door Delivery 

Only.”

■ A tracking bar code with the ability to interface with the billing and tracking system of the 

ticket delivery contractor(s) via an automated interface.

■ A bar code can be added, if the ALC desires, that will allow the retailer to confirm delivery of 

the all the lottery tickets, by pack, directly from the label. 

A manifest, including a list of the actual pack numbers for the order is included with each order 

(the ALC may include as much pack information as they as will automatically be generated from 

the online vendor system). The manifest is inserted inside the package with the product ensuring 

that the sensitive pack information is not separated from the actual tickets.

Once all orders for the day have been completed, UPS scans them into their tracking system. UPS 

uses their Quantum View software to verify that every package is out for delivery the next day. 

The label affixed to the outside of the package is scanned by UPS at every point along the 

movement of the package until the package is delivered. Our delivery procedure also takes 

advantage of the technology used by UPS to document confirmation that the retailer accepted 

delivery of the tickets. The retailer signs for the delivery and UPS drivers upload their delivery 

confirmations via hand held device. The confirmation information in available at ups.com.

The recipient uses the pack listing manifest to inspect the delivery for accuracy and then confirms 

delivery through their online terminal to update the Arkansas Lottery.



3-285

SECTION 3: Instant Ticket Operations

Scientific Games is assigned a UPS Preferred Customer Contact to resolve discrepancies or 

problems. Our contact constantly monitors Quantum View manager on our behalf and alerts us 

proactively of missorted packages or other possible delays or discrepancies. In the cases of 

damaged product or lost product a replacement order is sent immediately and Scientific Games 

will promptly advise the ALC of any needed change in pack status. A UPS security officer will 

return the product to Scientific Games should the ALC need physical proof of the damaged 

product.

3.10 RETURNED TICKETS
RFP Requirement: The Successful Vendor will be responsible for the return of undeliverable, unaccepted, and unsold tickets. Full 
packs of returned tickets from active games should be reissued. The response must include a description of the procedures that will 
be used to return, document, and store full and partial packs (including damaged tickets) returned from retailers.

Scientific Games is responsible for the return of undeliverable, unaccepted, or unsold tickets in all 

of our CSP contracts. Returned tickets, dependant on ALC policy, may arrive at the warehouse 

and distribution facility either via courier, field representative or possibly the retailers themselves. 

Scientific Games utilizes secure procedures to preserve game integrity and account for the stock 

from the moment it is returned until it is sent for final destruction. Our procedures maintain 

constant status of pack locations for auditing purposes which enables us to locate any given ticket 

or pack, regardless of the status. Returned full and unopened packs of active games are reissued 

before any unopened boxes of inventory from that same game(s). Returned partial packs of tickets 

from active games may not be reissued. These partial packs, along with damaged and/or unsold 

tickets from ended games, are stored separately from active games until a final game 

reconciliation is completed.

RETURN PROCEDURES

Returned Ticket Package Staging 

Return bags for full or partial packs of tickets will be of the same quality and design (Tyvek) used 

to deliver tickets for all or our CSP contracts will be provided to the ALC at no charge. Packages 

■ UPS is instructed not to deliver broken packages. If a delivery attempt of a broken 

package is attempted the retailer should refuse delivery and contact Scientific Games for 

an emergency order. We will manage emergency orders so that no retailer will have to 

wait any more than one business day (24 hours) for any material to be distributed from 

our warehouse. 
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containing returned tickets are logged in upon arrival at our warehouse and staged in a secure area 

until they are ready to be processed.

Return Procedures 

Designated Scientific Games personnel will be responsible for processing all ticket returns using 

the online vendor’s instant ticket system. Scientific Games recommends using a scanner and 

system software module to perform all return ticket functions to ensure accuracy for this 

important task. 

Assigned Scientific Games personnel will open all return ticket envelope/boxes to verify the 

number of returned tickets by comparing the physical amount of returned tickets to the enclosed 

return ticket invoice. Examples of a system generated full and partial return invoices are shown in 

Figure 3-120. 

Once they verify that the return count for a partial pack return is accurate; the assigned personnel 

will scan the first and last ticket number of all partial ranges to record them in the inventory 

control system. The same scanning process is used for full packs of return tickets. Full packs from 

ended games are secured with the partial returns in a secured area in preparation for end of game 

Figure 3-120: Sample Full and Partial Return Invoice
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destruction. As mentioned earlier, full packs of active games are returned to active game stock and 

reissued with a priority over unopened boxes of available stock.

Exception Returns (Damaged, Count Discrepancy and Invalid Pack Status) 

Lottery Security will be notified when tickets returned to the Scientific Games warehouse are 

damaged, the number of tickets returned does not match the quantity and/or pack range on the 

returned ticket receipt or the tickets are in a status that can not be processed as a return. Exception 

returns will be stored in a separate area within the secured return ticket area until final disposition 

is determined by the Lottery.

DOCUMENTATION AND STORAGE OF ENDED OR DAMAGED TICKETS 

Once returned tickets have been processed and recorded in the online vendor’s system they are 

cataloged by game number and processing date and stored in a secured ticket returns area. 

Scientific Games catalogs tickets by game number and processing date to expedite the game end 

reconciliation process and to enable us to retrieve tickets quickly in the event of an auditing, 

security or other Lottery department request. Scientific Games will work closely with the ALC to 

develop any reports necessary to monitor return ticket activity and inventory control. 

Unsold tickets from inactive games remain securely stored separately from active games until 

game reconciliation performed by the Lottery is completed. After a game has been reconciled and 

approved for destruction the tickets are destroyed by Scientific Games in accordance to 

procedures depicted in our response to Section 3.11, page 3-287 through 3-291.

Our established and proven procedures have expedited game end/destruction procedures in many 

jurisdictions and will help the ALC to reconcile ended games in a secure and efficient manner. 

3.11 INSTANT TICKET DESTRUCTION
RFP Requirement: The Successful Vendor must provide for the secure disposal of unsold, damaged, and/or returned tickets in an 
environmentally responsible manner. The ALC may also require for secure disposal of other similar materials, such as tickets returned 
for second chance drawings. This response must include a plan for ticket destruction and a description of all ticket destruction 
procedures.

Scientific Games will destroy unsold, returned or unused tickets (after game close and 

reconciliation) utilizing our internal procedures and processes that have been fully vetted and 

approved by our existing U.S. lottery customers. 

Our procedures ensure that the destruction of tickets and other materials are performed only with 

the permission of the ALC. The Warehouse Manager at the Arkansas warehouse facility and 
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designated representatives from the ALC coordinate their efforts to ensure that all materials are 

properly accounted for prior to the materials being shipped to our facility in Alpharetta for 

destruction. 

Once game end authorization is received from the ALC, Scientific Games personnel conduct a 

game end audit and submit it to Lottery Auditing for final reconciliation. A designated 

representative from the Lottery must then authorize the shipment of these materials to our facility 

in Alpharetta by authorizing approval for their destruction.

Scientific Game’s ISO-certified procedures and systems provide full control and audit ability for 

tickets under our control. Tickets pending return for destruction from the Arkansas warehouse 

will be securely stored prior to shipment to our Alpharetta facility for destruction. The procedures 

we describe below are used by all of our current warehousing and distribution customers. 

Our ISO-approved procedures are as follows:

■ Once a full shipment of returned tickets is amassed, the warehouse manager (or designee) 

and the ALC auditor (if required) perform a physical inventory of the ticket stock to be 

destroyed. After the initial audit/inventory is performed a second independent audit is 

conducted. Once both audits are completed and in agreement the tickets are wrapped in 

shrink-wrap and staged for pickup. Pallets are labeled with signs that the final audit has 

completed and the pallets are not to be opened.

■ The ALC contacts Alpharetta staff to schedule return transportation of the tickets, request 

a Bill of Lading and a seal for the truck. Our Alpharetta Security department is also alerted 

to the scheduled return of the tickets.

■ When our Arkansas operation receives the Bill of 

Lading it is completed and sealed and attached to 

the shipment to Alpharetta. When the truck arrives 

at the Arkansas warehouse, all returned tickets are 

loaded onto the truck under the supervision of the 

warehouse supervisor (and an ALC security officer 

if required). A seal is placed on the truck and the 

Bill of Lading is given to the truck driver. A copy of 

the Bill of Lading is retained in Arkansas.

■ In Alpharetta, upon receiving the returns, the 

shipping and receiving department notifies the 

security control center. A security officer is 

Figure 3-121: Alpharetta Ticket Destruction 
Facility
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dispatched and verifies that the seal number corresponds with the seal number on the Bill 

of Lading.

■ If the numbers match, the seal is cut and the shipment is unloaded.

■ The tickets are securely staged inside the shredding room located in our secured 

Alpharetta manufacturing facility and physically segregated from all other shredding 

material pending authorization for destruction.

■ A Scientific Games’ security officer will ensure that all off-loaded material corresponds 

with the Bill of Lading. Once we receive the Lottery’s authorization, returned tickets are 

logged-in on an ISO procedure form and shredded.

Personnel in the shredding room are assisted whenever possible by on-duty security personnel. At 

all times, the shredding operation is under CCTV surveillance and videotaped for ALC review.

The shredder operator must count all bales in the shredding room at the beginning of their shift 

and record the amount on the Shredding Operations Report. The number of bales the operator 

produces is also recorded on the report. This form displays who shredded the bale, which shift and 

the date the bale was produced.

Through the use of these procedures, inventories and reports, a clear audit trail is created to ensure 

full accountability in every step of the ticket destruction process. 

Shredder Make/Model and Destruction Rate – Scientific Games utilizes a Veco RG 62 heavy 

duty industrial grade rotary grinder and a baler system to destroy your game stock. The grinder 

was designed for PVC pipe destruction and has been modified to meet our paper and foil substrate 

destruction needs. The unit is capable of shredding 10,000 lbs/hour. 

Waste enters the grinder and is cut into fine chips with a small percentage being pulverized into 

powder. These chips are automatically drawn into the baler system where waste is compressed 

into large bales and shipped to contracted mills for recycling. 

Scientific Games processes approximately 9,000 tons of secure waste annually, to include 

customer game close out returns.

Environmental Policy/Recycling – All of our waste bails to include paper and foil substrates are 

shipped to recycling facilities that have been audited and approved by Scientific Games’ Security. 

MRC Mississippi River Corporation in Natchez and MS and Boise-Cascade located in Jackson, 

AL operate in compliance with applicable environmental laws and regulations and with pollution 
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prevention and waste minimization programs. Their paper products containing our post-consumer 

fiber meet all federal and state guidelines for recycled content. 

Destruction Certificates – Scientific Games’ shred/baler room operations are monitored via a 

digital CCTV system with footage retained for a period of 90 days. Upon request Scientific 

Games will provide the ALC with a signed destruction certificate and or footage of destruction 

activities. 

The destruction certificate sent to the customer by Scientific Games will reflect the level of detail 

found in the original customer provided manifest (Bill of Lading) unless a more detailed inventory 

is requested. 

Typically destruction certificates include game number, skid number, box number and the start 

and stop time and date of the destruction process. Open partial boxes will be listed as such and 

intact sealed boxes will be assumed to contain all books listed on the outer box label inventory. 

Should the customer choose to detail the manifest down to pack number and or loose ticket 

number, the necessary amount of inspection and reconciliation man hours will be quoted and extra 

labor charges may be applied.

Back Up Document Destruction Service – Scientific Games has a back-up destruction services 

agreement with Peachtree Secure Shredding, Inc located in Atlanta Georgia in the event that our 

machinery goes down for an unsustainable length of time. The company has a state-of-the-art and 

highly secure facility with a daily destruction capacity well beyond its current waste streams. 

This vendor’s operation has been audited and approved for use by Scientific Games’ Security 

Department, vetted by our Compliance Department and is regulated by NAID (National 

Association for Information Destruction). The company holds AAA certification which is given 

by NAID to members that have met rigorous requirements and uphold stringent document 

destruction and security standards.

The co-owner is a retired FBI agent and one of the founding members of IPSA, the largest AAA 

certified document destruction companies in the United States and the second largest American 

owned document destruction company in the world.

The destruction of tickets and other materials will be performed only with permission of the ALC 

and under the direct supervision of Lottery personnel (if required). In order to directly supervise 

this process, ticket destruction will be scheduled as necessary at our Alpharetta facility.
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Once the destruction process has taken place and has 

been verified, a letter confirming this fact will be sent 

to the appropriate officials of the ALC by a member 

of Scientific Games’ security department also signed 

by the applicable Lottery staff member who was 

present at the time of destruction. This letter confirms 

the Bill of Lading number for the shipment, the 

material that was destroyed and the date of 

destruction.

3.12 MARKETING SERVICES
RFP Requirement: The ALC expects the Successful Vendor to play a significant role in the ALC’s marketing program. The 
Successful Vendor will work closely with the ALC as decisions are being made regarding games and implementation schedules.

The marketing support services associated with the design and implementation of an instant lottery game are to include, but not be 
limited to, the following items:

● Creative design of instant lottery games;
● Development of each instant game in detail, with accepted game design, prize structure and proposed “HOW TO PLAY” rules;

draft proposed regulations for the purpose of defining the rules of the game for defining what constitutes a winning ticket in the
game, for defining the security tests that claimed tickets must satisfy in order to be validated as a winner, for defining conditions
which will invalidate a ticket;

● Mechanical art work and color separations for each game and specifications of the game ticket layout consistent with security
requirements and methods;

● Conducting, coordinating, or providing support services for events associated with an instant games as may be requested by the
ALC; and

● All support personnel required by the ALC for management consultation relating to the items above as needed before and during
game design, the cost of which must be included in the specified price, since no additional charge will be allowed.

The Proposal should include a marketing plan for the first twenty-four (24) months of the Contract. The plan should address the 
overall strategy for marketing instant games in Arkansas including:

● Vendor staffing;
● Focus group testing;
● Prize structures/payouts and sequence in which proposed games are recommended;
● Incentives and promotions; and
● Sales data and trend analyses, etc.
The Vendor must conduct, at no charge to the ALC, focus groups involving lottery players, prospective players, non-players, and/or 
lottery retailers as directed by the ALC. The focus groups shall be scheduled, as directed by the ALC up to two (2) times per calendar 
year in at least three (3) geographic locations as designated by the ALC. Provided, however, that only one (1) focus group be held in 
2009 in three (3) different geographic locations. Each series of focus groups will include at least nine (9) individual groups, three (3) 
each in three (3) different geographic locations as directed by the ALC. In addition, the ALC will require a minimum of two (2) full-time, 
on-site staff persons residing in Pulaski County, Arkansas, or a contiguous county, assigned to service this account. These staff 
individuals must be identified in the Proposal and complete resumes of such individuals must be submitted. The Successful Vendor 
may be required to rent office space at the ALC’s headquarters for these individuals at the ALC’s cost. Consideration will be given 
during the evaluation process to Vendors providing highly qualified personnel and services that add to the value of their Proposal.

The ALC is interested in knowing what service(s) or product(s) Vendors shall offer, over and above those which are specifically 
required in this RFP. A Vendor should explain why such service(s) or product(s) would benefit the ALC.

Services described in this Section must be included in the proposed ticket price.

Scientific Games’ response to Section 3.12, Marketing Services is located in a separate volume, 

titled Marketing Services.

In lieu of ALC security personnel 
having to travel to our ISO-certified 
facility in Alpharetta to personally 

observe the ticket destruction 
process, we can provide the entire 
process on digital recording to the 

Lottery. In this instance, our security 
personnel will serve as witness.
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3.12.1 ADDITIONAL MARKETING SERVICES

RFP Requirement: Research projects may be requested by the ALC as needed or suggested by the Vendor. If done through a 
subcontractor, the written contract for research projects, the scope of the project, and the cost must be approved, in writing, by the 
ALC before any work is begun. The ALC shall pay the actual costs for each research project as a pass through cost to the ALC 
without mark-up. If a research project is to be done with the Contractor’s personnel, the scope of the project and the cost must be 
approved by the ALC in writing, before any work is begun.

Retailer identification signage and other promotional items may be purchased by the vendor at a price and in a quantity as approved 
by the ALC and only at a pass-through cost to the ALC without mark-up.

Scientific Games understands that research projects may be requested by the ALC as needed or 

upon our suggestion. If done through a subcontractor, the written contract for research projects, 

the scope of the project, and the cost will be approved, in writing, by the ALC before any work is 

begun. Scientific Games understands that the ALC will pay the actual costs for each research 

project as a pass through cost to the ALC without mark-up. If a research project is to be done with 

the Contractor's personnel, the scope of the project and the cost will be approved by the ALC in 

writing, before any work is begun.

Scientific Games further understands that we may purchase any retailer identification signage and 

other promotional items at a price and in a quantity approved by the ALC and only at a pass-

through cost to the ALC without mark-up.

Please refer to the accompanying Marketing Services Volume for details regarding the 

additional marketing services offered by Scientific Games to the ALC.

3.13 START-UP PLAN
RFP Requirement: The Successful Vendor will have the responsibility for developing and implementing a plan to start-up instant 
ticket sales, and set up related facilities, arrange for necessary services and obtain the necessary inventory. As part of the Proposal, 
a Vendor shall include a start-up plan and timeline for the first twenty four (24) months following the execution of the Contract. Each 
Vendor should include recommendations for the number of games; and quantity of tickets for each game for this time period.

If selected as the successful vendor, Scientific Games is fully prepared to develop and implement 

our plan to start-up instant ticket sales, and set-up related facilities, arrange for necessary services 

and obtain the necessary inventory. As part of our proposal response to Section 3.12 of the RFP, in 

the accompanying Marketing Services Volume we include a start-up plan and timeline for the 

first 24 months following the execution of the contract. Also, within our plan we include 

recommendations for the number of games, and the quantity of tickets for each game for this time 

period. In Section 4.5, pages 4-25 through 4-43 of our proposal we provide a complete overview 

of Scientific Games’ project implementation plan for the Lottery’s start-up project.
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3.14 INSTANT TICKET DISPENSERS
RFP Requirement: A Vendor’s Proposal must include a plan to provide sufficient and appropriate dispensers that securely store, 
display, and dispense the required number of full packs of instant tickets using the best marketing and sales approaches. At least six 
thousand (6,000) twelve (12) game unit instant ticket dispensers at start-up, or their equivalent, with up to fifteen percent (15%) 
replacement units or their equivalent provided each year during the Contract term.

Instant tickets are a classic impulse item and 

visibility at the point of purchase is critical. 

While a well structured point-of-sale (POS) 

program consisting of items such as danglers, 

change mats, wobblers, and cash register toppers 

is important for product awareness, nothing can 

replace the impact of actually seeing an exciting 

mix of instant tickets. The most important point-

of-sale item the Lottery will make available to its 

retailers will be clear acrylic dispensers. 

The retail environment is the battleground where 

consumer goods manufacturers compete for the 

potential purchasers attention. This is especially 

true for items with any degree of impulse 

purchase characteristics. It is essential that the 

Lottery’s products have optimum exposure as they compete for the consumers dollars. The 

dispenser configuration that Scientific Games will provide under this contract allows for the 

greatest amount of viewable game facing, while taking up a minimum of valuable retail space. 

Lottery games are artfully designed, and messages are carefully crafted to provide the consumer 

with an informed and inspiring purchase experience. However, that game design expertise will be 

wasted if the consumer is limited to viewing a minimal amount of the ticket face. Optimizing the 

retail presence of the ALC is critical at Lottery start-up as consumers will be getting their first 

look at your product.

To provide the ALC with an attractive and secure product display, we are proposing the Schafer 

Dual Bingo Snap-Together Modular Mini® Model #DSTB dispenser. The dimensions of this 

dispenser are 6.42'' height, 8.91'' width and 7.38'' depth. These units are easy to manage, and place 

the instant tickets within the customer’s prime visibility. The units have dual facings and can be 

stacked four high thereby displaying up to eight games in each set. Scientific Games will provide 

a 36,000 dual dispenser which is the equivalent of 6,000, 12 game units.

Figure 3-122: Schafer Dual Snap-Together Modular 
Mini® Model #DSTB Dispenser
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Scientific Games will provide the dispensers to the ALC so they can be placed by the ALC field 

representatives in key/strategic positions at the retailer checkout counter. 

Scientific Games agrees to provide up to 15% replacement units each subsequent year. 

While a specific dispenser model is included in our proposal, we understand that the unique 

nature of retailers make it advantageous to have flexibility in dispenser types. For example, some 

retailers may benefit from counter-top dispensers while others my need a hanging dispenser or in-

counter dispensers for security or layout reasons. Because of this needed flexibility, our proposal 

allows for the lottery to select dispenser types as needed within an equivalent cost of our proposal. 

In our marketing plan, we are recommending 24 games be available for order at any time. This 

translates to an average of 30 facings needed at each retailer location. Of course, this is dependent 

upon retailer preference and demand, as some locations will display more than others.

On the following page we present a brochure showcasing our proposed dispenser unit.



www.ssi-ia.com
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Single 4”
product code # 19-1447
model # SST4
4.23”h x 4.70”w x 7.18”d
Recommended Stacking: 6 Unit

Single 6”
product code # 19-0005
model # SST6
5.77”h x 4.70”w x 7.36”d
Recommended Stacking: 4 Unit

Dual 4”
product code # 19-0002
model # DST4
4.23”h x 8.91”w x 7.18”d
Recommended Stacking: 6 Unit

Dual 6”
product code # 19-0004
model # DST6
5.77”h x 8.91”w x 7.36”d
Recommended Stacking: 4 Unit

Dual Bingo
product code # 11-0032
model # DSTB
6.42”h x 8.91”w x 7.38”d
Recommended Stacking: 4 Unit

A crystal clear way to display tickets, the Modular Mini Snap-
together dispensers are very versatile. They can sit alone on the
counter, or can be stacked to create a column of lottery tickets.
These dispensers fit almost anywhere and can accommodate
many different ticket sizes. Mix and match these dispensers for
increased capacity and game versatility.

The Modular Mini’s are injection molded for extreme durability!

Single 4” Single 6”

Dual 4” Dual 6”

Dual Bingo

Security Doors can be
added, restricting

access to tickets when
unattended

Security Doors

Single 6”

Dual 4”

Dual Bingo

Single 4”

Single 6”

Dual Bingo

Dual Bingo

Dual 6”

Dual 4”

Single 4”
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3.15 RETAILER AND EMPLOYEE TRAINING
RFP Requirement: The Proposal should include retailer and ALC employee training on the various aspects of handling the instant 
game process, as appropriate. Training may be provided in conjunction with an online gaming system vendor.

The Vendor must work with the ALC in the development and delivery of programs approved by the ALC for instant ticket game 
Retailers. The purpose of these events is to provide meaningful program content to Retailers regarding our entire product line, 
effective ways to enhance sales, Retailers concerns about challenges and compliance with licensure, and security or other play or 
regulatory matters. Although the Vendor is expected to have a presence and participate in the event, the ALC is primarily responsible 
for staffing and conducting the programs or activities that make up the substantive aspects of the events. Subject to the ALC's 
approval of the details necessary to conduct the events, the Vendor is responsible for reserving and paying the cost of event locations, 
catering services, risers, chairs, tables and table cloths, table skirting, podiums, audio/visual equipment rental, including set-up and 
breakdown needed to conduct and host a successful event as required herein. Full meals are not required at these events. Instead, a 
light buffet-style meal or tables set up with heavy hors d’oeuvres and various non-alcoholic beverages and cookies or similar light 
dessert may be provided. No alcoholic beverages may be purchased, provided or offered by the Vendor at or in association with these 
events.

The Vendor is responsible for providing a turn-key service and shall bear the cost for provision of the services necessary to conduct 
the event, except the actual program expenses or the expenses of the ALC personnel relating to meals or beverages before or after 
the time allotted for the event (the beginning and ending time for which Retailers have been invited) and any lodging needed by the 
ALC personnel. Although the Retailer event will include a half-day of activities, it may be necessary to set up the room(s) the day 
before the event. The ALC is responsible for inviting attendees and all costs associated with promoting the event. The Retailer events 
are held every two (2) years in nine (9) different geographic locations across the State.

SCIENTIFIC GAMES’ TRAINING OBLIGATION 

Scientific Games will provide the Arkansas lottery with retailer training content as well as 

training for ALC employees. Scientific Games’ commitment as a company is to educate and 

excite your employees and retailers to successfully sell lottery products. Knowledgeable 

employees and retailers will in-turn motivate players to purchase lottery games. 

We will work with the ALC to prepare material in the most cohesive manner. Scientific Games 

training, as has been done in many start-up situations over the past 20 years, may be provided in 

conjunction with the online gaming system training provided by the online gaming system 

vendor.

SCIENTIFIC GAMES TRAINING PHILOSOPHY 

At Scientific Games, our Educational Services Team utilize any number of innovative concepts to 

position our team to offer maximum benefits for the Lottery and your retailers. In addition, we 

embrace a training philosophy here at Scientific Games that requires each of our learning 

solutions to go through specific phases. We analyze, design, develop, implement and evaluate 

every learning solution to ensure that we provide measurable and intrinsic values to the Lottery, to 

your retailers and ultimately, the players. This training philosophy, commonly referred to as 

ADDIE (Analysis, Design, Development, Implementation, and Evaluation), is an instructional 

system design model that allows us to formulate an accurate and all encompassing training 

curriculum with our partners for all their learners. 
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At Scientific Games, we do not assume that there is simply one component of training that adds 

value: rather, we know that values can vary from one business segment to another. We utilize 

ADDIE for all our learning solutions. This ensures that we have addressed all the business 

segment concerns, and we have outlined each step and the output as it pertains to retailer training.

We will share this with the online vendor so that it can be incorporated into their training program. 

Scientific Games will provide input into the plan as well as cooperation with the Lottery to ensure 

that the overall training plan that is presented by the online vendor is complete.

Analyze

In the analyze phase, the instructional problem is clarified, the goals and objectives are 

established and the learning environment and learner characteristics are identified. One of the 

main outputs of the analyze phase is the Training Requirements Document. The goal of the 

Training Requirements Document is to define all the requirements and responsibilities of all 

parties involved in training.

Among its primary features, the Training Requirements Document:

■ Presents the overall vision for training including objectives and risks

■ Defines user classes and characteristics

■ Outlines the scope of the learning solution

■ Defines all requirements for training including user requirements, customer constraints, 

and rules

■ Provides an overview of the current and proposed technology that learners will utilize

■ Identifies all assumptions and dependencies for the learning solution

Design

Scientific Games designs learning solutions by working with lotteries to identify the required 

components including instructional strategies and media choices. Together, we develop 

comprehensive training plans, which is the main output of the design stage for domestic and 

international customers. Customer-specific training plans are drawn up for each jurisdiction we 

serve. The goal of training plans is to ensure that we have planned appropriately for all training 

and that the staff is competently prepared to operate all lottery systems, software and equipment 

that are part of the project.



3-299

SECTION 3: Instant Ticket Operations

The training plan is the “guide” that details the variables for every training class. Among its 

primary features, the training plan:

■ Presents proposed training project schedules and deliverables

■ Describes the intended audience for each training

■ Presents proposed agendas for each segment of training

■ Defines the implementation approach to develop and deliver training

■ Identifies Scientific Games’ department(s) or resources that are responsible for materials 

and/or training delivery

■ Identifies Lottery personnel who can serve as subject matter experts during training 

development

Additionally, the training plan serves as a vehicle for the Lottery to approve the training details. 

Develop

In the development phase, trainers work with technical writers and courseware developers to 

develop the materials according to decisions made during the design phase. There are several 

outputs from this stage including various retailer training materials and student guides to support 

each learning solution. 

Implement

Our learning solutions do not end with analysis, design and development. We also focus on the 

flawless implementation of the learning solution that covers all aspects of logistical planning. 

This includes; Instructor-led learning solution:

■ Arranging classrooms correctly

■ Identifying necessary supplies and ensuring they are ready

■ Verifying that facilitators have been trained

Some of these items may seem small and insignificant; however, when overlooked or handled 

poorly, these details can affect the entire outcome of your solution. One of the outputs of this stage 

is the Logistical Plan.
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Among its primary features, the Logistical Plan:

■ Presents dates and times of classes

■ If instructor-led, lists the instructor’s name and department

■ Defines learning solution being presented

■ Identifies attendees

■ Lists all equipment and facilities requirements

Evaluate

The evaluation phase is necessary to obtain feedback from many different aspects of the learning 

solution. Class participants will complete the evaluation and rate the following areas:

■ Instructional style

■ Learning environment

■ Course content

■ Lessons learned

This is called summative evaluation. Summative evaluation consists of tests for criterion-related 

referenced items and provides opportunities for feedback from the users. 

SUMMARY OF SCIENTIFIC GAMES’ TRAINING PHILOSOPHY

ADDIE is the Instructional Design Methodology utilized to formulate an accurate and effective 

training curriculum for our partners. This formal process allows us to partner together, in every 

step, to provide successful learning solutions based on the Lottery’s objectives. This process 

ensures that effective communication and implementation occur and that no detail is left to chance 

or interpretation.

Retailer Learning Solutions for the Life of the Contract

This is what makes our learning solution so unique. While we know that training is an important 

step in getting your retailers prepared for their new technology and new games, Scientific Games 

does not approach learning as a one-time event. In fact, our experience tells us that the more often 

you expose a learner to something, the more effective the learning will be.

ALC Employee Training – The ALC knows that a crucial element contributing to the overall 

success of the start-up and ongoing operations throughout the life of the contract is the initial 

training of the ALC staff. Start-ups call for more than just simple how to training sessions. Each 
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element of the training program that is being proposed (below) ensures that your staff comes away 

from their training sessions with the skills they need to do their jobs.

Upon contract award, our project manager and training coordinator will meet with ALC personnel 

to review each of these elements and incorporate comments.

ALC employees will need to become lottery experts for the ALC retailers in a very short time. 

Scientific Games proposes to use an experienced lottery sales and marketing veteran to conduct 

“Lottery 101” training sessions to accomplish this critical goal.

Scientific Games will develop and produce all the training materials for the “Lottery 101” training 

program. 

Before training materials and schedules are finalized, they will be submitted to the ALC for your 

approval.

A staff that is trained on the features, functions, and proper use of the system will feel comfortable 

in the doing their new job and are better able to answers questions from ALC retailer partners. 

Our Experience – We have a history of providing proactive training that gives our customers’ 

staff the knowledge they need, when they need it. Since our inception in 1973, Scientific Games 

has trained over a quarter of a million people in every facet of lottery operations, from start-

up to instant and online conversion. We have the skill, competence, and capability to deliver a 

high-quality training program that eases the implementation effort of the instant ticket 

warehousing and distribution system.

ALC staff training will incorporate a mix of instructor-led presentations (Figure 3-123) and 

discussions, with interactive hands-on, activities and workshops. Workbooks and documentation 

will be provided in support of these activities. Described below are sample training classes that 

can be provided for Lottery 101. A final curriculum for Lottery training will be agreed upon once 

all the system requirements are finalized.
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Other ALC Employee Training 

■ Proposer Supplied Services – Courses will be developed to cover any unique services 

that may be included in the ALC contract.

■ System Security Features – We intend to provide thorough training to your staff for our 

proposed system. Training is provided by our professional staff who have extensive 

knowledge of the system, its operation and maintenance.

■ Other Training – We will develop any other necessary training course required over the 

term of the contract which covers any relevant aspect of our proposed system and services.

Ongoing Training – As changes warrant, Scientific Games will provide ongoing training 

programs throughout the term of the contract, including extensions.

Retailer Training Plan

Following ALC staff training Scientific Games’, we will begin to train the retailers. We do this to 

ensure that if a retailer contacts the ALC through start-up, an ALC can address all the questions or 

concerns appropriately. 

As stated earlier, Scientific Games understands that our training, as it has been done in many start-

up situations, may be provided in conjunction with the online gaming system training provided by 

CLASS PROPOSED TOPICS/METHODOLOGY SUGGESTED AUDIENCE

Lottery 101 This course provides your staff with insight into the inner 

workings of the lottery business world. This program will 

consist of the following:

1. History of the lotteries.

2. What is an instant ticket and how is it manufactured? 

(Alpharetta production video)

3. How an instant ticket is played and the security levels 

that are incorporated into the ticket.

4. How tickets are validated.

5. The first ALC instant games. (This will include play 

styles, price points, etc.)

6. Best practices of selling tickets at the retailers.

7. Promotion of instant games and what to do when a 

ticket is presented for payment.

All employees 

Figure 3-123: Sample Training
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the online gaming system vendor. Scientific Games uses online training sessions, to provide 

details specific to the instant ticket processes that retailers must learn to become ALC retailers.

Retailer Training Content 

We will work with the ALC to finalize the content of retailer training but some of the suggested 

topics include: 

■ How to order tickets 

■ How tickets are shipped 

■ How to receive inventory 

■ How to display inventory 

■ Game specifics 

■ Ways to enhance sales 

Training Locations – The initial retailer training will be held in conjunction with the online 

gaming system training provided by the online gaming system vendor. 

Ongoing Training – As requested by the ALC, Scientific Games will provide ongoing training 

programs throughout the term of the contract, including extensions. We understand that these 

Retailer events will be held every two years in nine different geographic locations throughout the 

state. Scientific Game’s will bear all the costs associated with these events (other than ALC 

personnel incurred costs). These costs, as outlined, may include: the cost of the event locations, 

catering services, rental equipment and labor costs associated with set-up and take down of the 

events. 

Updates – Scientific Games will provide periodic updates of all training materials, and provide 

the ALC with the latest approved version of training materials.

Training Solution Summary 

As you can see by the information provided here, Scientific Games is fully prepared to deploy a 

well designed, customized training program for your retailers and your staff. The components 

detailed here combine to provide the ALC and its retailers with the most extensive training, 

documentation and follow up available in the industry for both the start-up and for the duration of 

the contract period. 
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3.16 ADDITIONAL REQUIRED OPERATIONAL ITEMS
RFP Requirement: A Vendor must list in this section other significant services, procedures, materials, supplies, programs, policies, 
equipment, facilities, etc., necessary for the successful daily operational aspects of the proposed products and services, even though 
there are no specific requirements for those items listed in this RFP. The Successful Vendor is not released from the responsibility of 
providing all needed items to make the proposed products and services successful.

As discussed and provided in our proposal response to Section 3 and Section 4 of the RFP, 

Scientific Games will provide significant services, procedures, materials, supplies, programs, 

policies, equipment, facilities, etc., necessary for the successful daily operational aspects of the 

proposed products and services, even though there are no specific requirements for those items 

listed in the RFP.

If selected as the successful vendor, Scientific Games understands that it is not released from the 

responsibility of providing all needed items to make the proposed products and services 

successful.

3.17 MATERIAL, SUPPLIES AND EQUIPMENT
RFP Requirement: All material, supplies and equipment offered and furnished must be new except as otherwise specified herein.

Scientific Games will ensure that all material, supplies and equipment offered and furnished are 

new or certified new. 

In order to meet the most aggressive lottery start-up times, Scientific Games plans to utilize some 

equipment from a recent Scientific Games’ warehouse implementation. This equipment will be 

inspected and re-furbished to ensure “as new” product specifications and performance in its 

application.
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Scientific Games discloses the following:

4.0 VENDOR PROFILE 

Vendors must disclose the following:

4.0.1 BUSINESS NAME 

RFP Requirement: Business Name;

Scientific Games International, Inc. is a wholly-owned subsidiary of Scientific Games 

Corporation, a publicly traded entity on NASDAQ.

4.0.2 BUSINESS ADDRESS

RFP Requirement: Business Address;

Scientific Games is located at 1500 Bluegrass Lakes Parkway, Alpharetta, Georgia 30004. 

4.0.3 ALTERNATE BUSINESS ADDRESS

RFP Requirement: Alternate Business Address;

Scientific Games’ parent company, Scientific Games Corporation is located at: 

750 Lexington Avenue

New York, NY 10022

SECTION 4: Additional Vendor Requirements
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4.0.4 PRIMARY CONTACT

RFP Requirement: Primary Contact Name, Title, Telephone, Fax and E-mail address;

The primary contact for correspondence related to Scientific Games’ proposal is:

■ Mr. James C. Kennedy

Senior Vice President, Sales and Global Marketing 

Tel.: 770-663-6735

Fax: 678-624-4115

Email: jim.kennedy@scientificgames.com 

4.0.5 YEARS IN BUSINESS 

RFP Requirement: How many years this company has been in this type of business;

Through innovation and partnership with customers around the world, Scientific Games has been 

driving results for lotteries for over 36 years. From the introduction of the first secure instant 

lottery ticket in 1974 to the debut of the first interactive, full-function self service lottery kiosk, we 

have consistently been at the forefront of delivering business solutions to help lotteries increase 

sales and net revenue for good causes.

4.0.6 BUSINESS QUALIFICATION 

RFP Requirement: Proof that the vendor is qualified to do business in this state;

On the following page we submit our current certificate to do business in the state of Arkansas. 
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4.0.7 VENDOR DISCLOSURE 

RFP Requirement: A disclosure of the Vendor's name and address and, as applicable, the names and addresses of the following: If 
the Vendor is a corporation, the officers, directors, and each stockholder of more than a ten percent (10%) interest in the corporation. 
However, in the case of owners of equity securities of a publicly traded corporation, only the names and addresses of those known to 
the corporation to own beneficially five percent (5%) or more of the securities need be disclosed; if the Vendor is a trust, the trustee 
and all persons entitled to receive income or benefits from the trust; if the vendor is an association, the members, officers, and 
directors; and if the Vendor is a partnership or joint venture, all of the general partners, limited partners, or joint venturers;

Scientific Games Corporation, a publicly traded corporation, is the parent company of Scientific 

Games International, Inc. a privately held company. Figure 4-1 represents the officers and 

directors of Scientific Games. 

SCIENTIFIC GAMES’ OFFICERS AND DIRECTORS

Officers 

Joseph R. Wright, Jr.

CEO

Scientific Games Corporation

750 Lexington Avenue, 25th Floor

New York, NY 10022

Michael Chambrello

President and Chief Operating Officer

Scientific Games Corporation

750 Lexington Avenue, 25th Floor

New York, NY 10022

Ira H. Raphaelson

VP, General Counsel & Secretary

Scientific Games Corporation

750 Lexington Avenue, 25th Floor

New York, NY 10022

Steven M. Saferin

Senior Vice President

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

John J. Walsh

Senior Vice President, Operations and Marketing

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

James C. Kennedy

Senior Vice President Sales and Global Marketing

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

Gerard D. Scheinbach

Senior Vice President, Finance

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

Robert C. Becker

Treasurer

Scientific Games Corporation

750 Lexington Avenue, 25th Floor

New York, NY 10022

Figure 4-1: Scientific Games’ Officers and Directors
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The following persons/entities own 5% or more of the outstanding common stock of Scientific 

Games Corporation (a publicly traded corporation):

(As of April 1, 2009) 

■ MacAndrews & Forbes Holdings Inc. 28.16%

35 East 62nd Street

New York, NY 10021

Ronald Perelman, a director of Scientific Games Corporation, is the sole shareholder of 

MacAndrews & Forbes Holdings Inc. When his holdings are included with the holdings of 

MacAndrews & Forbes Holdings, Inc., he may be deemed to own 28.20% of the 

outstanding Common Stock of Scientific Games Corporation.           

■ RS Investment Management Co., LLC 8.72%

388 Market Street

San Francisco, CA 94111

■ Blackrock, Inc. 5.12%

40 East 52nd Street

New York, NY 10022

Jeff Lipkin

Vice President, CFO

Scientific Games Corporation

750 Lexington Avenue, 25th Floor

New York, NY 10022

James R. Metcalfe

Vice President, Tax

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

 Alpharetta, GA 30004

Steven W. Beason

Vice President, Chief Technology Officer

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

Philip J. Bauer

VP, Corporate Counsel & Assistant Secretary

Scientific Games International, Inc.

1500 Bluegrass Lakes Parkway

Alpharetta, GA 30004

Directors

Joseph R. Wright, Jr. Michael Chambrello

Ira H. Raphaelson

SCIENTIFIC GAMES’ OFFICERS AND DIRECTORS

Figure 4-1: Scientific Games’ Officers and Directors
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4.0.8 BUSINESS DISCLOSURE 

RFP Requirement: A disclosure of all the states and jurisdictions in which the Vendor does business and the nature of the business 
for each state or jurisdiction;

Figure 4-2 represents the states and jurisdictions in the U.S in which Scientific Games conducts 

business and the nature of the business for each. 

STATE/JURISDICTION NATURE OF BUSINESS

Arizona Lottery Primary vendor for instant games and cooperative services 

California Lottery Primary vendor for instant games 

Colorado Lottery Primary vendor for instant games; online system & terminals 

Connecticut Lottery Secondary vendor for instant games; Primary vendor for online 

system & terminals 

D.C. Lottery Primary vendor for instant games and cooperative services 

Delaware Lottery Primary vendor for instant games and cooperative services; 

Primary vendor for online system & terminals 

Florida Lottery Primary vendor for instant games and cooperative services 

Georgia Lottery Corporation Primary vendor for instant games and cooperative services 

Idaho Lottery Primary vendor for instant games 

Hoosier (Indiana) Lottery Primary vendor for instant games; Primary vendor for online 

system & terminals 

Illinois Lottery Primary vendor for instant games

Iowa State Lottery Primary vendor for instant games; Primary vendor for online 

system & terminals

Kansas Lottery Secondary vendor for instant games

Kentucky Lottery Corporation Primary vendor for instant games

Louisiana Lottery Corporation Primary vendor for instant games

Maine State Lottery Primary vendor for instant games and cooperative services; 

Primary vendor for online system & terminals 

Maryland State Lottery Secondary vendor for instant games; Primary vendor for online 

system & terminals

Massachusetts State Lottery Primary vendor for instant games

Minnesota Lottery Primary vendor for instant games

Figure 4-2: Current Clients
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Missouri Lottery Primary vendor for instant games

Montana Lottery Primary vendor for instant games

Nebraska Lottery Primary vendor for instant games

New Hampshire Lottery Primary vendor for instant games; Primary vendor for online 

system & terminals

New Jersey Lottery Secondary vendor for instant games 

New Mexico Lottery Authority Primary vendor for instant games 

New York State Lottery Primary vendor for instant games 

North Carolina Education Lottery Subcontract with Gtech for instant game printing 

North Dakota Lottery Primary vendor for online system & terminals

Ohio Lottery Primary vendor for instant games and cooperative services 

Oklahoma Lottery Commission Primary vendor for instant games and cooperative services; 

Primary vendor for online system & terminals 

Oregon State Lottery Primary vendor for instant games

Pennsylvania State Lottery Primary vendor for instant games and cooperative services; 

Primary vendor for online system & terminals 

Rhode Island Lottery Primary vendor for instant games

South Carolina Education Lottery Primary vendor for instant games and cooperative services 

South Dakota Lottery Primary vendor for instant games

Tennessee Education Lottery 

Corporation

Primary vendor for instant games and cooperative services 

Texas Lottery Primary vendor for instant games

Vermont Lottery Primary vendor for instant games; Primary vendor for online 

system & terminals

Virginia Lottery Primary vendor for instant games and cooperative services 

Washington State Lottery Primary vendor for instant games

West Virginia Lottery Primary vendor for instant games 

Wisconsin Lottery Primary vendor for instant games 

STATE/JURISDICTION NATURE OF BUSINESS

Figure 4-2: Current Clients
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4.0.9 CONTRACTS 

RFP Requirement: A disclosure of all the states and jurisdictions in which the Vendor has contracts to supply gaming goods or 
services, including without limitation lottery goods and services, and the nature of the goods or services involved for each state or 
jurisdiction;

In Figure 4-3, we provide Scientific Games’ contracts to supply gaming goods and services, 

including without limitation lottery goods and services and the nature of the goods or services 

involved for each state or jurisdiction. 

STATE/JURISDICTION NATURE OF BUSINESS 

Australia (Golden Casket) Instant games, instant ticket gaming system 

Austria (Osterreichische Lotterien) Instant games 

Azores Instant games (game by game)

Belgium Ins tant games 

Canada (Atlantic Lottery Corporation) Instant tickets 

Canada (Loto Quebec) Instant tickets 

Canada (Western Canada Lottery Corporation) Support services agreement 

Czech Republic (Gamestar) Instant games (game by game)

Denmark (Dansk Spil AS) Instant games 

Delaware Video lottery

Estonia (Fortuuna Lotto) Primary vendor of instant games (game by game)

Finland (Oy Veikkaus AB) Instant games (game by game)

France (La Francaise des Jeux) Instant games 

Germany (Land Brandenburg Lotto) Primary vendor of instant games 

Germany (NordwestLotto Schleswig-Holstein) Primary vendor of instant games

Germany (Sächsische Lotto GmbH) Primary vendor of instant games

Germany (Staatliche Toto-Lotto GmbH Baden-

Württemberg)

Primary vendor of instant games (game by game)

Germany (Staatliche Lotterieverwaltung München) Primary vendor of instant games (game by game)

Germany (Deutsche Klassenlotterie Berlin) Primary vendor of instant games (game by game)

Germany (Westdeutsche Lotterie GmbH & Co. 

OHG)

Primary vendor of instant games (game by game)

Figure 4-3: Current Contracts
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Germany (Lotterie-Treuhandgesellschaft mbH 

Hessen)

Primary Cooperative services vendor; marketing 

services, instant game design and production, 

telemarketing, logistics, distribution, field sales

Germany (Toto-Lotto Niedersachsen GmbH) Primary Cooperative services vendor; marketing 

services, instant game design and production, 

telemarketing, logistics, distribution, field sales

Germany (LOTTO Rheinland-Pfalz GmbH) Primary Cooperative services vendor; marketing 

services, instant game design and production, 

telemarketing, logistics, distribution, field sales

Germany (Lotto-Toto GmbH Sachsen-Anhalt) Primary Cooperative services vendor; marketing 

services and instant game design and production

Hoosier Lottery (Indiana) Pull-tab tickets 

Hungary (Szerencsájaték RT) Instant games (game by game)

Iceland (Happdraetti Haskola Islands) Primary vendor of instant games; Online system 

and terminals; Video lottery maintenance 

Ireland (Rehab Lotteries) Primary vendor of instant games (game by game) 

Independent Gaming Corporation Ltd. Video 

Italy (Consorzio) Instant games 

Italy (Sisal) Online terminals 

Kentucky Pul l-tab tickets 

Luxembourg (Loterie Nationale) Primary vendor of instant games (game by game)

Macedonia (Lotarija NA Makedonija) Instant games (game by game)

Mexico (Televisa) Instant games 

Netherlands (De Lotto) Primary Vendor of instant games 

New Mexico Video 

Nicaragua Instant games 

Norway (Norsk Tipping) Instant games; Online software maintenance 

Norway (Ringen Forlag AS) Instant games

Ontario Lottery and Gaming Corporation Online system 

Philippines Online system and terminals 

Poland (Totalizator Sportowy) Instant games (game by game)

Portugal (SCML) Primary vendor of instant games 

STATE/JURISDICTION NATURE OF BUSINESS 

Figure 4-3: Current Contracts
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4.0.10 GAMING LICENSES

RFP Requirement: A disclosure of all the states and jurisdictions in which the Vendor has applied for, has sought renewal of, has 
received, has been denied, has pending, or has had revoked a lottery or gaming license of any kind or had fines or penalties 
assessed to the Vendor’s license, contract, or operation and the disposition of each instance in each state or jurisdiction. If any lottery 
or gaming license or contract has been revoked or has not been renewed or any lottery or gaming license or application has been 
either denied or is pending and has remained pending for more than six (6) months, all of the facts and circumstances underlying the 
failure to receive a license shall be disclosed;

In Figure 4-4, Scientific Games discloses all the states and jurisdictions in which we have applied 

for, have sought renewal of, have received and have pending a lottery or gaming license. Scientific 

Games has not been denied or had revoked a lottery or gaming license of any kind or had fines or 

penalties assessed to a Scientific Games' license, contract, or operation. Again, Scientific Games 

has not had any lottery or gaming license or contract revoked, un-renewed or denied. We list 

below licenses or applications that have been pending for more than six months, and 

circumstances underlying the application. 

Shanghai Keno terminals and software license 

Société des Loteries Vidéo du Québec, Inc. Video 

South Africa Supply agreement 

South Dakota Video 

Slovakia (TIPOS) Primary vendor of instant games 

Slovenia (Sportna Loterija D.D) Instant games (game by game)

Spain (Loto Catalunya) Instant games; Online system and terminals 

Sweden Global Operations & Lottery Distribution System 

Switzerland (Swisslos) Primary vendor of instant games (game by game); 

Online system software development and 

maintenance 

Switzerland (Loterie Romande) Instant games (game by game)

Ukraine Primary vendor of instant games, marketing 

services, telemarketing, logistics, distribution

United Kingdom (Camelot) Instant games 

West Virginia Video 

STATE/JURISDICTION NATURE OF BUSINESS 

Figure 4-3: Current Contracts
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LICENSES AND BUSINESS ACTIVITIES 

CORPORATION
NAME & ADDRESS OF LICENSING 

AGENCY
TYPE OF LICENSE OR 

REGISTRATION
DATE OF CURRENT

APPLICATION

DISPOSITION
(GRANTED, DENIED, 

CANCELLED, 
WITHDRAWN)

Scientific Games 
International, Inc.

Ontario Provincial Police
Investigation & Enforcement 
Commission of Ontario
90 Sheppard Avenue East
Toronto, ON M2N0A4

Lottery Equipment Supplier Filed 11/25/08 Pending - waiting for 
Scientific Games 
Corp’s filing, which was 
done 7/6/09

Scientific Games 
International, Inc.

Province of British Columbia
Gaming Policy and Enforcement 
Branch
3rd Floor, 910 Government St.
Victoria, BC V8W1X3
250-356-0663

Business Registration as 
Gaming Equipment 
Supplier

Initial filing submitted 10/01 
– Renewal filing submitted 
January 2009

Granted 6/25/08 
Expires 2/1/2013

Scientific Games 
International, Inc.

Connecticut Division of Special 
Revenue
P.O. Box 310424
Newington, CT 06131-0424

Vendor License #42-1063
Class I & Class II 
Occupational Licenses

8/2008 Renewed Annually granted by 
Joe Peplau, Licensing 
Coordinator, State of 
CT

Scientific Games 
International, Inc. 

Quebec Gaming Commission
c/o Surete du Quebec
1701, Parthenais
Montreal, Quebec, Canada H2K 3S7
514-596-3645 Sgt. Robert Gavel

Gaming-Related Supplier Initial filing submitted 6/05 Approval granted to 
Loto-Quebec to work 
with Scientific Games 
on 
5/3/07

Scientific Games 
International, Inc.

Manitoba Gaming Control 
Commission 
800-215 Garry St.
Winnipeg, MB R3C 3P3
204/954-9400

Gaming Supplier Filed 7/7/09 Pending (Interviewing 
Corporation officers in 
Oct., 2009)

Figure 4-4: Licenses and Business Activities 
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4.0.11 FINDING, PLEA, CONVICTION OR ADJUDICATION

RFP Requirement: A disclosure of the details of any finding or plea, conviction, or adjudication of guilt in a state or federal court of 
the Vendor for any felony or any other criminal offense other than a traffic violation committed by the persons identified under 
Arkansas Code Annotated § 23-115-501 (b)(1). The commission may request that any or all of the persons identified under § 23-115-
501 (b)(1) undergo a state and federal criminal background check. If requested, a state and federal criminal background check shall 
be conducted in the manner under § 23-115-601(e);

To the best of our knowledge, Scientific Games has nothing to disclose regarding any finding or 

plea, conviction, or adjudication of guilt in a state or federal court for any felony or any other 

criminal offense other than a traffic violation committed by the persons identified under Arkansas 

Coded Annotated §23-115-501 (b) (1). Scientific Games understands that the commission may 

request that any or all of the persons identified under §23-115-501 (b) (1) undergo a state and 

federal criminal background check. We also acknowledge that if requested, a state and federal 

criminal background check will be conducted in the manner under §23-115-601 (e).

4.0.12 BANKRUPTCY, INSOLVENCY, OR REORGANIZATION 

RFP Requirement: 12. A disclosure of the details of any bankruptcy, insolvency, reorganization, or corporate or individual purchase 
or takeover of another corporation, including without limitation bonded indebtedness, and any pending litigation of the Vendor;

To the best of our knowledge, Scientific Games has nothing to disclose regarding bankruptcy, 

insolvency, reorganization, or corporate or individual purchase or takeover of another corporation, 

including without limitation bonded indebtedness.

A listing of Scientific Games current pending litigation is detailed on the following pages. There 

is no legal impediment to Scientific Games’ performance of all work required under the 

procurement.
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CONFIDENTIAL INFORMATION BEGINS HERE.

SCIENTIFIC GAMES CORPORATION

Carol A. Smith, et. al, v. Scientific Games Corporation, Federal District of New Jersey, 

Court, September 18, 2008

Plaintiffs were employed by the New Jersey Sports and Expositions Authority (“NJSEA”) as 

tellers at the Meadowlands Racetrack and other locations. Plaintiffs’ complaint alleges that they 

sustained personal injuries, principally back injuries, as a result of the design of teller machines 

sold to the NJSEA by the Company. Their spouses allege loss of familial rights. We removed the 

case to New Jersey federal court based on complete diversity. We have also reported this matter to 

our insurer and have agreed upon and retained defense counsel for this claim. We are proceeding 

to discovery and at the recent Scheduling Conference, the Court set forth a discovery schedule for 

both factual and expert testimony and a period for Motions for Summary Judgment, which is 

tentatively set to begin September 9, 2009. We intend to vigorously contest this matter.

Status Update: Discovery period set and tentative motions for summary judgment schedule set 

for September 9, 2009.

Lawrence J. Corneck v. Scientific Games Corporation, NY State Court No. 08107798, filed 

June 4, 2008

Plaintiff is a former employee of Scientific Games. He filed suit seeking declaratory relief to 

vacate his settlement agreement and release of claims that he entered into with the Company due 

to alleged multiple material failures of the Company to perform under the agreement. The 

settlement agreement contains an arbitration clause. The Company sought to enforce the 

arbitration clause and seek dismissal of the case by filing an arbitration claim and preparing a 

dismissal motion. Plaintiff subsequently dismissed the petition and proceeded with his own claim 

in arbitration. Answers have been filed and a hearing is tentatively scheduled for June after 

discovery is completed.

Status Update: None.

p_garbarini
Rectangle
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Grinnell Mutual Reinsurance Company v. Lynda M. Whitty and Scientific Games 

Corporation/Donlen Trust, District Court, Ward County, North Dakota, Case No. (none 

assigned yet), filed July 17, 2008

Plaintiffs filed a claim for property damage arising from an automobile accident allegedly 

involving a vehicle owned by Scientific Games Corporation while operated by Lynda Whitty. This 

matter is being handled by insurance counsel.

Status Update: None.

Vincent Calvanezi, by Sharon O-Connor, Conservator of the Person vs. Scientific Games 

Corporation (f/k/a Autotote Corporation and d/b/a Sports Haven, et al)

On January 21, 2007, Scientific Games Corporation received a Summons and Complaint alleging 

our liability for an injury due to a slip and fall on one of our properties in New Haven, 

Connecticut. Scientific Games plans on defending this suit vigorously. This matter is being 

handled by insurance counsel.

Status Update: None.

Gus Mackey and Rosa Mackey v. Scientific Games Corporation and Jorge L. Sigler, 

Broward County, FL Circuit Court No. CACE 06-014919 (18) Claim No AB550- 087612-01, 

filed September 26, 2006

Plaintiffs filed a claim for personal injury arising from an automobile accident allegedly involving 

a vehicle owned by Scientific Games Corporation while operated by Jorge L. Sigler. This matter is 

being handled by insurance counsel.

Status Update: None.

Ethel Downing v. Scientific Games Corporation, Manufacturers Life Insurance Company, 

Woodbine Entertainment, CANADA - Ontario Superior Court of Justice No. O6-CV-

322948-SR, filed November 24, 2006

Plaintiff is an employee of Woodbine Entertainment Group alleging personal injury incurred 

while moving an allegedly defective betting machine. Scientific Games was allegedly the owner 

of betting machines used by patrons and employees of Woodbine. This matter is being handled by 

insurance counsel.

Status Update: None.
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Jerry Jamgotchian, individually and on behalf of all others similarly situated, vs. Scientific 

Games Corporation, Scientific Games Racing, LLC, Scientific Games International, Inc. 

and Does one through ten, Case No. CV 08-05121

A purported class action was filed on August 5, 2008 in the United States District Court for the 

Central District of California against Scientific Games Corporation, Scientific Games Racing, 

LLC and Scientific Games International, Inc. The complaint sought, among other things, class 

certification and damages in excess of $5,000,000 on behalf of a purported class of persons who 

“bought ‘Quick-Pick’ wagering tickets through Scientific Games’ computerized pari-mutuel 

wagering system” from July 1, 2007 until June 2, 2008 in California, Connecticut, Delaware, 

Indiana, Iowa, Louisiana, Maryland, Michigan, New York, New Jersey, Ohio, Pennsylvania, 

Texas or Wisconsin. On October 22, 2008, acting on our Motion to Dismiss the case, the Court 

dismissed the case without leave to refile. On November 17, 2008, plaintiffs filed a Notice of 

Appeal to the United States Court of Appeals for the Ninth Circuit. Plaintiffs filed their brief on 

May 4, 2009. Scientific Games’ brief is due on June 3, 2009.

Status Update: None.

Matthew Gonseski v. Scientific Games Corporation, Superior Court, J.D. Stamford/ 

Norwalk, December 6, 2005

On or about October 22, 2004, the plaintiff was pushed to the ground by another patron at an OTB 

facility in Norwalk, Connecticut and allegedly suffered severe personal injuries. Plaintiff alleges 

that the Company was negligent in its supervision of the facilities. This case is being handled by 

insurance counsel.

Status Update: None.

Richards Enterprises, Inc. v. State of Iowa and Scientific Games International, Inc., Iowa 

District Court for Harrison County, Law No LACV 08543, Filed March 30, 2009

Plaintiffs filed a claim for property damage arising from fire at its business premises allegedly 

involving a lottery terminal provided to the Iowa Lottery by Scientific Games. The matter was 

referred to insurance counsel and the Answer to the Petition and Demand for Jury Trial was filed 

May 5, 2009.

Status Update: Answer to Petition and Demand for Jury Trial filed on May 5, 2009.
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Daphne Lee Mahotiere v. Scientific Games International, Inc., EEOC Charge No. 410-2009-

00543

On October 31, 2008, Daphne Lee Mahotiere filed a discrimination claim with the EEOC in 

Atlanta, Georgia against Scientific Games International, Inc., Charge No. 410-2009- 00543, 

alleging discrimination on the basis of race and retaliation. Scientific Games filed its response on 

January 16, 2009.

Status Update: Scientific Games filed response on January 16, 2009.

Bertha C. Jones v. Scientific Games International, Inc., EEOC Charge No. 410-2009-00373

On October 20, 2008, Bertha C. Jones filed a discrimination claim with the EEOC in Atlanta, 

Georgia against Scientific Games International, Inc., Charge No. 410-2009- 00373, alleging 

discrimination on the basis of race. Scientific Games filed its response on December 9, 2008.

Status Update: None.

GTech Corporation vs. Commonwealth of Pennsylvania Department of Revenue and 

Scientific Games International, Inc., No. 478 MD 2008

On September 23, 2008, the Commonwealth of Pennsylvania notified Scientific Games 

International, Inc. (“Scientific Games”) that contract negotiations were complete in connection 

with the award of the Pennsylvania online lottery contract to Scientific Games under a Request for 

Proposal (“RFP”) so that it was also activating an administrative bid protest by GTech 

Corporation (“GTech”), the other competing vendor in the RFP. On September 25, 2008, the 

Commonwealth of Pennsylvania provided Scientific Games with the opportunity to respond to 

GTech’s bid protest. On October 10, 2008, the Company received notice of a lawsuit by GTech 

seeking judicial review of the award prior to completion of the administrative process and naming 

both the Commonwealth and Scientific Games as defendants in the above-captioned suit. On 

October 24, 2008, after reviewing preliminary filings by all parties, a judge in Pennsylvania 

granted an emergency motion by GTech Corporation to enjoin the Commonwealth from 

proceeding with the contract award to Scientific Games until GTech's bid protest and the court's 

jurisdiction over that protest were resolved by hearing currently scheduled for November 5, 2008. 

The administrative hearing officer denied GTech’s protest on December 12, 2008, after which 

Scientific Games and the lottery executed the new contract. GTech has appealed this decision in 

court. In December, the lottery also issued an emergency purchase order extending the previous 

contract for up to one year in the event the GTech’s appeal is successful. The parties have agreed 

to stay proceedings to finalize the settlement negotiations.
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Status Update: The hearing officer denied the protest. GTech has appealed the denial in court. 

All proceedings have been stayed by agreement of the parties pending negotiation of a final 

settlement agreement.

The Gameologist Group LLC v. New York Division of the Lottery and Scientific Games, Inc. 

Case No. 1:08-cv-05896-JEI-AMD

This case was voluntarily dismissed in New Jersey by the Gameologist Group as to both parties 

on March 2, 2009. A new case was filed in NY against Scientific Games and the NY Division of 

the Lottery.

The Gameologist Group LLC v. New York Division of the Lottery and Scientific Games, Inc. 

Case No. 09/102951

On March 3, 2009 after having voluntarily dismissed the case in New Jersey, the Gameologist 

Group filed an identical action in the Supreme Court for the State of New York County of New 

York. The substance of the action remains based upon the sales of instant scratch tickets in New 

York for a game designated “Bada Bling.” On April 3, 2009, we filed a Motion to Dismiss the 

lawsuit. Plaintiff’s response must be filed by May 4, 2009 at which time we will have one week to 

rebut their arguments.

Status Update: Plaintiff’s response to Motion to Dismiss due May 4, 2009.

Barenzo Dean, Millard R. Johnson, and Ray Gene Johnson v. Scientific Games 

International, Inc. and Moses Williams, Case No. CJ-2008-1400, District Court of 

Oklahoma County, Oklahoma, filed February 28, 2008

Plaintiff filed suit for personal injuries and property damage arising from a traffic accident 

involving Williams, an employee of Scientific Games. Plaintiffs seek damages in excess of 

$10,000. Scientific Games believes it has valid defenses to the claims and will assert them.

Status Update: None.

George G. Kyle, Jr. and Frank Mankovitch v. Georgia Lottery Corporation and Scientific 

Games International, Inc., Civil Action File No. 2008CV147029, Fulton County Superior 

Court, filed February 22, 2008

Plaintiffs filed suit alleging trademark infringement of a Georgia registered trademark and a 

pending federal trademark application for “MONEYBAGS.” Plaintiffs seek injunctive relief 

enjoining further use of the mark, and compensatory and punitive damages and litigation 
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expenses. Depositions of all Parties have been conducted, however, Plaintiff has just recently 

scheduled the deposition of Rebecca Hargrove from TN as she was the former Lottery Director in 

GA during the timeframe at issue. An offer for settlement in the amount of $15,000 was earlier 

tendered and refused by Plaintiffs. A Summary Judgment brief was filed and Plaintiff has until 

May 18, 2009 in which to respond.

Status Update: Plaintiff has until May 18, 2009 to respond to Motion for Summary Judgment.

Bernard Christian v. Scientific Games International, Inc., EEOC Charge No. M23A- 2008-

00314C, State of Michigan Department of Civil Rights Complaint No. 380042

On November 16, 2007, Bernard Christian filed a discrimination claim with the EEOC in 

Michigan against Scientific Games International, Inc, Charge No. M23A-2008-00314C, alleging 

discrimination on the basis of age. A response to the First set of Interrogatories and Requests to 

Produce Documents was due on December 18, 2007, but counsel for Scientific Games requested 

an extension of this date, which was granted. Scientific Games filed its response on February 8, 

2008. Scientific Games intends to defend this charge vigorously.

Status Update: None.

Ruby Davis v. Scientific Games International, Inc., EEOC Charge No. 532- 2007- 01766

On August 19, 2007, Ruby Davis filed a discrimination claim with the EEOC in Cleveland, Ohio 

against Scientific Games International, Inc., Charge No. 532-2007- 01766, alleging 

discrimination on the basis of race. Scientific Games International responded on October 5, 2007.

Status Update: On March 16, 2009, the EEOC issued a Notice of Dismissal of the case. Claimant 

has 90 days from the receipt of the notice to file a lawsuit.

WV Division of Labor Case No. 06-0729

Scientific Games International, Inc. received a subpoena duces tecum dated April 19, 2007, from 

the WV Division of Labor with respect to a former employee. The former employee, Timothy 

Baldwin, has filed a complaint about the Company and the WV Division of Labor is requesting 

certain records. We filed our response on June 1, 2007 and provided additional information to the 

investigator on June 15, 2007.

Status Update: None.
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Colombian Litigation

Scientific Games previously owned a minority interest in Wintech de Colombia S.A., or Wintech 

(now liquidated), which formerly operated the Colombian national lottery under a contract dated 

March 12, 1992 with Empresa Colombiana de Recursos para la Salud, S.A. (“Ecosalud”), an 

agency of the Colombian government, now known as Empresa Territorial para la Salud. Litigation 

is pending in Colombia concerning various claims among Ecosalud, Wintech and Scientific 

Games, relating to the termination of the contracts with Ecosalud. On July 1, 1993, Ecosalud 

adopted resolutions declaring, among other things, that the breach of contract and asserted various 

claims for compensation and penalties against Wintech, Scientific Games and other shareholders 

of Wintech (Resolutions No. 0493, October 15, 1993; 0263, July 15, 1993; and 0246, July 1, 

1993; collectively, the “caducidad resolutions”) Likewise, by means of Resolution No. 222, 

March, 1994, Ecosalud further liquidated these amounts it claims were owed to it as result of the 

termination of the lottery contract.

On March 15, 1994, Scientific Games filed suit in the Tribunal Contencioso Administrativo de 

Cundinamarca in Bogota, Colombia to set aside the caducidad resolutions. On March 8, 2001, the 

Tribunal found Scientific Games and other parties in breach. Scientific Games appealed this 

judgment before the Council of State, and it remains pending. Likewise, in 1996, Wintech filed a 

separate lawsuit against the caducidad resolutions, which also receved an unfavorable ruling from 

the Tribunal. Wintech’s appeal before the Council of State is still pending.

On July 15, 1996, Ecosalud served Scientific Games with a complaint in Civil Action No. 1-96-

CV-1586, U.S. District Court, Northern District of Georgia, in which Ecosalud asserted many of 

the same claims asserted in the Colombian litigation. The U.S. District Court dismissed the 

complaint filed by Ecosalud and ordered Ecosalud to pay court costs. Ecosalud appealed the 

dismissal to the U.S. Court of Appeals for the 11th Circuit, and the appeal was denied.

In a related matter, Ecosalud filed an executory collection proceeding before the Tribunal 

Contencioso of Cundinamarca in Colombia on June 4, 1999 against Scientific Games. The claim 

in the executory proceeding is that Ecosalud, pursuant to its quasi-governmental powers, 

terminated the contract by resolution and liquidated its damages for among other things, the 

realization of the full amount of alleged damages under the contract in the amount of 

approximately 90 billion Colombian pesos, plus interest and costs. Although the resolutions are 

subject to other court challenges, such resolutions have presumptive validity until overturned. 

Service of process on the Company for this matter was achieved in May 2002, and this matter is 

pending. A previous claim against Wintech for the same damages has been held to be subject to 
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mandatory arbitration by the Colombia Council of State, the highest appellate court with 

jurisdiction over this matter.

In July 2002, the Tribunal Contencioso of Cundinamarca denied Scientific Games’ preliminary 

motion to dismiss the executory proceeding and the decision was upheld by the Council of State, 

the highest appellate court, in August 2003, of which Scientific Games received notice in January 

2004. As a result of these decisions, this proceeding was brought before the Tribunal Contencioso 

of Cundinamarca. On August 31, 2005, the procedural defense motion filed against this 

proceeding was denied by the Tribunal Contencioso of Cundinamarca, and the appeal before the 

Council of State was denied. Defenses on the merits are pending. In this regard, the merit defenses 

before the Tribunal Contencioso of Cundinamarca has continued on to the evidence stage. Upon 

its completion, the parties will be given the opportunity to file an allegation brief), in order for the 

case to be decided. The progress of these various defenses and stages has been closely monitored 

and will be handled as appropriate.

The Company has been advised by Colombian counsel that it has various defenses on the merits. 

The Company has been informed by US counsel that it has defenses, both procedural and 

substantive, to the subsequent enforcement in the United States of any money judgment resulting 

from the ongoing proceedings in Colombia. The Company intends to vigorously pursue these 

defenses as appropriate. The Company also has certain cross indemnities and undertakings from 

the two other privately held shareholders of Wintech for their respective shares of any liability to 

Ecosalud however, no assurance can be given that the other shareholders of Wintech will, or have 

sufficient assets to, honor their indemnity undertakings to the Company when the claims by 

Ecosalud against the Company and Wintech are finally resolved, in the event such claims result in 

any final liability.

The procedural appeal and reconsideration in the Colombian matter have been rejected by their 

tribunals as of February 19, 2008 and we expect litigation on the merits to continue.

Status Update: None.

CONFIDENTIAL INFORMATION ENDS HERE.
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4.0.13 FINANCIAL REPORT 

RFP Requirement: A disclosure of the Vendor’s most recent financial report, including any reports on internal control over financial 
reporting, and the most recent audit report of the vendor’s operation as a service organization; and

In Appendix 4 of our proposal response we submit our most recent financial report for 2008, 

which includes reports on internal control as well as the most recent audit report of Scientific 

Games’ operation as a service organization. 

4.0.14 ADDITIONAL DISCLOSURES 

RFP Requirement: Additional disclosures and information that the commission may determine to be appropriate for the procurement 
involved.

Scientific Games understands that additional disclosures and information that the commission 

may determine to be appropriate for the procurement involved may be requested and we will 

respond to any request.

4.1 INSURANCE 
RFP Requirement: The Successful Vendor shall be required to maintain the following types and amounts of insurance during the 
term of the Contract:

● General liability insurance in the amount of at least $5,000,000.00;
● Property insurance in the amount of at least $5,000,000.00;
● Errors and omissions insurance, including over-redemption insurance, in the amount of at least $5,000,000.00;
● Automobile liability insurance in the amount of at least $2,000,000.00; and
● Such other types and amounts of insurance as the ALC shall from time to time reasonably require.

The Successful Vendor shall provide the ALC with certificates of insurance before the contract award and evidence of any renewed 
bonds or insurance policies within five (5) days prior to the expiration of then existing bonds or insurance policies during the term of 
the Contract.

If selected as the successful vendor, Scientific Games will maintain the types and amounts of 

insurance during the term of the contract as outlined in the RFP. Furthermore, we will provide the 

ALC with certificates of insurance before the contract award and evidence of any renewed bonds 

or insurance policies within five days prior to the expiration of then existing bonds or insurance 

policies during the term of the contract. 
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4.2 CONVERSION 
RFP Requirement: It is contemplated that the ALC, prior to the expiration of the term of the Contract resulting from this RFP, will 
award a new contract for replacement of the games. The parties understand and agree that the ALC may utilize the last specified 
number of days of the Contract term, as agreed upon by the parties to the Contract, for conversion (transfer) of equipment, supplies, 
materials, ticket inventory, and functions. The successful Vendor must cooperate fully with this process.

Scientific Games acknowledges that it is contemplated that the ALC, prior to the expiration of the 

term of the contract resulting from the RFP, will award a new contract for replacement of the 

games. Scientific Games understands and agrees that the ALC may utilize the last specified 

number of days of the contract term, as agreed upon by the parties to the contract, for conversion 

(transfer) of equipment, supplies, materials, ticket inventory, and functions. If selected as the 

successful Vendor, Scientific Games will cooperate fully with this process.

4.3 BACKGROUND INVESTIGATION
RFP Requirement: The ALC may conduct background investigations, as required by law. The successful Vendor shall be required to 
conduct background investigations on all subcontractors.

Scientific Games acknowledges that the ALC may conduct background investigations, as required 

by law. We further understand that the successful vendor will be required to conduct background 

investigations on all subcontractors.

4.4 DISCLOSURE OF LITIGATION 
RFP Requirement: A Vendor must include in its Proposal a complete disclosure of any civil or criminal litigation or indictment 
involving such Vendor. A Vendor must also disclose any civil or criminal litigation or indictment involving any of its joint ventures, 
strategic partners, prime contractor team members, and subcontractors. This disclosure requirement is a continuing obligation, and 
any litigation commenced after a Vendor has submitted a Proposal under this RFP must be disclosed to the ALC in writing within five 
(5) days after it is filed. 

Scientific Games has included above in Subsection 4.0.12, pages 4-14-4-22, a complete 

disclosure of any civil or criminal litigation or indictment involving Scientific Games. Scientific 

Games has nothing to disclose regarding any civil or criminal litigation or indictment involving 

joint ventures, strategic partners, prime contractor team members or subcontractors. We 

acknowledge and understand that the disclosure requirement is a continuing obligation, and any 

litigation commenced after Scientific Games has submitted a proposal under the RFP will be 

disclosed to the ALC in writing within five days after it is filed.
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4.5 IMPLEMENTATION ROLLOUT 
RFP Requirement: A Vendor must provide a summary overview and an implementation plan for the entire project being proposed. 
The intent of this requirement is to provide the ALC with a concise but functional summary of (the “Executive Summary”) discussion of 
each phase of the Vendor’s plan in the order of progression. While the ALC expects a Vendor to provide full details in each of the 
sections in other areas of the RFP relating to its plan, the Executive Summary will provide a “map” for the ALC to use while reviewing 
the Proposal.

Each area summarized must be listed in chronological order, beginning with the date of Contract execution, to provide a clear 
indication of the flow and duration of the project. A Vendor may use graphics, charts, pre-printed marketing pieces, or other 
enhancements as a part of this section to support the chronology or add to the presentation. Any such materials must be included in 
the original and each copy of the Proposal.

SUMMARY OVERVIEW AND IMPLEMENTATION

Scientific Games is at our highest state of readiness to implement our start-up plan to get instant 

ticket sales started on October 1, 2009 assuming the online vendor’s system, terminals, and 

communications network is installed to support the instant game. We have formed a dedicated, 

experienced team that includes six lottery start-up specialists with experience from lottery start-up 

projects conducted around the world. They will focus their Experience, Speed and Performance 

on this important start-up project. 

This section provides the ALC with an executive overview of Scientific Games’ proposed start-up 

implementation plan. This overview lists the concrete steps we have already taken prior to 

contract award that allows us to meet your start-up dates in a well-conceived, rational and prudent 

manner.

This overview also includes the steps we will take after contract award to ensure that the ALC will 

sell instant tickets by October 1, 2009.

In order to achieve the ALC’s goals associated with a successful start-up, there are two principal 

requirements: an experienced team and a well planned, proven strategy.

The Strategy – As a company, Scientific Games adheres to the methodologies and best practices 

identified by the Project Management Institute (PMI). In particular the following key project 

knowledge areas will be utilized in the creation and maintenance of the implementation plan and 

will be critical to the success of the Arkansas start-up project. 

Scope Management – Scope management breaks the project down into the core processes that 

are required to successfully complete the project. Scope planning, scope definition, work 

breakdown structure (WBS) development, scope verification, and scope change control are all 

included as part of this discipline. The business and software requirements specifications that are 

approved then become the stringent guidelines to be used in project scope identification. Scope 
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management is a critical component to the overall success of the implementation because it 

ensures that the project team has addressed all issues and agreed with the ALC upon project 

objectives and deliverables.

Integration Management – A properly coordinated project is the result of integration 

management. Project organization structure and management definition, project plan 

development, project plan execution, integrated change control, and project closure are all 

included as part of this discipline. Integration management ensures that project stakeholders from 

the ALC, Scientific Games and vendors will achieve project objectives.

Quality Management – Quality planning, quality assurance, and quality control are all aspects of 

quality management that must be addressed for a successful implementation. Software is 

developed by prioritizing the riskiest and most complex changes first. This greatly reduces risk to 

the project and minimizes surprises at the end of the project.

Risk Management – This systematic process identifies all known “unknown” risks to the 

project. These risks are then analyzed and appropriate response strategies are assigned to each of 

them. For risk management to be successful, it must be an iterative process with inputs from all 

members of the joint project team to ensure the project’s success. Scientific Games will assign a 

member of its delivery team as its risk manager. This resource will be responsible for the 

continuous maintenance of the risk management plan through project completion.

Communications Management – Project communications management includes the processes 

required to ensure the timely and appropriate generation, collection, dissemination, storage, and 

disposition of project information. Communications planning, information distribution, and 

performance reporting are included as part of this discipline. This includes regularly scheduled 

events such as project implementation reviews, weekly project status reports, executive reports, as 

well as more spontaneous events such as change management requests and issue escalation.

Time Management – MS Project is used by the Scientific Games project management team in 

the planning and tracking of specific tasks which together comprise the entire project. 

Dependencies between tasks are assigned and allow for changes to any given task to be reflected 

in the overall schedule and alert project management to any effect on the project critical path.

Resource Management – To ensure that the ALC receives the highest level of services, 

Scientific Games’ project management team shall determine the overall resource requirements 

based on the defined scope of the project. Once assigned, these professional resources shall be 

assigned to specific tasks in MS Project and their actual work complete entered against baseline 
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estimations. This process allows for the efficient allocation of Scientific Games’ experienced 

resources and alerts the project manager when additional resources may be required to complete 

the work on schedule.

Project Management (Ongoing throughout the Project Lifecycle)

Getting off on the right foot is important to both Scientific Games and the ALC. That is why 

Scientific Games has placed its emphasis on engaging highly skilled project managers to build 

solid, integrated project plans. The plan for Arkansas will allow for identification, management 

and delivery of entire scope of the project, it will define roles and responsibilities for all project 

stakeholders and delivery team members, and will detail the methods of communication necessary 

to ensure the work gets done and done right.

Preplanning

Well before contract award, Scientific Games began preparing its plan to start-up the ALC. All 

department heads were tasked to develop preliminary plans, estimate resources and commit 

capital to order long lead items, coordinate vendors, and commence minority business recruitment 

efforts to deliver an accelerated start-up.

Each department’s plans were compiled into a comprehensive, step-by-step, preliminary plan and 

updated as information became available and as tasks were accomplished. The proposed start-up 

plan in our proposal is the result of these ongoing preparations. As we explain the major steps of 

our plan we start with the preplanning steps that have allowed us to propose this fast track 

schedule with minimum risk.

Implementation Plan – The project timeline presented in the form of a Gantt chart will be an 

important tool to monitor start-up progress. The preliminary Gantt chart for our proposed start-up 

is presented at the end of this section. Using this plan, tools and documentation, our start-up team 

and our corporate resources, the ALC can track the progress of the start-up project every day. 

After award, we will work with the ALC to amend the proposed timeline as necessary. The 

following discussion describes the major stages and elements of our proposed plan in 

chronological order. As the ALC will realize most of the steps in our plan occur, and are managed, 

simultaneously.

The implementation plan developed is designed to prevent inconvenience to the ALC, retailers 

and players. The plan also minimizes the risk to the ALC’s ability to generate revenue for 

education. Our plan is designed to promote a minimum of implementation difficulty for lottery 
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retailers and a controllable environment for your staff. The final implementation schedule will be 

jointly approved by Scientific Games and the ALC.

We have included a detailed implementation time chart in Microsoft Project that identifies the 

major milestones to be accomplished so that our warehouse facility is operational by the dates 

required in the agreement.

What We Have Done To Prepare

Several subprojects of the overall plan were well underway before the proposal was submitted. 

The proposed work plan was completed based on the requirements of the RFP. Activities and 

tasks in progress during the proposal evaluation to position us for immediate response when the 

contract is awarded are listed below. 

Implementation Management

■ Organized start-up team

■ Developed preliminary project plan for proposal submission

Facilities

■ Prepared floor plan for warehouse

■ Prepared building lease to be signed

What We Plan To Do Post Proposal Submission Phase 

Activity intensifies during this phase on all subprojects of the implementation plan. Preliminary 

estimates of manpower and resources are reevaluated and plans fine-tuned to meet the start-up 

objectives proposed to the ALC. These subprojects and their activities are listed below.

Minority Recruitment

■ Minority business recruitment efforts commenced during proposal submittal

■ Actively interview and qualify minority vendors

Human Resources

■ Identified key on-site personnel

■ Finalize organizational charts
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How We Will Proceed Post Contract Award Phase 

Contract award is when Scientific Games’ plan kicks into high gear. All task managers and team 

leaders will have made their final preparations to begin the implementation immediately. 

Assembling the most experienced start-up team is a critical step to ensure a smooth start-up that is 

accomplished on time and with minimal impact on your staff and retailers. We adhere to the 

following precepts when we assemble the team in the context of the job at hand.

For Scientific Games: Risk avoidance begins with:

■ Experience – A strong project team, thorough planning and total preparedness

And continues with:

■ Commitment – Adequate resources sharing the many of tasks to be completed; sound 

policies, procedures and tools to support the effort; and periodic reviews to monitor 

progress

Then concludes with: 

■ Efficiency – Having adequate time and using it effectively is the ultimate asset. Scientific 

Games’ implementation plan is founded on these principles

To ensure success, Scientific Games:

■ Drives the project forward from contract execution, not backward from implementation 

(start of sales)

■ Provides professional project management with proven lottery and implementation 

experience

■ Dedicates experienced resources with relevant expertise for the tasks to be performed

■ Supports the project team with additional resources from our company’s other divisions 

who operate in similar “project-oriented” environments

■ Administers and documents the implementation cooperatively with the ALC staff, through 

regular reporting, open communications and disciplined record keeping to permit 

meaningful review and total control of critical milestones.

Project Management Team Leader

Project Management  – Our proposed Senior Instant Project Manager is Cherie Peyton. She 

brings five years of proven industry leadership from an operational and project management point 
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of view. Cherie has numerous successful implementations domestically and internationally. Some 

examples include Oklahoma, Pennsylvania, China, and Florida.

Cherie’s working experience allows Scientific Games to build a trusting relationship with the 

customer assuring you that his team will demonstrate professionalism in the best interest of 

achieving the customer goals. Project success comes from due diligence of what the customer 

wants, extensive planning with the ALC, local management staff and corporate delivery teams. 

Scientific Games knows that the ALC will demand effective communications on a weekly basis, 

identifying risks and providing risk mitigation, reemphasizing the success that our project plan 

will bring, and allow for proactive plans for future tasks. During the project, Cherie will mentor 

and communicate to the delivery team your expectations. 

Task Completed

■ Implementation interview with all departments

■ Collection of all departmental costs

■ Implementation Plan

■ All PMO Standard operational templates created

■ Alignment to process management standard operational requirements

■ All verification of pre-contracted business decision and purchases with task assignment 

completed 

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Proper allocated resources

■ Approval of detailed project plan

■ Proactive review of weekly assignments

■ Approval of agreed upon functional specification

■ Internal Management Checkpoint audits

■ Agreed upon communication plan, between all key contributors responsible for 

deliverables

■ Agreed upon decision chain of command, both Scientific Games, ALC and vendors 

■ Experienced project managers for adjusting to unpredicted events— “Acts of God”
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Human Resources (06/22/09 - 09/14/09)

Our Project Management department has been working with our Director of Human Resources by 

carefully aligning our specific project resource needs with the hiring program for the ALC 

operations. Human resources has completed their plan for execution. It includes screening, 

interviewing and hiring all staff within the first few weeks. Upon contract award, Human 

Resources will assemble a team that will deliver superior service above and beyond ALC 

expectations.

Task Completed

■ Employee Guide

■ Policy and procedures

■ Job descriptions

■ Alignment with recruiters

■ Internal candidate interview and decisions

■ Management team completed

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Timely hiring of qualified staff

■ Effective management of Communications and Notification of change

■ Proper training of staff

■ Evaluations of knowledge retention

■ Ramp up of staff responsibilities

■ Staff adherence to new policy and procedures

■ Weekly proactive assessment of risk

■ Appropriate go-live technical and administrative emergency support 

■ Continue post live transitional support

Minority Business Plan (Ongoing)

Identify and qualify potential businesses to provide goods and services in support of Scientific 

Games’ operations.
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Implementation Management (08/17/09 - 08/21/09)

■ Project kick-off with Instant implementation team and ALC staff

■ Finalize team members

■ Initialize Gap Analysis

■ Finalize budgetary reporting

■ Finalize project plan

Facilities Design And Construction (07/06/09 - 09/18/09)

■ Send drawings out for construction bid

■ Review bids to determine budget

■ Contractors selected

■ Completed design and begin construction

■ Order, receive and install warehouse equipment

■ Receive approval from ALC of security systems

■ Install security systems

■ Bid construction work and select contractors

■ Finalize layout and receive ALC approval

■ Build out facility

■ Receive Certificate of Occupancy

■ Order and install all ancillary equipment, phone systems, AC, fire suppression systems, 

etc.

INSTANT TICKET SERVICES

Project management has been working with John Schulz, Vice President, with over 23 years of 

combined Lottery and Cooperative Services experience. John has completed his due diligence and 

executed all plans with realtors, architect, and contractor. Assisting John will be Teli Parionos, 

Director of Security and Moe Corrette, Director of Logistics. They are responsible for designing 

the facility security systems and developing the facility security plans for our instant warehouses 

across the U.S. and our online data centers.
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Task Completed

■ All designs are completed

■ Purchase Orders have been created for execution

Scientific Games will present our plan immediately after contract award to the ALC for review, 

input, adjustment and final approval.

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Timely approval of facility designs

■ Proper assessment of documented issues with corrective action plan

■ Detailed attention to and execution of planned task

■ Empower deployment team to make decisions

■ Timely assessment of facility needs

■ Monitoring of all equipment installation 

■ Preparation and execution of all Project Management Internal audits with documented 

findings and correction plan

■ Prepared Lottery Readiness Presentation

■ Appropriate go-live technical and administrative emergency support 

■ Continue Post Live Transitional support

Instant Warehouse Operations (08/18/09 - 09/18/09)

Equipment Procurement and Installation – Project Management has conducted a due 

diligence review against the RFP requirement. Every departmental delivery team was challenged 

to not only fulfill the requirements, but exceed the requirements to provide the best technical 

solution. Based on the project management team’s past start-up experience we challenged each of 

the project teams to not only convince the management team that they had the correct solution, but 

to prove that their solution was the most suitable for the task. Each group was asked to present 

their solution to the corporate management team. Once presented this allowed the Scientific 

Games’ management team to prove that the correct solution will be provided to the ALC and to 

approve its implementation. All purchase orders have been created and are ready for execution 

upon award of the contract.
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Furniture, Fixtures and Equipment 

Task Completed

■ All communications equipment LAN/WAN connectivity is identified, documented and 

purchase orders have been completed and await contract award.

■ Security system hardware is identified and procured and purchase orders have been 

completed and await contract award.

■ All furnishings have been reviewed against proposed plans and wait for lottery approval. 

Purchase orders have been completed and await contract award.

■ All facility long-lead items are identified, i.e., HVAC environmental equipment. Approval 

for purchase has been given in advance of award.

■ Forklift, pallet jack and associated warehouse equipment is identified and purchase orders 

have been completed and await contract award.

■ Phone systems have been identified and purchase orders have been completed and await 

contract award.

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Timely review and lottery approval of all plans and equipment needs. 

■ All long lead items have been identified and management have already made critical path 

purchase on HVAC equipment, this will allow for immediate execution of all plan. 

■ Proper assessment of documented issues with corrective action plan.

■ Detailed attention and proper, timely execution of planned tasks.

■ Timely assessment of all facility needs.

■ Monitoring of all equipment installation.

■ Preparation and execution of all Project Management internal audits with documented 

finding and correction plan.

■ Preparedness for Lottery Readiness presentation.

■ Appropriate go-live technical and administrative emergency support.

■ Continue post live transitional support.
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Courier Distribution Management (08/14/09 - 09/30/09)

Distribution/Courier – The ALC will have the opportunity to review the performance of the 

domestic account provider prior to their providing services to deliver ALC instant games and 

other materials to the retailer network.

Task Completed

■ National accounts vendor has established new account for immediate start-up.

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Scientific Games currently has no mitigated risk for courier distribution and all accounts 

have been established. The ALC reserves the right to review any service provider’s 

performance records.

New Game Inventory Shipment And Receiving Plan (09/07/09 - 09/22/09)

The following plan is ready for execution. Initial allocations will be timed perfectly with the 

marketing and launch material designed for start-up. Scientific Games’ experience in these types 

of deliveries can only reassure the ALC that you have made the correct choice in selecting 

Scientific Games as your instant ticket and distribution provider.

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Proper assessment of documented issues with corrective action plan

■ Detailed attention and proper, timely execution of planned tasks

■ Timely assessment of all completed facility needs

■ Monitoring of all equipment installation 

■ Preparation and execution of all Project Management internal audits with documented 

finding and correction plan

■ Preparedness for Lottery Readiness presentation

■ Appropriate go-live technical and administrative emergency support 

■ Continue post live transitional support
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Seek Bids From Minority Vendors (Ongoing)

Scientific Games’ manager of minority affairs has contacted state agencies for minority vendor 

listings and has performed searches of NMSDC databases for qualified minority suppliers located 

in Arkansas. We have compiled a list of vendors whom we are now interviewing and qualifying 

for participation in the start-up and ongoing operations in Arkansas.

Task Completed

■ Research and communication with in-state agencies and minority vendors.

Risk Mitigation for Successful Delivery of all Project Deliverables

■ Scientific Games currently has no mitigated risk. Full disclosure of business decision will 

be available for ALC review.

Training (08/17/09 - 09/25/09)

In the first days we will present all educational needs and procedures to the ALC. This allows the 

ALC to identify any necessary changes required in the retailer training modules and procedures. 

Given the critical path of this project, Scientific Games has begun assembling training material 

and matching it to the scoped system delivery. The instant ticket operations module is designed to 

maximize retention of material. Feedback forms will be reviewed to incorporate any 

improvements in course curriculum if necessary.

Tasks Completed

■ Employee Security training material – completed

■ Lottery 101 training curriculum – completed 

■ Operations training prepared – completed

■ Return pack procedure and training
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Risk Mitigation for Successful Delivery of all Project Deliverables

■ Proper assessment of documented issues with corrective action plan

■ Detailed attention to and execution of planned tasks

■ Monitoring of all equipment installation 

■ Preparation and execution of all Project Management internal audits with documented 

finding and correction plan

■ Preparedness for Lottery Readiness presentation

■ Appropriate go-live technical and administrative emergency support 

■ Continue post live transitional support

Warehouse/Ticket Distribution Plan (07/10/09 - 08/25/09)

Scientific Games is the leading industry leader when it comes to warehousing and distributing 

instant tickets. The ALC can be assured that our plan is very extensive, management will oversee 

the execution of this plan and adjust to any needs that are found, to properly fulfill the lottery 

expectations.

Task Completed

■ Defined Inventory & Control plans

■ Defined Inventory Procedures

■ Defined Reporting Procedures

■ Defined Packing Procedures

■ Defined Courier Distribution Plan

■ Defined Game return and Destruction Plan

Instant game activities, tasks and sub projects are implemented or are in their final stages in 

preparation for an October 1, 2009 launch of instant games. 

To ensure that tickets are available for the October 1, 2009 start-up, Scientific Games will have 

tickets printed and in the warehouse at least a week prior to launch. This provides us with 

sufficient days to pack ticket orders and distribute tickets to all retailers state-wide. The instant 

warehouse in Arkansas will be ready by October 1st. 
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On the following pages we have included a detailed Gantt chart. Below we have provided a 

summary of our highlights.

2009 SUMMARY OVERVIEW HIGHLIGHTS

8/14 Contract Execution

9/10 Warehouse Facility Build-out Complete

9/11 Certificate of Occupancy

9/14 Staffing Complete

9/18 Warehouse Equipment and Office Furnishings Installation Complete

9/22 Instant Tickets Delivered to Warehouse

9/23 Warehouse Staff Training Complete

9/29 Instant Tickets Packed and Ready for Distribution to Retailers

9/30 Instant Tickets Arrive at Retailer Locations



ID Task Name Duration Start Finish Predecessors Resource Names
1 ARKANSAS INSTANT TICKET LOTTERY GAME SERVICES PROJECT 75 days Fri 6/19/09 Thu 10/1/09

2 RFP RELEASED 1 day Fri 6/19/09 Fri 6/19/09 ALC

3 PROPOSAL SUBMISSION 0 days Wed 7/29/09 Wed 7/29/09 2FS+28 days SGI

4 CONTRACT EXECUTION 0 days Fri 8/14/09 Fri 8/14/09 ALC

5 PROJECT MANAGEMENT 46 days Fri 6/19/09 Fri 8/21/09 SGI

6 Project Management Plan 46 days Fri 6/19/09 Fri 8/21/09 SGI

7 Develop Preliminary Project Plan for Proposal Submission 15 days Fri 6/19/09 Thu 7/9/09 SGI

8 Develop Preliminary Project Budget 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

9 Initialize Gap Analysis 1 day Tue 8/18/09 Tue 8/18/09 13 SGI

10 Finalize Budgetary Reporting 1 day Tue 8/18/09 Tue 8/18/09 13 SGI

11 Finalize Project Plan 3 days Wed 8/19/09 Fri 8/21/09 9,10 SGI

12 Project Implementation Schedule 5 days Mon 8/17/09 Fri 8/21/09 SGI

13 Hold Kick-off meeting to review plan 1 day Mon 8/17/09 Mon 8/17/09 4FS+1 day ALC/SGI

14 Review Implementation Schedule 1 day Tue 8/18/09 Tue 8/18/09 13 ALC/SGI

15 Revise Implementation Schedule as Required 3 days Wed 8/19/09 Fri 8/21/09 14 SGI

16 Project Team 42 days Mon 6/22/09 Tue 8/18/09 SGI

17 Organize Start-up Team 10 days Mon 6/22/09 Fri 7/3/09 2 SGI

18 Assign Resources to Project Team-See SGI Proposal 1 day Mon 8/17/09 Mon 8/17/09 4FS+1 day SGI

19 Assign Deliverables to Project Team-See SGI Proposal 1 day Tue 8/18/09 Tue 8/18/09 18 SGI

20 IMPLEMENTATION OF TICKET PRINTING PLAN 27 days Mon 8/17/09 Tue 9/22/09 SGI

21 Game Design Color Approval 3 days Mon 8/17/09 Wed 8/19/09 4FS+1 day SGI/ALC

22 Prize Structure Approval 3 days Mon 8/17/09 Wed 8/19/09 4FS+1 day SGI/ALC

23 Execute Working Papers for Games 1, 2, 3, 4, 5, 6, 7, 8 & 9 6 days Mon 8/17/09 Mon 8/24/09 4FS+1 day SGI/ALC

24 Account Services Tasks 11 days Mon 8/31/09 Mon 9/14/09 SGI

25 Order Oversize Samples 1 day Mon 8/31/09 Mon 8/31/09 23FS+4 days SGI

26 Receive Oversize Samples Games 1,2,3,4,5,6,7,8 & 9 10 days Tue 9/1/09 Mon 9/14/09 25 SGI

27 Game Programming Tasks 17 days Mon 8/17/09 Tue 9/8/09 SGI

28 Instant Programming Validation Specs From Online Vendor 4 days Mon 8/17/09 Thu 8/20/09 4FS+1 day SGI/ONLINE VENDOR

29 Test Game Delivered to Online Vendor 2 days Fri 8/21/09 Mon 8/24/09 28 SGI/ONLINE VENDOR

30 Test Game Approval From Online Vendor 2 days Tue 8/25/09 Wed 8/26/09 29 ONLINE VENDOR

31 Program/Audit Games 1, 2, 3, 4, 5, 6, 7, 8 & 9 7 days Thu 8/27/09 Fri 9/4/09 30 SGI/E&Y

32 Create Validation Files 2 days Mon 9/7/09 Tue 9/8/09 31 SGI

33 Production Tasks 12 days Mon 9/7/09 Tue 9/22/09 SGI

34 Print Tickets 5 days Mon 9/7/09 Fri 9/11/09 31 SGI

35 Package Tickets 5 days Mon 9/14/09 Fri 9/18/09 34 SGI

ARKANSAS INSTANT TICKET LOTTERY GAME SERVICES PROJECT
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ID Task Name Duration Start Finish Predecessors Resource Names
36 Ship Tickets 1 day Mon 9/21/09 Mon 9/21/09 34,35 SGI

37 Receive Tickets at Warehouse 1 day Tue 9/22/09 Tue 9/22/09 36 SGI

38 TICKETS MANUFACTURED/RECEIVED IN WAREHOUSE 0 days Tue 9/22/09 Tue 9/22/09 37 SGI

39 WAREHOUSE FACILITIES 53 days Mon 7/6/09 Wed 9/16/09 SGI

40 Design and Construction 53 days Mon 7/6/09 Wed 9/16/09 SGI

41 Negotiate Lease Terms 5 days Mon 7/6/09 Fri 7/10/09 2FS+10 days SGI / LANDLORD

42 Prepare Building Lease to be Signed 10 days Mon 7/13/09 Fri 7/24/09 41 SGI/LANDLORD

43 Design Building Layout, including Architect drawings 10 days Mon 7/13/09 Fri 7/24/09 41 SGI

44 Bid out the Build to area Contractors 5 days Mon 7/27/09 Fri 7/31/09 43 SGI

45 Contractors Selected 1 day Mon 8/3/09 Mon 8/3/09 44 SGI

46 Apply for Permits 8 days Mon 8/3/09 Wed 8/12/09 45SS CONTRACTOR

47 Layout Finalized and Approved by ALC 1 day Thu 8/13/09 Thu 8/13/09 46 SGI/ALC

48 Warehouse Build out of Facility 20 days Fri 8/14/09 Thu 9/10/09 47 SGI

49 Certificate of Occupancy 1 day Fri 9/11/09 Fri 9/11/09 48 CITY

50 Site Build out 24 days Fri 8/14/09 Wed 9/16/09 SGI

51 Order Racking 20 days Fri 8/14/09 Thu 9/10/09 48SS SGI

52 Receive Racking 1 day Fri 9/11/09 Fri 9/11/09 51 SGI

53 Install Racking 3 days Mon 9/14/09 Wed 9/16/09 52 CONTRACTOR

54 Order Flow Racks, Packing Tables, Packing Materials 20 days Fri 8/14/09 Thu 9/10/09 48SS SGI

55 Receive Flow Racks, Packing Tables, Packing Materials 1 day Fri 9/11/09 Fri 9/11/09 54 SGI

56 Install Flow Racks, Tables and Packing Materials 3 days Mon 9/14/09 Wed 9/16/09 55 SGI

57 Order Incidental Industrial Warehouse Equipment 20 days Fri 8/14/09 Thu 9/10/09 48SS SGI

58 Receive Incidental Industrial Warehouse Equipment 1 day Fri 9/11/09 Fri 9/11/09 57 SGI

59 Install  Incidental Industrial Warehouse Equipment 3 days Mon 9/14/09 Wed 9/16/09 58 SGI

60 Order Forklift 5 days Fri 9/4/09 Thu 9/10/09 48SS+15 days SGI

61 Receive Forklift 1 day Fri 9/11/09 Fri 9/11/09 60 SGI

62 Order Phone System 20 days Fri 8/14/09 Thu 9/10/09 48SS SGI

63 Receive Phone System 1 day Fri 9/11/09 Fri 9/11/09 62 SGI

64 Phone System Installed 3 days Mon 9/14/09 Wed 9/16/09 63 SGI

65 Order Office Equipment and Furnishings 20 days Fri 8/14/09 Thu 9/10/09 48SS SGI

66 Office Equipment & Furnishings Delivered 1 day Fri 9/11/09 Fri 9/11/09 65 SGI

67 Office Equipment & Furnishings Installed 3 days Mon 9/14/09 Wed 9/16/09 66 SGI

68 WAREHOUSE FACILITY READY 0 days Wed 9/16/09 Wed 9/16/09 67 SGI

69 COMPUTER SYSTEMS AND WAREHOUSE EQUIPMENT 8 days Mon 9/14/09 Wed 9/23/09 SGI

70 ONLINE VENDOR'S INSTANT TICKET SYSTEM 8 days Mon 9/14/09 Wed 9/23/09

ARKANSAS INSTANT TICKET LOTTERY GAME SERVICES PROJECT
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ID Task Name Duration Start Finish Predecessors Resource Names
71 Online Vendor Installs Communications 3 days Mon 9/14/09 Wed 9/16/09 49 SGI/ONLINE VENDOR

72 Online Vendor Install Picking & Packing System 2 days Thu 9/17/09 Fri 9/18/09 71 SGI/ONLINE VENDOR

73 Online Vendor Provides System Training 3 days Mon 9/21/09 Wed 9/23/09 72 SGI/ONLINE VENDOR

74 SECURITY SYSTEM 35 days Mon 7/27/09 Fri 9/11/09 SGI

75 Produce Security Drawings 10 days Mon 7/27/09 Fri 8/7/09 43 SGI

76 Bid out the Security installation to contractors 5 days Mon 8/10/09 Fri 8/14/09 75 SGI

77 Contractor Selected 1 day Mon 8/17/09 Mon 8/17/09 76 SGI

78 ALC Approval of Security System 1 day Fri 8/14/09 Fri 8/14/09 47 ALC/SGI

79 Secure Permitting Required 5 days Mon 8/17/09 Fri 8/21/09 78 CONTRACTOR

80 Order Security Equipment 5 days Mon 8/24/09 Fri 8/28/09 79 SGI

81 Receive Security Equipment 1 day Mon 8/31/09 Mon 8/31/09 80 SGI

82 Install Security Cameras, Entries, Motion Detectors 7 days Tue 9/1/09 Wed 9/9/09 81 CONTRACTOR

83 Test Security / Fire System 2 days Thu 9/10/09 Fri 9/11/09 82 SGI / CONTRACTOR /ALC

84 Train Security Staff on Operation of Equipment 2 days Thu 9/10/09 Fri 9/11/09 82 CONTRACTOR

85 SECURITY SYSTEM INSTALLED & OPERATIONAL 0 days Fri 9/11/09 Fri 9/11/09 84 SGI

86 MINORITY RECRUITMENT 10 days Fri 7/31/09 Thu 8/13/09 SGI

87 Identify, Interview and Qualify Minority Vendors 10 days Fri 7/31/09 Thu 8/13/09 3FS+1 day SGI

88 HUMAN RESOURCES 61 days Mon 6/22/09 Mon 9/14/09 SGI

89 HUMAN RESOURCE MANAGEMENT 22 days Thu 6/25/09 Fri 7/24/09 SGI

90 Employee Guide 15 days Thu 6/25/09 Wed 7/15/09 SGI

91 Policy and Procedures 15 days Thu 6/25/09 Wed 7/15/09 2FS+3 days SGI

92 Job Descriptions 15 days Thu 6/25/09 Wed 7/15/09 2FS+3 days SGI

93 Alignment with recruiters 7 days Thu 7/16/09 Fri 7/24/09 92 SGI

94 STAFFING 61 days Mon 6/22/09 Mon 9/14/09 SGI

95 Identify key on-site personnel 5 days Mon 6/22/09 Fri 6/26/09 2 SGI

96 Internal candidates interviews and decisions 10 days Mon 6/29/09 Fri 7/10/09 95 SGI

97 MANAGEMENT TEAM COMPLETE 0 days Fri 7/10/09 Fri 7/10/09 96 SGI

98 Finalize Organization-See SGI Proposal 5 days Mon 8/17/09 Fri 8/21/09 4FS+1 day SGI/ALC

99 Post and Advertise Job Openings 5 days Mon 8/24/09 Fri 8/28/09 98 SGI

100 Interview for Open Management Positions 5 days Mon 8/31/09 Fri 9/4/09 99 SGI

101 Background Investigations 2 days Mon 9/7/09 Tue 9/8/09 100 SGI

102 Present Management Candidates for ALC approval 2 days Wed 9/9/09 Thu 9/10/09 101 SGI/ALC

103 Hire Management Positions 1 day Fri 9/11/09 Fri 9/11/09 102 SGI

104 Interview for staff positions 5 days Mon 8/31/09 Fri 9/4/09 99 SGI

105 Background Investigations 5 days Mon 9/7/09 Fri 9/11/09 104 SGI
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106 Lottery approves staff positions 1 day Mon 9/14/09 Mon 9/14/09 105 ALC

107 STAFFING COMPLETE 0 days Mon 9/14/09 Mon 9/14/09 106 SGI

108 TRAINING 44 days Fri 7/24/09 Wed 9/23/09 SGI

109 Instant Ticket Operations Training Plan Modules 10 days Fri 7/24/09 Thu 8/6/09 SGI

110 Employee Security Training Material 10 days Fri 7/24/09 Thu 8/6/09 128 SGI

111 Lottery 101 Training Curriculum 10 days Fri 7/24/09 Thu 8/6/09 128 SGI

112 Retailer Training Module 10 days Fri 7/24/09 Thu 8/6/09 128 SGI

113 Pick and Pack & Return Pack Procedure Training Module 10 days Fri 7/24/09 Thu 8/6/09 128 SGI

114 Training Plan Review 10 days Mon 8/17/09 Fri 8/28/09 SGI

115 Training Plans Reviewed and Approved With ALC 10 days Mon 8/17/09 Fri 8/28/09 4FS+1 day ALC/SGI

116  Training 28 days Mon 8/17/09 Wed 9/23/09 SGI

117 Retailer Training 16 days Mon 8/17/09 Mon 9/7/09 ALC/SGI

118 Instant Ticket Training Module Review 6 days Mon 8/17/09 Mon 8/24/09 4FS+1 day ALC

119 Lottery Approval of Instant Ticket Training Module 5 days Tue 8/25/09 Mon 8/31/09 118 ALC/SGI

120 Provide Instant Ticket Training Module to Online Vendor 5 days Tue 9/1/09 Mon 9/7/09 119 ALC/SGI

121 ALC Training 1 day Wed 9/9/09 Wed 9/9/09 SGI/ALC

122 ALC Validation File Training 1 day Wed 9/9/09 Wed 9/9/09 32 SGI/ALC

123 SG CSP Staff Training 10 days Thu 9/10/09 Wed 9/23/09 SGI

124 Online Vendor Provides System Training 3 days Mon 9/21/09 Wed 9/23/09 72 SGI/ONLINE VENDOR

125 Train Security Staff on Operation of Equipment 2 days Thu 9/10/09 Fri 9/11/09 82 CONTRACTOR

126 TRAINING COMPLETE 0 days Wed 9/23/09 Wed 9/23/09 124 SGI

127 DISTRIBUTION SYSTEM PLAN 58 days Fri 7/10/09 Tue 9/29/09 SGI

128 Warehouse / Ticket Distribution Plans 10 days Fri 7/10/09 Thu 7/23/09 SGI

129 Inventory Control Plans 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

130 Inventory Procedures 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

131 Reporting Procedures 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

132 Packing Procedures 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

133 Courier Distribution Plan 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

134 Game Return and Destruction Plan 10 days Fri 7/10/09 Thu 7/23/09 7 SGI

135 ALC Approval of Distribution Plan 1 day Mon 8/17/09 Mon 8/17/09 4FS+1 day ALC/SGI

136 Courier Selection Evaluation 5 days Tue 8/18/09 Mon 8/24/09 135 SGI/ALC

137 Review with Courier Delivery Expectations/Guidelines 1 day Tue 8/25/09 Tue 8/25/09 136 SGI

138 Pack Ticket Orders 4 days Thu 9/24/09 Tue 9/29/09 73 SGI

139 TICKETS PACKED AND READY FOR DISTRIBUTION 0 days Tue 9/29/09 Tue 9/29/09 138 SGI

140 DISTRIBUTE INSTANT TICKETS TO RETAILERS 2 days Tue 9/29/09 Wed 9/30/09 SGI
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141 INSTANT TICKET SALES BEGIN 1 day Thu 10/1/09 Thu 10/1/09 140 SGI
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4.6 PROJECT STAFF
RFP Requirement: A Vendor’s Proposal shall include an organization diagram and a staffing plan. Key staff must be identified, the 
nature and scope of each person’s responsibilities and duties must be outlined, and detailed resumes must be provided. Vendor must 
identify six (6) experienced start-up professionals who will be made available to the ALC for general start-up assistance from the time 
of contract award through the first two (2) months after start-up.

Scientific Games understands the ALC’s objective to select a partner who, in a timely and 

competent manner, will deliver dependable, secure, quality products and services that will provide 

the greatest long-term benefit to the state.

Since 2000, Scientific Games has provided start-up services for four of the last five U.S. 

lotteries—and we stand ready to provide and deliver a successful start-up program for the ALC. 

The success of the ALC depends on its ability to connect with consumers by providing them with 

a wide variety of instant game choices that meet their desires, needs, and lifestyle choices. The 

Lottery’s success further depends on the ability of its instant game partner to assist in developing 

the right instant games for the Lottery’s market and bring those games to market quickly to 

maximize sales.

To meet this challenge, Scientific Games has over 634 years combined experience among our 

instant product personnel, game developers, production professionals, programming 

professionals, sales and marketing team, and warehousing and distribution staff to support 

the start-up and ongoing operations of the ALC.

Moreover, Scientific Games understands the critical nature of CSP lottery implementations. The 

assigned team of CSP personnel is selected from Scientific Games’ dedicated division of over 200 

CSP professionals. Their skills and experience will be drawn on throughout the contract term to 

perform the services necessary to securely and efficiently warehouse and distribute instant ticket 

games for the ALC. 

Herein, we provide a detailed description of the proposed key personnel who will be assigned to 

staff and manage the ALC start-up project and ongoing operations. 

ARKANSAS START-UP TEAM

Scientific Games will dedicate six primary lottery professionals for the ALC’s start-up operations. 

Combined, this talented group represents 118 years of lottery experience with an average of 19.5 

years individually. Furthermore, our start-up team has collectively been involved in over 47 start-

ups. 
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Figure 4-5: Arkansas Start-Up Team
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Senior Regional Director, Toben Molica

With over 12 years in the lottery industry, Toben Molica is well-versed and 

fluent in day-to-day lottery operations and is currently responsible for a 

multitude of areas including:

Working with Toben, you will interact with a person with start-up and ongoing operations 

knowledge and full authority to make decisions and speak for Scientific Games. Your needs will 

always be met on the spot, quickly and professionally. Toben will be your primary contact should 

any questions arise concerning sales, marketing and operations. Toben’s combined technical and 

customer-orientated skills ensure that a strong partnership is maintained and the ALC’s objectives 

are achieved. His responsibilities include:

■ Represent products and services of the company

■ Manage development and maintenance of tactical sales and marketing analysis reports

■ Monitor and review master schedule for production accuracy

■ Review status reports

■ Organize and participate in strategic meetings

■ Monitor contractual obligations and procedures

Arkansas General Manager, Scott Ross

Mr. Scott Ross will oversee daily on-site activities and operations. With 

over 27 years of lottery experience, Scott is the obvious choice to help 

continue to assist the Lottery in achieving its sales goals and objectives. 

His industry knowledge ensures that the ALC has direct access to an expert 

well-versed in instant ticket games and services. He will be devoted to the 

ALC instant ticket games and account related services exclusively. 

■ Marketing and sales ■ Industry trends

■ Oversight of game design 

and prize structures

■ Contract negotiations and 

management

■ Administration ■ Strategic planning

■ Market and product research
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Scott is charged with providing the ALC a level of service required to ensure the Lottery’s 

contractual obligations are exceeded. Specifically, Scott will:

■ Manage operational budget

■ Support game planning and marketing functions

■ Oversee warehousing and distribution operations

■ Oversee return operations

■ Monitor inventory control

■ Collaborate with the ALC staff to assure that the development and implementation of 

game launch schedules meets the Lottery’s needs

CSP General Manager, Al Gibson

Al Gibson, the current on-site General Manager in Florida, will be 

available to provide daily support during start-up operations. With over 26 

years of lottery knowledge and more specifically seven years as the 

General Manager with the Florida CSP operation, Al brings invaluable 

expertise to the ALC project. Al is charged with ensuring that the ALC’s 

start-up is conducted in an efficient, thorough and timely manner. In his role as CSP General 

Manager, Al will: 

■ Support overall project implementation 

■ Support senior project management team

■ Assist in warehouse start-up activities 

Manager, Marketing & Operations, Tom Brewer 

With over 27 years of lottery-specific experience and more specifically 

having supported 18 start-ups, Tom brings an innate understanding of the 

critical tasks required to start-up and operate a successful lottery. Most 

recently in his role as Senior Project Consultant, Tom provided primary on-

site project management and was responsible for program design and 

implementation of instant game sales for the China Sports Lottery. He was instrumental in 

ensuring the on-time roll-out in all 31 provinces. During start-up operations for the ALC Tom will 

be available in Arkansas and specifically charged with: 

■ Daily on-site support of marketing-related functions

■ Assist in the development of security plan 
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■ Instant ticket game product support 

■ Overall support of project management tasks 

Vice President, Instant Ticket Services, John Schulz

During his 23 year tenure with Scientific Games, John, has overseen the 

conversions/implementations of 32 lotteries, as well as five new lottery 

start-up projects.

Currently John serves as the Vice President of Instant Ticket Services and 

is responsible for overseeing account management and the ongoing support of all domestic CSP 

operations. John’s first introduction to CSP operations began in 1985 with the New York Lottery 

start-up. More recently John has also been part of the recent conversions of the Ohio Lottery, D.C. 

Lottery, Delaware Lottery, Oklahoma, and Pennsylvania and the implementation of five new 

lottery start-ups, Georgia, Tennessee, South Carolina, Nebraska, and Oklahoma. John brings with 

him a wealth of implementation support and service experience to the ALC. In addition, John will 

supervise the project management team assigned to direct the Lottery’s implementation plan.

Senior Project Manager, Cherie Peyton

Acting as Scientific Games’ Senior Project Manager for the ALC start-up 

will be, Cherie Peyton. Cherie joined Scientific Games in 2004 as a project 

administrator working for our vice president of Worldwide Projects. In her 

role she coordinated daily and weekly project meetings with both internal 

and external customers and managed all software maintenance releases 

worldwide. She took on full time project management in 2005. She managed the rollout of three 

hundred new online retailers for the Iowa Lottery and was the deputy project manager for the 

successful start-up for the Oklahoma Lottery in 2005. Cherie is now responsible for corporate 

support of CSP sites with respect to systems, communications, vending machines and special 

projects. Most recently in Pennsylvania and Florida she provided full project management support 

to deliver an implementation plan that was completed in a timely and efficient manner. Cherie will 

be on the ground in Arkansas during the project phase through start of sales. She will manage the 

day-to-day facility build-out and procurement of all equipment.



4-46

SECTION 4: Additional Vendor Requirements

ARKANSAS’ CUSTOMER SERVICE TEAM

Account Executive, Martha Hernandez

As your Account Executive, Martha Hernandez is responsible for the 

management of the instant game throughout the manufacturing process. 

Martha has been with Scientific Games for two years and in the lottery 

industry for eight years. Martha brings an innate understanding of the 

instant lottery ticket game production cycle to her role as Account 

Executive. From game development to delivery, she is familiar with all facets of the process. 

Martha is very experienced in key components of the game development process. As a primary 

point of contact for the ALC, her duties include:

■ Coordinate all aspects of instant lottery ticket game-related requirements with the Lottery, 

regional director, game programming and manufacturing departments

■ Marketing support for focus groups and game planning activities

■ Ensure that all facets of game development, production and delivery are accomplished 

within established time frames

■ Track and report upon all phases of game development, production and delivery of games; 

Key customer advocate for day-to-day issues

■ Coordinate and create working papers and art development

■ Participate/plan customer quarterly game planning meetings and/or focus groups

■ Travel to marketing planning meetings to review current product mix, distribution, sales, 

forecast, and marketing plan

Martha is your advocate within Scientific Games. She ensures that every game produced by 

Scientific Games meets all ALC requirements for quality, integrity, and entertainment by 

overseeing the game through the entire production process—development, printing, and delivery. 

It is her job to know the ALC completely and to ensure that your wants and needs are met by the 

rest of the company.

Graphic Designer, Rick Tidwell

As your Graphic Designer, Rick will work in tandem with Martha, your 

Account Executive, to design instant games of the highest quality, security 

and marketability. Supporting Rick is our team of 22 designers and 

illustrators that create and render complex backgrounds with industry-

standard software, Adobe Illustrator and Adobe Photoshop. The 
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combination of layering, special effects and image manipulation in the latest versions of these 

applications has opened up new creative options. Combining his own talents with the advanced 

features of this software, Rick is exploring new ways to present game graphics, thereby providing 

you with the highest quality graphics in the industry. Rick’s responsibilities include:

■ Work with the Lottery and its advertising agencies, account manager and internal 

departments production in the development and modification of artwork and design 

requirements

■ Examine illustrations and layouts proposed and suggest possible approaches to more 

viable artwork

■ Coordinate with internal departments to ensure that the artwork is developed within 

production capabilities

■ Develop press-ready artwork, which is used to make printing plates for the press

■ Develop and create fonts and font tables as needed

■ Create original illustrations and other art as needed (digital/conventional) to support 

lottery printing projects

ARKANSAS’ ON-SITE CSP OPERATIONS TEAM

Warehouse and Security Manager, Jason Edgmon

With over six years of lottery knowledge, Jason Edgmon is fluent in the 

current daily lottery warehouse/distribution activities. In addition, Jason 

has also worked in various distribution management positions. Since 1999, 

he has been responsible for tracking the movement of product from initial 

delivery, transfer, return, and in the case of lottery tickets, final 

reconciliation in preparation for secure destruction. Jason has also assisted in several start-ups 

operations throughout the U.S. He will be devoted exclusively to the ALC instant ticket games 

account.

In his role as Warehouse and Security Manager Jason will:

■ Oversee warehousing and distribution operations

■ Monitor Inventory control

■ Oversee the return operation 

■ Oversee customer service operations

■ Serve as an additional ALC point-of-contact
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Product Manager, Ben Bauman

Ben Bauman will provide day-to-day contact with the ALC and work as a 

liaison between the Lottery and the Scientific Games home office staff to 

ensure all requests are met in a timely manner. With over two years of 

lottery experience, he is fluent in the current day-to-day operations of the 

Lottery. Ben will design and present the yearly instant ticket launch 

schedule, provide up-to-date inventory reporting and analysis and also provide marketing analysis 

reports and prize structure development and support. He will be devoted to the Arkansas instant 

ticket games account exclusively. Ben is charged with providing the Lottery an extra level of 

attention to ensure the Lottery’s contractual obligations are met with an attention to account 

details and to provide full Cooperative Services support.

In his role as Product Manager Ben will:

■ Assist in the development and implementation of an annual instant product launch strategy 

for the ALC

■ Develop all prize structures for the Lottery’s instant product

■ Provide instant sales and game data information to the ALC on a weekly basis

■ Manage lottery instant product inventory on a weekly basis

■ Manage the loading of validation files for all instant games

■ Manage ticket issues in the unlikely event that these are encountered on the instant games

■ Facilitate the production, distribution and maintenance of working papers for the ALC 

account including participation in working paper page turnings

■ Collaborate with the ALC product manager to assure that the development and 

implementation of game launch schedules meets lottery needs

■ Develop and distribute “red copy” working papers to ALC staff

Figure 4-6 depicts the start-up and ongoing operations account team that are specifically assigned 

to service the Arkansas contract. Figure 4-7 represents the management, supervisory and key 

technical personnel that will support the ALC. Figure 4-8 shows our proposed key sales and 

marketing account team and additional game development, production and CSP support.

Figure 4-9 lists the key professionals proposed for the delivery and ongoing operations and 

support of the ALC contract. The table provides the name and title of the individual, the 

individual’s location, their responsibilities and the number of years of experience.



CHERIE PEYTON
Senior Project Manager

Vice President & Project Director

JOHN SCHULZ

DENNIS MILLER
Vice President of Customer Service

MARTHA HERNANDEZ
Account Executive

RICK TIDWELL
Graphic Designer

SHANNON KEENAN
Game Audit Manager

Figure 4-6: Arkansas CSP Staff and Account Team

General Manager

SCOTT ROSS
Senior Regional Director

TOBEN MOLICA

Administrative Assistant

TBD

Warehouse & Security Manager

JASON EDGMON

WAREHOUSE CLERKS (5)

Product Manager

BEN BAUMAN

Arkansas CSP Staff and Account Team

Account Team

CSP Staff



 



Printing Operations

Project Management
Instant Ticket 

Support Services

Vice President & Project Director

CHERIE PEYTON
Senior Project Manager

PHIL BAUER
Contract Compliance

BILL McARTHUR
Training

EXECUTIVE MANAGEMENT TEAM

John Walsh
Jim Trask
Michael Chambrello
Steve Beason

Jim Kennedy
Robert Rusenko

Pat McHugh
Larry Potts

JOHN SCHULZ
Senior Marketing Staff

TOBEN MOLICA

CSP Implementation
(Start-up) Team

John Schulz

Cherie Peyton

Al Gibson

Scott Ross

Toben Molica

Tom Brewer

Kris-Ann Hosonitz

DAN O’BRYANT
Director of Manufacturing

Aaron Warren

Bryan Murphy

Kevin Florea

Russ Joiner

Ken Downing

Paula Maltman

ROBERT RUSENKO
Vice President of Quality

JIM TRASK
Senior Vice President of Instant

Ticket Worldwide Operations

Richard Modawell

Mark Pierce

TELI PARIANOS
Director of Security

DENNIS MILLER
Vice President of Customer Service

Cathy White

TODD HOPKINS
Technical Documentation

Corey Riley

JOHN McCORMICK
Software/QA

Eric Deaton

JENNIFER WELSHONS
Sales & Marketing

MOE CORRETTE
Facilities & Purchasing Preparation

CORY BONOGOFSKY
Telecomms. & Network Services

Jeff Martineck

Ambika Jack

Rhonda Gillen

Stan Doling

Tony Cooper

Joe Mason

Charlie Scannella

Jimmy O’Brien

BILL McARTHUR
System Hardware

Randy Chapman

Brad Bever

JOE BENNETT
Vice President  of Game Programming

Michael Lee

Ashley Gantt

Greg Lewis

Game Development

Figure 4-7: Arkansas Management, Supervisory, and Key Technical Personnel
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Dennis Miller
V.P. Customer Service

Jim Farrell
Art Manager

Cathy White
Mgr., Customer Service

Martha Hernandez
Account Executive

Aaron Warren
Mgr. Production Planning & Scheduling

Russ Joiner
Mgr. , Pre-Press

Ken Stephens
Senior Chemist

Teli Parianos
Director of Security

Paula Maltman
Mgr. Planning, Product 
Delivery & 
Merchandising

Jim Kennedy
Senior Vice President,

Sales & Global Marketing

Richard Modawell
Senior Manager of Print
Quality

Dan O’Bryant
Director, U.S. Instant
Tickets

Jim Trask
Senior V.P. Instant Ticket 
Worldwide Operations

Joe Bennett
Vice President
Game Programming

Greg Lewis
Supervisor
Game Validation

Toben Molica
Sr. Regional Director

Scott Ross
General Manager

Ben Bauman
Product Manager

Cherie Peyton
Senior Project Manager

Figure 4-8: Scientific Games’ Arkansas Key Account Team and Resources

John Walsh
Senior Vice President,
Marketing and Operations

Mark Audi
Marketing

Frank Colubiale
System Start-Up Support

Arkansas Key Account Personnel

Jimmy O’Brien
V.P. Strategic Marketing

Jennifer Welshons
V.P., Global Marketing

Jeff Martineck
Director, Instant Product 
Development Rhonda Gillen

Director, Creative Services

Charlie Scannella
Regional V.P., Sales

Kyle Rogers
Sr. V.P. & General Manager

Bev Opie
Senior V.P.

Sales & Marketing

John Schulz
Vice President 

Instant Ticket Services

Ashley Gantt
Director, Game Programming

Michael Lee
Director, Game Audits 

Alpharetta, Georgia

Alpharetta, Georgia

Alpharetta, Georgia

Bryan Murphy
Packaging Manager

Kevin Florea
Shipping Manager

Rick Tidwell
Graphic Designer
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NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Start-Up and Key Account Personnel

Toben Molica, 

Senior Regional Director

Arkansas/Georgia ■ Represent Lottery to company senior management
■ Coordinate with company management and 

production
■ Resolve critical scheduling and shipment issues
■ Follow through on security issues
■ Ensure customer satisfaction

12 years

Martha Hernandez, 

Account Executive

Georgia ■ Notify the Lottery of any operational printing issue
■ Review prize structure designs
■ Generate and review working papers
■ Track games from manufacturing through delivery

8 years

Rick Tidwell, 

Graphic Designer

Georgia ■ Day-to-day development of game graphic designs 7 years

Scott Ross,

General Manager, Arkansas CSP 

Operations (on-site)

Arkansas ■ Contract compliance for CSP
■ Work with the Lottery to analyze inventory 

management, delivery, and handle production issues 
on a daily basis

■ Work in Arkansas with the Lottery’s instant product 
group

28 years

Ben Bauman,

Product Manager

Arkansas ■ Overall sales and marketing assistance
■ Create prize structure designs
■ Develop lottery annual game plan

2 years

Jason Edgmon,

Warehouse and Security Manager

Arkansas ■ Oversees entire warehouse operation 6 years

John Schulz, 

Vice President, Instant Ticket Services

Georgia ■ Corporate oversight of all CSP operations and 
management

22 years

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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Cherie Peyton, 

Senior Project Manager

Arkansas/Georgia ■ Oversees new contract operations and start-up 
activities

5 years

Tom Brewer,

Manager, Marketing and Operations

Arkansas/Georgia ■ Overall start-up support 27 years

Al Gibson,

CSP General Manager

Arkansas/Florida ■ Overall start-up support 26 years

Sales and Marketing 

Jim Kennedy, 

Senior Vice President, Sales and 

Global Marketing

Georgia ■ Guide overall sales and marketing efforts
■ Consult with Lottery management on marketing 

issues

23 years

Jim O’Brien, 

Vice President of Strategic Marketing

Georgia ■ Consult with Lottery management on lottery industry 
trends and practices

25 years

Jeff Martineck, 

Director, Instant Product Development

Georgia ■ Development of added-value products and services 17 years

Rhonda Gillen, 

Director, Creative Services

Georgia ■ Develop new game content and designs
■ Responsible for creative services team

15 years

Customer Service

Dennis Miller, 

Vice President, Customer Service

Georgia ■ Consult with Lottery regarding working paper 
development and customer service

■ Monitor adherence to working paper development 
quality procedures

■ Manage work load distribution

23 years

NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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Jim Farrell, 

Art Manager

Georgia ■ Oversee the development of graphic designs and 
ticket artwork

■ Consult with the Lottery regarding graphic 
compatibility

■ Monitor adherence to quality control and security 
procedures for game artwork development

4 years

Cathy White 

Manager, Customer Service

Georgia ■ Manage the day-to-day game development 
procedures; ensure the customer service 
supervisors and game coordinators have the tools 
and training they need to meet customer 
requirements

21 years

Research and Development

Jennifer Welshons, 

Vice President, Research and 

Planning

Georgia ■ Provide strategic oversight of market research—
focus groups, sales analysis, etc.

8 years

Ambika Jack, 

Research Manager

Georgia ■ Coordinates research, design surveys, and analyses 
qualitative and quantitative data

3 years

Eric Mitchell,

Director, Marketing Information 

Systems

Georgia ■ Designs modules and systems to guide marketing 
efforts

10 years

Game Programming

Joe Bennett, 

Vice President, Game Programming

Georgia ■ Oversee the development of game programming 
and information technology

14 years

Ashley Gantt, 

Director, Game Generation

Georgia ■ Supervise the game generation software 
architecture 

10 years

NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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Michael Lee, 

Director, Game Audit

Georgia ■ Supervise the review of the game programming for 
“Spirit of the Game” and accuracy

15 years

Greg Lewis, 

Supervisor, Game Validation

Georgia ■ Supervise the development and transmission of the 
validation files and response to Lottery questions

2 years

Production and Quality Control 

Jim Trask, 

Vice President, Manufacturing 

Operations

Georgia ■ Oversee production and quality of instant lottery 
games

■ Consult with the Lottery regarding manufacturing 
and production issues

39 years

Robert Rusenko

Vice President, Quality

Georgia ■ Ensure quality and continuous improvement on a 
corporate-wide basis

21 years of quality 

industrial experience

Dan O’Bryant, 

Director, U.S. Instant Tickets

Georgia ■ Oversee and guide the manufacturing processes
■ Oversee the secure instant ticket manufacturing 

processes

9 years of lottery 

experience

34 years in the 

printing industry

Richard Modawell, 

Senior Manager, Print Quality 

Georgia ■ Oversee instant ticket quality control and assurance
■ Implement instant ticket quality and security 

procedures

12 years

Ken Stephens,

Senior Chemist

Georgia ■ Develop and oversee ink formulation and 
development

4 years

NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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Teli Parianos, 

Director, Security

Arkansas/Georgia ■ Maintain a secure production facility for the 
manufacture of instant games

■ Provide written security plan that describes the 
security measure associated with game design, 
game generation, ticket production, ticket storage, 
ticket transportation, plant security, data security and 
disposition of waste

15 years

Russ Joiner, 

Manager, Pre-Press

Georgia ■ Oversee the conversion of game artwork into press 
plates

■ Provide ink drawdowns and color keys
■ Review press instructions developed from executed 

working papers

2 years

Paula Maltman, 

Manager, Planning Product Delivery & 

Merchandising

Georgia ■ Develop finishing schedules that provide quick 
turnarounds and flexibility

17 years

Aaron Warren, 

Manager, Planning, Production and 

Scheduling

Georgia ■ Responsible for scheduling five presses
■ Review press schedule to ensure adequate lead 

times for all deliveries
■ Work with customer service team for cost effective 

production of high quality products with on-time 
delivery

7 years

Bryan Murphy,

Packaging Manager

Georgia ■ Oversee daily packaging operations 19 years logistics 

experience

Kevin Florea,

Shipping Manager

Georgia ■ Oversee daily shipping operations 8 years in shipping 

operations

NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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MDI Promotions and Licensed Properties

Kyle Rogers, 

Senior Vice President and General 

Manager

Georgia ■ Oversee management of licensed properties 14 years

Charlie Scannella, 

Regional Vice President, Sales

Georgia ■ Plan and execute licensed property games 19 years

Cooperative Services Management

John Walsh,

Senior Vice President, 

Global Sales and Services

Georgia ■ Corporate oversight of all CSP contracts 26 years

NAME/TITLE LOCATION RESPONSIBILITIES
YEARS OF LOTTERY 

EXPERIENCE

Figure 4-9: Scientific Games’ Proposed ALC Key Account Team and Additional Resources
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UNIQUE STAFF FUNCTIONS 

Scientific Games is rich in personnel resources and more specifically start-up experience. Our 

proposed start-up and ongoing account team represents over 140 years of lottery-specific 

knowledge. In addition to this team, Scientific Games has additional unique staff/department 

functions that are dedicated to assist the ALC with achieving maximum net revenue from the sale 

of instant ticket games. Below we identify many distinct staff functions that we will make 

available to the Lottery to ensure that your net revenue goals and objectives are achieved. 

SALES AND MARKETING 

Scientific Games’ ongoing commitment to assist lotteries with strategic planning, game planning 

and marketing has earned us the distinction as the leader for providing total business solutions to 

support the instant product category. To Scientific Games the instant game is much more than a 

ticket—it is a product that requires a sound marketing and distribution plan, provides an 

entertaining experience and compliments the lottery’s other products.

Our value-added support includes, but is not limited to:

■ State-of-the-industry presentations that provide insight into current instant game 

marketing strategies and tactics of the top 16 per capita U.S. lotteries

■ Sales and individual game attribute analyses

■ Industry analyses of prize payouts and their effect on sales and net revenue
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The professionals within our sales and marketing department are listed in 

Figure 4-10.

RESEARCH AND DEVELOPMENT

Instant games that generate buzz in the marketplace must have a strong 

marketing plan. To build a strong marketing plan, you must have accurate 

local, state and industry information as well as data that tells you the likes 

and dislikes of the lottery consumer. Scientific Games believes that one of the 

best ways to access this information is through market research. Decisions 

regarding game development, game planning, marketing advertising, distribution and promotions 

can all be influenced by market research.

Virtually any type of market research that the ALC requires—qualitative or quantitative—is 

available through Scientific Games. Some of the research methodologies we use are:

■ Segmentation Studies 

■ Custom Studies

■ Tracking Studies 

■ Concept Testing

■ Consumer Focus Group Testing

■ Retailer Focus Group Testing

NAME TITLE RESPONSIBILITY

Sales and Marketing

Jim Kennedy Senior Vice President, 

Sales and Global 

Marketing

■ Guide overall sales and 
marketing efforts

■ Consult with Lottery 
management on marketing 
issues

Jimmy O’Brien Vice President of 

Strategic Marketing

■ Consult with Lottery 
management on lottery industry 
trends and practices

Jeff Martineck Director of Instant 

Product Development

■ Develop added-value products 
and services

Rhonda Gillen Director, Creative 

Services

■ Develop new game content and 
designs

Figure 4-10: Scientific Games’ Senior Sales and Marketing Resources
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Leading the company’s research programs for lotteries is Ms. Jennifer Welshons, Vice President 

of Research and Planning. Jennifer manages all aspects of client research projects with internal 

personnel, as well as outside vendors. She works with clients on overall project design, 

questionnaire design and analysis to best meet their research needs. In addition, she conducts 

various ad-hoc analyses for lottery clients.

The primary management research professionals in this department are 

listed in Figure 4-11.

MDI PROMOTIONS AND LICENSED PROPERTIES

MDI Entertainment is a division of Scientific Games that specializes in 

creating and implementing entertainment-based promotions for the lottery 

industry and extensive experience in aiding lotteries in their promotional 

efforts. MDI has the largest library of licensed brands in the lottery 

industry which are used to bring in new players and to heighten awareness of the instant game 

category among players.

Assigned to the ALC account from MDI, is Regional Vice President of Sales, Charlie Scannella. 

NAME TITLE RESPONSIBILITY

Research and Development

Jennifer 

Welshons

Vice President, 

Research and Planning

■ Provide market research – 
focus groups, sales analysis, 
etc.

Eric Mitchell Director, Marketing 

Information Systems

■ Provide demographic, spatial 
and statistical analyses on 
consumer and customer data

Ambika Jack Research Manager ■ Coordinates focus groups and 
collects and analyzes lottery 
sales data

Figure 4-11: Scientific Games Primary Research Resources



4-64

SECTION 4: Additional Vendor Requirements

The key MDI professionals are listed in Figure 4-12.

RETAIL SOLUTIONS

Formed in September 2003 to create and deliver new products and services 

in the retailer market, Scientific Games’ Retail Solutions has an array of 

innovative lottery products, including:

■ SalesMaker™ – A focused, comprehensive training program for increasing lottery product 

sales and profits at retail 

■ PlayCentral® – The world’s first interactive, self-service full function lottery kiosk, 

featuring vibrant graphics, touchscreen technology, state-of-the-art accounting and 

security, and capable of selling all online lottery games and up to 24 instant games.

■ ConvenienceCentral™ – A totally customizable clerk-operated vending system selling 

online and instant games directly through the cash register accounting system.

Our most recent addition to this group is Jeff Sinacori, Vice President of Retail Solutions. 

Through a combination of retailer education programs, combined with a benchmarking system, 

retailers are shown the dramatic difference SalesMaker can make to their business and profits. 

SalesMaker is designed to train retailers on how to implement Lottery best practices to achieve 

significant retail sales growth. In addition, and as desired, Lottery sales staff can be trained in the 

program. 

NAME TITLE RESPONSIBILITY

MDI Promotions and Licensed Properties

Kyle Rogers Senior Vice President 

and General Manager

■ Oversee management of 
licensed properties

Charlie Scannella Vice President, 

Regional Sales

■ Plan and execute licensed 
property games

Bob Kowalczyk Vice President, Internet 

Services

■ Manage 2nd Chance internet 
services

Figure 4-12: Scientific Games/MDI Promotion Resources
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4.7 COMPUTATION OF LIQUIDATED DAMAGES 
RFP Requirement: A Vendor must propose a program of liquidated damages to cover the damages listed in Section1.8 and provide 
the rationale and the computation formula used to determine the level of damage penalties that are included in this response. All 
proposed liquidated damages amounts shall be subject to approval of the ALC.

Scientific Games understands and agrees that it is difficult to ascertain actual damages arising 

from the occurrence of the following events.  Therefore, Scientific Games offers the following 

amounts as reasonable estimates of damages that may be incurred by the Lottery should such 

event take place, which amounts shall not be imposed as a penalty by the Lottery. Liquidated 

damages shall not be assessed in the event the Lottery is not damaged. In the event such 

liquidated damages are assessed by the Lottery, it shall be the Lottery’s sole remedy for the 

corresponding incident.  The parties agree that liquidated damages will not be assessed by the 

Lottery under multiple provisions relating to a single incident.  Scientific Games shall not be 

liable for liquidated damages to the extent the incident was caused by the Lottery, its retailers, 

third parties, communications failures or events of Force Majeure.

The Lottery shall notify Scientific Games in writing of a proposed assessment of liquidated 

damages prior to such assessment becoming due and payable.  Such assessment must be made 

within six months of the incident, or such liquidated damages are deemed waived by the Lottery. 

Scientific Games shall have the right to object to any such assessment within ten business days 

following its receipt of the notice.  In the event Scientific Games does object to any such 

NAME TITLE RESPONSIBILITY

Retail Solutions

Jeff Sinacori Vice President, Retail 

Development

■ Responsible for 
SalesMaker, a focused, 
comprehensive program 
designed to increase 
lottery-product sales and 
profits at retail

Janine Whiteman Senior Director, Retail 

Solutions

■ Recommend appropriate 
ticket distribution devices

■ Implement Scientific 
Games’ ITVMs 
(PlayCentral) and retail 
lane devices 
(ConvenienceCentral)

Figure 4-13: Scientific Games’ Retail Solutions Team
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assessment, the parties shall schedule a time to discuss such assessment.  Any portion of 

liquidated damages assessed to which Scientific Games does not object shall be due and payable.

Scientific Games proposes the following liquidated damages:

A. Delay in the start of the lottery: In the event the date on which instant lottery tickets sales 

are to commence as mutually agreed upon between the vendor and ALC (or such later date as 

may be subsequently determined by the ALC in its sole discretion) is delayed as a result of 

Scientific Games facility being unavailable for distribution of tickets, Scientific Games will be 

assessed liquidated damages in an amount of up to $50,000 per day with respect to each day 

from the mutually agreed upon instant ticket sales date until the date on which instant lottery 

ticket sales commence.

B. Delay in the start of a new game: In the event the start of any lottery instant ticket game 

occurs after the start date established in the executed working papers for such game (a “Game 

Start Date”) as a result of vendor’s actions or omissions, vendor will be assessed liquidated 

damages in an amount equal to $10,000.00 per day with respect to each day after such Game 

Start Date until the date on which the ALC can reasonably begin such instant ticket game.

C. Shortage of tickets: In the event the ALC is unable to fill orders from its retailers for lottery 

instant tickets for any lottery instant ticket game as a result of vendor’s actions or omissions, 

vendor will be assessed liquidated damages in an amount equal to $10,000.00 per day that 

such shortage continues.

D. Failure to distribute tickets within two business days of ordering: In the event vendor fails 

to distribute tickets in accordance with this agreement within two business days of notice of 

the ALC ordering, vendor will be assessed liquidated damages in an amount equal to $50.00 

per day, per retailer, with respect to each day after such two day period until the date on which 

such lottery instant tickets are actually delivered by vendor.

E. Security violations: In the event of any unauthorized access by any person to any lottery 

instant ticket printing, storage, packaging or warehousing areas, or any theft of or tampering 

with any lottery instant tickets in any such area, vendor will be assessed liquidated damages in 

an amount equal to $1,000.00 per occurrence. Vendor shall take steps to prevent unauthorized 

access to the computer system and data files used in its duties. Upon detection of any attempt 

of unauthorized access to the computer system and/or data files, the vendor shall notify the 

ALC’s chief security officer immediately upon detection and shall take all actions requested 

by the ALC to limit or minimize the disruption, threat or damage resulting there from. Vendor 

will be assessed liquidated damages in an amount equal to $10,000.00 per occurrence for 
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failure to follow the agreed upon procedures. Should any one of the security systems at the 

warehouse fail, the vendor shall report the outage to the ALC’s chief security officer 

immediately upon detection and shall take all actions requested by the ALC to limit or 

minimize the disruption, threat or damage resulting there from. Vendor will be assessed 

liquidated damages in an amount equal to $5,000.00 per occurrence for failure to follow the 

agreed upon procedures.

F. Untimely reports: Vendor and the ALC will mutually agree as to the types of reports to be 

provided and the time of delivery of such reports. In the event vendor fails to deliver such 

reports to the ALC by the agreed upon time, vendor will be assessed liquidated damages in an 

amount equal to $100.00 per day that it is late per report.

G. Working papers–untimely or unauthorized modifications: Vendor and the ALC will 

mutually agree as to the format of working papers to be provided and the time of delivery of 

such working papers. In the event vendor fails to deliver such working papers to the ALC by 

the agreed upon time, vendor will be assessed liquidated damages in an amount equal to 

$1,000.00 per day that it is late per working papers. Vendor shall not make any material 

modifications to executed working papers without the prior written approval of the ALC. In 

the event vendor breaches the foregoing sentence, vendor will be assessed liquidated damages 

in an amount of $1,000.00 per occurrence.

H. Defective or nonconforming tickets: In the event an ALC instant ticket appears on its face to 

be a winning ticket, but has not been validated as such, is presented for payment and payment 

is authorized and made by the Lottery, vendor will be assessed liquidated damages in an 

amount equal to the prize paid on such ticket, unless such apparent winning ticket is a 

counterfeit ticket, or the caption does not match the prize symbol, or it has been tampered with 

in any manner; and in any event, such ticket shall be presented to vendor for examination and 

analysis.

I. Incomplete or incorrect game validation files: In the event an ALC instant ticket validation 

file produced by vendor is incomplete or incorrect, vendor will be assessed liquidated 

damages in the amount of $1,000.00 per occurrence.

Scientific Games understands that all liquidated damages will be subject to approval of the ALC.
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4.8 VENDOR EXPERIENCE 
RFP Requirement: A Vendor, and its joint ventures, strategic partners, and prime contractor team members must outline their 
experience in the marketing, creative design, computer programming for ticket generation, imaging, ticket production, distribution, 
warehousing, and inventory control and security of instant lottery games, including instant ticket game start-up experience, as well as 
that of their subcontractors.

A Vendor must demonstrate overall experience in the functions described in this RFP. In addition, the joint ventures, strategic 
partners, prime contractor team members, and subcontractors proposed to perform specific tasks, duties or functions must clearly 
document that they possess the qualifications and experience necessary to fulfill the relevant requirements of the RFP.

The ALC reserves the right to verify all information provided via direct contact with a Vendor’s joint venture’s, strategic partner’s, prime 
contractor team member’s, and subcontractor’s prior project or client personnel, and a Vendor and its joint ventures, strategic partners 
prime contractor team members, and subcontractors agree to provide any release necessary for the ALC to check on any previous 
projects. Misstatements of experience, scope of prior projects, or results thereof may result in the disqualification of the Proposal.

SCIENTIFIC GAMES IS THE MOST EXPERIENCED START-UP PARTNER IN THE INDUSTRY TODAY 

With 36 years in the lottery industry, Scientific Games has gained a wide range of experience in 

the creative design, game programming, inventory control, warehousing, distribution, overall 

product security and production of instant lottery games. Since 1974, Scientific Games has 

printed 300 billion lottery tickets for over 120 lotteries worldwide. In addition, Scientific Games 

has been the start-up provider for 34 of the 44 U.S. lotteries. No other vendor can make this claim. 

While evaluating our experience please consider these important facts:

Start-Up And Instant Ticket Game Facts

■ Over our 35+ year history, Scientific Games has helped start-up 68 lotteries around the 

world. 

■ Most recently we started up the last four new lotteries including, Oklahoma, Tennessee, 

South Carolina and North Dakota—as well internationally, for the China Sports Lottery.

■ We were the start-up provider for 34 of the 44 U.S. lotteries (including District of 

Columbia and U.S. Virgin Islands).

■ In fact since 2002, no lottery vendor has more domestic start-up experience than Scientific 

Games. 

■ Start-up projects successfully completed since 2002 includes:

■ Oklahoma Education Lottery: Online and Instant Gaming and Cooperative Services 

(October 2005)

■ This lottery was launched in then-industry-record time but also ahead of schedule 

and without any major issues. 

■ The gaming system for both instant and online was up and running in 51 days. 

■ Lottery sales topped $3 million on the Lottery’s third day. 
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■ North Dakota Lottery: Online Services (March 2004)

■ Tennessee Education Lottery, Instant Gaming and Cooperative Services (January 

2004)

■ Contract was signed on December 2, 2003 and instant sales start-up was on 

January 20, 2004: just 55 days!

■ South Carolina Education Lottery, Online and Instant Gaming and Cooperative 

Services (January 2002)

■ Contract was signed on November 1, 2001 and instant sales start-up was on 

January 7, 2002: 68 days!

■ Please note that since 2002, Scientific Games also provided the start-up of video gaming 

in Maine in 2005.

■ Our start-up experience includes lottery jurisdictions as large as California (population 35 

million) and as small as West Virginia (1.8 million).

■ Currently we operate Cooperative Services programs for 11 U.S. lotteries and seven 

lotteries internationally.

■ Scientific Games provides instant lottery tickets for 41 U.S. lotteries—more than all other 

of our competitors combined. 

■ Our proposed team of customer service, game programming, instant ticket production, 

security and cooperative services professionals represents over 634 years of combined 

lottery knowledge. 

■ We provided more games than all other suppliers combined, approximately 2,200 games 

produced in 2008 alone. 

■ With five presses and 14 packaging lines, Scientific Games prints, packages and ships over 

22 million 2" x 4" equivalent tickets a day with a top end capacity of 28.6 million per day. 

■ Our net production of 24 billion tickets at our Alpharetta print facility alone exceeds all 

U.S. vendors combined. 



4-70

SECTION 4: Additional Vendor Requirements

SCIENTIFIC GAMES’ LOTTERY START-UPS

Figure 4-14 represents the lottery jurisdictions for which Scientific Games provided start-up 

services. 

YEAR STATE

2005 Oklahoma

2004 North Dakota (online only), Tennessee

2002 South Carolina

1996 New Mexico

1994 U.S. Virgin Islands

1993 Nebraska, Georgia

1989 Kentucky

1988 Florida, Virginia, Wisconsin

1987 Montana, South Dakota

1986 West Virginia, Missouri

1985 Oregon, Iowa, California

1983 Colorado

1982 District of Columbia, Washington

1981 Arizona

1980 Maine and Vermont (online)

1976 Scientific Games provides New York Lottery with its first Instant Lottery game 

(125 million tickets). Quantity hastened search for technology to replace sheet-

fed printing.

1975 Develops first back-office system for Instant Lottery game accounting and 

validation (Illinois, Michigan and Maryland lotteries).

1974 Prints world’s first secure Instant Lottery game (25 million tickets for 

Massachusetts Lottery).

1971 New Jersey: World’s first on-line lottery system

Figure 4-14: U.S. Lottery Start-Ups
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CSP Start-Ups 

Scientific Games has transitioned existing lotteries to CSP since 1985, when we pioneered the 

privatization of instant warehousing and distribution for the New York Lottery.

We have also started up four of the last four new lotteries under a CSP contract.

Since 1985, Scientific Games has transitioned the following domestic lotteries to CSP: Arizona, 

Delaware, D.C., Florida, Kentucky, Maine, New Mexico, New York, Ohio, Pennsylvania, Virginia 

and West Virginia.

Scientific Games – Unmatched Printer of Instant Lottery Games

From our production of the world’s first instant lottery game ticket in 1974 to generating the 

industry’s highest output of over 35 billion 2" x 4" equivalent tickets from our North American 

facilities for 2008, Scientific Games’ experience is unmatched in the industry today.

Since its founding in 1973, Scientific Games has specialized in the 

secure development and production of instant lottery games for 

lotteries across the globe. In our 36-year history we have succeeded in 

becoming the largest and most experienced supplier in the world, 

printing over 300 billion instant game tickets since our inception. 

In addition, Scientific Games also has access to the largest library of 

instant games, over 20,000, from which to select and/or build game 

plans.

With the acquisition in 2007 of OGT, Scientific Games now has six 

printing facilities on five continents—with two printing plants located 

in North America. These facilities combined represent 12 presses, 

1,800 employees dedicated to the instant product, 820,000 square 

feet of manufacturing space, and a total worldwide print capacity 

of 51 billion 2" x 4" equivalent tickets.

Through innovation and partnership with customers around the world, 

Scientific Games has been driving results for lotteries for over 36 

years. From the introduction of the first secure instant lottery ticket in 

1974 to the debut of the first interactive, full-function self-service 

lottery kiosk, we have consistently been at the forefront of delivering business solutions to help 

lotteries increase sales and maximize revenue for beneficiaries. 

Figure 4-7: First Secure Instant 
Lottery Ticket Ever Printed in 

1974
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Scientific Games is capable of meeting the needs of the ALC through its proven industry 

experience and resources as the world’s leading instant ticket printer. Scientific Games has the 

industry’s largest most modern lottery presses in the world and has invested over $55 million over 

the past eight years to ensure that lotteries will have the highest quality and secure instant tickets 

from our operations. With such resources of equipment and seasoned, experienced lottery 

personnel, Scientific Games delivers instant tickets with the assurance that the games will deliver 

on-time, every time.

Our manufacturing facility in Alpharetta, Georgia offers unsurpassed print technology in the 

industry and combining this with our sales and marketing support personnel, Scientific Games 

can deliver on the promise of exciting instant games for the ALC instant game players. Our 

facility operates under a complete ISO-9001 Quality Assurance program that assures customers of 

the highest standards of manufacturing excellence along with secure manufacturing processes 

focused on game integrity and physical security. 

Our operation has secure warehousing and shipment areas that further ensure the highest level of 

control and accountability of the product as it prepares to move from our facility to your 

warehouse. 

With over 36 years of lottery printing, a library of over 21,000+ instant ticket games, and the 

marketing knowledge that comes from partnering with lotteries in the fastest growing instant 

ticket markets of the past five years, Scientific Games looks forward to bringing its industry 

leading resource to the Arkansas marketplace to support the ALC in its efforts to maximize 

revenues for th support of higher education scholarships. 

Scientific Games’ Industry Firsts 

After producing over 300 billion lottery tickets, Scientific Games has had the opportunity to 

provide our customers every possible ticket feature and service. We’ve even introduced many 

innovations to the industry that are now considered standard instant ticket features. Figure 4-8 

lists some of the innovations Scientific Games has made to the instant ticket lottery industry. 

SCIENTIFIC GAMES’ FIRSTS

1972 Develops and produces pouch games

1973 Develops algorithmic solution that permits production of world’s first secure Instant Lottery 

game

Figure 4-8: Scientific Games’ Firsts
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1974 Prints world’s first secure Instant Lottery game (25 million tickets for Massachusetts 

Lottery)

1975 Develops first back-office system for Instant Lottery game accounting and validation 

(Illinois, Michigan and Maryland lotteries)

Introduces retailer validation codes, a security method allowing retailers to confirm low-tier 

winning tickets and correct prize amount, safeguarding them against fraudulent attempts to 

cash non-winning tickets

1976 Pioneers collector cards in connection with the Instant Lottery game

Provides New York Lottery with its first Instant Lottery game (125 million tickets); Quantity 

hastened search for technology to replace sheet-fed printing

1977 Implements first computer-controlled ink-jet imagers for printing variable data in the play 

area; innovation would soon render obsolete the sheet-fed method of printing Instant 

Lottery tickets

Pioneers marketing concept of keeping Instant Lottery games on sale at all times; 

previously, a game was allowed to sell out before replaced with a new one

1978 Introduces label games, in which self-adhesive labels are applied to various products in 

creative ways

Design lottery games for Loto Canada

Prints industry’s first ink-jet imaged tickets (United Kingdom, Littlewoods)

1979 Pioneers concept of offering players multiple play styles on a single ticket (Ladbrokes – 

United Kingdom)

1980 Introduces doubling and add-up features on instant games (Michigan)

1981 Introduces ZIP Code-based analysis as a lottery market research tool

Start-up supplier to Arizona Lottery

Develops software to meet customer demand for more system functionality; initial 

implementation in Arizona paves way for telemarketing (Tel-Sell) and Guaranteed Low-End 

Prize Structure (GLEPS) accounting

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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1982 Introduces computerized weekly analysis of sales trends as another market research tool 

for lotteries

Introduces off-line dual pass printing, significantly enhancing instant game security once 

tickets are distributed to retailers

Start-up supplier to DC Lottery

Start-up supplier to Washington State Lottery; implements industry’s first automated Tel-

Sell marketing system

Introduces retailer validation codes on instant tickets to further enhance security of the 

product

1983 Introduces lottery industry to Values and Lifestyles (VALS) psychographic consumer 

research

Introduces Bonus Play, a direct mail coupon promotion based on market analysis

Introduces enhanced computerized accounting system for instant tickets

Produces games with multiple scenes

Produces games on paper stock (foil-free)

Design Hybrid games (instant and passive)

Start-up supplier to Colorado Lottery; introduces instant game progressive jackpot prize 

wheel

1984 Introduces video instant games in Illinois

Introduces Instant Lottery System (ILS), the industry’s first integrated software package for 

accounting, distribution, inventory control, marketing and validation

1985 Pioneers Cooperative Services Program (CSP) concept in New York, a shared-risk 

concept to streamline a lottery’s operations, reduce its costs and maximize its revenue

Debuts the first multi-state online lottery game in the U.S. (for Maine, New Hampshire and 

Vermont)

Introduces LION, the industry’s first online retail terminal with a built-in, animated, full-

colour consumer display for advertising to the consumer at the point-of-sale

Develops and introduces multi-coloured benday patterns

Start-up supplier to Oregon, Iowa and California lotteries

1986 Introduces Winner Integrity Number (WIN) code system to detect delaminated tickets

Prints multi-coloured variable overprint designs

Start-up supplier to West Virginia and Missouri lotteries

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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1987 Start-up supplier to Montana Lottery

Develops and introduces technology enabling ink-jet imaging of bar codes on instant 

tickets (Vermont)

Scientific Games system helps launch LottoAmerica, predecessor to Powerball® game

1988 Start-up supplier to Florida, Virginia and Wisconsin lotteries

Introduces synchronized ink-jet imaging technology enabling lotteries to print play data 

and validation information on the front of the ticket and move the bar code to the back 

(Maine)

Produces multiple games across the web

Develops and produces die-cut lottery tickets

Integrates first-ever bar code system into ILS II (system) for instant ticket validation and full 

cross-redemption with GLEPS accounting (players no longer required to cash winning 

tickets at same retailer where purchased)

1989 Debuts industry’s first open online lottery system for Austrian lottery

1990 Start-up supplier to national lotteries in Mexico and Taipei, Taiwan

Introduces games on secure recycled paper stock

1991 Invents and patents two-pass imaging process for unlimited play patterns on Bingo and 

Crossword games

Develops first Bingo scratch ticket in the world for the Atlantic Lottery Corporation

Produces Bingo ticket with unlimited play patterns

1992 Introduces industry’s first bar coded pull-tab tickets (Kentucky)

Produces first Bingo ticket in U.S. for the Kentucky Lottery 

Develops Thermochromatic Ink (anti-photocopy)

Pioneers technology (Terra 2000™) allowing instant tickets to be printed securely on 

recyclable, plain paper instead of non-environmentally friendly foil-laminated card stock

1993 Develops ticket design contest with college credit – WINNING CONCEPTS®

Start up supplier to the Netherlands and Virgin Islands lotteries

Start-up supplier to Georgia, Nebraska and Greece lotteries

1994 Invents and patents Simulated Foil™ process on paper tickets

Creates Monopoly® game using the original board concept

First U.S. industry supplier to receive ISO 9002 certification of its quality management 

system

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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1995 Introduces automatic, one-step, keyless validation of instant tickets (SciScan Technology) 

that eliminated retailers’ required a three-step manual process

Invents and develops MegaColor™ integrated graphic process

Develops and patents four-colour process overprint (FouReal®)

Start-up supplier to the United Kingdom National Lottery

Produces first full-function bar coded pull-tab tickets (Kentucky) enabling them to be 

validated the same way as instant tickets

1996 Introduces dual-colour imaging on instant tickets (Delaware)

Develops and patents FailSafe™ multi-dimensional bar code system

Develops Crossword in Australian business unit

First supplier to bring open system solution (AEGIS®) to U.S. lottery industry; previously, 

proprietary closed systems dominated online lottery operations

Introduces first secure instant probability games (Winner’s Choice™)

1997 Start-up supplier to National Lottery in Zimbabwe

Develops water-based gloss coatings

1999 Create Dream Team™– a game development “think tank” 

Develop secure probability games for testing and product roll-out

Develop Smart Card applications for lottery products

Implement secure probability game validation process

Industry’s first simultaneous, dual online system conversion (Maine and Iowa)

2000 Fulline™ start-up supplier (instant and online) to South Carolina Lottery; introduces 

industry’s first Internet Protocol Virtual Private Network (IP VPN) telecommunications 

system to securely transmit data between central system and online terminals for greater 

communications cost efficiencies and flexibility

Produce (in partnership with the Oregon Lottery), pouch game with two separately 

numbered and tracked inserted game pieces

Conduct successful Probability Game field test of two games with Rhode Island Lottery 

retailers

Introduce original, new pop-up product design featuring an interactive play action on one 

ticket

Sign agreement with Ingenio to sell and distribute CD-ROM games in the lottery industry

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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2001 Introduces Colormark™ marking system so players can more easily identify winning 

patterns on Extended Play games (e.g., Bingo, Crossword)

Sign exclusive contract with Slingo® to adapt and sell patented game play format in the 

lottery industry

Develop revolutionary, modular cooperative services for warehousing, distribution, 

inventory control and tele-services called Global Operations Lottery Distribution System 

(GOLDS)

2002 Introduces Remote Color Signoff™ system allowing lotteries to sign-off on press proofs 

from their own offices without travel

Develop first catalog of unique holiday game designs and innovations

Form strategic alliance with Netgame to offer m-gaming

Receive ISO 9001:2000 certification

2003 Introduces Touch-Tabs™ (electronic pull-tab games) and Touch-Tabs kiosk (self-service 

electronic pull-tab dispensing device)

Introduces PlayCentral®, the world’s first interactive, full-function, self-service lottery kiosk 

as a total solution for the retail automation of the sale and accounting of all lottery 

products, including up to 28 instant games and multiple online games

Introduces ConvenienceCentral™, a new vending solution that brings lottery vending right 

to the cash register at large, multi-lane stores

First supplier to bring real-time online transaction processing to Latin America; first to 

deploy a fully cellular wireless lottery communications network in Peru

Introduces LC3™ as the first electronic game cards in Iowa

Begin printing multiple imaging colours under the scratch-off

Develop CyberSlingo® interactive instant/web-based game

2004 Start-up supplier to the Tennessee Education Lottery Corporation

Create and patent the new play action for Double Dare

Produce promotional pouch with baseball cards for the Maryland Lottery

Form a strategic alliance with Bell Canada to offer web hosting

Launch first Internet lottery game, Cyber Slingo in North America with New Jersey Lottery

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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2005 Start-up instant warehousing distribution and systems supplier for the Oklahoma 

Education Lottery Corporation

Converted Ohio Lottery to CSP warehousing and distribution operation

Receive SMART-TECH award for Mobile Gaming “Bright Idea” 

2006 Acquired Global Draw a leading supplier of fixed odds betting terminals and systems, and 

interactive sports betting terminals and systems

 Acquired EssNet AB an international online lottery technology provider

Acquired TeleCom Game Factory a leader and innovator in lottery gaming and drawing 

systems

Acquisition of Games Media, a UK based company developing, publishing and selling 

“Amusement With Prizes” (AWP) machines, “Skill With Prizes” (SWP) machines and 

related content for the UK public house market

Develop unique Sudoku™ game play action

Launch first two-sided scratch-off game with Idaho Lottery

2007 Conversion of Pennsylvania Lottery warehouse operations to new SciTrak sorter system

Inauguration of newest flexo press (Press 6) in Alpharetta, Georgia

Acquisition of Oberthur Gaming Technologies

First lottery vendor to achieve NASPL certifications for software development and quality 

best practices

Formation of joint venture with leading Chinese technology company, Inspur, to launch 

instant tickets in the Shandong Province of China

Acquisition of a 50% interest in the ownership of Guard Libang, a leading provider of 

instant lottery ticket cooperative services in China

2008 Successful launch of China Sports Lottery instant tickets

Contract to provide 25,000 Leonardo/WAVE™ terminals to Sisal in Italy

SCIENTIFIC GAMES’ FIRSTS

Figure 4-8: Scientific Games’ Firsts
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In the following subsections, we highlight Scientific Games’ capabilities and experiences in each 

of the requested areas. As a Fulline™ Lottery vendor, Scientific Games works in close partnership 

with our customers to analyze all aspects of your business and ensure maximum revenue is 

achieved, thus resulting in more money for education. 

Figure 4-9: CSP Map
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MARKETING SUPPORT 

Scientific Games has the most experienced marketing team ready to support 

the ALC with a highly talented and market proven process. This inter-

disciplinary team (made up of members of the sales, account management, 

marketing and creative teams) draws on market-proven theories and 

practices to formulate plans that will assist lotteries in driving their sales 

upwards.

The most important tool available to the marketing support team is the 

annual marketing plan. The key to a successful marketing plan is to 

understand your business and product line and know when and where to take 

advantage of revenue opportunities. We believe our process in developing 

the state-focused marketing plan works and we are excited and ready to put 

it to work for the ALC.

Our marketing plan addresses all elements of the marketing mix, not just product.

Scientific Games knows that it is very difficult to implement a single marketing element and 

expect to see results. The key to maximizing success is not to pick and choose elements, but to 

implement all “15 Determinants of Demand” within a lottery’s capability. A thorough discussion 

of the 15 Determinants are contained within our marketing plan. Many lotteries have enjoyed the 

success that resulted from this strategic marketing approach and the results have been rewarding 

as their instant sales and net revenues to beneficiaries have grown in tandem.

Arizona, Illinois, Kentucky, Missouri, New York, Pennsylvania, Texas and West Virginia have all 

been states wherein the marketing plan support team of Scientific Games provided key strategic 

insights and helped to implement specific changes that led to some of the most dramatic instant 

ticket sales growth of the past 10 years.

Scientific Games is the vendor of choice with the resources and the people to support the ALC to 

grow their sales, increase their net return to the beneficiary and to continue to bring fun to instant 

players with innovative games.

CREATIVE DESIGN 

Designing a game to sell is both an art form and a science. Each design decision has an impact on 

sales. On a structural level, each ticket must meet production and security requirements to 

preserve the integrity of the game. From a game play point of view, a game should present a play 

action that excites players and does not confuse them. A game should also present players with 
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the perception that they have a good chance of winning a prize. These are parts of the science of 

developing an instant ticket game design.

Artistically, there are many ways to combine graphic elements to enhance the game. Many of 

these artistic elements are tied to local player preferences and expectations, such as game names, 

color combinations or even play instruction wording. 

Some factors are more universal and have been learned through years of industry experience.

Scientific Games understands that the Lottery will work closely with the selected vendor to design 

instant tickets consistent with our printing requirements and your market specifications. Each 

game design we produce enhances our knowledge of instant games. Every lottery customer 

relationship allows us to maintain continuous dialogue with lottery staff, customers and retailers 

on what game elements achieve the most impact at retail. We constantly focus on what attributes 

in a game work well and what attributes need more improvement to generate the most consumer 

sales. Scientific Games actively researches, creates and tests new instant game ideas with 

consumers and retailers to generate the most precise feedback prior to bringing new games to the 

market.

Our staff of 22 Alpharetta-based designers and illustrators and two remote designers is available 

to assist your Scientific Game Designer, Rick Tidwell in generating unique and exciting designs 

to introduce in the Arkansas marketplace. Additionally, Rick will have access to our Scientific 

Games library of some 19,000 games spanning an 11 year period as well as historical games of 

the past 35 years for use in generating new and exciting instant games.

GAME PROGRAMMING FOR TICKET GENERATION

To date, our industry has not experienced the devastating consequences of a major instant ticket 

security breach. The impact on our industry of such an event is difficult to imagine, but it is 

nevertheless important to recognize that threats do exist. Scientific Games recognizes that security 

threats are real, and we have taken decisive action by investing the resources necessary to build a 

game programming system that is founded on security. This system is in use today and protects 

Scientific Games and all of its customers from compromise.

Our well-educated, well-trained, ever-alert and highly-motivated Game Development consists of 

70 professionals with a track-record of tens of thousands successful instant ticket games delivered 

to our customers worldwide.
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Our Game Programming process is ISO-9001 certified, so each phase of programming has 

specific ISO procedures and work instructions. These procedures provide the general workflow 

and process for game generation, game conversion, game audit programming and game review.

No other company in the world can provide the experience, the expertise, and the depth in the 

critical field of game programming.

IMAGING

Scientific Games uses state-of-the-art Scitex 3700 computer-controlled imagers to image data on 

the front and back of instant tickets. Synchronization between the front and back imaging process 

is an intrinsic function of the imagers. The variable data is imaged at 240 dots per inch so that it is 

sharp and easy to read. 

Because of the critical nature of the imager ink and to meet our instant ticket production volume, 

Scientific Games has worked with our primary supplier for this ink to develop and enhance our 

secure imaging ink. In addition, the use of high-resolution Scitex 3700 imagers allows us to image 

play symbols with intricate features that are very difficult to alter. High-resolution play spots 

imaged with the Scitex 3700 imagers incorporate fine lines and shading. We have the largest 

symbol library in the industry by virtue of the quantity of games we produce each year. Literally 

thousands of symbols are cataloged and available to the ALC to meet your game design security 

requirements.

TICKET PRODUCTION

Scientific Games’ press equipment is designed 

specifically for instant lottery game ticket production. 

Our North American presses have a total capacity of 

over 35 billion 2" x 4" equivalent tickets, scheduling 

flexibility and game design options. With a total of five 

presses in our main Georgia plant, Scientific Games 

provides our clients the largest selection of instant ticket 

features from which to choose. 

This wide range of print capabilities enables our graphic 

arts department greater flexibility in the design and 

function of your instant games. Our newest state-of-the-art in-line printing press (P6) is an 

industry leading press with the most modern technological printing features of any lottery press in 

the world. In addition, three of our state-of-the-art presses are the newest in the industry 

Figure 4-10: Press 2
Longer than a football field, Press 2, in 

Alpharetta, features Flexo-Offset printing 
capability for maximum game design flexibility.
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(including P-5 at our UK facility) and feature the latest print options available today. Also, we 

now have an offline lithographic press in Montreal that further expands the range of products 

Scientific Games offers the industry, including unique packaged/pouched products, as well as 

multi-fold specialty games. This facility also offers back-up capabilities for our Alpharetta 

printing plant.

With our capital investment over the 

past six years, Scientific Games’ 

Alpharetta facility has demonstrated 

a commitment to continue to play a 

vital role in our supply chain solution 

for the ALC in terms of ticket 

printing capability, manufacturing, 

scheduling and game delivery to 

meet the needs of today’s and 

tomorrow’s marketplace. 

With our printing facility in 

Montreal, Canada, Scientific Games 

now has a fully compatible back-up 

instant printing facility in North 

America to supplement the output of the Alpharetta facility should the need arise. The Montreal 

facility has a fully functional instant ticket design, printing, and finishing capacity that could step 

in to supplement the Alpharetta facility in an emergency. 

WAREHOUSING

Proven, Efficient and Cost-Effective Warehousing and Distribution Support 
Services

In the mid 1980’s Scientific Games answered the call to improve inefficient distribution service 

with an all-inclusive, turnkey approach that has become known as the Cooperative Services 

Program (CSP). As a leading provider of CSP operations, Scientific Games provides services 

including inventory control, Tel-Sell or Distribution programs for 12 U.S. lotteries to manage 

their instant operations including Arizona, Delaware, D.C., Florida, Georgia, Maryland, Maine, 

Oklahoma, Pennsylvania, South Carolina, Tennessee, and Virginia. 
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Figure 4-11: Capital Investment
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Scientific Games’ CSP program administers and 

manages instant game operations that provide services 

including, Sales Analysis, Tel-Sell, Warehousing and 

Distribution and forecasting to shape orders, vending 

machines and inventory control for more than 59,500 

retailers resulting in more than $10 billion in instant 

sales in FY07. 

Many of our customers have witnessed astounding 

results that include improved on-time delivery, 

expedited retail ticket order fulfillment, and elimination 

of ticket inventory shortages. Most importantly, 

utilization of our sophisticated CSP processes has 

helped our customers realize sales growth that is 7% 

higher than the industry as a whole. Figure 4-13 

represents our current CSP partners.

 

CUSTOMER NAME ADDRESS TELEPHONE CONTACT PERSON

Arizona Lottery 4740 East University Drive

Phoenix, AZ 85034

(480) 921-4505 Art Macias

Executive Director

Delaware State 

Lottery

1575 McKee Rd, Suite 102

Dover, DE 19904

(302) 744-1600 Wayne Lemons 

Director

D.C. Lottery 2101 Martin Luther King, Jr. Ave

Washington, D.C. 20020

(202) 645-9244 Jeanette Michael

Executive Director

Florida Lottery 250 Marriott Drive

Tallahassee, FL 32399

(850) 487-7728 Leo DiBenigno

Secretary

Georgia Lottery Corp. 250 Williams St., Suite 3000

Atlanta, GA 30303

(404) 215-5020 Margaret DeFrancisco

President and CEO

Lotterie-

Treuhandgesellschaft 

MBH Hessen

Rosenstrasse 5-9

Postfach 4007

Wiesbaden, Germany 65030

(49) (611) 361 20 Dr. Heinz-Georg 

Sundermann

Managing Director

Maine State Lottery 10-12 Water Street

Hallowell, ME 04347

(207) 287-8289 Dan Gwadosky

Director

Figure 4-13: Current Cooperative Services (CSP) Contracts

Figure 4-12: The Pennsylvania Lottery CSP 
distribution facility is just one successful 

example of the impact CSP can have on a 
lottery’s revenue.
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DISTRIBUTION

Order Packing – As a provider of Cooperative Services for over 23 years, Scientific Games 

understands the critical nature of operating efficient and innovative order packing and distribution 

systems for lotteries like Arkansas. In fact, for the past 23 years we have partnered closely with 

numerous lotteries in providing these services. 

Distribution – For the past 15+ years, Scientific Games has partnered with UPS to provide 

prompt, professional delivery service to lottery retailers. In addition to this long-term partnership, 

we propose to work with a Certified Minority Business Enterprise (CMBE) firm for distribution 

related operations. Combined, these two entities ensure that retailers have access to accurate 

tracking/delivery information, and more importantly, all shipments are delivered in a timely and 

efficient manner. 

Returns – Scientific Games will assume full responsibility for returns. 

Destruction – Under our ISO certified procedures and systems we will provide full control and 

accountability for the secure destruction of tickets at our Alpharetta plant. 

Oklahoma Education 

Lottery

3817 N. Santa Fe

Oklahoma City, OK 73118

(405) 522-7710 Jim Scroggins

Executive Director 

Pennsylvania State 

Lottery

2850 Turnpike Industrial Park Dr.

Middletown, PA 17057

(717) 702-8009 Edward Trees

Executive Director

South Carolina 

Education Lottery

1201 Main Street #830

Columbia, SC 29201

(803) 737-2082 Tony Cooper

Chief Operating Officer

Toto-Lotto 

Niedersachsen 

GmbH

Am Tür 2 und 4

Hannover, Germany 30519

(49) (511) 840 20 Dr. Rolf Stypman

Managing Director

Tennessee Education 

Lottery Corporation

200 Athens Way

Nashville, TN 37228

(615) 324-6500 Rebecca Paul Hargrove

President and CEO

Virginia Lottery 900 E. Main Street

Richmond, VA 23219

(804) 692-7000 Frank Ferguson

Acting Director

CUSTOMER NAME ADDRESS TELEPHONE CONTACT PERSON

Figure 4-13: Current Cooperative Services (CSP) Contracts
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INVENTORY CONTROL 

A crucial component of our Cooperative Services program is inventory control. As a leading 

provider of real-time inventory management systems and operations for 16 lotteries, Scientific 

Games has the industry expertise, qualified personnel and state-of-the-art systems to provide the 

tools necessary to monitor retailer inventory levels, confirm deliveries, and provide reports to 

effectively manage your daily operations. Should the Lottery select our SciTrak system as an 

option, it will receive a state-of-the-art system designed to process and update instant game 

information in real-time so that you have direct access to accurate information at your fingertips. 

In addition, this system also interfaces to our courier systems’ for delivery tracking information. 

TICKET SECURITY

Security impacts all aspects of producing an instant game. The security measures Scientific 

Games employs are the result of over 35 years of printing instant games and having billions of 

tickets on sale in the marketplace. The exposure of our games to numerous threats and 

compromise techniques keeps Scientific Games vigilant to the ever present risk that exists. Not 

only do our security measures reflect our own experiences, they also incorporate the experiences 

of our customers. This is because security is not a one-sided issue; it is a concern of all members 

of the lottery community. We have worked closely with our customer’s security experts so that 

their concerns and solutions are incorporated in our products. Thus, our security measures built 

into each of our instant tickets results from an ongoing effort to ensure product integrity in the 

retail marketplace. 

Scientific Games instant tickets are produced under highly controlled and exacting standards of 

ticket construction designed to meet the high security needs of today’s lottery industry and the 

needs of tomorrow’s marketplace. 

START UP EXPERTISE

The complexity of starting up a lottery as a Cooperative Services contract cannot be over-

emphasized. These start-ups require a well designed plan that is skillfully implemented so that the 

start is smooth for the lottery, its retailers and its players so that the optimum revenue is generated. 

Start of sales revenue lost due to implementation errors can never be regained. 

Since 2000, we have started up four of the last five new U.S. lotteries. These start-ups include: 

■ Tennessee

■ South Carolina
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■ Oklahoma

■ North Dakota

Most recently we also started up an instant ticket and CSP program with the China Sports Lottery 

in 2008.

All of these lotteries have benefited from a smooth start-up plan that only years of experience can 

shape. Our plans are developed with a single overriding concern—to offer our customers an 

implementation plan that meets or exceeds their obligations to both their players and retailers. To 

achieve this objective, we prepare a comprehensive outline of tasks to ensure all facets of a typical 

implementation are addressed, including assignment of a responsible project manager and 

adequate support resources. Once major task efforts are identified, each is broken down into 

components, and finally into elements in the implementation plan that is presented to the lottery 

for approval.

No other vendor has performed the tasks to successfully implement current lotteries to 

Cooperative Services more times than Scientific Games. The implementation plan that we 

present in Section 4.5, pages 4-25-4-43 describes all of the tasks, contingencies and 

considerations to successfully provide a fully operational and tested instant ticket operation 

by October 1, 2009, with the ability to begin sales on October 1, 2009. This date assumes a 

contract is signed on August 15, 2009, and that online vendor will have the system, terminal 

and communications network installed.

Scientific Games understands that the ALC reserves the right to verify all information provided 

via direct contact with Scientific Games’ joint venture’s, strategic partner’s, prime contractor team 

member’s, and subcontractor’s prior project or client personnel, and Scientific Games and its joint 

ventures, strategic partners prime contractor team members, and subcontractors agree to provide 

any release necessary for the ALC to check on any previous projects. We further acknowledge that 

misstatements of experience, scope of prior projects, or results thereof may result in the 

disqualification of the proposal.
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4.9 BACKGROUND AND FINANCIAL VIABILITY 
RFP Requirement: A Vendor must provide evidence of financial responsibility and stability for performance of a Contract of this 
magnitude. A Vendor must demonstrate the ability to finance the project described by the Vendor’s submission and must also disclose 
any outside financial resources that will be utilized. In addition, a Vendor must submit a copy of its last three (3) years financial 
statements that have been audited by an independent public accounting firm.

As a wholly-owned subsidiary, we rely on the considerable financial resources of Scientific 

Games Corporation, our parent organization. The 2008 revenue disclosed in the 10-K filed with 

the SEC was $1,118.8 M, verifying that we have the financial means to support the contract.

In Appendix 4 of our proposal we submit copies of our last three years financial statements that 

have been audited by an independent public accounting firm.

As a vendor in the lottery industry for the past 36 years, Scientific Games has demonstrated the 

financial stability and resources to provide lottery products and services covering the instant and 

warehousing/distributing areas that this RFP covers. We have the necessary internal financial 

resources to undertake this contract and perform all of the necessary duties to the requirements of 

the ALC.
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Within our response to Section 3 and Section 4, Scientific Games has addressed each item listed 

in the RFP as a means to permit a complete evaluation. We understand that after initial 

qualification of proposals, selection of the successful vendor will be determined in Committee by 

evaluation of several factors.

Furthermore, we acknowledge that in order to ensure the maximization of revenue for higher 

education scholarships and grants during start-up, the ALC has developed evaluation criteria that 

will be used by the ALC evaluation committee which is incorporated in Section 5.0 of the RFP. 

Other agencies and consultants of the ALC may also examine documents.

Scientific Games understands that the ALC requires that instant ticket sales begin on or before 

October 29, 2009. We further acknowledge that since time is of the essence, in addition to other 

stated evaluation criteria, the ALC will evaluate our response of a date before October 29, 2009 

(“Early Start-Up Date”) that Scientific Games believes the ALC could begin the sale of instant 

tickets. In the table on the following page, we clearly identify Scientific Games’ proposed “early 

start-up date.”   Specifically, in Section 4.5, pages 4-25 through 4-43 of our response, we provide 

an explanation of how Scientific Games will reasonably and responsibly achieve the early start-up 

date proposed.

By submission of Scientific Games’ proposal we accept the evaluation technique and recognize 

that subjective judgments must be made by the ALC evaluation committee during the assignment 

of rating points.

The ALC reserves, and Scientific Games by submitting a proposal grants to the ALC, the right to 

obtain any information from any lawful source regarding the past business history, practices and 

abilities of Scientific Games, its officers, directors, employees, owners, team members, partners, 

and/or subcontractors.

Evaluation Criteria: Lowest Overall Cost Proposal(s) and Earliest Start Date Proposal(s):

Scientific Games understands that the Lowest Overall Cost Proposal will receive the maximum 

allocated points (Fifty - 50 points). All other proposals will receive a percentage (%) of the points 

available based on the following formula: The base cost relationship to the lowest overall costs 

SECTION 5: Evaluation Criteria for Selection
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proposal submitted will be allocated according to the following formula: Lowest Overall Costs 

Proposed/Other Overall Proposed Costs Response(s) X Fifty (50) Evaluation Criteria Points = 

Points Awarded. 

The Earliest Start Date Proposal asks the Vendor to place such a proposed start date on which they 

will offer a fully functional system in the appropriate column and comply with all other aspects of 

the Request For Proposal. Scientific Games understands that the formula will be as follows: Other 

Proposed Instant Game Start Date Response(s) / Earliest Proposed Instant Games Start Date 

Response(s) X 5 Evaluation Criteria Points = Points Awarded. 

Scientific Games acknowledges that a start date of 10/29/09 or beyond will receive zero (0) 

evaluation criteria points for the Instant Ticket Lottery Game Services Contract. 

5.0 EVALUATION POINTS

CRITERIA POINTS 

Experience, including start-up experience 10

Early Start Up Date October 1, 2009 5

Marketing Plan 5

Operations Plan, including printing, warehousing, distribution, ticket

inventory control and management

10

Security plan 5

Proposed technical solution 5

Background and financial viability 5

Minority Owned Business Participation 5

Subtotal 50

Cost 50

Total Points 100
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5.1 COST
RFP Requirement: The ALC will offer a compensation package that is based on percentage of sales. A Proposal must meet both the 
immediate and long-term needs of the ALC. Therefore, the objective of this RFP is to develop a program of compensation that 
rewards the successful Vendor for excellent performance while ensuring that the ALC will achieve its desired goals regarding start-up 
of the lottery including annually increasing revenue and associated net lottery proceeds.

The ALC will offer a compensation package that is based on percentage of sales. Scientific 

Games’ proposal is designed to meet both the immediate and long-term needs of the ALC. We 

understand therefore that the objective of the RFP is to develop a program of compensation that 

rewards the successful vendor for excellent performance while ensuring that the ALC will achieve 

its desired goals regarding start-up of the lottery including annually increasing revenue and 

associated net lottery proceeds.

5.1.1 PRICING FORMULA

RFP Requirement: The method of compensation that will be utilized is a percentage of total Net Sales achieved by the ALC during 
the term of the Contract. A Vendor must state the percentage of total sales required for compensation to accomplish the tasks 
specified in the Proposal. Bidders must include all pricing information on the Official Instant Ticket Lottery Game Services Proposal 
Price Sheet and must clearly mark said page(s) as pricing information. The electronic version of the Official Instant Ticket Lottery 
Game Services Proposal Price Sheet must also be sealed separately from the electronic version of the proposal.

The Single cost quotation should be presented on the “Official Proposal Price Sheet” and be expressed as a numeric percentage of 
Net Sales carried to no more than four (4) decimal places (i.e 1.0000%). Vendors are reminded that the cost quotation should cover 
all of the following products and services covered by this RFP and to be provided by the Successful Vendor during the seven (7) year 
term of the Contract:

● Marketing support services;
● Instant ticket printing;
● Distribution and warehousing;
● A minimum of twenty thousand (20,000) single unit instant ticket dispensers annually;
● Distribution, along with other instant ticket products, of a maximum of up to seven (7) times a year, to package, warehouse and

distribute up to seven (7) instant ticket games purchased by the ALC from other Vendors, which will include as part of their bid
price up to three (3) licensed properties of the ALC choice each year of the contract; and

● All other services deemed necessary as determined by the Vendor.

ALL PRICES QUOTED ARE APPLICABLE FOR SEVEN (7) YEARS FROM THE DATE OF CONTRACT AWARD.

The method of compensation that will be utilized is a percentage of total net sales achieved by the 

ALC during the term of the contract. Within our Official Proposal Price Sheet we state the 

percentage of total sales required for compensation to accomplish the tasks specified in the 

proposal. Scientific Games has included all pricing information on the Official Instant Ticket 

Lottery Game Services Proposal Price Sheet and has clearly mark said page(s) as pricing 

information. The electronic version of Scientific Games’ Official Proposal Price Sheet is sealed 

separately from the electronic version of the proposal.

The single cost quotation is presented on the “Official Proposal Price Sheet” and expressed as a 

numeric percentage of net sales carried to no more than four decimal places (i.e., 1.0000%).
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Scientific Games’ cost quotation covers all of the following products and services covered by the 

RFP and to be provided during the seven year term of the contract:

■ Marketing support services

■ Instant ticket printing

■ Distribution and warehousing

■ A minimum of 6,000 12-game unit instant ticket dispensers annually, or equivalent

■ Distribution, along with other instant ticket products, of a maximum of up to seven times a 

year, to package, warehouse and distribute up to seven instant ticket games purchased by 

the ALC from other vendors, which will include as part of our bid price up to three licensed 

properties of the ALC choice each year of the contract

■ All other services deemed necessary as determined by Scientific Games

Scientific Games understands that all prices quoted are applicable for seven years from the date of 

contract award.

5.1.2 DETERMINATION OF NET SALES

RFP Requirement: At the end of each full week of sales, Net Sales will be calculated to determine the amount subject to 
compensation. “Net Sales” shall equal:

● The total face value of the Vendor’s tickets activated for sale during the week (exclusive of any activations from instant tickets
purchased by the ALC from other Vendors);

● LESS the total face value of activated tickets returned by retailers during the given week, as well as the total face value of defective
tickets or stolen tickets based on numbers reported to the ALC during the given week; and

● LESS the total face value of promotional tickets issued by ALC during the given week.
● Adjustments for active field inventory will be made at the Contract conclusion.

Scientific Games acknowledges that following determination of net sales:

■ At the end of each full week of sales, net sales will be calculated to determine the amount 

subject to compensation. “net sales” will equal:

■ The total face value of Scientific Games’ tickets activated for sale during the week 

(exclusive of any activations from instant tickets purchased by the ALC from other 

vendors).

■ LESS the total face value of activated tickets returned by retailers during the given 

week, as well as the total face value of defective tickets or stolen tickets based on 

numbers reported to the ALC during the given week.

■ LESS the total face value of promotional tickets issued by ALC during the given week.

■ Adjustments for active field inventory will be made at the Contract conclusion.
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5.2 PAYMENT
RFP Requirement: Upon determination of the amount due to the successful Vendor for any week, payment (less applicable 
damages and penalties which may be deducted) will be processed in an expedited manner. Vendors may propose any alternative 
methods or schedules of payments, which will be considered during contract negotiations with the apparent Successful Vendor.

Scientific Games understands that upon determination of the amount due to the successful vendor 

for any week, payment (less applicable damages and penalties which may be deducted) will be 

processed in an expedited manner. Within our Official Proposal Price Sheet we propose 

alternative methods or schedules of payments (as applicable), which will be considered during 

contract negotiations with the apparent successful vendor.

5.3 PRICING ASSUMPTIONS
RFP Requirement: The following assumptions and estimates should be factored into the calculation of the percentage of sales 
compensation formula:

● At start-up of instant ticket sales, the ALC plans to have approximately seven (7) games for sale simultaneously, and an additional
seven (7) games within two (2) weeks of start-up;

● The ALC anticipates that it will introduce forty (40) to seventy (70) new games each year. Successful games may be reordered/
reprinted during the year.

● At start-up of instant ticket sales, the ALC plans to have approximately two thousand five hundred (2,500) retailers selling instant
tickets;

● The ALC will pay the successful Vendors the same percentage of sales for instant tickets, regardless of font, price point, ticket size,
or shape.

Scientific Games has factored in the following assumptions and estimates into the calculation of 

the percentage of sales compensation formula:

■ At start-up of instant ticket sales, the ALC plans to have approximately seven games for 

sale simultaneously, and an additional seven games within two weeks of start-up.

■ The ALC anticipates that it will introduce 40 to 70 new games each year. Successful 

games may be reordered/reprinted during the year.

■ At start-up of instant ticket sales, the ALC plans to have approximately 2,500 retailers 

selling instant tickets.

■ The ALC will pay the successful vendors the same percentage of sales for instant tickets, 

regardless of font, price point, ticket size, or shape.
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5.4 PROGRAM OPTIONS
RFP Requirement: The Successful Vendor may be requested by the ALC to perform tasks, provide equipment, or otherwise perform 
in a manner that was not originally contemplated in the Contract. By mutual agreement, those functions may be performed for a 
specific fee to be mutually agreed upon. This procedure is not intended to avoid a competitive solicitation for goods and services that 
might appropriately be provided by other potential suppliers. However, the ALC may decide to separately procure any option not 
covered in the Successful Vendor’s Proposal.

As part of the basic compensation that has been proposed by the Successful Vendor, all items represented in the Proposal must be 
provided for unless specifically identified as options. If programs, equipment or services represented in the Proposal are not clearly 
indicated as options, the ALC will rightfully assume that the cost is included in the percentage of sales quotation in the Proposal.

Scientific Games understands that the successful vendor may be requested by the ALC to perform 

tasks, provide equipment, or otherwise perform in a manner that was not originally contemplated 

in the contract. By mutual agreement, those functions may be performed for a specific fee to be 

mutually agreed upon. We acknowledge that this procedure is not intended to avoid a competitive 

solicitation for goods and services that might appropriately be provided by other potential 

suppliers. However, the ALC may decide to separately procure any option not covered in 

Scientific Games’ proposal.

As part of the basic compensation proposed by Scientific Games, all items represented in our 

proposal will be provided for unless specifically identified as options. We understand and agree 

that if programs, equipment or services represented in our proposal are not clearly indicated as 

options, the ALC will rightfully assume that the cost is included in the percentage of sales 

quotation in the proposal.

Herein, we feature detailed descriptions of the many Scientific Games’ products and technologies 

available to the ALC, above and beyond the requirements of the RFP, as OFFERED OPTIONS, 

not included in the percentage of sales quotation of our Official Proposal Price Sheet. 
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CONFIDENTIAL INFORMATION BEGINS HERE.

NEW PRODUCTS AND TECHNOLOGIES – OFFERED OPTIONS

A. ACCOUNT PLAY 

As a way for a lottery to attract new players, Scientific Games has developed Account Play which 

allows players to purchase lottery tickets remotely but encourages them to buy pre-paid lottery 

credits from the retailer thereby removing the risk of isolation or disenchantment on the part of 

this crucial element of lottery infrastructure. Account Play offers multi-channel access; Internet, 

Fixed and Mobile Telephony (using SMS and/or IVR) and Interactive Television. 

We believe that the implementation of Account Play would be a judicious first step for the ALC to 

begin the transition to multi-channel play. 

The principal features of Account Play are:

B. VARIABLY IMAGED UPC CODES

Scientific Games has applied its expertise in printing variably imaged data (e.g., play spots, bar 

codes, etc.) to a technology found throughout the retail industry—the UPC code. The idea behind 

using variably imaged UPC codes is to link play data underneath a instant game’s scratch-off 

material to a UPC code on the back of the ticket.

This exciting new tool presents the ALC with a number of opportunities to increase instant game 

sales, including tie-in promotions with other packaged goods, private label instant games, and 

chain specific instant games. Examples of these opportunities are described below.

■ Packaged Goods Tie-In Promotions

By using variably imaged UPC codes, the ALC can create promotional partnerships with a 

wide range of packaged goods companies. As an example, the Lottery could partner with 

■ Game selection menu ■ Account personalization

■ Player activates card via computer, 

mobile device or IVR system

■ Anonymous play allowed via PIN 

(Personal Identification Number)

■ Top-up permitted via bank account ■ Result checking

■ Alert and notification management ■ VIP club

■ Player purchases a pre-paid card from 

lottery retailer

■ Balance checking

p_garbarini
Rectangle
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Frito Lay to launch “Munchy Money” in which Frito Lay products are offered in addition 

to cash prizes. Cash prizes would be redeemed as any other instant game cash prize is 

redeemed and product prizes would be redeemed using the UPC code on the back of the 

ticket. The UPC code, in effect, turns the instant ticket into a coupon for free or discounted 

products or merchandise. Find the word “Doritos” three times, for example, and the ticket 

becomes a coupon for a free bag of Doritos. Players don’t have to collect tickets or mail 

them in—the UPC code on the back of the ticket is linked to the play spots on the front of 

the ticket so it “knows” the ticket’s value. The ticket is scanned at the point of purchase, 

just as any other coupon would be, and mailed to Frito Lay for reimbursement by the 

retailer.

■ Private Label Games

Taking the above tie-in to the next level, the ALC could offer a company their own private 

label game. Private label games can be used to attract larger chain accounts. This approach 

works best with products typically found in most lottery retail outlets. The Frito Lay game 

described above, for example, could be an all-product game with prizes ranging from 

cents off coupons to “lifetime supplies” of Frito Lay products, to products associated with 

snacking, like a big screen TV, tickets to major sporting events, etc. Utilizing cents-off 

prizes enables the ALC to offer a game where every ticket is a winner, since packaged 

goods manufacturers are typically looking for ways to distribute as many coupons as 

possible.

■ Chain or Regional Specific Games

Another very exciting avenue that variably 

imaged UPC codes opens up is the ability to 

offer a specific retailer chain its very own game 

with both cash and merchandise as prizes. The 

ticket could be perforated so that the top half is 

an all cash game and the bottom half is an all 

product game, with prizes ranging from 

discounted to free products that your local 

convenience stores carry. The top half of the 

ticket would be an all cash game and would play 

just like any other instant ticket. The bottom half 

of the ticket—the “product” half of the game—would have a variably imaged UPC code 

on the back that, again, links itself to the data on the front of the ticket so it knows what its 

value is. 

Figure 5-1: Dominick’s Cash Game
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The Lottery benefits not only from a potential increase in sales, but can also solidify a positive 

retailer relationship by offering them an exciting way to drive traffic and sales. Utilizing this 

program can also leverage lottery marketing dollars making them go further.

C. BAR CODED COUPONS/LOTTERY BUCKS

Scientific Games has the ability to print bar codes on coupons for all game types identical to an 

instant game bar code requiring a four-digit control number for validation or an online game 

promotional bar code consisting of a three-digit promotion code, ten-digit sequential number and 

a single check digit.

Also, Scientific Games can produce coupons that can cause the production of a credit or a 

specified online ticket(s) for the player. We simply program the credit amounts and specified 

ticket into the bar code on each coupon. This causes a receipt to print out for a free online play, or 

a free instant, or one of each, etc. from the terminal at retail.

The coupons can vary in size, with 4-color process on two-sides and can be printed on paper stock 

that will allow suitable bar code readability at the retailer location.

In the last three years, Scientific Games has printed bar code coupons for the Delaware, 

California, and DC Lotteries. In addition, we have provided the program files for the Nebraska 

Lottery’s coupon program. The examples of the coupons included herein as exhibits offer an idea 

of the variety and design/functionality possible in bar coded coupons for today’s lottery 

consumers.
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Figure 5-2: Bar Coded Coupons
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Figure 5-3: Bar Coded Coupons
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D. ATTACH CARDS

In addition to or as an option to standard bar coded 

coupons, Scientific Games can offer attach cards for the 

ALC. Figure 5-4 is an example of art from an attach 

card promotion produced by Scientific Games. 

Originally developed for the New York Lottery, attach 

cards provide an innovative twist on an already proven 

marketing technique that has been enormously 

successful in driving instant game sales. 

Attach cards are a very flexible marketing tool which 

can readily be found in newspaper or magazine 

publications such as Parade, USA Today and other 

similarly printed newspaper products. 

They are typically affixed to a newspaper “insert” and 

are widely utilized by a variety of consumer goods and 

services companies as a direct response or coupon delivery vehicle. Scientific Games improves 

upon this already popular marketing tool by applying our variable data imaging capabilities, 

which can enable lotteries to print coupons with a variety of offers within the same promotion. 

And, just as with the direct mail and hand out coupons illustrated above, the unique bar code 

information imaged on the attach cards will ensure that each coupon will be redeemable only 

once. Our experience has been that attached scratch-off coupon cards generate redemption rates 

which equal or surpass those generated by more expensive (and sometimes are a less publicly 

sensitive) alternative direct mail promotions.

E. DIRECT MAIL INSERTS

Scientific Games has produced bar coded coupons as inserts for lottery direct mail promotions; as 

either lottery-only mailings or as inserts with other consumer coupon offers in mailings by 

companies like ADVO. As with other lottery coupon offers, these coupons contain unique 

validation bar code information, and can provide a wide variety of promotional options, including 

multiple product offerings or a wide variety of “prizes” within each promotion.

F. NEWSPAPER FREE STANDING INSERTS

Usually employed when distribution costs are a factor and a larger sized promotional piece is 

desired, free standing inserts can provide a colorful way for lotteries to encourage sampling of 

Figure 5-4: Attach Card
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different products across a large cross-section of consumers. Scientific Games can ensure that, 

should the ALC choose to print uniquely bar coded coupons for a newspaper free standing insert 

promotion, we will provide high quality, fully functional coupons that conform to Lottery 

specifications in every way.

G. RETAIL SOLUTIONS

Formed in September 2003 to create and deliver new products and services in the retailer market, 

Scientific Games’ Retail Solutions has an array of innovative lottery products, including:

■ SalesMaker™ – A focused, comprehensive program for increasing lottery product sales 

and profits at retail.

■ PlayCentral™ – The world’s first interactive, self-service full function lottery kiosk, 

featuring vibrant graphics, touchscreen technology, state-of-the-art accounting and 

security, and capable of selling all online lottery games and up to 24 instant games.

■ ConvenienceCentral™ – A totally customizable clerk-operated vending system selling 

online and instant games directly through the cash register accounting system.

Our most recent addition to this group is Jeff Sinacori, Vice President of Retail Solutions. 

Through a combination of retailer education programs, combined with a benchmarking system, 

retailers are shown the dramatic difference SalesMaker can make to their business and profits. 

SalesMaker is designed to show retailers how to implement Lottery best practices to achieve 

significant retail sales growth. In addition, and as desired, Lottery sales staff can be included in 

the program.

Janine Whiteman is the Senior Director of Retail Solutions. She works with lotteries to extend 

their retailing locations and opportunities through the implementation of Scientific Games’ 

PlayCentral and ConvenienceCentral devices.

One of the most critical areas for lotteries at this juncture is the area of retail marketing. While 

lottery products have been more sophisticated in their design over the years, the venues in which 

they have sold and the mechanisms in which they are displayed, have not. It is with this in mind 

that Scientific Games has worked diligently over the past several years to understand the optimal 

retail environment and further develop our SalesMaker program.
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1. Scientific Games’ Exclusive SalesMaker Program 

SalesMaker is a comprehensive vehicle for introducing 

customized new marketing programs that reach players with 

product information, value propositions, and promotions to 

create a call to action. This call to action is all about playing lottery games. The objective of 

SalesMaker is to increase revenues for the lottery and its retail base. 

One of the most critical elements affecting the demand of lottery products is the retail 

environment in which the products are sold. Not only is it important to make products available at 

convenient retail locations, but it is equally as important to ensure that the products are marketed 

properly within those locations. This concept is often difficult to implement with lottery products 

given their unique nature, however it is imperative that as the ALC works to expand its network, it 

does so with retailers who are motivated to sell. Scientific Games has developed a focused, 

comprehensive program for increasing lottery product sales and profits at retail known as 

SalesMaker. 

Upon deciding to undertake the SalesMaker effort, Scientific Games will work collaboratively 

with you to identify the qualified retailer pool to participate in the program. We recommend a 

targeted focus for retailers who are cooperative, are motivated to sell lottery, and will be further 

driven to increase profits at their stores. 

After the retailer pool is identified, we will solicit interest in participation in the SalesMaker 

program through in-store visits. Recruiting retailers via in-store visits is a crucial part of the 

program; that level of personalization gets them excited and involved. Once enrolled in the 

program, the retailer will participate in a two hour training seminar, followed by a one day in-store 

lottery merchandising transformation. The Lottery makeover will include the effective positioning 

and placement of Lottery peripherals, along with installation of dedicated SalesMaker equipment 

and products, including illuminated window jackpot signage, play tables, play stations, 

customized point-of-sale, and a lottery logo floor rug. Creating a repeatable SalesMaker standard 

of excellence Lottery environment in-store provides a consistent level of lottery brand 

professionalism. 

The SalesMaker program is designed to strengthen the partnership between the Lottery, its sales 

representatives, Scientific Games, and the valuable lottery retailers. SalesMaker empowers 

retailers with new sales skills through customized training programs and delivers a package of 

powerful lottery marketing solutions that break through the clutter at the store level. For the sales 

representatives, it's important to note that a critical element for success of the program is ensuring 
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that they are excited and engaged. The intent of the training is to enhance the existing relationship 

between the retailer and the sales rep by adding value to their regular visits. By arming them with 

additional marketing and promotion techniques they become an even more valuable resource to 

retailers. 

Scientific Games’ SalesMaker program is managed by Jeff Sinacori, Vice President of Retail 

Development with Scientific Games. Jeff is a former New York Lottery independent retailer and 

during his retail ownership days, his store became the number one lottery selling location in the 

state of New York, increasing lottery sales from $500,000 annually to over $5 million. The core 

elements that comprise SalesMaker were successfully executed by Jeff in-store, and largely 

attributable to his tremendous lottery sales results. The retail focused experience and knowledge 

that collectively Jeff and Scientific Games bring to the lottery industry is evidenced by providing 

programs tailor-made to grow sales. SalesMaker will directly deliver results where it matters most 

for lotteries-at retail. 

As described below, SalesMaker will provide the Lottery with a strategic, proven and focused 

initiative at retail to assist in executing strategies designed to meet the ever increasing revenue 

targets for beneficiaries. 

The Building Blocks of SalesMaker

The following details the basic building blocks of the SalesMaker program. The program is 

specifically designed to educate and energize retailers, motivating them to become an even more 

involved, enthusiastic and higher achieving lottery partner. 

Training – SalesMaker utilizes a proprietary training seminar to demonstrate how retailers can 

influence their players’ buying habits and frequency of lottery purchases. Retailers attend a two 

hour SalesMaker seminar to receive training on proven lottery sales techniques. The seminar 

includes a facilitated Question/Answer period to ensure retailer involvement, engagement, and 

understanding. The SalesMaker seminar educates retailers on how to properly set up a lottery 

friendly store to place lottery products front and center in a way that is highly profitable to their 

overall business. Lottery sales results are driven by displaying instant and online games in a 

manner that is exciting and conducive to purchasing games for the consumer and the retail shop. 

Retailers will become more effective marketers of lottery products by implementing proven retail 

sales strategies that have been used in top retail locations worldwide. Retailers will learn it is the 

coordinated application of these strategies and proven lottery sales execution techniques that 

deliver positive sales results. 
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Asking for the Sale Techniques – This simple technique has been used by retailers in every form 

of retail business in the world when trying to “up sell” a consumer. Lottery retailers have shown 

significant results at retail when using SalesMaker’s “Ask for the Lottery Sale” techniques. 

Asking for the lottery sale not only increases the original lottery purchase but in many cases 

creates a new sale from a consumer that had not planned to purchase lottery. During our 

SalesMaker seminars our retail “role play” will demonstrate how asking for the sale is actually 

implemented at the point of purchase 

Displaying Multiple Instant Game Facings – Lotteries and retailers can enjoy significant lottery 

sales increases while displaying multiple instant ticket facings at the point of purchase in the retail 

store. Scientific Games and the SalesMaker program have demonstrated significant increases in 

instant ticket sales by up to 50% when multiple facings of the same type of game are strategically 

displayed at checkout using our SalesMaker plan-o-gram. 

Proper POS Signage and Placement of Signage – Our SalesMaker team will supply exclusive 

signage that is designed for SalesMaker retailers with the intent of maximizing lottery sales. The 

in-store placement of our exclusive signage will be displayed at retail locations in a systematic 

fashion that is pleasing to the eye of the consumer and informative enough to increase the 

probability of a lottery product purchase. 

Analyzing and Improving Customer Traffic Patterns (Customer Flow) – Our expert SalesMaker 

team is experienced in recognizing customer flow patterns at a retail location and knowing how to 

optimize the flow patterns to maximize lottery efficiency at the retail counter. 

Effective Clerk Incentive Programs – Giving store managers, as well as retail clerks, incentives 

for increasing lottery sales from the previous sales quarter is one of the key factors for 

maximizing sales success. Reaching tangible goals set by the store owner or managers and 

rewarding clerks for their success is a great way to keep the focus on the lottery product. Our 

SalesMaker team will monitor and track quarterly sales growth. Based on this analysis, they will 

help set challenging yet obtainable sales goals for the retail locations. 

Dedicated Lottery Play Zones (Play Station and Play Table) – Participation in SalesMaker 

includes two proven tools to not only drive customers into stores to play lottery games but also 

keep them there long enough to generate multiple sales from the same person in the same visit. 

Our Exclusive SalesMaker “Play Stations” are designed with the lottery player in mind, giving the 

player an informative area to stand in to check winning tickets, fill out play slips, read about 

upcoming lottery events, and learn how to play new and upcoming lottery games. 
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In addition to the play center, SalesMaker retailers will receive customer “Play Tables.” These 

lottery player-friendly tables are a great area for the lottery player to stand at or sit around to play 

their favorite instant or online game. With the Play Station and Play Table, we are creating a 

customer friendly lottery atmosphere at the retail location, which is a proven sales enhancer for 

increasing lottery sales in-store. 

Second Chance Drawing SalesMaker Barrel with Local Business Community Sponsorship – 

SalesMaker teams will demonstrate and assist participating retail locations with in-store set up 

and implementation of a second chance drawing barrel. From the set-up of the exclusive 

SalesMaker second chance barrel, to teaching retailers how to involve area businesses to 

participate in the second chance promotion program, to holding the first prize drawing, our 

SalesMaker team will be there to assist the SalesMaker retailers. This element of the program 

brings player loyalty to the store, and helps to create a sense of community and familiarity in the 

store. 

Winner Awareness Programs – Teaching retailers the importance of letting their customers 

know they have winners at their location by posting winning tickets is vital to the success of 

lottery products. Our SalesMaker team will assist SalesMaker locations with this effort. 

Lottery Staff Training – Lottery sales staff will attend SalesMaker seminars with the selected 

retailers. Scientific Games will provide a two hour SalesMaker seminar with two seminars 

provided per day. This program will be implemented once per year for a total of four seminars for 

the Lottery staff, sales representatives, and retailers. This equates to a total of eight hours of 

lottery and retailer training per year. 

Support Visits Bi-Monthly (Every Two Weeks) In-Store SalesMaker Visits – This visit ensures 

store compliance with the program and includes reporting available to retailers, lottery sales 

representatives and lottery management users via a dedicated web site. 

While the implementation of these strategies at retail for a lottery can be sometimes challenging, 

the SalesMaker program aims to relieve the Lottery of this resource intensive burden. Scientific 

Games’ approach is not focused on the technical aspect of selling, in other words, it is not the 

push of a button on a terminal that makes a lottery sales program work, but rather the people 

behind the counter who are key to achieving lottery sales excellence. We are dedicated and 

committed to increasing lottery revenues not only at existing retail locations but also at working 

diligently to attract new business opportunities for the sale of lottery products. Our SalesMaker 

program can provide retail solutions for Corporate, Chain, Mom and Pop, and Big Box retailers. 
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SalesMaker – A Certified Lottery Retailer Program for Sales 
Success 

Scientific Games’ Certified Lottery Retailer (CLR) program is a first in the 

Lottery Industry. The exclusive certification feature of SalesMaker will 

enhance the marketability of this program to selected retail locations. The 

select retailers gain stature as they become recognized amongst their peers as 

“top performing retailers.” Imperative to the success of this program is getting the retailer to buy 

into the program and truly become a partner in the overall success. Once a Lottery retailer has 

become a “Certified Lottery Retailer” they can then implement the SalesMaker program with 

confidence and pride at their location. Not only will the lottery see increased sales at selected 

SalesMaker locations, they will realize increased profits from the “spill over effect” from other 

lottery locations emulating the SalesMaker Certified Lottery retailer strategies. 

After attending the SalesMaker seminar, and converting retail locations into lottery friendly 

locations, certified lottery retailers will be able to proudly display their “Certified Lottery 

Retailer” logo on the front door of their establishments. 

By following this SalesMaker format, the Lottery will see an increase of lottery sales and 

revenues from their top performing retailers. Lottery retailers will enjoy the benefits of increased 

lottery sales commissions and the improvement in their overall store business that becoming a 

Certified Lottery Retailer delivers. 

SalesMaker Summary 

SalesMaker is an exclusive Scientific Games program. It is a cost effective mechanism designed 

to assist the Lottery and its staff in achieving the maximization of lottery sales at lottery retail 

locations. The group of retailers that will participate in the SalesMaker program will be chosen 

based on a number of criteria such as sales performance, store layout, and level of motivation. 

Retail selection would be a collaborative effort between the lottery and Scientific Games to 

determine the final list of participants in the SalesMaker program. 

The SalesMaker program delivers on a multitude of key areas and offers highly focused and 

effective components: 

■ Focus on profit building for both the lottery and its retailers. 

■ Strategic marketing tools at the store level for all lottery products providing a consistent, 

systematic SalesMaker “lottery look” for uniformity at retail locations. The focus will be 

on custom lottery play centers, custom lottery play tables, instant ticket displays, exclusive 
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POS material, triple illuminated jackpot signage, sales support on a bi-weekly basis and 

much more. 

The key focus of the SalesMaker program is to create a “Lottery Atmosphere.” After creating this 

Lottery Atmosphere, lottery locations will become a fun comfortable place for the consumer to 

purchase lottery products in an everyday setting. Retailers will be able to focus and implement the 

many proven SalesMaker strategies to increase lottery sales and revenues. 

SalesMaker is designed to demonstrate to retailers the importance of lottery to their overall 

business. We will continuously educate and demonstrate how to treat lottery products as a 

“business within a business strategy.” We will educate and demonstrate how lottery sales are a 

more profitable product per square foot compared to many other convenience items that are 

currently sold. Key program elements will be provided to show retailers how to use lottery 

products as a tool for generating traffic to their retail establishments, like no other product has 

ever done before. 

At Scientific Games we believe that a retailer who is educated about the product they sell is a 

better retailer and will produce ever better results.

2. PlayCentral

Scientific Games is pleased to present its 

PlayCentral kiosk for your consideration. What is 

new and exciting about PlayCentral is that the 

kiosk is much more than a vending machine, it is 

an advertising, promotion and lottery ticket sales 

kiosk, as shown in Figure 5-5. What’s more, 

PlayCentral can be integrated with online gaming 

systems to sell, validate and account for online 

games too. This Fulline functionality is currently 

in use at the Pennsylvania Lottery. 

Figure 5-5: Game Selection Screen
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Here’s How PlayCentral Works

PlayCentral uses a two-level interface for making 

ticket purchase decisions. The first level of the 

interface, the game selection screen, is illustrated 

in Figure 5-6. This screen can incorporate up to 

24 different game tickets, four of which may be 

specified dynamically as “Featured Tickets.” Each 

of the tickets is represented by a “logo” and price 

point. A unique selling premise and animated 

feature can be added for each ticket. An animated 

feature is a callout that can be animated using 

predefined selectable standard features such as 

blinking or flashing. The placement of the games 

on the screen is controlled by the Lottery and is independent of the game placement inside the 

machine.

This screen layout screen includes a customer 

balance display, a moving text marquee and a 

help button. After “touching” a game logo, a 

ticket purchase screen is presented as shown in 

Figure 5-7. This screen presents the game ticket 

appropriately scaled along with the Unique 

Selling Premise (USP). The ability for players to 

see the whole ticket and the USP enhances the 

Lottery’s ability to convey the price point value 

proposition to players especially as the Lottery 

uses higher price point tickets.

The screens contain graphic images that are 

downloaded from Scientific Games’ PlayCentral 

server for each instant game as it is introduced. 

This provides the ability to deliver much more information to the player concerning each game 

than that provided by a conventional vending machine. However, in addition to the touchscreen 

the PlayCentral kiosk is configured with a large tamper-resistant back-lit window directly above 

the touchscreen that can be used to display an attractive lottery logo or other POS or call-to-action 

message.

Figure 5-6: Ticket Purchase Screen

Figure 5-7: PlayCentral
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An additional feature offered by our approach is an animated attract screen for advertising 

purposes when the machine is not being used. The attract screen can be segmented into different 

areas capable of displaying text, graphics and full motion video. The animated attract screen is 

highly effective at attracting the customer’s attention to the PlayCentral kiosk.

PlayCentral is also fully capable of selling all online games when communicating with the 

Lottery’s online system. The player can select quick picks or their own numbers via the large, user 

friendly, touchscreen interface. An optional play slip reader can be installed on each PlayCentral 

to read play slips and also online tickets for validations. PlayCentral kiosks also report database 

sales and event transactions to the Scientific Games’ PlayCentral server for a comprehensive 

reporting capability in order to minimize out-of-stock situations and to maximize sales.

Scientific Games has contracts to provide PlayCentral kiosks and service to the Georgia, 

Colorado, Oklahoma, Pennsylvania and Tennessee lotteries. The Pennsylvania kiosks sell both 

instant and online games.

3. ConvenienceCentral

In-Lane Instant Sales – Dispensing of 

lottery tickets in checkout lines has long 

been a desire for lotteries and retailers 

alike. Incorporating sales data and 

inventory control automatically, and 

combining this information with the rest of 

the retailers’ data using their own cash 

register, is also a highly desired function. 

This combination of lottery sales data and 

retailer’s sales transaction systems will 

benefit existing retailers and open lottery 

instant game sales into venues that have long been reluctant to sell lottery games. 

ConvenienceCentral from Scientific Games does just that!

ConvenienceCentral integrates the dispensing of lottery tickets with the retailer’s POS device. 

Using this technology, the retailer enters the sale of a lottery ticket directly in their cash register. 

After the cash tender or similar key is pressed, the tickets automatically dispense. With this 

technology, every ticket is accounted for automatically, both on the store’s POS system and on the 

ConvenienceCentral. ConvenienceCentral does not require the retailer to alter their software or 

give access to the code to a third party.

Figure 5-8: Retailer Dispensing Ticket ConvenienceCentral
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ConvenienceCentral is a modular system so the number of dispensers can be customized for 

various retailer trade styles and locations. For example, a convenience store may sell more games 

than a drug store. 

A grocery store may have a large number of dispensers, but 

dispersed among many check-out or self-service lanes. 

ConvenienceCentral dispensers are sold in two- and four-bin 

drawers which can be combined in any combination for a 

maximum of up to 48 dispensers per ConvenienceCentral 

unit. They can be located on-counter, under-counter or 

behind-the-counter. In this way, retailers decide what works 

best for their stores. Figure 5-9 shows an under-counter 

configuration. Another interesting aspect of our 

ConvenienceCentral solution is an attractive display for the 

games being offered for sale. 

This display shown in Figure 5-10 employs simple, full-color 

ticket pieces. Its appearance is designed to draw the player's 

attention to the instant product.

More than just an instant ticket dispenser, 

ConvenienceCentral is an accounting and security 

system which addresses retailer’ two main objections 

about selling lottery products: labor and shrinkage. 

Retailers who in the past have resisted selling lottery 

products for the above reasons, can now be re-recruited 

as lottery retailers. For existing lottery retailers 

ConvenienceCentral offers the opportunity to improve 

the retailers’ profit opportunity by reducing their costs to 

sell the products. 

Figure 5-9: ConvenienceCentral Under 
Counter Configuration

Figure 5-10: The Back-Lit Display for Games 
on Sale
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Figure 5-12 shows retailers Top of Mind issues before and after ConvenienceCentral.

BEFORE CONVENIENCECENTRAL AFTER CONVENIENCECENTRAL 

Manual Inventory Tracking Automated Inventory Management

Manual, inaccurate counts at store level. Automatic, real-time inventory/sales tracking.

No corporate visibility to sales, inventory. Data transmitted to host system daily.

Inaccurate Sale of Ticket at POS PLU/Scanner Enforced at POS 

Paper loss created if transaction/item is rung up 

incorrectly.

POS PLU file required to match ConvenienceCentral; 

what’s scanned is dispensed.

Increase Store Labor – Admin. Time Reduced Administrative Time

Store manager required to manually inventory 

lottery tickets, daily, by shift.

System automatically reports sales/inventory by shift. 

Up to 90% reduction in admin time.

Internal/External Theft  Reduced Shrinkage

Ticket dispenser is manually operated, with no 

lock or method to deter theft. Entire book can be 

accessed by manually pulling games out of 

plastic dispenser.

Ticket bins are locked. Ticket book cannot be 

accessed without key. Individual tickets must be 

processed via POS to dispense. All “events” tracked 

by computer.

Figure 5-12: Top of Mind Retailer Issues

Figure 5-11:  Speed of Service 
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With over two years of operation in actual retail environments, ConvenienceCentral has a proven 

record of improving speed of service, reducing accounting time and reducing shrinkage. The 

retailer benefits which have been recognized are:

In addition to placement in traditional retail locations, ConvenienceCentral can also be used in 

kiosk locations.

The Lottery Kiosk concept can also be translated into a retailer recruitment tool especially for 

“Big Box” or “home improvement” locations. As an additional option, Scientific Games can also 

work with the Lottery to provide other elements of a kiosk program, such as the kiosk design, 

physical kiosk, space rental and staffing.

Store associates can be distracted by selling 

lottery products, giving the opportunity for 

shoplifting.

Once lottery “scan tag” is scanned at POS, there is 

no other action required by store associate except 

handing ticket to customer.

Low Margin Items Maximize Bottom Line

Lottery’s typically pay five to seven percent to 

retailer in way of commissions. Losing one ticket 

can have a big effect on losses.

Theft is all but eliminated with ConvenienceCentral 

More importantly, providing customers a new product 

or service can improve sales, customer visits and 

grow profits. Plus, customers buy more lottery tickets!

■  Improved speed of service by 40% ■ Store associates like the system

■  Shift reporting ■ Reduced Lottery shrinkage by 50%

■  Balancing  ■ Sales list realized

■  Inventory Control ■ Reduced administrative effort from two 

hours to ten minutes

BEFORE CONVENIENCECENTRAL AFTER CONVENIENCECENTRAL 

Figure 5-12: Top of Mind Retailer Issues
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H. SCIENTIFIC GAMES’ MDI ENTERTAINMENT PRODUCTS AND SERVICES

To start up a new lottery in this era gives that new lottery the opportunity to begin with all possible 

customer service programs and future potential in place. Unlike mature lotteries that are searching 

to expand their player bases with additional services such as VIP Clubs and Internet activities, a 

new lottery can begin courting players from all walks of life and demographics by offering a wide 

array of services designed to appeal to what they are accustomed to using for other methods of 

entertainment.

Scientific Games is dedicated to providing the services that give lotteries the advantage to take the 

lottery business beyond the traditional retailer to other venues where younger, potential players 

are used to spending their entertainment time—the Internet.

Imagine starting up a new lottery on Day One with the ability for every non-winning ticket to be 

entered for a top prize drawing, to award points to be used for a loyalty program (think My Coke 

Rewards) and to play promotional games for promotional prizes. Accessing the Internet for lottery 

information is nothing new but with all of the additional elements in place, the lottery education 

of the public becomes increasingly easier, as well as improving the comparison of adjoining, 

existing lotteries. 

The fact that every ticket has some kind of value keeps players coming back for more.

PROPERTIES PLUS PROGRAM

Under the “Properties Plus Program,” Scientific Games would provide the most comprehensive 

and dynamic player's club program in the lottery industry. The Player’s Club and associated 

services are specified more fully below. In return, the ALC would pay Scientific Games a TBD 

fee based on the total retail value of “all” instant tickets printed by the ALC. 

In other words, the ALC would set aside “x”% of sales from each and every instant game 

introduced by the Lottery. The fee would be noted on each prize structure prepared by the ALC. In 

return for the annual fee, the Lottery would receive:

■ Unlimited use of Scientific Games' licensed game portfolio.

■ An amount of bonus prizes equal to the Lottery payment. 

■ All fulfillment services associated with the bonus prizes.
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■ A comprehensive Internet Player’s Club, including the development and management of 

all associated services. Such services would include, but would not be limited to, the 

secure management of each registered player's account.

■ Marketing support services depending on the size of the fee.

While the program may be constructed in many different ways, one highly recommended model is 

to assign a point value to every non-winning ALC instant ticket. The points will be accumulated 

by the ALC player and will be redeemed for various bonus prize opportunities. Among other 

possibilities, players would collect points in order to secure more significant prizes or choose to 

use smaller point amounts to enter drawings to win bonus prizes. 

The ALC benefits from the “Properties Plus Program” because it gets to:

■ Secure unlimited use of Scientific Games’ licensed game portfolio for no out-of-pocket 

costs.

■ Enhance its marketing budget with additional Scientific Games marketing dollars.

■ Preserve its prize payout claim, since players receive bonus prizes equal to the amount of 

the fee paid by the Lottery from the prize fund.Establish the most vibrant Player’s Club in 

the lottery industry.

Unique Internet Registration Capability

While Scientific Games is capable of producing a “unique internet registration number” on tickets 

for the purpose of validating second chance Internet entries, we have developed Easy Entry™— a 

unique internet registration process that achieves the same goal without the requirement of adding 

additional numbers on second chance entry-eligible games.

When a new instant game is printed by Scientific Games, an encrypted “entry validation file” is 

created, using the proprietary and patent pending Easy Entry validation methodology. That 

process converts the identifying information (prize validation code and ticket serial number) from 

each eligible (i.e., non-winning) ticket into a string of numbers and characters that cannot be 

converted back to the actual game information. 

The Easy Entry file is transferred to the entry management server, where it is used to validate 

entries submitted by players. 
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The Easy Entry technology was introduced in 2005. Through June 2008, the technology has been 

used to validate second chance entries for close to 150 instant games for 13 U.S. lotteries 

(California, Colorado, District of Columbia, Delaware, Florida, Minnesota, New Mexico, New 

York, North Carolina, Ohio, Rhode Island, South Carolina, and Tennessee).

Internet VIP Club Management 

Established as a Scientific Games support service for managing Internet second chance entries for 

lottery customers, Scientific Games Internet Services Division (SGIS) has become the leading 

third party specialty web supplier for the domestic lottery industry, having provided over 160 web 

destinations for 25 U.S. lotteries since 2001.   

Among the products and services offered by SGIS is our unique web-based “VIP Club” model, as 

demonstrated by the Player City™ affinity program that we developed in 2005 for the Michigan 

Lottery Commission (www.playercity.net). 

In addition to the basic utility of facilitating second chance entries, we work to create an Internet 

destination for lottery players that enriches their personal lottery experience, strengthens the FUN 

positioning of the Lottery, and creates a sense of community among players that has not existed 

previously.

Our approach is to create a “Virtual City” of lottery consumers, interacting with the Lottery and 

with each other, and earning rewards for their loyalty and participation in activities that are either 

directly or indirectly tied to their lottery purchase behavior. 

The SGIS model is unique among lottery Internet VIP programs in three primary respects: (1) it 

adds a dimension of fun and entertainment to a player's lottery relationship unlike anything in 

their experience; (2) it provides ways for lottery players to convert their lottery-focused interest 

and participation into real added value in the form of redeemable points; and (3) it creates a 

social platform for players to interact with each other as a community in a managed environment, 

reinforcing each member’s own affinity toward the Lottery while strengthening the affinity of 

other lottery consumers through their shared experiences. 

The objective of an SGIS-managed VIP Club is for lottery consumers to become regular visitors 

just for the fun of it. Our job is not to deflect web traffic from the Lottery’s pages to the VIP Club. 

Rather, it is to provide features and benefits that go beyond the lottery site's look and content, with 

an attitude and personality all its own. 

The SGIS Player’s Club experience begins with a dramatic shift in mood the moment a player 

transitions from the Lottery’s web site to the log-in page for the VIP Club. Click the Player City 
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link on the Michigan Lottery's site and suddenly, you're in a very different environment, one with 

flashing lights, twinkling stars, and spotlights tracing across the sky. Logging in puts the member 

right into the “heart of town” on Fun Square, the festive staging point for all of the club’s features. 

Fun and good spirit pervade the site, from humor-laden content to a “cast” of animated “town 

leaders” who help bring the site to life. 

Earning Affinity Points & Rewards

In looking to emulate the rewards value typically associated with casinos and other consumer 

product affinity programs in a U.S. lottery Internet environment where, at least for the time being, 

no products are available for purchase, SGIS has developed a program that rewards points to VIP 

members for their participation in the activities of the club. 

An important consideration in establishing a points reward system is for the Lottery to provide 

sufficient opportunity for members to earn points. Points are positioned to provide members with 

both intrinsic value and direct rewards. A community “Hall of Fame” within the club environment 

dynamically displays the user names of the Top 100 points earners. Achieving Hall of Fame status 

earns members special rewards each year. A benchmarking function shows each member their 

points standing relative to the entire population to enable them to aspire to Hall of Fame status.

The ability to redeem points is equally, if not more important to members. The club provides 

members with constant opportunities to use points to enter exclusive contests for cash and 

merchandise prizes, including Lottery promotional items, event tickets and other prizes. Through 

a club-based store members may redeem points for discounts on the purchase of club-branded 

merchandise items. The Lottery may extend special coupon offers to members achieving certain 

points levels, or enable all members to use points to “purchase” coupons for lottery discounts. 

Player-to-Player Marketing

The SGIS player club model uses the power and popularity of the Internet to deliver players a 

constant stream of fun, entertaining and engaging content—all of it relevant to lottery player 

culture. In so doing, we believe have created something that the industry has been looking for 

since the early days of the World Wide Web—Internet-based lottery player communities. 

Our VIP club is a social place, where, in a content-managed environment, members routinely 

share their positive lottery experiences and their opinions with one another in what ultimately is a 

consumer-to-consumer viral marketing program.   On topics covering the range of a lottery 

consumer's experience, members participate in club “projects” in which they are invited to relate 

their personal, positive lottery experiences in words or pictures. 
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Within a few short months of initiating such a program, the Lottery will witness a repository of 

consumer testimonials unlike anything they've seen. Hundreds of player stories will be recorded. 

What's more, the program has tremendous upside potential to broaden the play behavior of all 

members. In reading about their fellow members' “luckiest Lottery experience,” for example, 

instant players can come to learn about and appreciate the culture and play benefits associated 

with online game players, and vice versa. There is not a media campaign or a how-to-play 

brochure that's ever been produced with the cross-selling and up-selling potential of this type of 

direct player-to-player communication.

Worth stressing here is that all content is managed to ensure that it always reflects positively on 

the Lottery organization. As part of its service agreement with the Lottery, SGIS handles the 

process of reviewing and approving all member content to prevent the occasional naysayer from 

using the service in ways other than intended.

“Lottery Relevant” Games

The SGIS Player’s Club model includes interactive games that can be played during a club 

member's visit to the site. Our major point of difference from the type of games that are presented 

in other similar lottery VIP programs is that we customize game content to make it specifically 

relevant to the lottery player's experience. 

Crossword puzzles and word search games will be built with clues about Arkansas and Arkansas 

Lottery products. Concentration games and jigsaw puzzles will feature images associated with the 

State and with the ALC. For example, an interesting way to promote a special new instant game is 

for the game ticket to become a “mystery” puzzle. In solving the puzzle, a player becomes aware 

of the product and is likely to have a predisposition to try it at retail.

To encourage trial of new Scratch games, animated “demo” versions of such games can be 

offered, with member points for playing.   

Surveys

SGIS has the capability of managing periodic VIP member surveys for the ALC via the Internet, 

including survey construction, distribution, reports and analysis based on specific questions or 

areas of interest provided by the Lottery.

In addition to using the VIP membership for research projects, SGIS’s club model includes 

frequent membership polls that can provide meaningful insights on any number of lottery topics, 

or can simply be for members' amusement. Polls also give the members a way to earn points and 
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to socially interact with their fellow members, as they are able to view the aggregate results of a 

poll after they have voted in it.

Second Chance Internet Entry Web Sites

It is no coincidence that U.S. lotteries with the most successful Internet VIP Clubs, New Jersey, 

Michigan and Idaho notably, are also among the industry leaders in providing their players web-

based second chance drawing opportunities. In all of those states, aggressively promoting drawing 

opportunities via the Internet provided the initial impetus for players to submit their registration 

information.   And in all of them, second chance drawings remain the cornerstone of consumers' 

motivation to join the clubs.

 In the SGIS Player’s Club model, second chance drawing opportunities are important not only to 

stimulate continued enrollment growth. By awarding club points to members for each second 

chance entry submitted, the desire for players to accumulate more points can translate into 

increased sales of lottery games that offer this type of drawing activity.

Other VIP Features

Whether it’s a tool to help players make lottery purchases or something to just show them a good 

time, SGIS’s Player’s Club model tries to leave no stone unturned in meeting the objectives of 

long-term lottery player satisfaction and loyalty. Program elements not discussed above include:

■ Shopping Tools – For online players a web-based Number Generator tool enables 

members to generate lists of randomly generated numbers for any online game and print 

the lists if they want to take them to a lottery retailer. For instant game players, an Instant 

Game Shopper tool ties in with the Lottery’s data files of high- and mid-tier instant game 

prizes. Members submit the parameters they are looking for at retail and a shopping list of 

games matching the member’s criteria is created and can be printed to take to retail.

■ Video Theatre – The Theatre can include any lottery-produced video that the Lottery 

would like players to see.

■ Art Gallery – Often lotteries conduct public events and take lots of pictures of them, but 

don't have a logical place to show them off on their corporate web sites. The Gallery 

provides a forum for such image collections. Michigan, for example, uses the Gallery to 

post pictures of its periodic “Millionaire” drawing events.

■ E-Mail Subscriptions – A basic part of any lottery VIP program, SGIS sets itself apart 

from others by giving members a wealth of options so they can customize how they 

receive draw results and jackpot alert e-mails or SMS messages for any online games.
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■ Retailer Locator – Sometimes a lottery forgets that not everyone can find a place to buy 

tickets when they are ready to buy. For the benefit of members who may have recently 

moved into the state, or were already there but have moved to a new location, or are 

visiting from another state, this tool enables a member to input address information and 

generate a list of lottery retailers located nearby.

■ Game Tutorials – One of the oldest challenges facing any lottery’s marketing department 

is how to teach players how to play the games, or, as SGIS defines the challenge, where to 

find the FUN in the various products. Providing interactive, entertaining animated tutorials 

via the Internet club is one of the ways in which the web is far superior to traditional 

media ads and how-to-play brochures. We can create multi-dimensional learning programs 

for all the Lottery's product line, including practice exercises to get players comfortable 

enough with a game to ask for it at retail. This could be an especially valuable tool at start-

up of a new Lottery.

■ E-Coupons – Coupon offers from the Lottery become instantly more affordable when 

there is no production cost or media placement issue to address. The SGIS system enables 

the Lottery to distribute coupons via the Internet, printed by the players and securely 

redeemed via retailer’s terminal accounting systems. SGIS has built security safeguards 

into its e-coupon distribution system to prevent attempts to retrieve more than the single 

coupon a consumer is entitled to during this type of offer.

■ Guided Tour – Having an entertaining Flash-based “Welcome Center” that your players 

can access without committing to become a VIP Club member gives them a chance to 

sample the club's offerings. The technique is useful in overcoming some consumers' 

hesitancy to provide their personal information before they know more about the benefits.

■ Downloads – Providing members an opportunity to download club-related images to their 

PCs (wallpaper, screen savers, etc.) is included in the Club offerings simply to provide 

another element of fun. 

■ Characters – Michigan’s Player City is populated by a group of illustrated characters—

adding another element of fun and uniqueness to the VIP environment. We would propose 

to develop a similar “cast” to help personalize the Arkansas VIP experience for members.

■ Desktop Widget – As yet unemployed in Michigan, this feature is a Countdown Clock 

that gives players a constant reminder of the next online lottery drawing coming up. 

Members download it to their desktop.

■ Frequency Analysis Tool – Some online players value the ability to study past trends in 

making their number selection decisions for future drawings. Our interactive tool would 
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enable the members to study the archives of previous drawings for each of Arkansas's 

online games, updated after each drawing.

■ Your Number’s Up!™ Email Service – Fast becoming a favorite for Michigan’s VIP 

members who play online games, this service enables members to list their favorite 

number sets for any Arkansas online game, which they presumably are playing in real life, 

and receive a customized e-mail whenever their number sets match winning combinations 

in future drawings. 

■ Member Services Feedback Management – We recommend a special “Feedback” 

function within the VIP Club that is different from the Lottery's normal “Contact Us” 

function, as a means of reinforcing the Club's special VIP status. Our Player Services staff 

can manage all e-mail feedback from members so as not to overburden the Lottery's 

limited staff resources.   

SGIS’s Turnkey Approach to Managing the Lottery’s VIP Club

As Scientific Games has established with its various products and services, the SGIS approach in 

becoming a lottery's Internet VIP Club service provider is to not only plan and build the web site, 

but also to provide the day-to-day management of the service, to minimize the lottery's resource 

requirements. 

If the turnkey service is desired, SGIS would supervise all planning, develop all customized 

content, web design, structure and functionality, secure server hosting, database management, and 

in collaboration with the Marketing Division of the Lottery, become the ongoing manager and 

administrator of the site and all of its functions. 

Play It Again!™: Scientific Games' “Last Top Prize” Management Solution for Instant 
Lottery Games

Scientific Games developed the Play It Again! management system for the Tennessee Lottery and 

is now making the program available to other lottery jurisdictions across the U.S. At a time when 

lotteries are increasingly coming under critical fire on the “last top prize” issue, Play It Again! is a 

welcome solution. It silences lottery critics. But more importantly, it provides an inventory 

solution to lottery executives that has been missing from the lotteries' management tool box from 

the onset of the instant product category. 

Play It Again! also brings a significant sidebar benefit to the industry. It is a proven 

environmentally friendly program which can virtually eliminate litter associated with instant 

lottery tickets. 
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And Play It Again! is highly effective in motivating lottery players to register online for the 

privilege of submitting entries, providing a dynamically growing database for other marketing 

initiatives such as player VIP Club programs. 

To start up a lottery with this program in place means that the ALC has thoroughly thought 

through the last top prize issue from the very beginning and initiates players into the program with 

the first ticket they purchase.

How Play It Again! Works

The Internet-based management system behind Play It Again! begins and ends with security. 

Scientific Games’ SAS-70 Certified process ensures that:

■ Each ticket submitted by a lottery player is a valid non-winning ticket for that particular 

game

■ Each ticket is recorded and securely stored in the name of the player who submitted it

■ Each ticket thus submitted is eligible to be selected in a random drawing to award the last 

top prize

■ Electronic drawings to select winners are managed with integrity and fairness

When a new instant game is printed by Scientific Games, an encrypted “entry validation file” is 

created, using our proprietary and patent pending Easy Entry validation methodology. That 

process converts the identifying information from each eligible (i.e., non-winning) ticket into a 

string of numbers and characters that cannot be converted back to the actual game information. 

The Easy Entry file is then transferred to Scientific Games’ dedicated, secure database server, 

where it is used to validate entries submitted by players. Our recently upgraded server hardware 

system includes more than a terabyte of storage capacity to handle the massive volume of 

validation files necessary to manage Play It Again! for Tennessee, as an example, close to 1 

billion validation records are utilized to manage the entry program. The system guarantees zero 

data loss over multiple lottery platforms and is expandable to ensure capacity to accommodate 

future requirements. More information about the hardware is available on request.

To participate in Play It Again! a player registers via the Internet to create an account that will 

record his or her entries. The player logs in with their unique credentials, and then submits the 

identifying information from their ticket.   The entry system converts the information using the 

same Easy Entry encryption technology, looks for a match in the Easy Entry game file, and 
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accepts the entry if the unique match is found. The system rejects an entry if it is not recognized as 

a qualified ticket or if it is a qualified ticket but has been submitted previously. 

An additional level of security protects against manual or automated attempts to enter numbers at 

random in hopes of matching the code of a qualified ticket by disabling a player’s access to the 

entry web site after repeated attempts to submit numbers that are not recognized by the system.

When the Lottery determines that the sales life of the game is over, the game is closed and the 

drawing for the last top prize in the game is announced. 

Scientific Games manages all drawings for Play It Again! in accordance with pre-established 

drawing procedures, in cooperation with Lottery Security and in the presence of an independent 

auditor and any other invited witnesses. 

Initiating the program requires that for each new instant game introduced, one top prize associated 

with that game will be held in reserve to be awarded in a grand prize drawing for that top prize 

when the game is closed. 

Scientific Games recommends that promotional dollars be used to award in periodic drawings for 

entries that do not have a last top prize set aside, at least until such a time as there are no longer 

any games of that type in inventory. 

In Tennessee, for example, in addition to any game specific grand prize drawings, the Lottery 

awards $1,000 to ten winners in each Play It Again! drawing selected from all entries received 

during the drawing period.

The Play It Again! Advantage

Of the various ways that lotteries in the U.S. are attempting to deal with the “last top prize” issue, 

the benefits associated with Play It Again! clearly make it the superior solution. 

The Lottery gains:

■ An action-oriented top prize solution to silence critics

■ Inventory management control over their entire instant game product line

■ A proven, SAS-70 compliant entry and drawing management system

■ An effective statewide anti-litter initiative (over 1.3 million tickets per month removed 

from the potential litter stream in Tennessee)

■ An Internet-based player database that can be a springboard for lottery VIP Club 

initiatives (over 5,300 new players per month in Tennessee)
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Lottery players gain:

■ Assurance that whenever they buy a ticket for a game, they have the chance to win that 

game’s top advertised prize

■ Motivation to continue playing a game throughout its life cycle to increase their chance to 

win the prize

Integrated Marketing Communications

As lotteries find it difficult to get positive press coverage, even as jackpots rise to ever higher 

levels, they have turned to licensed properties and the promotions surrounding them to generate 

free media coverage. Scientific Games’ Integrated Marketing staff dedicates itself to not only 

ensuring that licensed games generate incremental sales but positive media coverage for the 

Lottery as well.

When you purchase a licensed product game from Scientific Games, our team can provide you 

with a complete marketing program that includes media (they are experts at putting radio 

giveaway programs together), point-of-sale and promotional programs.

Integrated Marketing Communications, or IMC, is a process for merging a lottery's marketing 

resources so that “individual elements” can work harder in promoting the overall marketing 

program. IMC generates and reinforces lottery brand awareness by delivering consistent verbal 

and visual messages to the consumer and thus encouraging the consumer to play the lottery.

To achieve the above, Scientific Games draws from many resources including but not limited to:

■ Broadcast advertising (including TV and radio)

■ Out-of-home advertising (such as transit or billboard)

■ Print (including POP materials, newspaper and magazine ads)

■ Product promotions

■ Events

■ Public relations

■ Web site and Internet marketing

Scientific Games has pioneered IMC in the lottery industry. Wherein the past, many lotteries have 

launched licensed, promotional or other high profile games with minimal support or little 

strategic/creative continuity, we can now assist lotteries in designing a program that maximizes 
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lottery exposure and sales. Since every state lottery’s wants and needs are different, the IMC plan 

is customized for each of our clients.

Scientific Games is a full service marketing vendor/agency. We can provide the ALC with any or 

all of the following services to assist in your IMC efforts:

■ Copywriting (for both print and broadcast mediums)

■ Print and broadcast production

■ Recommendations for media buying and assistance in negotiating added value media/

promotions.

■ Event and promotion concepts and execution

■ Public relations-including press release development, media tours and press kit design and 

production

■ Creative design, execution and implementation of lottery web site marketing

Finally, there are many benefits associated with including Scientific Games as a partner in your 

IMC efforts including:

■ There will be no learning curve. We are experts in lottery marketing and we are experts in 

IMC. It's what we do every day for state lotteries.

■ We can expedite and assist in training your marketing agency(ies). On a daily basis, we 

work with many advertising, promotion and public relations agencies that service other 

Scientific Games lottery clients.

■ One stop shopping-we can do as little or as much as you would like for us to do. Many 

lotteries have said that working with us simplifies/expedites the creative and 

organizational process. Having elements created by one shop helps to insure synergy in 

creative execution.

■ We are experts at negotiating added value promotions through media buys, which could 

mean possibly adding hundreds of thousands of dollars of free media to your budgets.

2nd Chance Drawing Web Sites

Scientific Games provides second chance entry web sites as part of a broader scope of available 

second chance promotional services that also includes drawing management services for drawings 

that include both physical entries and web-based “virtual entries,” web-based lottery player 

affinity sites (“VIP clubs”), and other types of player information web sites.
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When the ALC considers a Scientific Games licensed second chance game, you will know that 

you have a total turn-key drawing management solution available to you. Since 1997, we have 

managed hundreds of second chance drawings for our lottery customers, handling everything 

from drafting procedures as stringent as the Lottery's own, managing the collection and secure 

storage of entries via mail or the Internet, organizing and flawlessly conducting drawings under 

the watchful eye of independent auditors, contacting winners, answering consumer questions and, 

of course, handling all of the prize fulfillment requirements of a particular game. 

Because each lottery has its own unique set of requirements, a key principle in Scientific Games' 

drawing management arena is flexibility—we have and will continue to customize our drawing 

services to meet the needs of the ALC.

Finally, no one is better equipped to assist the ALC in dealing with lottery customers than 

Scientific Games. Among other services, we maintain a winners’ hotline 7a.m.–7p.m. Monday 

through Friday. It is one of the few hotlines in the industry that talks directly to lottery players. 

Players can call to track packages, ask questions, change selections, return damaged items, etc.

How the Process Works

■ Lottery and Scientific Games agree on terms; 2nd chance entry is included in the Working 

papers.

■ Scientific Games’ Internet Services receives promotion specifics from Account Services 

and develops content/structure for the entry web site.

What the Lottery Can Expect

■ Scientific Games will handle all elements of web development.

■ Completed web site submitted to Lottery for review & approval.

■ Lottery-approved site will go live on or shortly before game launch date.

■ Lottery places appropriate links to the 2nd chance site on its web site. 

■ Players click to the site via the Lottery web site and create their own entry account.

■ Each record includes:

■ Contact information

■ Log in information

■ Opt-in information.

■ Registration is a one-time process.

■ Players can update their information any time it changes.
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■ Players always have the opportunity to opt-out of the database - no strings attached.

■ Log in to submit entries requires player to submit the username and password that they 

have recorded in their player account.

■ Prize validation code is entered by player.

■ Entries are validated in real time and retained in a dedicated, secure transaction database.

■ Each time a player submits an entry, it appears on the page with the date it was submitted.

■ Entries can be deleted up to drawing deadline.

■ Players can also visit the site to learn more about the second chance drawing prizes 

associated with the game.

■ Players can also visit the site to check the winners page to see who won.

■ Players can also visit the site to get drawing details and review the rules.

■ Players can also visit the site to ask questions or get help with problems related to the 

entry web site.

■ Scientific Games staff manages e-mail feedback.

■ We ask the Lottery to designate one or more people to be blind-copied on player e-mails 

and our responses.

Merchandise Fulfillment

Scientific Games fulfills over 80,000 merchandise prizes every year for dozens of lotteries across 

the country and now internationally. We conduct the second chance drawings in accordance with 

Lottery rules and regulations and the Lottery controls the procedures for the second chance 

drawings. We provide, at no additional cost to the Lottery, an independent auditor to observe and 

certify each second chance and bonus drawing.

At the Lottery’s request, Scientific Games will make withholding tax payments to the appropriate 

agency for Federal withholding taxes for each grand prize winner, and each such winner shall 

receive a W-2G from Scientific Games and a copy shall be provided to the Lottery.

Fulfillment Services

Scientific Games provides complete fulfillment of all merchandise and grand prizes offered under 

a licensed property game or promotion. There are no additional charges for any aspect of such 

order fulfillment other except in instances where a lottery requests 2nd chance drawing services 

for a promotion of its design.

p_garbarini
Rectangle



5-39

SECTION 5: Evaluation Criteria for Selection

Scientific Games handles the drawing details in accordance with the Lottery’s rules and 

procedures, and fulfills the prizes as follows:

i. Once Scientific Games verifies the name, address, telephone number and any other relevant 

information about a winner, we will contract the winner within ten business days of each 

respective date. 

ii. Each grand prize winner will receive a congratulatory note containing Scientific Games’ 

Customer Service toll-free telephone hotline number.

iii. In the event the winner’s prize is either damaged or defective, Scientific Games shall 

immediately cause the damaged prize to be replaced at no cost to the Lottery or the winner.

iv. In the event that a prize is undeliverable, Scientific Games will make all reasonable efforts to 

locate the winner. In the event that we are unable to locate the winner within 30 calendar days 

of the first attempt, Scientific Games will notify the Lottery of the name of a replacement 

winner and we will deliver the prize at no cost to the replacement winner.

v. Beginning at the end of the calendar quarter in which the game is launched and thereafter at 

the end of each succeeding calendar quarter through the fulfillment of all prizes for the game, 

Scientific Games will provide the Lottery with quarterly status reports detailing the 

merchandise prizes that have been fulfilled during the game.

vi. The Lottery has the right to monitor the fulfillment process and contact Scientific Games to 

discuss any reported problems with fulfillment and request possible solutions. Scientific 

Games shall provide possible solutions in writing within ten days.

Scientific Games is in the final development stages of a merchandise fulfillment program named 

CFWA (Customer Fulfillment Web Access) which will allow a lottery customer to go onto a 

secure web site to view fulfillments for each individual winner in a game.

Points for Prize Loyalty Program

PFP is considered an enhanced or “next generation” merchandise prize fulfillment platform, and 

will give lottery players added incentive to play the Lottery’s instant games. The opportunity to 

earn and “collect” points, and then redeem them for a variety of merchandise, entry or other prize 

rewards will be quite popular with lottery players.
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From the Players’ POV

■ At start up, all instant scratch games will be eligible for the loyalty program. When a 

player enters the Lottery’s VIP Club, they can then enter their tickets for Player’s Club 

programs, Play It Again! Drawings and for Loyalty Points and with only one entry.

■ Players will have the opportunity to discover the number of points they have won on a 

ticket when they enter their ticket on the Lottery’s web site using our Easy Entry system.

■ Since players will be “collecting” points beginning with the very first non-winning ticket 

entered, they'll first be asked to register, and establish a unique user name (likely to be 

their e-mail address) and password. At this point in the process, we'll also gather any 

additional information necessary for the fulfillment process (age, address, etc.).

■ Once the registration has been completed, along with age verification and entry state, 

players will be directed to the ticket entry page. Using the same Easy Entry platform 

already in use by Scientific Games, players will enter the ticket number from each of their 

non-winning game tickets (one at a time).

■ At this point, some kind of animation will “calculate” the number of points they've just 

earned with the non-winning ticket entry. After a moment of suspense, the player will be 

awarded a specific number of points, which will be immediately added to his or her 

“account.” The majority of non-winning ticket entries will receive the minimum number 

of points available (identified in the information pages on the web site), but some will be 

worth more, and a few will be worth many more points. 

■ Players will be able to log in and check their points “account” balance at any time. They’ll 

also have the ability to “cash out” and use points at their personal discretion. Scientific 

Games plans to have point values assigned in such a way that, even with the minimum 

number of points possible in their account, players will be able to cash the points in for 

either a merchandise item or an “entry” to win some experiential grand prize.

■ The PFP system will allow Scientific Games and our lottery customer to access reports 

showing point “bank” balances and give either the ability to generate outbound e-mails to 

program users to notify them of balance information, “use them or lose them” 

notifications or e-mails about special promotions.

Licensed Property Games

Scientific Games is able to offer the widest variety of licensed products available in the lottery 

industry. Our current list of well-known brands continues to grow.
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Scientific Games is always on the look-out for properties that are applicable to the lottery market 

and have the possibility to attract new and lapsed lottery players. As such, we are constantly 

adding new properties to our portfolio. We make every effort to present new properties, as well as 

properties and their performances in other jurisdictions, to our lottery partners, in their offices, at 

least twice a year. We often attend strategic planning meetings with lotteries as well as present 

promotional opportunities/plans to lottery marketing staffs and ad agencies. We will be as 

involved as a lottery wants to make us.

Hasbro Lottery License

Scientific Games holds a multi-year licensing agreement with Hasbro, Inc. for the lottery 

category. The agreement, an extension of an existing alliance, covers Hasbro brands for almost 

every government operated or authorized lottery in the world. The agreement with Hasbro 

includes the rights to 20 Hasbro brands and covers multiple lottery platforms, such as instant and 

pull-tab tickets, on-line terminal generated games, mobile, Internet and interactive television. 

Some of the key properties on tap for lottery games include Monopoly, Battleship, Clue, Yahtzee, 

Boggle, Scrabble and The Game Of Life. 

MDI holds exclusive lottery licensing rights to over 100 of the world’s best known and most loved 

symbols of entertainment and pop culture. For ease of review, we have divided the brands into 13 

categories. As the world-wide leader in this field, MDI is best positioned to acquire the top brands 

in each category.

LICENSED PROPERTY CATEGORY

Betty Boop Animated Characters

Dilbert Animated Characters

The Flintstones Animated Characters

Herman Comics (Canada) Animated Characters

Pink Panther Animated Characters

Popeye Animated Characters

Rocky & Bullwinkle Animated Characters

Speed Racer Animated Characters

The Jetsons Animated Characters

Huevocartoon (Mexico) Animated Characters

Hasbro – Battleship Board Games

Figure 5-13: Licensed Property Games
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Hasbro – Boggle Board Games

Hasbro – Clue Board Games

Hasbro – Connect 4 Board Games

Hasbro – The Game Of Life Board Games

Hasbro – Monopoly Board Games

Hasbro – Mouse Trap Board Games

Hasbro – Mystery Date Board Games

Hasbro – Operation Board Games

Hasbro – Ouija Board Games

Hasbro – Payday Board Games

Hasbro – RISK Board Games

Hasbro – Scattergories Board Games

Hasbro -– Scrabble Board Games

Hasbro – Simon Board Games

Hasbro – Subbuteo Board Games

Hasbro – Trivial Pursuit Board Games

Hasbro – Twister Board Games

Hasbro – Upwords Board Games

Hasbro – Yahtzee Board Games

Magic 8 Ball Board Games

Pictionary Boa rd Games

Rubik’s Cube Board Games

UNO Board Games

IGT Slots – Cleopatra Casino

IGT Slots – Dam Lumberjack Beavers Casino

IGT Slots – Double Diamond Casino

IGT Slots – Gopher Cash Casino

IGT Slots – Haywire Casino

IGT Slots – Hexbreaker Casino

IGT Slots – Hoot Loot Casino

LICENSED PROPERTY CATEGORY

Figure 5-13: Licensed Property Games
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IGT Slots – Jackpot Jewels Video Slots Casino

IGT Slots – Little Green Men Casino

IGT Slots – Max Action Casino

IGT Slots – Money Storm Video Slots Casino

IGT Slots – Red White & Blue Casino

IGT Slots – Sizzling 7 Casino

IGT Slots – Spin Poker Casino

IGT Slots – Stinkin’ Rich Casino

IGT Slots – Top Dollar Slots Casino

IGT Slots – Wild Cherry Casino

World Poker Tour Casino

Palms Casino Resort Casino

Crossword Cash Crossword/Bingo

Loteria Crossword/Bingo

Hot Tamales Food/Pop Culture

7-Up F ood/Pop Culture

A&W Root Beer Food/Pop Culture

Big Boy Restaurants Food/Pop Culture

Burger King Food/Pop Culture

Crush Brands (all flavors) Food/Pop Culture

Hershey’s – Almond Joy/Mounds Food/Pop Culture

Hershey’s – Bubble Yum Food/Pop Culture

Hershey’s – Good & Plenty/Good & Fruity Food/Pop Culture

Hershey’s – Heath Food/Pop Culture

Hershey’s – Ice Breakers Food/Pop Culture

Hershey’s – Jolly Rancher Food/Pop Culture

Hershey’s – Kissables Food/Pop Culture

Hershey’s – Kisses Food/Pop Culture

Hershey’s – Milk Duds Food/Pop Culture

Hershey’s – PayDay Food/Pop Culture

LICENSED PROPERTY CATEGORY

Figure 5-13: Licensed Property Games
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Hershey’s – Reese’s Food/Pop Culture

Hershey’s – Reese’s Pieces Food/Pop Culture

Hershey’s – S’Mores Food/Pop Culture

Hershey’s – Take 5 Food/Pop Culture

Hershey’s – Twizzlers Food/Pop Culture

Hershey’s – Whoppers Food/Pop Culture

Hershey’s – York Food/Pop Culture

Hershey’s – Zero Food/Pop Culture

Hires Brands Food/Pop Culture

RC Cola Food/Pop Culture

Squirt Brand Food/Pop Culture

Fortune Cookie aka Lucky Fortune Food/Pop Culture

Deal or No Deal Game Show

Family Feud Game Show

Jeopardy Game Show

Password and Million Dollar Password Game Show

Press Your Luck Game Show

The Price Is Right Game Show

Wheel of Fortune Game Show

Wheel of Fortune (Online) Game Show

Win My Wage (International) Game Show

Gary Patterson (Artist) Artist Series

Norman Rockwell (Artist)/Saturday Evening Post Artist Series

Tom Browning (Artist) Artist Series

Will Bullas (Artist) Artist Series

Jane Wooster Scott (Artist) Artist Series

Zelda Wisdom (Artist) Artist Series

Buddy Holly Icon-American

Mad Magazine Media/Pop Culture

USA Today Media/Pop Culture

LICENSED PROPERTY CATEGORY

Figure 5-13: Licensed Property Games
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For Dummies Media/Pop Culture

Major League Baseball Sports

Moto GP Motorcycle Series Sports

National Hockey League (NHL) Sports

NHL Player Images Sports

National Basketball Association (NBA) Sports

Professional Bull Riders (PBR) Sports

Ultimate Fighting Championship (UFC) Sports

The Amazing Race Television Entertainment

CSI: Crime Scene Investigation Television Entertainment

Family Guy Television Entertainment

I Love Lucy Television Entertainment

Abbott & Costello Television Entertainment

Survivor Television Entertainment

Dodge – 1970-74 Challenger SRT8, R/T 2009 Vehicle

Dodge – Avenger RT 2008 Vehicle

Dodge – Charger 2008 Vehicle

Dodge – Durango 2008-2009 Vehicle

Dodge – Ram Trucks 2008 Vehicle

Dodge – SRT-4 Vehicle

Dodge – Viper SRT10 2008 Vehicle

GM – Camero, 2009-2010 Vehicle

Ford – Escape SUV Hybrid Vehicle

Ford – Expedition Vehicle

Ford – Explorer Vehicle

Ford – Focus Vehicle

Ford – Fusion Hybrid Vehicle

Ford – F-Series Trucks Vehicle

Ford – Mustang Vehicle

Ford – Taurus Vehicle

LICENSED PROPERTY CATEGORY

Figure 5-13: Licensed Property Games
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I. PUSHPLAY™– ELECTRONIC HANDHELD GAMES

The electronic handheld game portfolio is tailored for lotteries that want to leverage available 

technology with the broader objective of adding entertainment value to the traditional mix of 

Lottery games. Electronic handheld Lottery games appeal to existing Lottery players, light and 

lapsed Lottery players, and to the emerging, next-generation player. Electronic handheld Lottery 

games also provide a viable mechanism for expanding Lottery products into new retail trade 

styles.

PushPlay Nano

PushPlay Nano is Scientific Game’s latest version of electronic handheld games for the Lottery 

market. PushPlay Nano is comprised of two components—a handheld player containing an LCD 

screen, and an instant ticket containing printed circuitry and containing all of the required security 

printing processes found with the instant ticket. The player can be prepackaged with one or more 

electronic scratch tickets (EST instant tickets) and a consumer instruction manual. To activate 

play, the ticket is inserted and the “activation key” scratch-off coating is removed. The LCD 

screen on the front of the player displays the symbols for each play. The player will accumulate 

points throughout the game play and will display the total points accumulated.

GM – Chevrolet Avalanche Truck Vehicle

GM – Chevrolet Colorado Truck Vehicle

GM – Chevrolet Silverado Truck/Hybrid Vehicle

GM – Chevrolet Tahoe Hybrid Vehicle

GM – Corvette® Vehicle

Genuine Scooters Vehicle

Harley-Davidson Vehicle

Jeep Vehicle

Golden Tee Arcade Game Video Games

Pac-Man Video Games

Skee Ball Video Games

Space Invaders Video Games

Slingo Video Games

LICENSED PROPERTY CATEGORY

Figure 5-13: Licensed Property Games
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PushPlay Nano can accommodate up to two different games, and each player will play up to 150 

game play sessions before the battery is extinguished. This feature enables the consumer to use a 

single player and purchase additional tickets from lottery retailers. This marketing strategy is 

cost-efficient for lotteries and addresses recycling concerns from previously introduced one-time 

play electronic handheld lottery products.

PushPlay products are sold through retail channels and distributed in the same manner as instant 

tickets. Additionally, the packs are activated in the same manner as instant tickets, and the 

validation and accounting processes are the same as those used with instant tickets.

PushPlay

PushPlay embodies the components and features found in the PushPlay Nano. Depending on the 

games’ prize structures, up to four games can be preprogrammed into the PushPlay player, 

enabling the Lottery to launch multiple games at one time, or introduce subsequent games over 

time, using the same player. Additional features are available with PushPlay including high 

resolution graphics, sound, and backlighting, making this product cost effective and ideal for 

social environments, including bars, taverns, and restaurants.
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Scientific Games offers a customizable “turn key” product solution and PushPlay products can 

offer lotteries tremendous flexibility in product design and packaging. Whether your market 

strategies include increasing overall lottery revenue and profits, or expanding lottery products into 

new retail trade styles, PushPlay can help. 

J. INTERNET GAME CONTENT

Scientific Games offers a wide variety of creative games engineered specifically for delivery 

through Internet and mobile devices. Providing lottery players colorful graphics, sounds and a 

sense of interactivity, these games are portable and can be played at the players’ convenience. At 

the same time, Scientific Games is mindful of the potential political and social sensitivity of any 

form of Internet gaming, and has exercised great care in designing games and supporting systems 

that anticipate and address these sensitivities while maintaining lottery security and integrity. 

Scientific Games is pleased to offer two product categories, Boodle™ and ScreenPlay™. Both 

products incorporate and combine elements of conventional instant and online technologies 

tickets in new ways. As described below, Boodle games possess an instant ticket or a terminal 

generated ticket component but are fundamentally based upon conventional online drawings. In 

contrast, ScreenPlay games are more like instant tickets, featuring predetermined result. Since 
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both products are sold at conventional lottery retail outlets, age control and all financial 

transactions remain secure. 

Scientific Games’ GamePlay Systems™ supports both Boodle and ScreenPlay and provides 

lotteries the ability to deliver these games over the Internet, mobile cellular devices, or even as 

monitor games in social environments. Scientific Games believes that Boodle and ScreenPlay 

offer lotteries safe entry into the Internet arena and provide a platform for future growth. 

BOODLE

Boodle is the Scientific Games product built to deliver the multi-media gaming experience to 

lotteries. The Boodle product can be marketed today using conventional retailer selling and prize 

redemption channels, however; it is fully capable of being one of the first true lottery gaming 

applications for the general lottery play on the Internet—where applicable by law.

Overview

Boodle is a new category of lottery games that combines diverse media and technologies to create 

interactive and entertaining gaming experiences for players. Specifically, Boodle utilizes three 

essential elements:

1. Terminal generated online tickets

2. Conventional online drawings

Entertaining animated video renderings of online drawings suitable for broadcast over the Internet 

and/or mobile devices; alternatively Boodle games can be adapted for broadcast as monitor games 

in social environments.

These elements allow Boodle to provide a limitless variety of game themes and price points and, 

due to its unique structure, play methods that simply are not possible using conventional instant 

and online game technologies alone. Boodle’s animated visual delivery provides lotteries the 

opportunity to offer more complex games, games that are, in fact, more game-like. The interactive 

Internet animations essentially “hold players’ hands” and effectively play Boodle games on their 

behalf. After logging on to the designated Boodle web site and registering their play cards, players 

sit back, relax, and watch as games unfold on virtual replicas of their play cards. Players are told 

when they won, why they won, how much they won, and, importantly, also convey real-time 

aggregate winner awareness for each drawing.
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Drawings

Boodle game drawings are conventional randomized online drawings produced as entertaining 

animations and distributed as video feeds suitable for broadcast over the Internet and mobile 

devices, or as monitor games in social environments. Boodle games should feature frequent daily 

drawings. For example, a Boodle bingo game might offer daily drawings every hour, on the hour, 

from noon to midnight, and combined with other Boodle games having similarly frequent 

drawings; lotteries will create an exciting virtual space featuring constant and varied activity. 

Players may use their paper play cards to track drawing results. However, self-tracking is not 

necessary when the Internet application is employed. In this medium, players are presented virtual 

replicas of their play cards on their computer monitors, and as drawings occur, their cards are 

marked, or “played,” automatically. In this manner players are told when and how much they win. 

The Internet interface provides players limited interactivity by allowing them to modulate 

drawing speed and the ability to access or replay previous drawings at any time. 

Animations

Animated graphic treatments of drawings are carefully constructed to complement and reinforce 

game themes and play card graphics. Video broadcasts emphasize entertainment, and are designed 

to provide players more extended and interactive playing experiences than are commonly 

associated with conventional lottery games. Broadcasts provide players a constant stream of 

interesting and relevant game information including but not limited to:

■ General Boodle information 

■ Game specific how-to-play information

■ Number of players (or cards) entered in drawings

■ Prizes and jackpot information 

■ Automatic results tracking 

■ Individual and aggregate winner awareness

■ Commercial messages for other lottery games and/or jackpots

Boodle’s colorful, relevant, interactive and entertaining Internet delivery, distinguishes it from all 

other Lottery games and engages players in ways not possible with conventional games. The 

Internet provides a flexible, responsive and cost effective delivery system that will help lotteries 

capture new and expanded demographics.
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Customized entertaining animation play screens are designed for every Boodle game. Play 

screens incorporate graphic elements of each game. While there is a wide disparity of game 

themes, play methods, and prize structures, care is taken to assure that play screens contain 

common elements that provide continuity and ease of use for players. Common elements include:

Scrolling Banner – Located at the top of the screen, this programmable area displays lottery 

messages of current relevance such as current jackpots, winner awareness, marketing and new 

game information.

Virtual Play Card(s) – Prominently displayed in the center of the screen are virtual replicas of 

players’ pre-printed play cards. As balls are drawn, players’ cards automatically daub when 

matches occur. Players playing multiple cards can reference card icons located directly above the 

featured virtual card. The card icons are marked in real-time as the drawing progresses to provide 

players easy tracking of results. A simple “point-and-click” action allows players to easily toggle 

back and forth among the icons to see enlarged versions of those cards. 

Current Game Information – This area displays the number of cards in play in specific drawings, 

and each game’s prize table. When winners occur, patterns or winning combinations are 

highlighted on the play cards and winning messages, including prize amounts, appear. Individual 

player winnings are tracked on a per card basis as well as an aggregate basis. Additionally, the 

number of winners statewide is posted in real-time. When the drawing is complete, a summary of 

all winners and prizes persists.

Current Draw Results – Located at the bottom of the play screen are current draw results. In the 

exemplary $250,000 Bingo screen illustrated below, the current ball drawn is prominently 

displayed, and immediately to its left is a traditional bingo tote board highlighting all balls drawn. 

Directly above the tote board is the record of how many numbers have been drawn, and important 

information, since many prizes—including the jackpot—must be achieved within a specified 

number of balls drawn.

Control Panel – The control panel provides players the ability to perform certain functions 

including controlling draw speed. Like any automated drawing, numbers are drawn and winners 

are determined in milliseconds. It is only the displaying of those numbers that requires more time. 

Since the drawing is completed by the time players view results, our unique speed control feature 

allows players to reveal the winning numbers at their own preferred pace. Players can control 

draw speed manually by clicking NEXT BALL, or they can opt to use the autodraw feature.
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Audio – Appropriate audio effects are integrated into the Internet interface so that players can 

literally hear bells and whistles when they win. Audio effects are also utilized to assist players as 

they navigate the screen and notify them as new bingo balls are drawn.

Boodle Web Site

A fully functional Boodle web site can be accessed at www.boodlegames.com

ScreenPlay

Similar to Boodle’s Internet delivery of drawing based online content, Scientific Games offers 

new and emerging technologies for distributing pre-determined lottery products through its 

ScreenPlay product line. Like all instant products, ScreenPlay game outcomes are generated in 

advance using the same methodology utilized in our patented printed ticket process. This process 

ensures that pre-determined results are properly distributed, provide near-win experiences, and 

that all games satisfy audit and security requirements. The ScreenPlay server does not have the 

ability to affect any outcome. Instead, it simply draws players’ designated play scripts (XML 

format) from the database and delivers them for viewing as entertaining animations.

Internet-Based Instant Game Play

Scientific Games offers new and emerging technologies for distributing pre-determined lottery 

products through its SCREENPLAY™ product line. SCREENPLAY is designed to meet or exceed 

customer requirements for internet and mobile pre-determined lottery games.

How SCREENPLAY works (internet example):

1. Player purchases ticket from the retailer.

2. Player reads unique code from online ticket.   

3. Players accesses web site shown on ticket.

4. On the web site, there is a form which allows the player to enter the unique code.

5. When the code is entered, the web page sends it to the SCREENPLAY server

6. The SCREENPLAY server looks up the code and returns the pre-determined play script to the 

player’s browser. The browser activates a Macromedia Flash game client (browser plug-in). At 

no time does the SCREENPLAY server interact with the Scientific Games AEGIS system.

7. The player interacts with the game.    
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8. When the game concludes, the outcome displayed corresponds with the file associated with 

the online ticket.

9. If the player wins, she may return to a retailer with the ticket and claim her prize.

Game outcomes are generated by Scientific Games’ Game Programming department in advance, 

and are selected by AEGIS. The SCREENPLAY server does not have the ability to affect any 

outcome. It simply draws the corresponding play script (in XML format) from its database. This 

lack of interaction between the two servers ensures that no hacker (or other issue associated with 

internet play) can have any effect on a game’s outcome. That said, SCREENPLAY was written 

with the highest level of security in mind and is quite capable of secure transactions.

The process outlined above is virtually identical for mobile devices. When a player purchases a 

ticket for a mobile game, he is instructed to send an SMS message (Short Message Service) to a 

specific number. This returns an MMS (multi-media message) to the device which includes a 

game application. The player downloads and installs the game application to his device, and then 

the player enters a unique code directly into the game. The game sends a request to the 

SCREENPLAY server, which returns an XML code. The rest of the process is identical to that 

described above.

TICKETS AND GAMES

Scientific Games can offer a whole range of game mechanics for play over the Internet. These 

games can either replicate the paper-based games which are on sale through the retail network or 

can be Internet only games offering the perception of increased player participation or interaction.

In each case, the pool of game play combinations used is created in exactly the same way as for a 

printed instant lottery ticket and the result of a given combination is pre-determined.

The development process is very similar to that of printed tickets:

■ A game concept (play mechanic) and prize structure is created.

■ Artwork is conceived and then enhanced with the addition of sound and picture files.

■ A record format for the data is determined and established.

■ The game is supplied for installation onto both AEGIS and SCREENPLAY.

Examples of the type of product that can be used are shown on the following pages. Essentially, 

unique code numbers are included on the tickets to allow access to the web site. Once access has 

been gained, the player is presented with a selection of games from which to choose. These games 
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have a variety of play mechanics which can be tailored to meet the specific requirements of the 

lottery.

Illustrated below are several different deployment models that can be used with SCREENPLAY.

Option 1

The Hybrid ticket offers two non-integrated games: one scratch and one internet. At a $5 

denomination, the scratch area will behave as a $3 ticket and the internet area will behave as a $2 

game (or vice-versa). This is a middle-of-the-road solution, with no heavy emphasis on either 

game.
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Option 2

In this illustration, the game is linked to a licensed property to give exposure at the point-of-sale 

and to facilitate player recall. This ticket offers two non-integrated games: one scratch and one 

internet. At a $5 denomination, the scratch area will behave as a $3 ticket and the internet area 

will behave as a $2 game (or vice-versa). This again is a middle-of-the-road solution, with no 

heavy emphasis on either game.
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Option 3

The Internet Bonus ticket emphasizes the scratch portion 

and uses the internet portion as a “bonus screen” for 

only a select number of tickets. Since the internet 

portion is never awarded at the same time as a scratch 

win occurs, the player is not tempted to redeem a 

winning ticket with the internet portion un-played. Also, 

it allows a low percentage of payout to be dedicated to 

the internet portion without repeatedly exposing players 

to losing situations.

Option 4 

The Composite ticket emphasizes the internet portion. 

The internet game is integrated with the scratch portion, 

thus allowing most of the payout to occur on the internet. 

As illustrated there are three scratch areas.   

The top play area is a standard instant game. The access 

code is revealed in the center portion. The bottom left 

rub-off area reveals the multiplier for the internet game, 

while the bottom right reveals the number of internet 

plays awarded.

Option 5

This depicts an internet play bought through an online 

terminal. The online SCREENPLAY ticket will contain a 

Ticket ID that the player will use to play the internet lottery game. Internet game prizes are 

claimed from the retailer through the presentation of the ticket or direct from the Lottery in the 

case of a larger win. As can be seen from the illustration, the games can be promoted through the 

message contained in the ticket theme.
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CREATING CUSTOM GAMES

Scientific Games understands that lottery players enjoy variety and we stand ready to offer an 

array of exciting games. With SCREENPLAY, we can do so quickly and inexpensively. It is 

important for Scientific Games to understand the Lottery’s goals, special testing requirements, 

user support needs, and deployment parameters ahead of time to ensure proper planning and to 

avoid misunderstanding. 

This planning process involves the following:

1. The Lottery works with Scientific Games to provide a definitive set of parameters.   

2. Scientific Games will respond with a list of suggested game types and genres.

3. The Lottery responds with a list of game genres and quantities it desires.

4. Scientific Games will respond with abridged design documents for each game request. It will 

also include estimated costs and aggregate timeline.

5. The Lottery will approve, amend, and/or reject documents as desired.

6. Once all is approved, games will be created, along with associated XML packets, tickets, and 

web site including any technical resources such as servers.
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EXAMPLE GAMES

Cluedo

The object of the game is to solve the murder mystery by correctly identifying the murderer, the 

weapon and the room that the murder took place. The player starts with a set number of turns. For 

each turn, the wheel is spun. The wheel has nine slices labeled by a Clue room, each slice is again 

subdivided into three more parts which will determine the outcome of the turn. 

If the wheel stops on the “Clue/Cluedo” subsection, the player will get to select a suspect and a 

weapon out of two decks of cards. The player is shown which (if any) of the suspects, weapons 

and room (determined by the outcome of the spin) are correct parts of the solution. 

Other spin outcomes include a cash games, bonus games and a fever mode that permits several 

free game rounds. The player wins if they correctly solve the mystery or win an instant cash prize. 

GAME SUMMARY

GAME NAME: Cluedo/Clue 

GENRE: Board Game

FEATURE(S): Three bonuses and a decreasing Cashpot
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Battleship™

The player places five ships on the Battleship grid. The player and the computer will take turns 

trying to sink each other’s ships. A side game is played each time the player sinks a ship; the 

player chooses one of the red pegs of the sunken ship and the prize (a cash amount or a number of 

free consecutive “salvo” shots) is revealed. The game ends when all of the ships of either the 

computer or the player have been sunk. The player will win the Jackpot by sinking all of the 

computer’s ships.

GAME SUMMARY

GAME NAME: Battleship

GENRE: Pseudo-skill grid game

FEATURE(S): Player versus the computer 
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Monopoly

The player begins with a number of properties and a set number of turns. The token moves around 

the board using dice rolls. The player wins by collecting complete sets of properties (Monopolies) 

or by winning instant cash prizes. 

Each non-property square has an associated bonus game. The bonus game will frequently offer a 

choice from two possible outcomes. For example, the player may be offered a property or a cash 

prize, or the player must choose between forfeiting a held property and losing a turn. 

The game ends when all turns have been exhausted.

GAME SUMMARY

GAME NAME: Monopoly 

GENRE: Board Game 

FEATURE(S): Corner, railroad and utilities bonus games 

p_garbarini
Rectangle



5-61

SECTION 5: Evaluation Criteria for Selection

Operation

The Player will start by pressing the “START/SPIN” button to spin the reels and start the light 

running around Sam’s body. The player will press the “STOP” button to stop the reels and the 

chasing lights around Sam’s body; attempting to match the symbols on the stopped reels. If the 

player matches any of the reels to the any of the symbols highlighted by the chasing lights; the 

player will collect on of those symbols. When the player collects three of any symbol the player 

will win the associated payout; for example, three “wishbones;” would payout $500. 

GAME SUMMARY

GAME NAME: Operation

GENRE: Pseudo-Skill stop 

FEATURE(S): Second screen specialist bonus
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Jack in the Box Bingo

Pairs of bingo balls are drawn and the player will choose which one of the two balls to play 

against a player’s bingo card. If player completes one or more pay patterns, he is awarded the 

corresponding prize. If a ball is drawn with the “Joker” symbol, one of several bonuses is awarded 

(e.g., extra card, extra ball draws, etc.). A jackpot is awarded if the player completes the special 

“X” pattern.

GAME SUMMARY

GAME NAME: Jack in the Box Bingo

GENRE: Bingo 

FEATURE(S): Ball picker and jack in the box bonus
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Poker Slot Bonus

If the Player receives three like symbols on the pay line they are paid accordingly to the pay 

schedule. During the game the player collects playing card overprint symbols shown over the reel 

symbols. 

If the player collects enough of the overprint symbols to form a “Flush”, or a “Full House,” they 

will enter the bonus game. The bonus game consists of a field of 40 tiles the player selects tiles 

until either a card hand or a slot pay category is completed. Play would continue until all plays 

have been used. 

GAME SUMMARY

GAME NAME: Poker Slot Bonus

GENRE: Slot machine with poker collection game 

FEATURE(S): Poker hand bonus and second screen bonus
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Coffee Crazy/Betty Boop Slots

The player receives a set number of spins to start the game. If the player receives three like 

symbols on the pay line they are paid accordingly to the pay schedule. 

If during the play of the game, three coffee cups or three of Betty’s puppy overprint symbols are 

displayed any where on the three reels the bonus game activates. In the bonus game the player 

rolls a die to move around the Coffee Crazy/Betty Boop Bonus board.

GAME SUMMARY

GAME NAME: Coffee Crazy/ Betty Boop Slots

GENRE: Slot machine

FEATURE(S): Second screen board game bonus
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Jenga

The Player rolls a pair of dice to reveal which pieces the player can choose from to remove and 

place on the top of the tower. When the player removes the piece; they will receive a cash prize or 

a gemstone. If the player collects three of any gemstone they will collect the cash prize according 

to the pay table. The game will continue until the tower collapses. 

GAME SUMMARY

GAME NAME: Jenga

GENRE: Arcade tower game

FEATURE(S): Moveable Jenga pieces
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Joust

The player flips coins at one of four targets by inserting them in the flipper slot. If the flipped coin 

hits any of the targets the player will activate one of four animated bonuses. If a player misses a 

target the flipped coin will land on the landing field and will be pushed and could force other 

coins off a ledge to give the player another coin to flip.

K. PROPRIETARY/PATENTED PROCESSES

Scientific Games maintains its focus on developing, manufacturing and delivering high quality 

games that drive sales. In addition to ensuring that our base offerings are produced to the highest 

standards in the industry, Scientific Games has an aggressive program of printing product 

GAME SUMMARY

GAME NAME: Joust 

GENRE: Arcade coin flipper game

FEATURE(S): Four small bonuses and progressive joust bonus
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development which has introduced some of the most exciting product enhancements in the 

Lottery world.   

Scientific Games’ Discovery Team™ is composed of industry leading 

professionals from every aspect of our print manufacturing, marketing, and 

customer service teams. The group meets regularly to share the latest 

technologies and processes from the various disciplines in order to create 

more value-added options that our partner lotteries can use to generate 

interest at retail, engage the consumer and ultimately raise more funds for good causes.

THE DISCOVERY TEAM 

This group is chaired by the Director of Instant Product Development, Jeff 

Martineck and is made up of leaders in the various production disciplines 

from the Scientific Games Printed Products Division. There is at least one 

representative from each area of the manufacturing process; Game 

Programming, Graphic Design, Customer Service, Pre-Press, Inks and 

Coatings, Press, Production Control, Security Testing, and Packaging. The 

focus of this group is to explore and discover ways where Scientific Games can add value and 

interest to products that our partner lotteries bring to market. The group looks to the broader 

printing industry and other retail consumer goods manufacturers to identify methods and 

enhancements that have not been used for lottery products before. We will then take the best of 

those opportunities, and proceed through rigorous designing and testing to ensure that the 

replication of those printing techniques can be appropriately recreated on our equipment. We will 

also test to make sure that there are no unwanted “side effects” to introducing a new ink or coating 

to the manufacturing process. Scientific Games knows that new products and product 

enhancements should also reinforce the integrity of lottery products, and we are constantly 

working toward improving upon the secure nature of our offerings.

Jeff Martineck
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THE DREAM TEAM™ 

This group is chaired by Scientific Games’ Director of Creative Services, 

Rhonda Gillen and is made up of Graphic Artists, Game Coordinators, Game 

Programmers and other contributors with a variety of creative talents. The 

focus of this group is to develop a variety of game designs and unique play 

actions that will keep the instant product mix interesting and exciting for 

players. Before a new design is introduced to the market it must meet our 

game marketing philosophy. New play actions will be put to rigorous tests 

within the programming department to ensure that all positive and negative 

outcomes are fleshed out and game parameters are finalized before 

introduction to ensure that the game offers maximum play value and is good 

to the last scratch. Once the Discovery Team has defined all printing specifications and passed all 

security testing requirements for their new products, the Dream Team will take those products and 

develop designs and supporting programs to maximize the instant ticket enhancements with the 

goal of providing ultimate play value for the player and maximum sales for the Lottery.

The synergy between the two groups is essential for the complete Product Development process. 

For example, when the Discovery Team develops the manufacturing ability to utilize an exciting 

new ink or coating, they would prove the printability on press by creating actual samples. This 

would then allow for the testing for any unknown reactions with current processes. Once tested 

out and approved, the results of the development efforts and tests would be shared with the Dream 

Team in order to create ticket designs that maximize the visual impact of the new coating. The 

final product that the ALC will be shown will be actual press samples of the coating produced on 

our presses and artwork that the Lottery can use to take full advantage of this innovation.

The results of these efforts will enable the ALC to extend the breadth and reach of its product 

offerings as part of an overall strategy to raise more funds for your beneficiaries.

Scientific Games is pleased to present our proprietary or patented processes beyond the standard 

processes including our Graphic Benday™, Scratch My Back™, Play Action, Lucky Dice, Linked 

Play, and the FailSafe™ bar code system, along with the Scientific Games’ lineup of extended 

play marking systems.

GRAPHIC BENDAY

Graphic Benday is a powerful new feature that can make tickets more graphically appealing and 

also more secure! With Graphic Benday, extra print units place artwork under the scratch off 

coating. When a player removes that coating, they still have attractive artwork to enhance their 

Rhonda Gillen
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lottery experience. The uncovered artwork might be a recreation of the scratch off artwork as in 

this “Trucks & Bucks” game, or new artwork which supports the game theme as in this Gold Mine 

example.

The real appeal of this bonus feature for lotteries is that the graphics provide a defense against 

attempts at player fraud by making it tamper evident for any attempts of “cutting and pasting” 

Figure 5-14: Trucks & Bucks Example

Figure 5-15: Gold Mine Example
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together more than one ticket. Graphic Benday is the next generation of the old benday pattern 

approach, all the while truly enhancing the graphic appeal of the lottery product for the consumer. 

SCRATCH MY BACK

Lotteries are consistently faced with the challenge of keeping their product mix new and inviting 

while simultaneously struggling to add value to instant games without increasing payouts beyond 

that which is affordable. One product enhancement that addresses both challenges effectively is 

Scratch My Back. Scratch My Back is a patent pending, Scientific Games exclusive instant game 

enhancement that puts scratch off play areas on both the front and back off the ticket, all validated 

with one bar code (which can be positioned on the front OR back of the ticket). These games have 

the same thickness and feel as any of the other instant lottery games in your portfolio, can be 

dispensed with all traditional instant ticket devices and offer added play value for the consumer. 

Figure 5-16: Scratch My Back™
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SCIENTIFIC GAMES MARKING SYSTEMS – CLEARMARK™ AND SUREMARK™

Extended play games represent a significant portion of instant lottery sales throughout the US. 

Our experience shows us that the right marking system for each extended play game can have a 

material effect on the categories performance over time. Scientific Games matches each playstyle 

with the marking system that best suits it in order to maximize revenue for the Lottery.

ClearMark – Lottery players have told us that the most important attribute of a marking system is 

the ability to easily and clearly see what spots have been scratched. ClearMark clearly 

accomplished this goal. In addition, any variety of colors can be used on top of the ClearMark 

play area to match the graphics of the game. And Scientific Games is not limited to one color per 

play area. With multi-color ClearMark we can design and print multiple colored play areas to 

further enhance ticket appeal and support the game theme. ClearMark is recommended for 

Crossword, Match & Win™, and many other extended play games. 

SureMark – Well known in the Lottery industry as “Dual Pass Imaging”, SureMark is constructed 

of a first layer of imaged symbols covered by an opaque scratch off layer. A second layer of 

imaged symbols is then printed on the scratch off layer. The two sets of symbols can be identical 

or intentionally different, depending on the game’s playstyle.   This process is unique to Scientific 

Games and works extremely well for Bingo, Slingo, and the treasure hunt style games. 

Colormark – A colored rub-off coating that surrounds each symbol to be marked. When scratched 

off, the coating reveals a contrasting color. The contrasting color encircles the symbol marked. 

Players like it because it leaves very little actual rub-off residue.   Although versatile enough to be 

used on almost any extended play game, certain games have been designed specifically for this 

marking system and are available for consideration. 

In addition to the products described above, Scientific Games also offers the following instant 

game products as additionally priced options 

Four-Color Process Overprints – Scientific Games holds the patent on using multi-color process 

ink application on the scratch-off area of lottery tickets. This process allows for more complicated 

coloring of the overprint area of a ticket, thereby increasing the graphic appeal of a game and at 

the same time making the game more secure. Four color process overprints or the FouReal™ 

process as it has become known, is available on games printed on nearly all of our presses. 

Two, Three and Four Color Imaging – Many of today’s most exciting and powerful instant 

lottery games use multiple colored imaging to enhance play value. Scientific Games is a leader in 
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building games that use imaged color symbols to maintain the entertainment value and excitement 

over frequent repeated purchases.

We have also developed a line of special font symbols that utilize multiple colors within a symbol, 

once again pushing beyond the limits of traditional lottery game design. 

Die-Cut Tickets  – Scientific Games has the ability to die-cut tickets in a variety of shapes, from 

octagons to Christmas stockings to flowers. Our graphic designers welcome the opportunity to 

extend the game theme or “look” into the shape of the ticket. Die-cuts tend to be used more 

frequently on holiday games but can be used at any time for a little extra emphasis.

Special Colors  – Specialty inks, such as metallic, fluorescent and pearlescent can enhance the 

theme, the look or the “value” of a ticket. Liquid Foil™ is a new specialty ink. It is an intensely 

shiny silver ink that makes a paper ticket look shinier than real foil. Color washes can be added to 

Liquid Foil to create different colors. Color Shifting Inks is another specialty ink. Color Shifting 

Inks change colors depending on the angle from which it is viewed.

Alternate Ticket Sizes  – Scientific Games prints tickets in a wide variety of sizes. Because of our 

different presses/cylinders, we can offer the ALC the largest range of ticket sizes.

Alternate Bar Codes  – Scientific Games is fully capable of providing any bar codes (front or 

back) available in the marketplace today. For example, stacked bar codes, 2-D and Scientific 

Games’ proprietary FailSafe bar code.

Additional Secure Game Data Colors  – Scientific Games provides our customers the use of 

multiple ink colors in the play area. We have made major capital investments in our imaging 

equipment and are proud to offer imaging in several colors. Various colors can be used in addition 

to or instead of black, for example, red, green or blue. The use of colored imaging can be 

incorporated into the game name or play style. For example, red and black can be used for card 

games.

Strip Games – Multiple scenes (strip games) within a pack is a great way to stimulate the 

purchase of multiple tickets by players. The scene change can be either the display graphic or the 

overprint graphic or both.

Alternate Secure Ticket Stocks – We can print on paper, card stock, black and white, foil and 

holographic stock. Stock options include: 60 lb., 70 lb., 100 lb., 8-point, 10-point or 12-point 

stocks, recycled, recyclable stock; coated one side or coated two sides. Holographic games can cut 

through retail clutter and add perceived value to a ticket. We offer a variety of holographic stock 
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patterns, from the traditional dots to Christmas patterns, money and candy hearts. We can also 

work with our paper provider to create customer-specific holographic stock exclusively for the 

ALC.

Folded Tickets  – There are many reasons a lottery may want to include a fold into a ticket 

design; ticket size, theme, gifting, etc. Scientific Games can provide games with a single fold, 

double fold, half fold, or quarter folds.

Pouched Products  – Scientific Games has the ability to provide ALC with pouch games. The 

pouch can have a single insert or multiple inserts. There may be as few as one ticket per pouch or 

as many as 20 tickets. Pouch material can be clear film, printed film, metallized film, micro-

perforated polypropylene, trimmable materials or other special film materials. As with die-cut 

tickets, pouch games are generally used during the holiday season.

Custom Fonts  – Scientific Games’ programmers will create any font required by the ALC’s 

games. The ALC may also select from the tens of thousands of fonts, including our Advanced 

Variable Fonts.

Color Pulsing  – We can swap one color during the press run. Typically this is done for a spot 

color in a ticket’s background or overprint. We have pulsed six colors for one game.

Fluorescent Benday Patterns  – Scientific Games has considerable experience with applying 

security benday patterns using a variety of colors and inks. Fluorescent benday patterns utilize 

fluorescent inks that are only visible under a specific wavelength of light (usually a “black light” 

source). This is a specific security feature that, while not visible under normal lighting conditions, 

does effectively deter cut and paste attempts to tickets.

Embossed Tickets  – ALC games can be embossed to enhance a graphic element of the game 

and to differentiate instant tickets in the retail market. Embossed features can be raised off the 

surface of the ticket or recessed depending on the intended effect.

Scented Ticket  – Scientific Games has access to over 165 different scents to add to a ticket.

Stub Tickets  – We can design games that use stubs as part of a game’s play style, such as a 

collection game or as a second change drawing.

Multiple Game Play Areas  – Scientific Games excels at designing, programming, and 

manufacturing instant games with multiple game play areas, especially five or more play areas. 

Scientific Games has printed thousands of the games with either the same play style for each area 

or with different play styles for each area.
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Super Shimmer™ – Scientific Games’ Super Shimmer can make special games in your portfolio 

really stand out. By adding a pearlescent luster to the ticket, Super Shimmer raises the perceived 

value and class level of the game. This exciting game enhancement can be put on just select 

games, on all games of one price point to promote that price point, or on all your games to lift the 

appearance of the entire portfolio of games. 

Bulk Purchase Lottery Packs  – The increased popularity of national 

wholesale stores such as Costco and Sam’s Club has encouraged a 

consumer trend to buy products in bulk. Everything from cereal to razor 

blades are merchandised in previously unseen bulk quantities. Now 

Lotteries can offer bulk purchases of instant games through the 

Scientific Games Bulk Purchase Lottery Packs.   The first incarnation of 

this concept is the Lucky Lottery Playing Card pack. This includes a full 

deck of 52 usable playing cards (Ace through King of all four suits) each 

of which is an individual lottery ticket with scratch off play area and 

validation bar code. The entire pack of tickets is encased in a secure merchandisable bulk 

package, and is displayed in a specially designed on counter dispenser. 

Various configurations of pack sizes are available, and there is even the option of inserting lottery 

coupons into the pack to add additional value to the consumer. Scientific Games will be happy to 

work with the Lottery to design a product that fits both your product mix, and your current instant 

ticket systems.

Patterned Ultra Shine™  – Patterned Ultra Shine uses a unique combination of tints and coatings 

to create an additional layer of visual allure to a game. This effect is put down in a pattern that 

supports the theme or color scheme of a game, or can be used as a subtle yet exciting watermark 

in the shape of the lottery logo. Patterned Ultra Shine adds enhanced graphic appeal and offers an 

excellent device for differentiating games in your product mix.
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PROPRIETARY PLAY ACTIONS

Through the efforts of our Dream Team and Discovery Team at Scientific Games, we are also able 

to offer the ALC a number of exciting new patented proprietary play actions. Some of those are 

featured on the following pages. All patented and proprietary play actions are not included in the 

percentage of sales quotation.

Multi-Line Play Actions

The multi-line play action provides players a chance for lots of ways to win by matching three 

symbols in sequence along any of the colored lines. This interesting play action can also be 

developed to offer a variety of gaming and non-gaming oriented themes.
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GO TO® Play Action

This successful play action has been used by a number of lotteries, including the ALC, to create 

excitement and added entertainment value for their players. To play, players begin at the “start” 

box on the grid where a set of coordinates are revealed. As they continue to move through the 

boxes designated by the coordinates revealed beneath, they collect symbols. If they collect three 

like symbols identified in the legend, they win the corresponding prize.
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Lucky Dice®/Lucky Numbers/Lucky Card Cash Play Action

This exciting play action offers consumers added entertainment value. The “roll needed”, “card 

needed”, or “number needed” varies not only from game to game on each ticket, they vary from 

ticket to ticket ensuring that the player who purchases more than one ticket at a time is playing for 

unique roll/number requirements. This game was offered by the Michigan Lottery with the Lucky 

Numbers theme, and was so successful it sold out in just seven weeks.
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BIG BINGO™

At Scientific Games we have taken Bingo and kicked it up a notch. This new patented pending 

Bingo play style will have bored players clamoring for more. Instead of several players cards that 

will only have some of the possible bingo numbers...this ticket has them all, from B-1 to O-75. 

Your player does truly have a chance at all of the possible Bingo numbers. The prizes are variable 

too! This gives you more control over the prize structure and allows you to satisfy even the most 

skeptical of players.
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Linked Play is an exciting new playstyle only available from Scientific Games. Players are 
surprised and delighted by the full color play symbols. Linked play games are a great way 
to enhance your product mix and keep players interested in your full portfolio of games. 
This exciting playstyle has a multitude of applications and games that it can be used in 
conjunction with. We have developed artwork for seasonal games; poker games; board 
games; money games and many more. Let Linked PlayTM games go to work for you.

Linked Play™

Scratch "YOUR LUCKY SPOTS" below. Scratch the areas designated on the 

lucky grid. Reveal 3 like symbols to win according to prize legend below!
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eye grid. Reveal 3 like symbols to win according to prize legend below!
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symbols to win according to prize legend!
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Creative products brought to you by Scientific Games Generation Group.
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At Scientific Games, we have taken symbol based games to a whole new level. Most 
symbol based games on the market today are simple match type play actions. But what 
about Yours Beat Theirs or Add-Up play actions? Or games that typically rely on numeric 
values alone?

Scientific Games’ advanced imaging technology 
allows for the use of symbols in a variety of play 
actions. It’s not just a match game anymore. 
The popular Yours Beat Theirs play action, for 
example, becomes infinitely more exciting 
with Scientific Games’ Advanced Imaging 
Technology.

This new imaging technology also enables 
lotteries to offer more variety to old stand by 
play actions like Add-Up games, Match games 
and Symbol Accumulation games. Regardless 
of the playstyle, using symbols allow you to  
more closely simulate the “real thing”, which 
is what player’s tell us everyday that they 
want.

Advanced Imaging Play Action

Creative products brought to you by Scientific Games Generation Group.
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Match & Win – Match & Win is an extended play game that was first launched in 2007, and since 

that time has generated nearly $100 Million in retail sales for lotteries around the country. Players 

have told us that they love Match & Win because it’s easy to understand how to play, and the 

game layout contributes to the sense that the game is easy to win. The original version of Match & 

Win was launched by fourteen U.S. lotteries over a two year period. In January of 2009, the 

Massachusetts State Lottery, the number one per capita lottery in the world, launch the first Match 

& Win Version 2, which employed the use of dual colored imaging to make it even easier for 

players to win. That game was a big success for the lottery and they re-ordered the game within a 

month of the launch. The Massachusetts game was followed by a launch of Match & Win 2 in 

Pennsylvania, and it is expected to also hit the streets in Florida this summer.

Figure 5-17: Match & Win Version 1
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CONFIDENTIAL INFORMATION ENDS HERE.

Figure 5-18: The New and Improved Match & Win Version 2
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Appendix 1 

Vendor’s References 

 

1. Company Name:  Oklahoma Lottery Commission 
2. Contact Name: Mr. Jim Scroggins 
3. Contact’s Title:  Executive Director 
4. City: Oklahoma City   State:  Oklahoma  
5. E-Mail Address:  jim.scroggins@lottery.ok.gov  
6. Telephone Number and Area Code:  405-521-0520 
7. Description of Services Furnished:  Primary vendor of cooperative services (CSP) program which 

includes; lottery start-up, instant ticket games, instant ticket system, licensed properties, 
cooperative services, online system, lottery terminals 
 

1. Company Name: Tennessee Education Lottery Corporation 
2. Contact Name: Ms. Rebecca Paul Hargrove 
3. Contact’s Title:  President and CEO 
4. City: Nashville    State:  Tennessee  
5. E-Mail Address:  Rebecca.p.hargrove@tnlottery.com  
6. Telephone Number and Area Code:  615-324-6500  
7. Description of Services Furnished: Primary vendor of cooperative services (CSP) program which 

includes; lottery start-up, instant ticket games, licensed properties, warehousing, distribution, 
vending machines, ticket dispensers, telemarketing, inventory management, research, 
advertising support, attribute analysis, sales analysis, sales forecasting, inventory monitoring, 
state of the state review/best practices, AEGIS-MAP 
 

1. Company Name:  South Carolina Education Lottery  
2. Contact Name: Mr. Tony Cooper 
3. Contact’s Title:  Chief Operating Officer 
4. City: Columbia    State:  South Carolina  
5. E-Mail Address:  tony.cooper@sclot.com  
6. Telephone Number and Area Code:  803-737-2082  
7. Description of Services Furnished: Primary vendor of cooperative services (CSP) program which 

includes; lottery start-up, instant ticket games, instant system, licensed properties, 
telemarketing, inventory management, focus group testing, promotional assistance, sales 
analysis, sales training, ticket dispensers, ongoing distribution support, AEGIS-MAP,  annual and 
long-term strategic plans, distribution of play stations through UPS at a savings to the Lottery, 
immediate distribution of correspondence to retailer through ticket orders  

 

mailto:jim.scroggins@lottery.ok.gov�
mailto:Rebecca.p.hargrove@tnlottery.com�
mailto:tony.cooper@sclot.com�


1. Company Name:  North Dakota Lottery  
2. Contact Name: Ms. Randy Miller 
3. Contact’s Title:  Director  
4. City: Bismark    State: North Dakota  
5. E-Mail Address:  rmiller@nd.gov  
6. Telephone Number and Area Code: 701-328-1574  
7. Description of Services Furnished: Primary online vendor providing services which include; 

lottery start-up, full facilities management contract including online gaming system, data center 
management, reporting services, instant and online transaction management, network 
communications management, retailer terminal installation and management (450 terminals), 
call center services, field operations services, lottery management services, game design, 
marketing and research  
 

1. Company Name:  China Sports Lottery  
2. Contact Name: Ms. Baiping  
3. Contact’s Title:  Instant Marketing Director, CSL 
4. City: Beijing     Country: CHINA  
5. E-Mail Address:  baiping@lottery.gov.cn   
6. Telephone Number and Area Code: +86 10 8773 1876  

7. Description of Services Furnished:  Printing Agreement for instant games/cooperation 
agreement regarding project of sales, operation and promotion of China Sports Lottery 
instant game tickets 
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Sandra Graff  David M. St. Jean 

Document Analyst  Manager, Lottery Ticket Testing Services 

Notes: 
1. This report is prepared for the exclusive use of the client named herein.  The material reflects the Industrial Technology Centre’s best 

judgement in light of the information available to it at the time of preparation.  Any use that any third party makes of this report, or any 

reliance on, or decisions taken based upon it are the responsibility of such third party.  The Industrial Technology Centre accepts no 

responsibility for damages, if any, suffered by any third party as a result of decisions made or actions taken based on this report. 

2. Any report refers only to particular subject referred to in said report.  No representation is made regarding other similar articles. 

3. ITC shall not be used in any connection with the advertisement, offer, or sale of any product process or service without written consent. 

4. Copyright of this report is owned by ITC and may not be reproduced other than in full, except with the prior written approval of ITC. 
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Site de Moussy, Moussy-le-vieux  77230 

France 
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Solitaire CONFIDENTIAL FDJ, Number 44101 

April 17, 2009 450-0409-SOL-044101-6299 Page ii 

Executive Summary 

Based on the tests performed on the tickets received, it is our opinion that this 

ticket’s design and constructional features do provide an adequate level of 

security against methods that may be used in the rapid screening of tickets and 

against methods that may alter or counterfeit losing tickets into apparent winning 

tickets. 

We have identified the following risks: 

SCREENING 

Level of Concern 
(Security Risk) 

Methods 

35% 3.5 Macro scratching (retailer codes) 

o This method requires a level of skill developed over 

time, along with specific knowledge of the location of 

the retailer codes, and what tools to use. 

o To perform this method you must first become 

knowledgeable about the various locations of the 

control number or retailer code locations in an attempt 

to compromise the ticket’s status and remove only those 

areas prior to attempting repair. 

o Any tickets damaged beyond repair could result in 

financial loss to the retailer, as they would be unable to 

sell the ticket after attempting the method. 

o In order to compromise the tickets on a mass level, a 

retailer would require a significant amount of time and 

stock to perform this method.  
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Solitaire CONFIDENTIAL FDJ, Number 44101 

April 17, 2009 450-0409-SOL-044101-6299 Page iii 

 

FORGERY 

Level of Concern 
(Security Risk) 

Methods 

35% 3.18 Heat gradient imaging  

o This method requires the use of specific thermal paper 

that is not readily available to the public. 

o This method was successful and we were able to 

determine the status of 6 of the 18 tickets subjected to 

the method. 

o There was no damage to the tickets and subsequently 

they could be sold for profit, with all winners being 

retained and cashed in.  

30% 3.7 Micro scratching (retailer codes) 

o This method requires a level of skill developed over 

time, along with specific knowledge of the location of 

the retailer codes, and what tools to use. 

o Any tickets damaged beyond repair could result in 

financial loss to the retailer, as they would be unable to 

sell the ticket after attempting the method. 

o In order to compromise the tickets on a mass level, a 

retailer would require a significant amount of time and 

stock to perform this method.  

 

Note:  A higher % indicates a greater security concern.   

 

FORGERY 

Level of Concern 
(Security Risk) 

Methods 

<25% All tests 

 

 

p_garbarini
Rectangle



Solitaire CONFIDENTIAL FDJ, Number 44101 

April 17, 2009 450-0409-SOL-044101-6299 Page iv 

 

QUALITY ASSURANCE  

Rating Methods 

Acceptable All tests 
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Solitaire CONFIDENTIAL FDJ, Number 44101 
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Introduction 

The Lottery Ticket Testing Services of the Industrial Technology Centre received 

450 “Solitaire CONFIDENTIAL FDJ”, game number 44101, instant winner 

scratch-off lottery tickets on April 9, 2009, from La Francaise des Jeux, for 

evaluation. 

We received 6 books of 75 tickets each.  The bundles were cellophane wrapped, 

with the tickets folded in strips of 3 tickets per page.  The tickets were variable 

voids with no winners present and had “SPECIMEN” printed in black on the 

ticket backs.  All of the books received were numbered the same 441010000000-

000. 

We did not receive working papers or retailer information for this submission. 

The purpose of the evaluation was to assess the ticket’s design and components to 

determine whether a person or persons having, but not limited to, no exceptional 

skills or instrumentation could compromise the security integrity of the ticket on a 

mass level, or successfully counterfeit or forge the tickets. 

We evaluated the tickets in three major categories; security integrity including 

forgery and counterfeiting, quality control, and environmental resistance.  Our 

analysis of the results yielded a security risk for the ticket’s design and 

construction. 
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Security 

Screening Methods 

Macro scratching (retailer codes) 

Using a template, we removed portions of the latex/overprint in the play area to 

reveal the retailer codes. We repaired the latex/overprint with a mixture of water-

based paints. Using this method, we revealed sufficient data to compromise all of 

the tickets evaluated. Of the seven tickets we evaluated, five were made passable 

to level 4. We employed low technology and a high level of skill. The security 

risk of this method is approximately 35%. 

Micro scratching (retailer codes) 

Using a template and magnification, we made micro scratches in the 

latex/overprint in the play area to reveal the retailer codes. We repaired the 

scratches by tamping the latex back into place. All six tickets audited were 

correctly identified. Of the nine tickets we evaluated, three were made passable to 

level 4. We employed low technology and a high level of skill.  The security risk 

of this method is approximately 30%. 

Heat gradient imaging (whole ticket) 

We placed tickets face up on a hot plate, with thermal paper on top of the ticket. 

The heat passing through the ticket formed an image on the thermal paper. Using 

this method, we revealed sufficient data to compromise six of the eighteen tickets 

we evaluated. The appearance of the tickets was not altered. We employed high 

technology and a low level of skill. Heat gradient imaging has only been 

successful with a particular type of grey scale thermal paper. The security risk of 

this method is approximately 35%. 

 

 

 

We have determined that the sensitivity of the scratch-off, overprint inks and the 

unique components of this product have deterred the successful application of 

other screening or forgery methods typically employed in ticket security 

assessments. 
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Quality Assurance 

We tested the tickets for quality assurance and confirm that this product possesses 

consistent properties in the areas of ticket flexibility, ticket handling, ticket 

separation, play symbol durability, ticket dimensions, latex scrape adhesion, ticket 

opacity and latex thickness.  

Using a TruCheck 201 bar code reader, we scanned ten interleaved 2 of 5 bar 

codes and determined that the bar code had an ANSI grade of C. 

Environmental Resistance 

We tested the tickets for environmental resistance and found that this ticket’s 

latex, overprint, bar code, and varnish responded as expected to exposure to high 

and low temperature, infrared radiation, high humidity, steam heat and immersion 

in warm soapy water.  

We established that the latex/overprint dissolved and permanently discoloured 

when we exposed it to alcohol and hydrocarbon based commercial products.  
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Method Time: 
Time per ticket 
required to 
complete a 
method. 

Area Compromised: 
Portion of the ticket 
that is compromised. 

% Compromised: 
Percentage of tickets 
that have been 
compromised in the 
defined area. 

Passability: 
Acceptability of 
tickets subjected 
to a method. 

Reproducibility: 
Percentage of 
tickets that can 
be made 
passable. 

Sophistication: 
Technical 
requirements 
necessary to execute 
a method. 

Security Risk: 
Overall security risk of a 
compromisation method. 

1: under 1 minute 

2: 1 to 5 minutes 

3: 5 to 10 minutes 

4: 10 to 20 
minutes 

5: over 20 minutes 

WT: whole ticket 

NSD: nul si découvert 

BA: bonus area 

RC: retailer codes 

PS: play symbols 

WC: win code 

1: 90% to 100% 

2: 75% to 89% 

3: 50% to 74% 

4: 25% to 49% 

5: 0% to 24% 

NC: not compromised 

1: very high 

2: high 

3: passable 

4: marginal 

5: not passable 

NA: not altered 

1: 95% to 100% 

2: 75% to 94% 

3: 50% to 74% 

4: 25% to 49% 

5: 0% to 24% 

1: low skill/low tech. 

2: high skill/low-tech 
or low skill/high 
tech. 

3: high skill/high tech 

1: 95% to 100% (very high) 

2: 75% to 94% (high) 

3: 50% to 74% (moderate) 

4: 25% to 49% (low) 

5: 0% to 24% (very low) 
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Tables of Test Results 

Security Evaluation Table (Screening) 

Security Method Method 
Time 

No. of 
Attempts 

No. 
Eval. 

Area 
Comprom. 

Percent 
Comprom. 

Pass. Repro. Sophist. Security 
Risk 

3.1 Latex lift—non-treated 1 10 10 NSD 1 5 1 1 5 

3.2 Latex lift—heated 1 10 10 NSD 1 5 1 1 5 

3.3 Latex lift—treated 1 45 45 NSD 1 5 1 1 5 

3.4 Latex thinning 2 2 2 WT NC 5 1 2 5 

3.5 Macro-scratching 2 9 7 RC 1 4 3 2 4 

3.6 Latex transfer          

3.7 Micro-scratching 2 9 9 RC 1 4 4 2 4 

3.8 Symbol swelling 5 18 14 WT NC NA NA 2 5 

3.9 Treated symbol swelling          

3.10 Ink migration 4 4 4 WT NC 5 1 2 5 

3.11 Accelerated ink migration 3 3 3 WT NC 5 1 2 5 

3.12 Ticket splitting 2 3 3 WT NC 5 1 2 5 

3.13 Ticket splitting  VSC 4C 2 3 3 WT NC 5 1 3 5 

3.14 High intensity and UV light 1 120 120 WT NC NA NA 1 5 

3.15 Infrared luminescence 2 5 5 WT NC NA NA 3 5 

3.16 Low voltage electrostatics 2 3 3 WT NC NA NA 3 5 

3.17 High voltage electrostatics          

3.18 Heat gradient imaging 2 18 18 WT 4 NA NA 2 4 

3.19 Float test 2 10 1 PS 5 1 1 2 5 

3.20 Immersion test 1 2 2 NSD 5 5 1 1 5 

3.21 Ticket back replacement          
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Security Evaluation Table (Forgeries) 

Security Method Method 
Time 

No. of 
Attempts 

No. Eval. Area 
Altered 

Pass. Repro. Sophist. Security 
Risk 

4.1 Cut and paste         

4.2 Symbol alteration         

4.3 Desk-top forgery         

4.4 Colour copy 1 3 3 WT 5 1 2 5 

 

Method Time: 
Time per ticket 
required to complete a 
method. 

Area Altered: 
Portion of the ticket that 
is altered. 

Passability: 
Acceptability of 
tickets subjected 
to a method. 

Reproducibility: 
Percentage of 
tickets that can 
be made 
passable. 

Sophistication: 
Technical requirements 
necessary to execute a 
method. 

Security Risk: 
Overall security risk of an alteration 
method. 

1: under 1 minute 

2: 1 to 5 minutes 

3: 5 to 10 minutes 

4: 10 to 20 minutes 

5: over 20 minutes 

WT: whole ticket 

MA: main area 

BA: bonus area 

PA: play area 

PS: play symbol 

NSD: nul si découvert 

RC: retailer codes 

1: very high 

2: high 

3: passable 

4: marginal 

5: not passable 

 

1: 95% to 100% 

2: 75% to 94% 

3: 50% to 74% 

4: 25% to 49% 

5: 0% to 24% 

1: low skill/low tech. 

2: high skill/low-tech or low 
skill/high tech. 

3: high skill/high tech 

1: 95% to 100% (very high) 

2: 75% to 94% (high) 

3: 50% to 74% (moderate) 

4: 25% to 49% (low) 

5: 0% to 24% (very low) 
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Quality Assurance Table 

RATING

A

A

A

A

A

A

A

A

A Height +0.4/-0.1 mm

A Width +0.3/-0.2 mm

A

A

A

A

A = Acceptable                         

NA= Not Acceptable

REPLICATES

10 0.008 mm 

12 ~ 30 g 

2.16 Ticket dimensions (Height) 6 76.1 mm

(Width) 6 76.2 mm

10

2.10 Ticket opacity

2.11 Ticket handling

2.12 Back text

2.17 Bar code quality

 

Varnish cracked on 1/4" mandrel

1 bend, 1 pull

2.8 Print registration

RESULT

2.4 Latex flexibility

2.5 Abrasion resistance

2.6 Play symbol / varnish durability

2.7 Ticket separation

2.9 Ticket size - variation from mean

2.14 Latex thickness

2.13 Puddle test

(max / min)

PROPERTIES

ANSI Grade I25 - C

PROPERTIES

2.1 Latex consistency

COMMENTS

2.2 Colour consistency

2.3 Gloss consistency

2.15 Latex scrape adhesion
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Product Design Table 

Security Features Evaluation Results 

Ticket Type (foil/card, paper, pouched) Card stock 

Number of Play Areas 1 

Shape of Play Area (simple, complex) Complex 

Control/Ticket Number (present, absent) Present (control, ticket & bar code) 

Void if Removed Area (present, absent) Present 

Finish Lacquer (clear, tinted) Clear 

Lily Pad (colour, present, absent) Grey over a black underlying layer 

Number of Benday colours per book 1 

Benday Pattern Type Thumb print 

Number of Benday Patterns per book 10 

Retailer Codes (present, absent) Present 

Number of Retailer Codes per play area 2 

Play Symbols (alpha, numeric, pictographic.) Alpha-numeric 

Ticket Back (colour, grey scale, black on white) 
Black on white with “SPECIMEN” 
printed on the ticket back in black 

Overprint Ink Solubility (water, alcohol, other) Alcohol and hydrocarbons 

Overprint Design (solid colour, continuous tones) Solid colours and continuous tones 

Additional Features (present, absent) Absent 

Play Symbols (float, do not float) Float 
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Environmental Resistance Table 

EXPOSURE  TO EFFECT   ON 

  SCRATCH OFF BAR CODE TICKET BACK VARNISH GRAPHICS OVERPRINT OVERALL 

  

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

Physical 
Condition 

Level of 
Degrade 

1.1 High temperature 5 N 5 N 5 N 5 N 5 N 5 N 5 N 

1.2 Low temperature 5 N 5 N 5 N 5 N 5 N 5 N 5 N 

1.3 Humidity exposure 3 H 5 N 5 N 5 N 5 N 5 N 3 H 

1.4 Infrared radiation 5 N 5 N 5 N 5 N 5 N 5 N 5 N 

1.5 Wash test 5 N 1 U 5 N 2 B 2 W 5 N 1 U 

1.6 Steam test 5 N 5 N 5 N 5 N 5 N 5 N 5 N 

1.7 Latex degradation 5 N 5 N 5 N 5 N 5 N 5 N 5 N 

Tickets are assessed both face up and face down.  Results listed above indicate the most serious level of degrade. 

 

Level of Degrade: Physical Condition Key: 

1: Severe damage, irreversible 

2: Moderate damage, irreversible 

3: Slight damage, irreversible 

4: Slight damage, reversible 

5: No detectable damage 

N: No change 

D: Dissolved  

P: Powdered 

L: Delaminated  

B: Blistered 

G: Gummy 

K: Flaky 

R: Scorched 

H: Hardened 

S: Stained 

C: Cracked 

SS: Symbols swelled 

F: Faded 

W: Wrinkled 

U: Unreadable 

* Ink jet printing 
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Bar Code Quality Assurance Table 

TRUCHECK ANSI REPORT AS PER ISO 15426 - 1 (2006) 

Symbology: PDF 417 

ANSI Parameter Value Grade Significance 

Minimum reflectance 
(RI/RD) 

  Checks that the darkness of the bars is sufficient.  The amount of light reflected by the bars must be 
less than half the light reflected by the spaces. The values shown are the light reflectance and the dark 
element reflectance separated by a slash.  The light reflectance is the maximum reflectivity found in the 
scan (lightest space), and the dark reflectivity is the minimum reflectivity found in the scan (darkest 
bar). The reflectivity is assigned a letter grade. 

Symbol contrast 
(SC) 

  Measures the contrast between the brightest space and darkest bar.  The contrast is the difference 
between the maximum reflectivity (lightest space) and the minimum reflectivity (darkest bar). 

Minimum edge contrast 
(MinEC) 

  Checks that the contrast between adjacent bars and spaces is high enough.  When a bar code is 
scanned, a reader must locate the edges between each bar and space.  The MinEC finds the worst 
case contrast difference between each bar to space transition. 

Modulation 
(MOD) 

  Checks the edge contrast as a fraction of the overall contrast in Symbol Contrast. Modulation is 
important in detecting transition between bars and spaces.  If all the bars and spaces were the same 
brightness MOD would be 100%.  If some spaces are less bright then the brightest one, MOD will be a 
fraction of the overall contrast.  The percentage is assigned a letter grade. 

Defects 
(Def) 

  The worst-case change in reflectance within a single bar or space is a defect.  Defects normally 
measure breakups or voids within bars, or ink spots in spaces, or even the grain of a substrate in 
spaces. 

Decodability 
(DEC) 

  Determines how accurate the bar and space widths are and how easily the widths can be determined.  
A perfectly accurate bar code will have 100% decodability, but decodability as low as 25% is often 
acceptable (Interleaved 2 of 5 or Code 128 only). 

Decode 
(DCD) 

  The widths of each bar and space is measured and used to interpret the data content of the bar code 
according to a specific mathematical formula appropriate for the bar code type.  The data shows the 
number of scans decoded over the number of scans taken (e.g.8/10 means 8 out of 10 scans 
decoded). 

Unused error correction 
(UEC) 

  A certain amount of extra code words are printed in the symbol in order to allow errors The unused 
error correction is any left over budget after errors and erasure are corrected. (PDF  417 only) 

Overall ANSI Grade   The overall grade for the symbol is the lower of the UEC grade or the ANSI grade obtained.  This value 
is obtained by calculating the average of ten scans. 
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Bar Code Quality Assurance Table 

TRUCHECK ANSI REPORT AS PER ISO 15426 - 1 (2006) 

Symbology: Interleaved two of five 

ANSI Parameter Value Grade Significance 

Minimum reflectance 
(RI/RD) 

89/3 A Checks that the darkness of the bars is sufficient.  The amount of light reflected by the bars must be 
less than half the light reflected by the spaces. The values shown are the light reflectance and the dark 
element reflectance separated by a slash.  The light reflectance is the maximum reflectivity found in the 
scan (lightest space), and the dark reflectivity is the minimum reflectivity found in the scan (darkest 
bar). The reflectivity is assigned a letter grade. 

Symbol contrast 
(SC) 

86% A Measures the contrast between the brightest space and darkest bar.  The contrast is the difference 
between the maximum reflectivity (lightest space) and the minimum reflectivity (darkest bar). 

Minimum edge contrast 
(MinEC) 

49% A Checks that the contrast between adjacent bars and spaces is high enough.  When a bar code is 
scanned, a reader must locate the edges between each bar and space.  The MinEC finds the worst 
case contrast difference between each bar to space transition. 

Modulation 
(MOD) 

56% C Checks the edge contrast as a fraction of the overall contrast in Symbol Contrast. Modulation is 
important in detecting transition between bars and spaces.  If all the bars and spaces were the same 
brightness MOD would be 100%.  If some spaces are less bright then the brightest one, MOD will be a 
fraction of the overall contrast.  The percentage is assigned a letter grade. 

Defects 
(Def) 

14% A The worst-case change in reflectance within a single bar or space is a defect.  Defects normally 
measure breakups or voids within bars, or ink spots in spaces, or even the grain of a substrate in 
spaces. 

Decodability 
(DEC) 

10/10 A Determines how accurate the bar and space widths are and how easily the widths can be determined.  
A perfectly accurate bar code will have 100% decodability, but decodability as low as 25% is often 
acceptable (Interleaved 2 of 5 or Code 128 only). 

Decode 
(DCD) 

52% B The widths of each bar and space is measured and used to interpret the data content of the bar code 
according to a specific mathematical formula appropriate for the bar code type.  The data shows the 
number of scans decoded over the number of scans taken (e.g.8/10 means 8 out of 10 scans 
decoded). 

Unused error correction 
(UEC) 

  A certain amount of extra code words are printed in the symbol in order to allow errors The unused 
error correction is any left over budget after errors and erasure are corrected. (PDF  417 only) 

Overall ANSI Grade  C The overall grade for the symbol is the lower of the UEC grade or the ANSI grade obtained.  This value 
is obtained by calculating the average of ten scans. 
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LEVEL OF DEGRADE SCALE PHYSICAL CONDITION KEY 

1:  Severe damage, irreversible 

2:  Moderate damage, irreversible 

3:  Slight damage, irreversible 

4:  Slight damage, reversible 

5:  No detectable damage 

N:  No change 

D:  Dissolved 

P:  Powdered 

L:  Delaminated 

K: Flaky 

B:  Blistered 

G:  Gummy 

H:  Hardened 

S: Stained 

E:  Eroded 

SS:  Symbols swelled 

F:  Faded 

* Ink jet printing 
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Chemical Contact Table 

PRODUCT 
NUMBER 

PRODUCT NAME EFFECT ON 

Scratch off Graphics Play Area 
Varnish 

Overprint Overall 

  Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

3 Paint thinner 5 N 5 N 5 N 5 N 5 N 

7 Isopropyl alcohol 5 N 5 N 5 N 5 N 5 N 

9 Ammonia 5 N 5 N 4 S 3 D 3 D 

10 Gasoline 5 N 5 N 5 N 5 N 5 N 

13 Hydrogen peroxide 5 N 5 N 3 S 3 S 3 S 

15 Coke Classic 5 N 3 S 3 S 3 S 3 S 

16 Butoxyethanol 5 N 5 N 5 N 3 S 3 S 

19 CLR stain remover 5 N 4 S 4 S 3 S 3 S 

22 Tile cleaner 5 N 3 S 3 S 5 N 3 S 

23 Pine-Sol 5 N 4 S 4 S 3 S 3 S 

26 Bleach 5 N 3 S 4 S 2 S 2 S 

27 Vinegar 5 N 5 N 4 S 5 N 4 S 

28 Off mosquito spray 5 N 4 S 2 D 3 S 2 D 

29 Antiseptic wash 5 N 4 S 4 S 3 S 3 S 

30 Vaseline lotion 5 N 4 S 4 S 3 S 3 S 

31 Nivea cream 5 N 4 S 4 S 3 S 3 S 

33 Nail polish remover 5 N 5 N 5 N 3 S 3 S 

42 Vodka 5 N 5 N 5 N 5 N 5 N 

44 Sun tan oil 5 N 4 S 4 S 3 S 3 S 

45 Windex   5 N 5 N 3 S 2 S 2 S 

49 Beer 5 N 3 S 3 S 5 N 3 S 

51 Coffee 5 N 5 N 3 S 3 S 3 S 

56 Windshield washer 5 N 5 N 5 N 5 N 5 N 

Note: The chemicals that appear in bold above are being assessed for handling.  Overprints in contact with these chemicals may become stained or dissolved 
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LEVEL OF DEGRADE SCALE PHYSICAL CONDITION KEY 

1:  Severe damage, irreversible 

2:  Moderate damage, irreversible 

3:  Slight damage, irreversible 

4:  Slight damage, reversible 

5:  No detectable damage 

N:  No change 

D:  Dissolved 

P:  Powdered 

L:  Delaminated 

K: Flaky 

B:  Blistered 

G:  Gummy 

H:  Hardened 

S: Stained 

E:  Eroded 

SS:  Symbols swelled 

F:  Faded 

* Ink jet printing 
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Chemical Vapours Table 

PRODUCT 
NUMBER 

PRODUCT NAME EFFECT ON 

Scratch off Graphics Ticket Back Play Area 
Varnish 

Overprint Overall 

  Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

Level of 
degrade 

Physical 
condition 

1 Polyclens brush cleaner 5 N 5 N 5 N 5 N 5 N 5 N 

4 Paint/varnish remover 3 H 5 N 5 N 2 B 3 S 2 B 

6 Contact cement thinner 5 N 5 N 5 N 5 N 5 N 5 N 

7 Isopropyl alcohol 3 H 5 N 5 N 5 N 5 N 3 H 

8 Acetone 5 N 5 N 5 N 5 N 5 N 5 N 

9 Ammonia 5 N 5 N 5 N 5 N 5 N 5 N 

10 Gasoline 5 N 5 N 5 N 5 N 5 N 5 N 

11 Xylene 5 N 5 N 5 N 5 N 5 N 5 N 

12 Chloroform 5 N 5 N 5 N 3 D 3 S 3 D 

13 Hydrogen peroxide 5 N 5 N 5 N 5 N 5 N 5 N 

14 Methyl ethyl ketone 5 N 5 N 5 N 5 N 5 N 5 N 

16 Butoxyethanol 5 N 5 N 5 N 5 N 5 N 5 N 

17 Ethyl acetate 5 N 5 N 5 N 5 N 5 N 5 N 

18 Butanol 5 N 5 N 5 N 5 N 5 N 5 N 

42 Vodka 5 N 5 N 5 N 5 N 5 N 5 N 

48 Methanol 5 N 5 N 3 S 5 N 5 N 3 S 

50 Fantastik 5 N 5 N 5 N 5 N 5 N 5 N 

60 Methyl acetate 5 N 5 N 5 N 5 N 5 N 5 N 
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Product/Chemical Table 

PRODUCT 
NUMBER 

PRODUCT DESCRIPTION ACTIVE INGREDIENT 

1 Polyclens brush cleaner Aromatic hydrocarbons 

3 Mastercraft paint thinner Petroleum distillates 

4 
Mastercraft paint and varnish 
remover 

Methylene chloride and methanol 

6 Lepage’s contact cement thinner Toluene and acetone 

7 Isopropyl alcohol Isopropyl alcohol 

8 Acetone Acetone 

9 Old Dutch ammonia Ammonia/water 

10 Gasoline Petroleum distillates 

11 Xylene Xylene 

12 Chloroform Chloroform 

13 Hydrogen peroxide Hydrogen peroxide 

14 Methyl ethyl ketone Methyl ethyl ketone 

15 Coke classic Water and phosphoric acid 

16 Butoxyethanol Butoxyethanol 

17 Ethyl acetate Ethyl acetate 

18 Butanol Butanol 

19 CLR stain remover Phosphoric acid and glycolic acid 

22 Tile cleaner Phosphoric acid 

23 Pine-sol Pine oil 

24 Mastercraft drain cleaner Sodium hydroxide 

26 Javex bleach Sodium hypochlorite 

27 White vinegar Acetic acid 

28 Off mosquito repellent DEET 

29 Antiseptic wash Isopropanol and pine oil 

30 Vaseline lotion Water-based moisturizer 

31 Nivea cream Oil-based moisturizer 

33 Nail polish remover Acetone 

42 Vodka Ethanol 
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PRODUCT 
NUMBER 

PRODUCT DESCRIPTION ACTIVE INGREDIENT 

43 Tequila Ethanol 

44 Coppertone sun tan oil Homosalate 

45 Windex cleaner Ammonia, water and surfactants 

48 Methanol Methanol 

49 Beer Ethanol 

50 Fantastik cleaner Sodium hydroxide and surfactants 

51 Coffee Caffeine and volatile oils 

53 Hexane Hexane 

54 Gas line antifreeze Methyl hydrate 

56 Windshield washer Methyl alcohol 

57 Methylene chloride Methylene chloride 

58 Detergent 8 
2 – Butoxy ethanol / Dipropylene 
Glycol monomethyl Ether 

60 Methyl acetate Methyl acetate 

61 PAM spray Oil 

62 Silicone lubricant Silicone 

69 Febreze Ethyl alcohol 
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Categories Of Ticket Testing 
 

Security Integrity 

In this category, we evaluated the tickets’ resistance to various screening 

methods.  The screening methods were devised in anticipation of the level of 

complexity that would be reasonably available to the general public. 

This category addressed various fields of testing: chemical, mechanical, electrical, 

optical, and thermal.  Combinations of testing fields were also used in assessing 

the security integrity of the tickets such as: chemical and optical, thermal and 

chemical, and chemical and mechanical.  The tickets were rated according to the 

condition of the ticket after application of the preferred compromisation method, 

and to the ease of this method. 

Quality Control 

In this category, we examined the manufacturing consistency of parameters such 

as latex thickness, colour, size uniformity, ticket separation, latex scrape 

adhesion, ticket opacity, and bar code quality. 

Environmental Resistance 

In this category of testing, we evaluated the tickets’ performance on exposure to 

environmental elements such as high and low temperature, humidity changes, 

contact with commercial products, infrared radiation stressing, immersion in 

warm soapy water and steam heat exposure.  The tickets’ performance was rated 

in areas such as latex quality, overprint and varnish stability, and overall 

appearance. 
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Quality Assurance Method Table – ASTM Standards 
QUALITY ASSURANCE 
METHOD # 

QUALITY ASSURANCE 
METHOD 

REFERENCE 
METHODOLOGY 

2.4 Latex Flexibility ASTM D 4338-97 
Flexibility Determination of 
Supported Adhesive Films 
By Mandrel Bend 

2.5 Abrasion Resistance ASTM D 5181-04 (V 6.02) 
Abrasion Resistance of 
Printed Matter by the 
GCAT Comprehensive 
Abrasion Tester 

2.14 Latex Thickness ASTM D 1005-95 
Standard Test Method for 
Measurement of Dry Film 
Thickness of Organic 
Coatings Using 
Micrometers 

2.15 Latex Scrape Adhesion ASTM D 2197-98  
Standard Test Method for 
Adhesion of Organic 
Coatings by Scrape 
Adhesion 

2.17 Bar Code Quality ISO/IEC 15426-1 (2006) 
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Security Evaluation Methods Table 

SECURITY 
METHOD 
NUMBER 

SECURITY METHOD TITLE CATEGORY 

3.1 Latex lift—non-treated Mechanical 

3.2 Latex lift—heated Mechanical/Thermal 

3.3 Latex lift—treated Chemical and mechanical 

3.4 Latex thinning Chemical and mechanical 

3.5 Macro-scratching Mechanical 

3.6 Latex transfer Mechanical 

3.7 Micro-scratching Mechanical 

3.8 Symbol swelling Chemical 

3.9 Treated symbol swelling Chemical 

3.10 Ink migration Chemical and mechanical 

3.11 Accelerated ink migration Chemical and mechanical 

3.12 Ticket splitting Chemical and mechanical 

3.13 Ticket splitting VSC 4C Chemical, mechanical, electrical 

3.14 High intensity and UV light Electrical 

3.15 Infrared luminescence Electrical 

3.16 Low voltage electrostatics Electrical 

3.17 High voltage electrostatics Electrical 

3.18 Heat gradient imaging Thermal 

3.19 Float test Chemical and mechanical 

3.20 Immersion test Chemical and mechanical 

3.21 Ticket back replacement Chemical and mechanical 

4.1 Cut and paste Alteration 

4.2 Symbol alterations Forgery 

4.3 Desk-top forgery Counterfeiting 

4.4 Colour copy Counterfeiting 
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TABLES OF TEST RESULTS 

Definitions used in Security Evaluation Summary Table (Screening) 

METHOD TIME:  is an approximation of the amount of time in minutes per ticket necessary to prepare for and to complete a 

method.   

NUMBER OF ATTEMPTS:  indicates the total number of tickets required to develop and apply a method of 

compromisation. 

NUMBER EVALUATED:  indicates the number of tickets assessed after development of the preferred compromisation 

method.   

AREA COMPROMISED:  Specific area(s) of ticket subjected to a compromisation method. 

PERCENT COMPROMISED:  percentage of tickets that have enough data revealed in the defined area to determine its 

winning/losing status.  Specific areas or entire tickets that could not be compromised are rated NC for not compromised.   

PASSABILITY:  rating of the acceptability of tickets subjected to this method.  Acceptability is the degree to which a ticket 

resembles an unaltered ticket after application of a particular method.  This rating reflects the most critical level of passability 

attained.  Methods that do not alter the appearance of a ticket, such as high intensity light, ultraviolet light, etc., are rated NA 

for Not Altered. 

REPRODUCIBILITY:  percentage of tickets that can be returned to the appearance of the most critical level of passability.  

A number of tickets sufficient to ensure reproducibility are tested. 

SOPHISTICATION:  is a measure of the technical skill required to execute a method.  This includes the cost and availability 

of the technology.  As high tech equipment becomes more readily available, the sophistication rating for a method using such 

equipment will become lower. 

SECURITY RISK:  overall rating of a method resulting in compromise of a ticket’s security.  This rating takes into account 

method time, the influence of the compromised portion on the whole ticket, percentage of tickets that are compromised, the 

tickets’ passability, method reproducibility, the sophistication required to apply the method, statistical analysis, and 

information from the working papers. 
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Definitions used in Security Evaluation Summary Table (Forgeries) 

METHOD TIME:  is an approximation of the amount of time in minutes per ticket necessary to prepare for and to complete a 

method. 

NUMBER OF ATTEMPTS:  indicates the total number of tickets required to develop and apply a method of alteration. 

NUMBER EVALUATED:  indicates the number of tickets assessed after development of an alteration method.   

AREA ALTERED:  Specific area(s) of the ticket subjected to an alteration method. 

ALTERED:  Tickets with play symbols that can be altered are rated A; tickets with play symbols that cannot be altered are 

rated NA.   

PASSABILITY:  rating of the acceptability of tickets subjected to this method.  Acceptability is the degree to which a ticket 

resembles an unaltered ticket after application of a particular method.  This rating reflects the most critical level of passability 

attained. 

REPRODUCIBILITY:  percentage of tickets that can be returned to the appearance of the most critical level of passability.  

A number of tickets sufficient to ensure reproducibility are tested. 

SOPHISTICATION:  is a measure of the technical skill required to execute a method.  This includes the cost and availability 

of the technology.  As high tech equipment becomes more readily available, the sophistication rating for a method using such 

equipment will become lower. 

SECURITY RISK:  overall rating of a method resulting in alteration of a ticket.  This rating takes into account method time, 

the influence of the altered portion on the whole ticket, whether the ticket’s play symbols were altered or not, the tickets’ 

passability, method reproducibility, the sophistication required to apply the method, statistical analysis, and information from 

the working papers. 
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BEN BAUMAN
INSTANT PRODUCT MANAGER

Contract Role
Mr. Bauman will provide overall sales and marketing assistance for
the ALC.

Summary

Mr. Bauman has more than two years of lottery experience as the Product Manager in Tennessee. As part of
Tennessee Cooperative Services Program (CSP) team, he works with Tennessee Education Lottery
Corporation (TEL) executives to manage the instant game portfolio. Mr. Bauman is proficient in instant
game development and management, sales analysis and database development, and the creation and
presentation of sales analysis.

Relevant Experience

2007-Present, Scientific Games – Instant Product Manager, Tennessee CSP
■ Develops instant games: concepts, play styles and prize structures
■ Designs and develops prize structures for all TEL instant games
■ Works closely with TEL executives to assure instant game strategy meets lottery needs
■ Works with Lottery management regarding game schedules, sales strategies, inventory management,

and ticket distribution
■ Develops and maintains TEL instant product sales information in several databases
■ Creates, analyzes, and distributes sales reports
■ Coordinates focus groups to research lottery player buying habits
■ Coordinates the development of advertising support for instant games with the TEL and their

advertising agency

Education/Certifications

■ Vanderbilt University, Nashville, TN – B. S. Economics, 2006
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JOSEPH WALDO BENNETT
VICE PRESIDENT, GAME PROGRAMMING

Contract Role
Mr. Bennett manages programming function to create instant lottery
ticket games.

Summary

Mr. Bennett has over ten years of computer programming experience. He has 16 years experience
programming instant lottery ticket games with Scientific Games. His expertise helped to develop the
computer systems and software that are used to generate instant ticket games.

Relevant Experience

2002-Present, Scientific Games – Director, Game Programming
■ Provided game programming oversight for over 3,000 instant ticket games
■ Oversees the maintenance of the shipping control system and the data general operating system
■ Modified inventory and winner validation procedures to include providing information on CD-ROM

in addition to tape or diskette
■ Interacts with account services to verify prize structures, play styles and other variable data in the each

game’s working papers
■ Directs day-to-day efforts of staff of 25 game programmers and auditors
■ Develops procedures and policy to ensure instant ticket accuracy and playability
■ Interacts with Scientific Games lottery customers regarding data processing issues and works to

identify and develop effective programming solutions

1991-2002, Scientific Games – Game Programmer
■ Responsible for programming for game development of instant ticket games
■ Converts generated game data into computer language for the computer imager that transfers the data

onto printed tickets
■ Developed programs that created hundreds of different game files
■ Created programs that were designed to audit game files

Additional Related Experience

Before Mr. Bennett joined Scientific Games in 1991, he worked for five years as a senior analyst with
Gerber Alley Healthcare. Prior to that, he was in the technical support department of International
Business Machines.

Education/Certifications

■ University of Georgia, Athens, GA – B.S. Computer Science, 1987
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CORY BONOGOFSKY 
(PMP & CPM)
DIRECTOR, GAMING SYSTEMS IMPLEMENTATION AND 
SUPPORT

Contract Role
Mr. Bonogofsky is responsible for gaming systems, corporate
operations support, and network deliverables. 

Summary

Mr. Bonogofsky was the infrastructure project manager for the Pennsylvania and Connecticut online
conversions. He was also software quality assurance manager for online and video jurisdictions and senior
project manager for the Iceland online implementation.

Relevant Experience

2008-Present, Scientific Games – Director, Gaming Systems Implementation and Support
■ Manages Production Systems, Corporate Operations Support and Network Implementation

departments
■ Project manages technical effort for new implementations and conversions, including infrastructure

network, terminal communications, telephony/network of new facilities, gaming systems procurement
and build-out, and change management

2007-2008, Consultant for Scientific Games – Infrastructure Project Manager
■ Managed infrastructure deliverables for the Connecticut and Pennsylvania online conversions 

2006-2007, Consultant for IBM – Senior Technical Project Manager
■ Managed server refresh program for Sprint/Nextel account; included coordinating the procurement,

set-up, and replacement of 125 call center servers in 30 locations across 10 countries

2005-2006, Scientific Games – Software Quality Assurance Manager
■ Managed team of software quality assurance testers for online and video jurisdictions

2004-2005, Scientific Games – Senior Project Manager 
■ Project manager for the Iceland online implementation; responsible for software development,

manufacturing, network, training, gaming system, and field service efforts

1997-2004, IBM – Senior Project Manager
■ Senior project manager for the following IBM Global Services accounts: Lucent Technologies, Avaya,

and American Express Financial Advisors; managed a team of project managers who were responsible
for all customer technical project

Education/Certifications

■ North Dakota State College of Science, Wahpeton, ND – Computer Science Degree, 1995
■ George Washington University, Washington, DC – Project Management Masters Certificate
■ Stanford University, Stanford, CA – Advanced Project Management Masters Certificate
■ Project Management Institute – Project Management Professional (PMP)
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THOMAS M. BREWER
MANAGER, MARKETING AND OPERATIONS

Contract Role
Mr. Brewer will be responsible for marketing and operations support
for the ALC during start-up.

Summary

Mr. Brewer is a senior global management professional with 20 plus years in the gaming industry. He has
documented success managing large organizations and directing budgets in excess of $15 million annually.
Mr. Brewer also has comprehensive experience in delivering quality systems and services to customers
worldwide. Mr. Brewer is a hands-on aggressive manager who can effectively communicate at all levels and
develops a strong and trusted relationship with customers. He also is a strong strategic planner with
impeccable integrity.

Relevant Experience

2004-2006, Thomas Brewer and Associates, LLC, Olympia, WA – Principal Director
■ Providing consulting services to the global lottery market and to gaming companies; specializing in

program design, implementation and new business support
■ For the past 24 months served as principal on-site project management advisor for program design

and implementation of instant games for the China Sports Lottery; oversight services included all 31
Provinces in the PRC

■ Served as the principal implementation consultant for the start-up of nationwide of an instant ticket
sales program for the Philippines Charity Sweepstakes Office (PCSO)

■ Provided consulting services for Laos, PDR, Cambodia, Thailand and Kuala Lumpur

2004-2006, Scientific Games – Director, Special Projects Asia Pacific
■ Responsible for operations and enhancements in the Asia Pacific region including Korea, Philippines

and Peoples Republic of China
■ Served as primary support for new business development in the region including direct contact

support with the China Welfare Lottery, China Sports Lottery, Korea Lottery, Sports Toto (formerly
Tiger Pools) and the Philippines Charity Sweepstakes Office; support includes online, instant,
cooperative services and fixed odds systems/services

■ Provided consulting services to regional representatives

2003-2004, Scientific Games – Director, Worldwide Projects
■ Implemented and deployed a PMO for the company with hiring, training, assignment and

management of all domestic and international project managers and projects—an interim management
assignment including the merging of staff from the acquisition of Online Entertainment Systems (OES)
from International Gaming Technology (IGT)

2000-2003, Scientific Games – Project Manager
■ Responsible for overall project planning and implementation of Cooperative Services and online

projects; responsibilities included all aspects of the total delivery life cycle from business development
support, pre-project, implementation, and transfer of on-going operations for all systems integration
deliveries to customers
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■ Worked directly with customers to define requirements, established work plans and staffing for each
phase of projects, and assigned project personnel

■ Conferred with project staff to outline work plan and to assign duties, responsibilities, and scope of
authority

■ Directed and coordinated activities of project personnel to ensure project schedules and budgets were
followed

■ Served as primary project manager for 10 start-ups and conversions

1999-2000, Scientific Games – General Manager
■ Responsible for the Cooperative Services program with the Kentucky Lottery Corporation and

coordination of the development and test marketing of Player’s Choice probability games
■ Worked with client to achieve revenue goals while ensuring the company’s financial objectives for the

site were achieved

Education/Certifications

■ California State University, Los Angeles, CA – B.S. in Police Science and Administration, 1972
■ Glendale University, College of Law, Glendale, CA, 1972-1974
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MAURICE “MOE” G. CORRETTE
DIRECTOR, LOGISTICS

Contract Role
Mr. Corrette provides for all contract facility needs; from the design
phase through final Certificate of Occupancy. Mr. Corrette’s
responsibility continues for the life of the facility including the
support of the infrastructure, lease extensions, and any tenant
landlord issues.

Summary

Mr. Corrette has been responsible for gaming facility selection, lease, space, infrastructure design, and
build-out for the last 10+ years. Mr. Corrette is responsible for ongoing infrastructure of these facilities
throughout the gaming contract they are designed for. During these 10+ years, Mr. Corrette has built and
maintained more than 40 facilities in support of the gaming industry. Mr. Corrette is also responsible for
Scientific Games fleet needs in support of our gaming contracts.

Relevant Experience

2003-Present, Scientific Games – Director, Logistics
■ Works together with our brokers in determining those facilities that are best suited to manage our

operations in relation to the guidelines of the contract we will be supporting
■ Works closely with our legal staff in developing real estate contracts/leases for compliance and long

term accountability to suit our contractual needs
■ Analyzes contractual commitments, customer specifications, design changes, and other data to plan

and develop contract facilities from conceptual stage through conclusion; includes the electrical/
mechanical design and equipment purchase for the infrastructure support of facilities used in relation
to our gaming contracts

■ Well versed in building standards including NEC, NFPA, Life Safety and ADA codes and requirements
■ Plans, budgets, and schedules lease and modifications with cost estimates, bid sheets, layouts, and

construction contracts
■ Coordinates efforts of subcontractors and purchasing, ensuring that contractual commitments are met
■ Inspects construction and installation progress to ensure conformance to specifications including

building space allocation, layout, and communication services
■ Oversees and directs all repairs or maintenance on all facility infrastructure relating to contract gaming

operations

2001-2003, Scientific Games – Manager, Logistics and Purchasing 
■ Managed purchasing and inventory, assures pricing/design/quality and production of consumables
■ Responsible for the management of Scientific Games fleet across all business segments
■ Directed group’s forecasting/budgeting for remote sites, project budgets, and development of tools for

tracking project salaries, to be charged

1996-2001, Scientific Games/Autotote – Purchasing Manager 
■ Managed purchasing operations and facility design, contract and construction for Autotote prior and

throughout the purchase of Scientific Games

Education/Certifications

■ Manchester Community College, Manchester, CT – Course work, Business Management
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JASON EDGMON
ALC WAREHOUSE/SECURITY MANAGER

Contract Role
Mr. Edgmon will be responsible for the management of warehouse
and distribution operations for the ALC. He will provide effective
management of the staff to ensure timely distribution of product
within the standards of customer, following all policies, procedures
and contract obligations.

Summary

Mr. Edgmon is a six year veteran of the lottery industry. He was part of the Arizona lottery start-up team
and has also assisted with start-ups and/or conversions for the New Mexico, Oklahoma and Georgia
lotteries. He held various management positions prior to joining Scientific Games in December 2002.
Before joining Scientific Games in 2002, Mr. Edgmon served four years at MTN Sunbelt in many roles,
including warehouse manager as well as sales representative.

Relevant Experience

2007-Present, Scientific Games – Manager, Sales and Distribution (Arizona Lottery)
■ Directly assists general manager with sales and distribution functions
■ Consults with Lottery management on sales, distribution and security issues
■ Responsible for support and guidance of sales strategies
■ Hiring, training, scheduling and supervising all staff
■ Interface with UPS to resolve issues and schedule services
■ Provide leadership, direction and motivation for CSR/sales and warehouse team to ensure full

customer satisfaction in the execution of the Games Management System which includes management
of all day-to-day activity for all employees

2002-2007, Scientific Games – Distribution Manager (Arizona Lottery)
■ Oversaw warehouse operations on a day-to-day basis through supervision of the pick/pack operation;

enforcement of policies and procedures pertaining to the warehouse operation
■ Assisted the general manager in managing the revenue and budget responsibilities for the site
■ Interfaced with vendors to ensure that ample supplies of warehouse consumables are maintained;

included ordering and tracking
■ Maintained accurate records on shipping totals, consumable inventory, shipping and receiving, plant

maintenance and other reports as assigned

1999-2002, MTN Products – Warehouse Manager
■ Supervision of warehouse and delivery drivers; ship and track product via UPS, FedEx online and

various freight companies; responsible for all incoming product transfers and outgoing shipments and
deliveries; order and or purchase new products with accountability for inventory of all product and
supplies; assisted with phone sales as well as will call sales

Education/Certifications

■ Westwood High School 
■ Naumann Hobbs Forklift Certification (7/13/07), Federal Discrimination Statutes Training (10/31/03),

Electrical Safety - Subpart S Training (6/5/08) and OSHA Training - General Industry (6/5/08)
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JIM FARRELL 
ART MANAGER

Contract Role
Mr. Farrell manages Creative Services department responsible for
creation, design and preparation of artwork for instant lottery games.

Summary

Mr. Farrell has extensive experience in production management with world-class manufacturing
companies that have utilized his experience in print production, creative management and customer
service.

Relevant Experience

2003-Present, Scientific Games – Art Manager
■ Manages the daily operation and on-going development of a 23-person creative services department
■ Hires, develops and trains each graphic designer on the myriad aspects of lottery instant ticket design,

from Lottery Design Best Practices to designing instant games for web flexographic production
■ Works with Production and Marketing departments to provide solutions, quality control and ongoing

process improvements

1998-2003, Atlantic Envelope Company – Graphics Supervisor
■ Supervised high-volume design, proofing and platemaking operation for leading custom envelope

manufacturer, first in Miami, then in Atlanta
■ Responsibilities included developing process maps, organizing filing systems, designing departmental

performance measurements and training staff in flexo pre-press

1996-1998, Art & Graphix Design, Inc. – Account Executive/Traffic Manager
■ Responsibilities included sales/customer service, traffic management, job scheduling, and coordination

with outside print vendors
■ Accounts included Esso Inter-America, LanChile Airlines, Columbia/HCA Hospitals, American

Express, City of Aventura (Florida)

1994-1996, Art Directions, Inc. (subsidiary of NatCom) – Key Account Manager
■ Transferred to newly acquired design studio to provide daily account management and service to their

largest account, Esso Inter-America, a division of Exxon
■ Account responsibilities included meeting with different customers within Esso, consulting on design

projects, preparing estimates and invoices, and managing projects through the studio

Education/Certifications

■ Princeton University, Princeton, NJ – B.A. History, 1991
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KEVIN MICHAEL FLOREA
MANAGER, SHIPPING/RECEIVING

Contract Role
Mr. Florea oversees daily shipping operations at Scientific Games’
Alpharetta, Georgia printing facility.

Summary

■ Technical Skills:
■ PC Related Software: Windows, Microsoft Word, Excel, Power Point
■ Automotive Related Databases: KeyTrac, AutoPlus
■ Grocery Related Databases: BRIO, MOVE, D.R.I.V.E
■ Innotrac Databases: PKMS, UPS World Ship, Fed Ex Shipping, E-Time, Citrix, Accuterm
■ Office Depot Databases: DWMS, Swift, Peoplesoft, POM, Labor Management
■ Southern Staircase Databases: Sytline, MapPoint, Shop Trac, UPS Worldship
■ Other: RF (Radio Frequency) guns/scanners, Forklift Certified, CPR and First Aid Certified, Swift 

Palms, Defibrillator Certified (Heartsaver AED) 
■ Strengths:

■ Strong work ethic, positive attitude, reliable, excellent team player, detail oriented, self-motivated, 
works extremely well under deadline situations, good problem solving skills

■ Innovative, results oriented manager with extensive warehouse/distribution experience
■ A strong team leader with excellent motivational skills

Relevant Experience

2007-Present, Scientific Games – Manager, Shipping/Receiving

2005-2007, Southern Staircase – Warehouse Supervisor
■ Responsible for overall management of all activities within the warehouse on a daily basis which

includes shipping, receiving, storing, maintenance, and inventory control to include cycle counts for
quality verification

■ Generated reports associated with the total orders shipped and received, receiving errors, and selection
errors in order to track the efficiency rating for the warehouse

■ Assisted in setting up other Southern Staircase warehouses as new facilities are opened as well as the
introduction of Lean Manufacturing

2005, Anderson Merchandising – Operations Supervisor
■ Responsible for managing the daily operations of the warehouse, which includes: coordinating

shipping and receiving, inventory control, warehouse management, and general warehouse operations
supervision
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2004-2005, Office Depot – Manager I, Supply Chain
■ Hired as Supervisor of a single area within the Cross Dock operations (Batch)

■ Supervision of six direct reports and 18 in-direct reports; maintaining integrity of operations, daily 
inventory, hiring and training of new associates to ensure that customers receive highest level of 
service

■ Weekly payroll, bi-weekly and monthly grade reports, and assistance to other departments when 
needed

■ Transferred to Lane within the Cross Dock operations, supervising a staff of 22 direct reports
■ Responsible for distribution and processing of all inbound products for 150 Office Depot stores on 

a daily basis
■ Managed productivity as well as accuracy to ensure that departmental goal was achieved

■ Transferred to under-performing Receiving Department to improve productivity and maintain and
exceed departmental goals
■ Responsibilities included scheduling all inbound trucks for delivery, averaging 40 trucks daily, as 

well as receiving all FedEx, UPS, LTDs, Air Freight, and back hauls
■ Ensured that scheduled inbound trucks are unloaded in a timely manner to prevent detentions
■ Verified the BOL and the packing slip to the SR23 to ensure receipt accuracy

2001-2004, Innotrac Corporation – Operations Manager
■ Responsibilities included management of fulfillment and logistics operations for multiple accounts

including Thane International, US Motivations, NAPA, TBS, CNN, Disney, Books are Fun, and Akzo
Nobel

■ Responsible for the hiring and training of staff, including temporary employees
■ Managed all aspects of warehouse including shipping, receiving, returns, quality control, payroll,

ordering supplies, facility maintenance, and safety
■ Created Standard Operating Procedures for all clients to become ISO 9000/ISO 9001 certified and

responsible for maintaining certification by training and testing employees
■ Managed and trained each staff member to ensure departmental budget and cost per order are met for

each client
■ Maintained client relations via travel, electronic mail, and conference calls
■ Assisted in the warehousing of other company clients when needed

2000-2001, Webvan.com – Distribution Center Associate Supervisor
■ Hired as a Distribution Associate; assisted in the start-up of Webvan’s entrance into the Atlanta market;

responsibilities included all aspects of quality control involving inbound and outbound merchandise,
damaged, and expired goods; updating system as products were introduced, maintained integrity and
accuracy of online inventory, coordinated transfer of excess inventory

■ Promoted to Lead (Supervisor) DCA in June 2000; responsibilities involved all aspects of inventory
management as well as the supervision and training of new hires; responsible for a staff of 15-20
including departmental payroll; Participated on site in the start-up of the distribution warehouse and
training of employees in the Chicago market; assisted in the integration of HomeGrocer.com to
Webvan after buyout; trained and supervised handicapped employees in department

Education/Certifications

■ Georgia Perimeter College, 1994-1996
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AL GIBSON 
CSP GENERAL MANAGER

Contract Role
Mr. Gibson will serve as the CSP General Manager during start-up
and will provide overall start-up support.

Summary

Mr. Gibson has more than 26 years experience providing lottery related services to 15 lotteries, domestic
and international. An expert in lottery start up operations, he has been involved in managing numerous
lottery aspects, including customer service, facility design and construction, systems and network
implementation, training, marketing service and testing. Mr. Gibson is also experienced in ongoing
management services and maintenance for on line systems operations.

Relevant Experience

Scientific Games – General Manager
■ Responsible for all facets of the warehousing and distribution operation of Scientific Games/Florida
■ Works with lottery and Scientific Games’ support sales team to develop long-term marketing strategies,

game concepts, and prize structures; assists in the implementation of market research; and provides
on-site daily sales and marketing support to customer

■ Responsible for all contractual matters concerning the Scientific Games/Florida account

Scientific Games – Project Coordinator
■ Provides overall management and assistance to Scientific Games’ online systems staff 
■ Responsible for project planning and implementation of Scientific Games’ Cooperative Services

Program (CSP) contracts and online systems operations
■ Oversees initial staffing efforts for on line services projects; provides training, facilities development,

and construction oversight and direction
■ Provides expertise in conversion of on line systems in addition to the implementation of new systems
■ Troubleshoots system and network installation and facilities management obstacles 
■ Oversees smooth transition efforts by providing training for customer personnel throughout all aspects

of project
■ Develops vendors for consumable supplies such as papers, ribbons and play slips
■ Participates in field service and bench repair operations as needed
■ Participates in the proposal development process
■ Participates in system testing

Additional Related Experience

Mr. Gibson first joined Scientific Games in 1985 as a project manager and online field support manager.
During this period, he worked on the implementation of the Tri-State Lottery (Maine, New Hampshire and
Vermont), Iowa, West Virginia and Virginia online operations. Mr. Gibson also served as Scientific Games’
general manager for the West Virginia and Virginia lotteries during the start-up of each state’s on line
system. 
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Prior to that, he was manager of data processing operations for Roadnet Systems Corporation and with
Control Data Corporation for 15 years, where he worked as the computer services manager of the
Comsource Division. Mr. Gibson worked as the data center manager for the Maryland State Lottery Agency
in the company’s automated wagering division. He started up and managed the online computer system,
ticket stock warehouse operations and facilities administration. 
Prior to rejoining Scientific Games in 1997, Mr. Gibson was with Electronic Data Systems, Inc. (EDS) for
four years. Mr. Gibson also served as EDS’ transition manager for the Department of Education’s Direct
Loan Servicing Center and held several positions within EDS’ AWI information services group. As the
Florida project manager, Mr. Gibson was responsible for operations research and analysis and online
operations implementation and installation in addition to proposal preparation. He was the Delaware State
Lottery’s implementation manager responsible for overall project implementation and management,
including facility design and construction, system installation and hardware and software testing,
personnel staffing and training and telecommunications conversion. He was also heavily involved in the
conversion of the Maryland Lottery operation for AWI in 1996.
With AWI, Mr. Gibson was also responsible for the Kentucky Lottery project as the account executive and
operations manager. Mr. Gibson was the sales and marketing manager for Electronic Concepts, Inc., where
he was promoted to project general manager. As project general manager, he was responsible for the start-
up and management of a warehouse distribution, bench repair and customer support operation as a
subcontractor for a California State Lottery project.
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RHONDA GILLEN
DIRECTOR OF CREATIVE SERVICES

Contract Role
Ms. Gillen, as Director of Creative Services, will assist the sales and
marketing team in providing game designs, promotional programs,
and sales and marketing presentations, materials recommendations.
Ms. Gillen is also responsible for managing the creative services team
and new product development activities.

Summary

Ms. Gillen has over 16 years lottery experience and over 25 years or marketing and promotional
experience Since joining Scientific Games, she has been responsible for managing game design and
providing sales and marketing support on a variety of special projects.

Relevant Experience

Ms. Gillen came to Scientific Games as part of the Oberthur Gaming Technologies (OGT) acquisition. As
Director of Product Marketing, U.S., at OGT, Ms. Gillen directed sales and marketing programs and
managed the design concept team and new product development efforts. Prior to joining OGT in 2001,
Ms. Gillen was Vice President at Alcone Marketing Group, promotion Agency of record for the California
Lottery. Her role in the California Lottery business included leading the strategic planning process and
overseeing development and execution of all consumer/retailer promotions and communications,
merchandising programs, key account/retailer recruitment programs, new product introductions, logo
designs, event marketing efforts, tie-in partner solicitation and licensed property procurement. During her
tenure on the California Lottery account, Ms. Gillen and her team were awarded several industry awards
including: the prestigious advertising Clio; the PMAA Reggie award; the POPAI award for permanent
merchandising; and a multitude of NASPL awards.

Additional Related Experience

Ms. Gillen has over 25 years experience in the promotion industry. During her ten years with Alcone
Marketing Group, Irvine, California, she managed a variety of accounts in addition to the California
Lottery, including: Burger King (Kids Club), Eddie Bauer, The Money Store, Buena Vista Pictures, Del
Monte Foods, and United Distillers and Vintners (Jose Cuervo, Smirnoff, Stolishnaya). For her work on the
Burger King Kids Club, she received the John Caples Award for excellence in direct marketing and the
American Marketing Assoc. Golden Spire Award. From 1988 to 1991 she worked at Frankel & Co., where
she managed promotions for several accounts including Hills Bros/MJB Coffee and Armor All Car Care. 
Ms. Gillen began her promotion career in 1981 with William A. Robinson, Inc. in Chicago, IL, working on
a variety of product categories including packaged goods, beverages, and consumer electronics. 

Education/Certifications

■ USC – Certificate in Management Effectiveness
■ DePaul University – Undergraduate Studies
■ Boise State College – Undergraduate Studies
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MARTHA HERNANDEZ
ACCOUNT EXECUTIVE

Contract Role
Ms. Hernandez develops and maintains quarterly and yearly product
plans based on analysis, research and the Lottery’s mission and goals.

Summary

Ms. Hernandez is a results-oriented, high energy and hands on professional with a successful record of
accomplishments in the printing industry. She has experience in the instant lottery division, commercial
games and direct mail project management with the focus on providing the recipient with the highest
quality of customer service. Ms. Hernandez’s major strengths include strong leadership, excellent
communication skills, competent, strong team player, attention to detail, dutiful respect for compliance in
all regulated environment. She also has thorough knowledge of current manufacturing practices and a clear
vision to accomplish the company goals. 

Relevant Experience

2007-Present, Scientific Games – Account Executive
■ Manage the lottery accounts for Italy, South Carolina and New Mexico
■ Create and review working papers, prize structures and other items pertaining to the day-to-day

lottery industry
■ Liaison between the client and Scientific Games
■ Communicate with the clients and internal departments (Graphic Design, Programming, Scheduling,

Press and Shipping) to make sure the job is what the customer expects

2006-2007, Geographic, Inc. – Project Manager
■ Managed the accounts for the vice president of sales; accounts such as Belk, Georgia Aquarium, High

Museum, Friedman’s and Crescent Jewelers, Silversea Cruises, Charleston Visitor Bureau, etc.;
coordinated jobs from start to finish

■ Worked hand-in-hand with ad agencies, marketing firms and the customers
■ Attended production meetings, communicated with the internal departments. and overseen the day to

day issues pertaining to the jobs

1991-2006, Dittler Brothers, Inc/ Quebecor – Customer Account Manager 
■ Managed the lottery accounts for the vice president of international sales such as Mexico, Mexican Red

Cross, Dominican Republic, and Nicaragua and also managed domestic lotteries such as Idaho, Ohio
and Minnesota

■ Created and reviewed working papers, prize structures and other items pertaining to the day-to-day
lottery industry

■ Liaison between the client and Dittler
■ Communicated with the clients and internal departments (Graphic Design, Programming, Scheduling,

Press and Shipping) to make sure the job is what the customer expects

Education/Certifications

■ Carrizo Springs High School, Carrizo Springs, TX, 1983-1987 
■ Capital Trade and Technical School, Austin, TX, 1987-1989 
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TODD HOPKINS
VICE PRESIDENT, PROJECT MANAGEMENT & 
IMPLEMENTATIONS

Control Role
Mr. Hopkins oversees conversion projects. He also provides executive
oversight of the project and reports directly to the president of the
division on all project related matters and status.

Summary

Mr. Hopkins has more than 23 experience years in the lottery industry. Mr. Hopkins oversees conversion
projects, focusing on scheduling, tracking progress, prompting necessary resource allocations to ensure
that the project plan is satisfactory and meets the project timelines and budget. He also provides executive
oversight of the project and reports directly to the president of the division on all project related matters
and status.

Relevant Experience

2005-Present, Scientific Games – Vice President, Project Management & Implementations
■ Leads the project management and implementation organization within the Lottery Systems Division;

ensures defined methodologies and PMI standards are applied to projects
■ Manages project resource allocation for projects, monitors progress and schedules, adjusts where

needed for on-time delivery
■ Responsible for core product development of new and emerging applications
■ Project Management Institute (PMI) active member

2002-2005, Intralot – System Manager
■ Steered software development projects; served as technical lead and system developer; directed

engineers to develop and maintain software applications
■ Provided project management oversight for the Nebraska Lottery conversion project

1985-2001, GTECH – Director, Product Development
■ Presided over product development for four major Lottery software product lines, including Lottery

transaction processing, high-speed Lottery system reporting, and web-based registration system
■ Converted critical application from a vendor specific multi-threading method to POSIX open standard

approach

Additional Information

Previously, Mr. Hopkins was GTECH’s Director of Product Development.

Education/Certifications

■ University of Delaware, Newark, DE – B.S. Computer Science, 1982 
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KRIS-ANN HOSONITZ
MANAGER, EDUCATIONAL SERVICES

Contract Role
Ms. Hosonitz manages all training initiatives for Scientific Games’
employees, lottery personnel, and retailers.

Summary

Ms. Hosonitz has worked at Scientific Games, in the Educational Services department, for four years in
various training capacities. Ms. Hosonitz has worked in the training field for over 15 years. 

Relevant Experience

2007-Present, Scientific Games – Manager, Educational Services 
■ Manages a team of instructional designers and facilitators

2004-2007, Scientific Games – Manager, Educational Services 
■ Worked as training project lead for several conversions and implementations
■ Designed and developed classroom training for all lottery staff, retailer base and Scientific Games

personnel during conversions

1998-2000, Training Solutions Group – Training Director
■ Performed needs analysis and recommended solutions to clients
■ Designed and developed inbound and outbound scripting tools for telemarketing representatives

Additional Information

Ms. Hosonitz is currently working on the Pennsylvania conversion where she is managing a cross
functional team of 50 members who are responsible for designing and implementing all learning solutions
for the project. 
Ms. Hosonitz was the training project lead for the Connecticut conversion. She developed, maintained and
adjusted training schedules, plans, and budgets, and gathered training requirements for lottery and retailer
training. She also managed vendors that were responsible for all logistics and employees who facilitated
retailer and lottery employee training sessions.
Ms. Hosonitz was the training project lead for the Televisa (Mexico) implementation. She developed,
maintained and adjusted training schedules, plans, and budgets, and gathered training requirements for
lottery and retailer training. She also wrote, edited, and gained agreement on the customer requirements
document.
Ms. Hosonitz performed training and documentation project management for the Oklahoma start-up that
implemented in 49-days. She supervised nine teammates, oversaw development of more than 10
documents addressing internal, external, and end-user needs.

Education/Certifications

■ Caldwell College, Caldwell, NJ – B.S. Business Administration, Marketing Concentration, 1998
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AMBIKA FELICIA JACK
RESEARCH MANAGER

Contract Role
Ms. Jack serves as a main point of contact for coordination of lottery
research projects (e.g., focus groups, tracking studies, segmentation
studies, etc.).

Summary

Ms. Jack has five years of Lottery specific experience. She also coordinates the development of large-scale
internal research initiatives. Her team is also the central source for U.S. and international sales data
collection and analysis. 

Relevant Experience

2006-Present, Scientific Games – Research Manager
■ Responsible for designing, analyzing and managing research procured on behalf of both internal

departments and external lottery customers
■ Advises clients on the benefits, usefulness and appropriateness of both quantitative and qualitative

research methodologies
■ Manages team of analysts and coordinators

2004-2006, Scientific Games – Market Research Analyst
■ Produced monthly, quarterly, annual and bi-annual reports to analyze sales data of company versus

competitor products
■ Created web-based, telephone and mail questionnaires
■ Analyzed, created and presented reports on survey findings

2004-2004, Discover Staffing – Temporary Employee
■ Held various temporary office assignments including: accounts payable clerk for a logistics firm and

daytime receptionist for a medical equipment company

2002-2003, The University of Georgia – Graduate Student Assistant 
■ Coordinated daily activities for elementary student reading intervention program
■ Preformed statistical analysis on student achievement prior to and at the conclusion of the program
■ Presented findings with principal researcher at national conference

Additional Information

Ms. Jack also coordinates the development of large-scale internal research initiatives. Her team is the
central source for U.S. and international lottery sales data collection and analysis. 

Education/Certifications

■ University of Georgia, Athens, GA – Master of Educational Psychology with an   emphasis in Research,
Evaluation, Measurement and Statistics, 2003 

■ Georgia State University, Atlanta, GA – B.S. Psychology, 2002 
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RUSS M. JOINER
PREPRESS MANAGER

Contract Role
Mr. Joiner is responsible for four departments and works closely with
all manufacturing groups. He is responsible for all prepress functions.

Summary

Mr. Joiner has been with Scientific Games since February of 2005. He has over 15 years of commercial
printing experience. He is responsible for four departments and works closely with all manufacturing
groups. He is a member of Scientific Games’ Game Review Board, which is responsible for reviewing all
artwork and game specifications for every job that is run at our Alpharetta, Georgia facility. He is also a
member of the Scientific Games Discovery Team, which looks at future technologies and evaluates new
game ideas, as well as a number other internal committees focused on improving quality and production
capabilities.

Relevant Experience

2005-Present, Scientific Games – Prepress Manager
■ Responsible for all prepress functions including production control, proofing, file prep, plate making

and plate mounting for all presses at our Alpharetta, Georgia location

1989-2005, TR Digital Production – Vice President, Technology
■ Left company as vice president of technology after 15+ years of dedicated service
■ Held various leadership and management roles and was active in future business decisions
■ Specific responsibilities have included management, training, client/vendor relations, quality control,

research and new equipment implementation

Education/Certifications

■  Georgia State University, Atlanta, GA – B.S. Mathematics/Computer Science, 1986
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JAMES CRONIN KENNEDY
SR. VICE PRESIDENT, SALES AND GLOBAL MARKETING

Contract Role
Mr. Kennedy provides corporate management, support and direction
of the sales and marketing team. He also directs account
management, marketing and product development to create customer
value.

Summary

Since 1985, Mr. Kennedy has been involved with all aspects of lottery business including lottery game
design, marketing, research, systems development, and product development. He has been responsible for
bringing over 10,000 instant games to market, developed hundreds of annual marketing plans for North
American and international lotteries from the largest in the world (California and Texas), to the smallest
(South Dakota and Montana). He has presided over sales increases of over 400% in several jurisdictions
and has been responsible for managing over $10 billion in sales of instant games for Scientific Games
customers. As president of Scientific Games’ Retail Solutions, he was responsible for the development and
implementation of the E3 system, the first instant ticket dispensing solution integrated into a supermarket’s
electronic point-of-sale system. As senior vice president of sales and global marketing, he has devoted his
time to creating value for Scientific Games’ lottery customers. He is a frequent speaker throughout the
industry and a recipient of the prestigious NASPL Powers Award.

Relevant Experience

2006-Present, Scientific Games – Sr. Vice President, Sales and Global Marketing 
■ Presides over global sales and marketing for 120 customers; nearly 50 online lotteries on five

continents; instant ticket and cooperative services customers on five continents
■ Oversees Regional Directors who are directly responsible for field sales and customer account

management, client services and creative departments for instant games as well as the Research and
Marketing department for instant and online products globally

2001-2005, Scientific Games – Sr. Vice President of Sales Marketing, North America
■ Managed the instant and online sales and global marketing in 48 domestic lottery jurisdictions,

representing over $20 billion in retail sales annually with double digit growth

Additional Information

Mr. Kennedy worked at Computer Task Group as a systems engineer responsible for programming, design
and analysis; online programming; database design; and teaching technical topics before joining Scientific
Games in 1985. He served in various computer operator and programming positions for Commercial
Office Products and for Harris & Paulson. He was a professional musician working in several bands in
Colorado.

Education/Certifications
■ Metropolitan State College, Denver, CO – B.S. Computer & Management Science, 1985
■ University of Colorado, Boulder, CO – Masters in Business Administration, 1992
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PAULA K. MALTMAN
MANAGER, PLANNING, PRODUCT DELIVERY

Contract Role
Ms. Maltman schedules games through finishing operations and
arranges shipments.

Summary

Ms. Maltman has more than 19 years of instant lottery ticket experience in the areas of production
scheduling, packaging and quality assurance.

Relevant Experience

2003-Present, Scientific Games – Manager, Planning, Product Delivery
■ Works with press scheduler to ensure production time frames are sufficient to meet customer delivery

requirements
■ Schedules all games for production across 14 packaging lines, taking in account special equipment

needs for product variance
■ Monitors finishing process for efficiency and performance to schedule
■ Establishes daily shipping schedule to balance production capabilities and customer expectations
■ Manages transportation partner relationships to ensure secure and timely delivery of ticket shipments

2000-2003 (Alpharetta), 1989-1994 (Gilroy), Scientific Games – Manager, Quality Assurance 
■ Ensured that all of the tickets printed at Scientific Games’ Alpharetta, Georgia and Gilroy, California

facilities prints met or exceeded the company’s quality assurance standards
■ Supervised a team of 33 inspectors who perform various quality inspections prior to each game going

to press, during print runs, and through finishing operations
■ Ensured that inspectors conduct a continuous ISO audit throughout the entire print process
■ Administered Corrective Action Program for problem detection and correction as part of continuous

improvement process
■ Managed the company’s ISO 9002 system for the Alpharetta plant and for cooperative services sites 

1994-2000, Scientific Games – Packaging Manager
■ Managed all packaging functions at the Gilroy, California facility
■ Supervised the workforce responsible for ticket inspection and pack wrapping and boxing ensuring

standards of quality are met throughout the process
■ Procured supplies needed to package tickets in manner specified by the customers
■ Developed and updated methods to improve throughput and product accountability
■ Oversaw preparation of shipping/inventory documents from data collection and reconciliation to

preparation to ensure accuracy
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Additional Related Experience

Prior to joining Scientific Games in 1989, Ms. Maltman worked in the printed circuit industry as a plant
supervisor, responsible for ensuring product compliance to mil-spec standards while meeting strict
delivery requirements.

Education/Certifications

■ San Jose State University, San Jose, CA – B.A. Social Science, 1986
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JEFF MARTINECK 
SENIOR DIRECTOR, INSTANT PRODUCT DEVELOPMENT

Contract Role
Mr. Martineck researches and develops new added value instant ticket
features, and develops products and distribution methods that
increase Lottery profitability.

Summary

Mr. Martineck has over 18 years of Lottery marketing and product development, including management in
the Connecticut Lottery Corporation.

Relevant Experience

2006-Present, Scientific Games – Senior Director, Instant Product Development 
■ Develops value added printing features for printed products portfolio
■ Develops new and improved products and product distribution methods

2004-2006, Scientific Games – Regional Director
■ Regional director for South Dakota, Minnesota, Iowa, Connecticut, Illinois and New Jersey lotteries
■ Involved in the development and implementation of more than 1,000 instant games
■ Implemented successful strategic marketing plans for various U.S. lotteries
■ Developed inventory management tools to assist lotteries in developing accurate game orders
■ Assisted in the development of research projects for both retailers and consumers
■ Assisted lottery personnel in developing realistic marketing plans and objectives
■ Participated in quarterly and annual marketing programs for lottery jurisdictions providing direction

and recommendations on strategical and tactical marketing planning

2001-2004, Scientific Games – Account Manager
■ Account manager for Pennsylvania, South Dakota, and Florida, Delaware and Connecticut lotteries
■ Attended game planning meetings and focus groups to help ensure that marketing strategies are

consistent with customer needs
■ Collaborated with the Lottery to produce quarterly and yearly product strategy and action plan
■ Project leader on new game initiatives
■ Analyzed sales data and research results in order to develop sales strategies and new game concepts

1997-2001, Connecticut Lottery Corporation – Online Product Manager
■ Part of marketing team in charge of instant game planning, advertising and promotions
■ Served as multi-state representative for the Powerball online and instant game-show products

Education/Certifications

■ Southern Connecticut State University, New Haven, CT – B.S. Business Management, 1997
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BILL MCARTHUR
VICE PRESIDENT, INFORMATION SERVICES AND 
TECHNOLOGY

Contract Role
Mr. McArthur manages the Information Services and Technology
department, which has two primary roles: Lottery Production System
Implementation and Support and Enterprise IT. 

Summary

Mr. McArthur has over nine years of lottery experience and has participated in more than 19
implementations.

Relevant Experience

2006-Present, Scientific Games – Vice President, Information Services and Technology
■ Manages the Information Services and Technology department
■ Oversees the end-to-end central systems architecture, installation/configuration; preparation and

delivery of operations training; the corporate data center administration and maintenance
■ Manages enterprise IT department and manages all corporate data centers and systems.

2005-2006, Scientific Games – Director Technical Infrastructure
■ Directs the technical infrastructure group that performs first tier emergency escalation for operations,

development, and quality assurance
■ Oversees the end-to-end central systems installation/configuration; preparation and delivery of

operations training; the corporate data center administration and maintenance

2003-2005, Scientific Games – Manager, Corporate Operations Support
■ Researched, designed, and developed corporate operational policies and procedures
■ Analyzed complex technical issues and troubleshooting of production problems; performed system

failover, system integration, anomaly, and performance stress testing

2001-2003, Automated Wagering International (AWI) – Operations Manager 
■ Managed technical infrastructure of the Indiana operations

1999-2001, Automated Wagering International (AWI) – Oracle Database Administrator 
■ Member of the Indiana operations systems support and operations team

Additional Information

For the Maryland conversion, Mr. McArthur and his team used a new implementation and testing
approach that enabled the central system with all components of the solution to be tested together before
the conversion date. 

Education/Certifications

■ University of Indiana, Kelly School of Business, Bloomington, IN – M.B.A., 2005
■ Shippensburg University, Shippensburg, PA – B.S. Geo-Environmental Studies, 1995
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DENNIS JAMES MILLER
VICE PRESIDENT, GLOBAL CUSTOMER SERVICE

Contract Role
Mr. Miller ensures that the customer service department provides our
customers with the highest level of knowledge, understanding and
responsiveness. He will be focused on making sure that customer
expectations are exceeded. He will make sure that the account
executives in the Customer Service department are the eyes and ears
of our customer at our facilities around the world. 

Summary

Mr. Miller has over 23 years experience in the lottery industry including: customer satisfaction, sales,
marketing, research and operations. 

Relevant Experience

2006-Present, Scientific Games – Vice President, Global Customer Service
■ Provides support to Scientific Games global customer service organizations to ensure customer

satisfaction
■ Provides continuous training and learning opportunities to our Customer Service team ensuring

customers have account executives who are knowledgeable about our products and our industry from
game planning and concept to delivery and sell through

■ Works interdepartmentally to ensure that the products we develop are as close to perfect as they can be
■ Serves on development committees that will bring new products and services to the lottery industry

2005-2006, Scientific Games – Senior Regional Director
■ Provided day-to-day account coordination and served as the liaison between Scientific Games and its

customers; Responsibilities included: marketing and sales, industry trends, game design,
administration, prize structures, strategic planning, product and industry research, and best practices

■ Monitoring sales, analysis and planning for the Lottery’s gaming needs

2004-2005, Scientific Games – Director, Marketing Services
■  Research and development of new play style content 
■  Added value game features
■  Marketing initiatives and development of convenience vehicles for customers
■  Research and development of marketing programs that increase lottery sales

1993-2003, Dittler Brothers/OGT – Vice President, U.S. Sales
■ Responsible for the U.S. sales team and its performance
■ Held positions as U.S. sales director and senior account executive

Additional Related Experience

Mr. Miller has been involved in various sales, marketing and retail experience with organizations such as
Kimberly-Clark and American Home Products, along with ten years in the retail grocery industry.

Education/Certifications

■ Chemeketa Community College
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B. ERIC MITCHELL
SR. DIRECTOR, MARKETING INFORMATION SYSTEMS

Contract Role
Mr. Mitchell provides marketing systems support.

Summary

Mr. Mitchell has been involved in Software Development for the past 19 years. After graduating from
Georgia Tech with a B.S. in Computer Science, he joined a start-up telecommunications company
developing Call Accounting and Call Center Software. Mr. Mitchell later joined Scientific Games in 1997. 
During his tenure with Scientific Games, he has participated in the design, development, and deployment
of instant ticket distribution, lottery retailer POS, and lottery central host systems. Mr. Mitchell started
with Scientific Games as Senior Programmer in the Instant Systems department developing ticket
distribution and validation systems. He has since worked within Scientific Games as a Systems Analyst for
Online, Architect for Retail Solutions, Software Development Manager, and Director of Business Analysis.
He has been involved in many of Scientific Games’ start-ups and conversions as well as working with
existing customers’ maintenance. In his current role as Director of Marketing Information Systems, Mr.
Mitchell applies his expertise by collaborating with Scientific Games’ team members to design specific
modules and systems that provide unparalleled marketing guidance aimed at driving revenue for our
customers.

Relevant Experience

2006-Present, Scientific Games – Sr. Director, Marketing Information Systems
■  Manage enhancements and operations of AEGIS-MAP
■  Product Manager for SciTrak Ultra
■  Design marketing add-on modules and systems

2005-2006, Scientific Games – Director, Business Analysis
■ Managed a team of Business Analysts working with Software Engineering to define customer

requirements

2002-2005, Scientific Games – Manager, Software Development 
■ Managed team of Software Engineers working on the AEGIS online system
■ Managed conversions to the AEGIS system for several new customers
■ Maintained and enhanced the AEGIS system for existing customers

2000-2002, Scientific Games – Architect, Retail Solutions
■ Designed and developed software for a new in-lane terminal
■ Worked on various research & development projects relating to retailer products and services
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1999-2000, Scientific Games – System Analyst, Online Software Support
■ Lead Developer for New York CSP instant ticket game system conversion
■ Participated in development of conversion suite for Western Canada Lottery Corporation instant/

online system
■ Provided on-site technical support to Western Canada Lottery Corporation programming staff during

joint development project

1997-1999, Scientific Games – Senior Programmer/Analyst, Instant Software Support
■ Supported IL/MVS instant ticket system for various U.S. lotteries
■ Supported and enhanced client/server instant ticket sales system
■ Assisted in development and deployment of “probability games” for two U.S. lotteries
■ Supported SQL Server DB for lottery ad-hoc reporting system
■ Completed and supported decision support system for the West Virginia Lottery sales/support staff
■ Developed and supported two internal decision support systems
■ Developed additional functionality for internal manufacturing/purchasing system

Additional Related Experience

Mr. Mitchell has been involved in programming and application development since 1988. He started his
career with a telecommunications software company after graduating from Georgia Tech. As Programmer/
analyst and later as Project Manager for The Info Group, he participated in all areas of software
development. He designed, coded, tested, and supported projects on a variety of platforms. The major OS
platforms utilized were VMS, TSO, and MS Windows. Over those nine years, he helped transition the
company’s legacy COBOL and C products first to PRO-IV (a 4GLand Sybase SQL Server. Some smaller
projects worth mentioning were: a multi-port, Windows-based poller with scheduler developed using
Visual Basic, an automated SNA host upload program, and an Intranet/HTML reporting interface for a
legacy VMS application. 

Education/Certifications

■ Georgia Institute of Technology – B.S. Computer Science, 1988
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RICHARD MODAWELL
SENIOR MANAGER, QUALITY

Contract Role
Mr. Modawell oversees quality and security testing processes during
the printing of instant ticket games.

Summary

Mr. Modawell has 10 years of lottery printing experience working in quality management, ISO quality
system implementation, internal quality auditing, production control, purchasing, physical security and
project management.

Relevant Experience

2008-Present, Scientific Games – Senior Manager, Quality
■ Responsible for managing Quality and Security Lab departments; coordination of quality assurance

procedures and activities related to ticket production and process improvement across the company

2000-2007, Oberthur Gaming Technologies (OGT) – Operations Support Director
■ Responsible for all aspects of production support including production planning, shipping and

receiving, physical security, quality control and purchasing

1997-2000, Oberthur Gaming Technologies – Quality Manager
■ Responsible for drafting, implementing and enforcing all manufacturing quality and security

procedures; also responsible for product-related security controls, quality assurance and security
testing of all games produced by OGT

Additional Related Experience

Before joining OGT, Mr. Modawell was a quality engineer with Bausch and Lomb from 1990 to 1997. Mr.
Modawell’s background of over 20 years of manufacturing experience includes quality management, ISO
quality system implementation, statistical process control, new product development, field engineering
and project management.

Education/Certifications

■ Texas A & M University, College Station, TX – B.S. Engineering, 1983
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TOBEN WOODS MOLICA
SENIOR REGIONAL DIRECTOR

Contract Role
Mr. Molica provides day-to-day account coordination and serves as
liaison between Scientific Games and its customers.

Summary

Mr. Molica has eleven years of instant and online lottery experience, including four years with the Idaho
Lottery and seven years with Scientific Games as the account manager and subsequently the regional
director for lotteries including Arizona, Colorado, Georgia, Idaho, Montana, New Mexico, South Carolina
and Washington State.ies.

Relevant Experience

2003-Present, Scientific Games – Senior Regional Director, Sales/North America
■ Provides day-to-day account management to lotteries
■ Assists in game development and planning, sales forecasting and marketing support
■ Provides and presents sales analyses and industry trends and best practices
■ Consults with Lottery management on sales and marketing issues
■ Responsible for support and guidance of all sales/marketing strategies
■ Manages and coordinates press schedule and delivery dates

2001-2003, Scientific Games – Account Manager
■ Responsible for game development and planning, sales forecasting, and marketing support
■ Serves as direct liaison between Scientific Games and his lottery accounts and provides ongoing

account coordination and problem solving
■ Provides sales analysis information, including index and attributes analysis. Conducts presentations of

analysis findings
■ Reports on lottery industry related trends and developments that may be of benefit to his accounts
■ Assists with focus group and research objectives

1997-2001, Idaho Lottery – Product Manager
■ Responsible for developing, implementing, promoting and managing all aspects of both instant and

online products

Education/Certifications

■ Idaho State University, Pocatello, ID – B.B.A Business Administration, 1992
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BRYAN MURPHY 
PACKAGING MANAGER

Current Role
Mr. Murphy manages packaging operations for Scientific Games
printed products.     

Summary

Mr. Murphy has one year of experience with Scientific Games printed products. He also has 13-plus years
of management experience with FedEx. 

Relevant Experience

2007-Present, Scientific Games – Packaging Manager
■ Responsible for finishing operations for all product packaged in the Alpharetta plant 
■ Seek out and partner with cutting edge manufacturers to provide both quality and productivity

continuous improvement solutions
■ Provide a secure and functional product for our customers
■ Involvement on several quality related projects including Orion, FMEA, etc.
■ Develop a professional training program for continuous improvement 

Additional Related Experience

Before joining Scientific Games in 2007, Mr. Murphy was the senior transportation manager for FedEx
Ground Atlanta Hub. As senior transportation manager, he was responsible for managing the movement of
both inbound and outbound packages to and from Atlanta across 48 states. 

Education/Certifications

■ David Lipscomb University – B.S. Business Administration-Management, 1989



48

This page intentionally left blank.



49

JIM M. O’BRIEN
VICE PRESIDENT, STRATEGIC MARKETING

Contract Role
Mr. O’Brien provides strategic marketing, planning and development
consultation.

Summary

Mr. O'Brien’s 25 years of experience in the lottery industry have helped him gain in-depth knowledge in
the areas of marketing, sales, research, product development and advertising. He served as the director of
marketing for the Massachusetts State Lottery before joining Scientific Games in 2001.

Relevant Experience

Massachusetts State Lottery Commission – Director of Marketing

2001-Present, Scientific Games – Vice President, Strategic Marketing
■ Provides holistic marketing recommendations for lottery customers through strategic marketing plans
■ Works closely with lotteries on a project basis to implement specific marketing tactics
■ Interfaces with the product development function to bring innovative ideas to market

Accomplishments

■ Recipient of the first annual Edward J. Powers Award from the National Association of State and
Provincial Lotteries in 1990 for excellence in sales and development

■ Recipient of the third annual Edward J. Powers Award in 1993 for excellence in sales development
■ Marketing department award for the “Best Lottery Marketer Organization” by the 1st Annual LeFleur

Lottery World Symposium in 1996
■ Recipient of the “Best Lottery Marketing Director” at the 2nd Annual LeFleur Lottery World

Symposium in 1997
■ Restructured the instant game product line, pricing, distribution system and promotional support

resulting in an increase of business from $600,000 per week in 1979 to our current level of about
$50,000,000 per week

■ Consistently produce the best instant game per capita sales in the world, reaching levels more than
twice as high as the lottery closest to us and nearly eight times the rate of the average lottery

■ Designed and developed the lottery world’s #1 selling Keno product, with a per capita per week rate
more than 50% higher than the jurisdiction closest to us in sales

■ Developed the lottery’s product management system that allows the lottery to benefit from the intense
focus on particular product areas and market its products in an efficient, coordinated manner

■ Developed the lottery’s telemarketing department which allowed us to better service our retailer
network

■ Established direct mail as an effective tool in building the lottery’s base of players for all of our major
product groups, contributing in a major way to our dramatic sales increases; effective designs and the
use of marriage mail has enabled us to generate response rates up to 55%, making a normally costly
advertising vehicle, a very efficient tool
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Education/Certifications

■ Graduate-Northeastern University – M.B.A Honor: Recipient of Teaching Fellowship, 1970
■ Undergraduate-Holy Cross College – B.A. Major: Economics, Minor: History, 1970
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DAN WADE O’BRYANT
DIRECTOR, U.S. INSTANT TICKETS

Contract Role
Mr. O’Bryant oversees printed products processes for Scientific
Games’ Alpharetta, Georgia printing facility.

Summary

Mr. O’Bryant has over 34 years of printing industry experience, including more than nine years with
Scientific Games.

Relevant Experience

2005-Present, Scientific Games – Director, Manufacturing
■ Directs manufacturing operations to ensure a professional, high quality, productive, cost-efficient

facility that produces superior quality instant lottery tickets
■ Works with department managers to establish and update all plant systems and procedures to ensure

that all tickets are produced in a secure, high-quality manner and that each ticket meets or exceeds
each customer’s specifications and expectations

■ Responsible for the entire ticket production process, from working with the cylinder and film suppliers
to monitoring the shipment of tickets to customers

■ Works with ink and chemistry Research & Development to improve existing chemistry and develop
new chemistry for ticket quality and security enhancements

■ Directs training and periodic refresher courses for all plant personnel on issues such as safety, proper
equipment operation and general information

■ Highly involved in identifying, justifying, procuring and implementing new equipment and
technology to better serve our lottery customers

■ Meets with lottery representatives during routine visits and site visits to present, explain and discuss
the instant ticket manufacturing process

■ Oversees all production functions, including scheduling games for press dates, obtaining film for ticket
imaging, ordering press cylinders for ticket printing and producing point of sale materials for lottery
customers

■ Maintains the budget for printed products 

2002-2005, Scientific Games – Operations Manager

1998-2002, Scientific Games – Prepress Film/Press Manager
■ Implemented internal prepress production
■ Set-up complete workflow including purchasing equipment needed to produce film, plates and proofs

for two web presses
■ Created job requirements for four Macintosh operators and four plate makers
■ Responsible for writing the policies and prepress control structure for the quality management system

used to achieve the corporate mission at Scientific Games for ISO 2000
■ Implemented direct to plate technology 
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Additional Related Experience

Prior to joining Scientific Games in 1998, Mr. O’Bryant served as the prepress director of operations for
Quebecor Printing for over 26 years. 

Education/Certifications

■ Pickens Technical, 12 years 
■ New Horizons Computer Learning Center, 2 years
■ Georgia Tech College of management (Finance)
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ARISTOTLE “TELI” PARIANOS
DIRECTOR, SECURITY

Contract Role
Mr. Parianos directs the physical security operations of the
Alpharetta, Georgia facility and distribution center. He conducts
installation and remote administration of cooperative site security
systems, emergency contingency planning, disaster recovery
response. Fulfilling this role since 2002 prepares Mr. Parianos for this
role in the proposed project. This project will have Cooperative
Services and online components similar to his current SC, GA, OH,

FL, OK, D.C., TN, AZ, and PA customers. He reports to the corporate vice president of compliance and
security.

Summary

Mr. Parianos has 16 years of experience in security printing operations to include lottery, promotional
games, U.S. postage stamps and direct mail coupons. He has directed security, quality assurance and game
auditing departments at multiple sites. He managed safety, environmental compliance and worker’s
compensation programs and fulfilled various project management responsibilities. 

Relevant Experience

2002-Present, Scientific Games – Director, Security
■ Directs security operations so as to ensure the integrity of lottery games (1,200 annually), operations,

facilities (Alpharetta and all CSP sites), personnel (1,000) and systems to include physical security for
management information systems and corporate functions

■ Responsible for physical security programs, life safety and security systems, disaster recovery, safety
and primary emergency response programs

■ Conducts internal investigations, provides risk assessment/management and provides employee and
manager training

■ Responsible for all phases of new instant product site development from site selection, system design
and installation, UPS/power generation, remote monitoring and administration through operational
start-up and continued compliance

■ Monitors and assists with physical security best practices and related contractual compliance of
operational Scientific Games’ Cooperative Services sites in the United States and abroad

■ Administration of internal “annual critical position vetting and contractor vetting” processes; Assists
HR with applicant background investigations, records interpretation and third party services

■ Audit security related vendors and remote sites
■ Provides various event security services for Scientific Games’ business units
■ Overseas transport and specialty products security planning and implementation

Additional Related Experience

1997-2002, Quebecor World (Formerly Dittler Brothers and World Color) – Security 
and Safety Manager 
■ Managed three salaried and 28 hourly personnel at two facilities to include all security, quality

assurance and game auditing functions for printed products, lottery, promotional games, postage
stamps; administration of security and life safety systems and programs, administration of personnel
screening
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■ Conducted World Colors and latter Quebecor’s lottery legacy responsibilities (database lottery ticket
reconstructions and game closeouts of Dittler Brothers lottery products still in the field

■ Managed the company safety program and facilitated all production root cause investigations, final
report findings and corrective action recommendations; served as the main point of contact during FBI
investigations into Quebecors procedural and operational integrity regarding the SMI/McDonalds
scandal and successfully proved beyond reproach, no wrong doing, involvement or negligence on the
part of Quebecor or its employees

■ Project management in consolidation of two printing mid size facilities into an 800,000 sq. ft. mega-
site to include structural changes, press moves, facility systems and utilities, union negotiations,
vendor contracts

Previous Experience

1984-1992, U.S. Army Infantry
■ Led and professionally developed combat arms troops in vital combat operations during the Panama

Invasion and Gulf War, 1985-1992; Awarded Bronze Star Medal, Meritorious Service Medal, (2) Army
Commendation Medals, Combat Infantryman’s Badge

■ JOTC Jungle Operations Training Center Instructor; Trained military and law enforcement personnel
in jungle operations and advanced light and air assault infantry operations

■ Operation Promote Liberty; Conducted security and martial law operations to include the capture/
arrest of political fugitives and illicit drugs in post invasion Panama

■ Close personal protection and counter sniper assignments of executive branch political and high
ranking military officials, security of high risk critical infrastructure and highly sensitive operational
headquarters

■ Served as an anti-terrorist reactionary company team member for the Frankfurt military community
and Abrams Complex, 1986

Education/Certifications

■ U.S. Army. Non-Commissioned Officer Academy JLDC, PLDC, BNCOC, ANCOC (Accredited
Undergraduate) Forts Bragg & Campbell

■ Hopkinsville Kentucky Community College and FSU satellite in Republic of Panama (Undergraduate)
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CHERIE PEYTON
SENIOR PROJECT MANAGER

Contract Role
Ms. Peyton will oversee the entire start-up effort and will be on the
ground in Arkansas for overall operations support.

Summary

Since 2004, Ms. Peyton has had experience in a variety of positions for Scientific Games. This includes
having roles in the Worldwide Projects organization and the Cooperative Services division supporting both
online and instant lotteries.

Relevant Experience

2005-Present, Scientific Games – Manager, Cooperative Services 
■ Responsible for corporate support of CSP sites with respect to systems, communications, vending

machines, and special projects
■ Assists the sites/customers on critical software/hardware/communications release deliverables
■ Supports management with budgeting, forecasting, cost control and justification for software and

telecom projects 
■ Supports CSP start-up operations domestically and internationally

2004-2005, Scientific Games – Project Manager Worldwide Projects Organization
■ Coordinated daily and weekly project meetings with both internal and external customers
■ Managed software maintenance releases worldwide
■ Managed the rollout of 300 new online retailers for the Iowa Lottery
■ Served as the deputy project manager for the successful start-up for the Oklahoma Lottery 

Additional Information

In May of 2004, Ms. Peyton joined Scientific Games as a project administrator working for the director of
world wide projects. In her role she coordinated daily and weekly project meetings with both internal and
external customers; and managed all software maintenance releases world wide. She took on full time
project management in October of 2004. She managed the rollout of 300 new online retailers for the Iowa
Lottery and was the deputy project manager for the successful start-up for the Oklahoma Lottery this fall.
In October 2005, Ms. Peyton was promoted to the CSP division as the system implementation manager.
Ms. Peyton is now responsible for corporate support of CSP sites with respect to systems, communications,
vending machines, and special projects. On CSP start-up and conversion projects she serves as project
manager assuring the coordination between the online vendor, Scientific Games and the Lottery. 

Education/Certifications

■ Georgia Institute of Technology, Atlanta, GA – B.S. Industrial Engineering, 1999
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KYLE ROGERS
EXECUTIVE VICE PRESIDENT AND GENERAL MANAGER, 
MDI ENTERTAINMENT 

Contract Role
Mr. Rogers provides day-to-day management of the licensed property
team.

Summary

Mr. Rogers has more than 14 years of lottery-related experience, including ten years at the Virginia Lottery
where he held various positions including product development manager and most recently, marketing
director. 

Relevant Experience

2004-Present, MDI Entertainment – Executive Vice President and General Manager 

2004, Scientific Games – Vice President, Scientific Games Properties 
■ Responsible for all aspects of licensed games from license acquisition through game development,

sales, and game launches

2000-2004, Virginia Lottery – Marketing Director
■ Record sales and profits in every year as marketing director
■ Led transition efforts from The Big Game to Mega Millions
■ Introduced multi-state Lotto South to replace aging Lotto game
■ Double digit growth in scratch sales 

Additional Related Experience

Before joining the lottery industry in 1992, Mr. Rogers planned and executed marketing promotions
special events for Fortune 500 companies in Southern California for BDS Marketing. In between tenures
with Virginia Lottery, he worked as a financial analysis project leader with Dominion Energy in Richmond,
Virginia playing an integral role in the company’s transition to deregulation.

Education/Certifications

■ University of Virginia – Bachelors Degree Commerce with concentration in Marketing, 1990
■ College of William and Mary – Masters of Business Administration, 1993
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SCOTT ROSS
ALC GENERAL MANAGER

Contract Role
Mr. Ross will oversee the entire CSP operation and will ensure
contract compliance of the ALC account.

Summary

Mr. Ross has 12 years of experience with Scientific Games and 28 years of total lottery experience

Relevant Experience

2002-Present, Scientific Games – Marketing Manager, Arizona CSP
■ Five-year pattern of sales growth with each year setting progressively higher sales records 
■ Develop and recommend marketing objectives, including sales volume and financial forecasts
■ Define and recommend objectives in each area of operations; develop specific short term and long

term plans and programs, together with supporting requests and financial estimates
■ Manage a staff of supervisors to ensure timely distribution of product within the standards of budget,

policies, procedures and contract obligations
■ Manage software development and implementation for the project

2004-Present, Scientific Games – General Manager, New Mexico CSP (concurrent with 
Arizona)
■ Assist management to define objectives in each area of operations; develop specific short term and long

term plans and programs to plan and manage the sales and distribution efforts
■ Manage software development and implementation for the project

1997-2002, Scientific Games – Sales and Distribution Manager, Florida CSP
■ Five-year pattern of sales growth with each year setting progressively higher sales records 
■ Instituted a regional call cycle for contacting over 11,000 lottery retailers for the timely order of lottery

instant tickets while reducing retailer back-up stock by 38% and unsold inventory by 6%
■ Received ISO 9001:2000 certification within one year of start-up

Additional Related Experience

Mr. Ross has worked in the lottery industry since 1981 in the state, semi-private, and private sectors. Mr.
Ross began working as a marketing representative for the Arizona Lottery in the Phoenix district in 1981
and served as the corporate account manager from 1984 to 1996. In 1996 Mr. Ross assisted in the start up
of the New Mexico Lottery serving as the instant ticket product sales manager. Mr. Ross has been involved
in the start up or as a consultant for Scientific Games operations in both the United States and abroad.
These jurisdictions include: Française Des Jeux (French National Lottery), the New York Lottery, the South
Carolina Lottery, the California Lottery, the Ohio Lottery, the Maryland Lottery, the Indiana Lottery, the
Georgia Lottery, Games Media of England and the China Sports Lottery

Education/Certifications

■ Kent State University, Kent, OH – B.S. Public Relations, 1975
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ROBERT ANTHONY RUSENKO
VICE PRESIDENT, QUALITY

Contract Role
Mr. Rusenko ensures quality and continuous improvement in our
company on a corporate-wide basis.

Summary

Robert has over 20 years experience in manufacturing, most recently with DuPont where he has been
leading operations for their $1.8 billion Engineering Polymers operations. He managed six polymer plants
and nine compounding facilities worldwide. Prior to that, he worked with Saint Gobain-CeertainTeed
Corporation, W.R. Grace, G.E. Plastics and Allied Signal. While at GE he was the winner of the coveted Six
Sigma Gold Award for taking a plant from substandard performance to being an international leader.  

Relevant Experience

2005-Present, Scientific Games – Vice President, Quality

2001-2005, Saint Gobain-Certain Teed Corporation – Vice President of Operations
■ Achieved record productivity in 2003 and 2002, 5.1% and 7.0% respectively; four-year average (2002-

2005) was 4.6%; Prior four-year average (1998-2001) equaled 1.6%
■ Shifted focus from variance to budget to year-over-year actual cost performance; Manage the number

versus developing explanations after the month end closing; Weekly Flash Report, Monthly Plant
Operating Review Package, $ per lb. Targets by Line

■ Initiated and organized the implementation of Six Sigma and Design for Six Sigma through out the
entire business

■ Led Supply Chain Re-engineering effort to save $2.4 MM per year

2000-2001, W.R. Grace – Director Worldwide Manufacturing
■ Significantly modified the Six Sigma project selection process to incorporate a detailed financial

assessment
■ Led the development and the presentation of the Manufacturing Strategic Plan to the CEO and

Corporate Leadership Team
■ Initiated Process to Establish Global Manufacturing Metrics and Create ‘Line of Sight’ from Site Specific

Goals to Business Operating Plan; also included having the team perform opportunity analysis and
define entitlement; led the monthly review of these global metrics, along with the manufacturing
financial performance, with the CEO and Corporate Leadership Team
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1996-2000, GE Plastics – Technology Manager
■ Established process development partnership with raw material supplier and toll manufacturer to

reduce manufacturing cost by 18% for a new stabilizer
■ Re-organized the team that included creating new leadership positions to provide better alignment

with the key areas of focus; technical service, application development, process/product development
and growth

Education/Certifications

■ Widener University – B.S. Chemical Engineering, 1968
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CHARLES SCANNELLA 
SENIOR REGIONAL DIRECTOR 

Contract Role
Mr. Scannella provides account management, marketing, advertising
support, training and product development services.

Summary

Mr. Scannella has 23 years of lottery experience, both as a lottery vendor and as a lottery official with vast
knowledge regarding all aspects of online and instant games.
His experience includes production coordination of over 1,500 games from conception through sales. He
has also implemented lottery software systems and supervised marketing support for instant automation
systems for several states. 
Mr. Scannella is well-versed in game prize structure design, has experience in new product research and
has a comprehensive knowledge of the printing and programming process. 

Relevant Experience

1990-Present, Scientific Games – Regional Director
■ Serves and has served as regional director for the D.C., Delaware, Georgia, Kentucky, Minnesota,

Nebraska, and Pennsylvania lotteries
■ Involved in the development and implementation of more than 2,000 instant games
■ Implemented successful strategic marketing plans for over 11 lotteries
■ Developed and implemented numerous successful retailer incentive programs designed to encourage

retailers to promote lottery products and increase sales
■ Developed inventory management tools to assist lotteries in developing accurate game orders.
■ Assists in the development of research projects for both retailers and consumers
■ Assists lottery personnel in developing realistic marketing plans and objectives
■ Participates in quarterly and annual marketing programs for lottery jurisdictions providing direction

and recommendations on game themes, product mix, prize funds and other relevant strategical and
tactical marketing planning

Additional Related Experience

Prior to joining Scientific Games in 1990, Mr. Scannella was Webcraft’s project manager for the Oregon,
Maryland, New Jersey and Indiana lotteries. In this position, he was involved in online and instant training
in New Jersey and Indiana. He played a key role in the start-up operations for the Indiana Lottery. Before
that, Mr. Scannella was the communications monitor for the New Jersey Lottery.

Education/Certifications

■ American Academy of Broadcasting, B.A., 1979
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JOHN SCHULZ
VICE PRESIDENT, INSTANT TICKET SERVICES

Contract Role
Mr. Schulz will provide account operational oversight. Management
staff will report to Mr. Schulz as well as all other aspects of the
operation.

Summary

Mr. Schulz started with Scientific Games in 1985 at the company’s first ever “Cooperative Service” (CSP)
contract with the New York Lottery.   Since this time he has held several different management positions
within the operational and implementation side of the Scientific Games’ lottery business. Mr. Schulz has
worked on and oversaw projects and new business opportunities, in Canada, United States, Mexico, South
America, South Africa, Europe, Australia, and Asia. He has led and implemented 34 different projects
consisting of new lottery start-ups, terminal installations, instant ticket back office system, and online
implementations and commercial game operations. Mr. Schulz currently oversees the North American
Cooperative Service group consisting of 11 different budgeted sites and personnel. 

Relevant Experience

2007-Present, Scientific Games – Vice President, Cooperative Services
■ Oversees all of the CSP sites in North America and provides daily corporate support to each of these

sites
■ Oversees the personnel and P and L for each of the North American CSP operations
■ Provides start-up direction and support for all new CSP operations globally

2000-2007 Scientific Games – Senior Regional Director, Operations
■ Oversaw the company’s operations in the south and west online and CSP sites; accounts include

Montana, South Carolina, Arizona, New Mexico, Colorado, Iowa, Georgia, and Florida
■ Served as the corporate representative on the operational side for Scientific Games
■ All on-site operational personnel reported up through Mr. Schulz

Additional Information

Before joining Scientific Games in 1985, Mr. Schulz was a programmer for C.H.E.S. System Service, a
computer consulting company located in Pleasantville, New York

Education/Certifications

■ Nyack College, Nyack, NY – B.S. Organizational Management, 1994
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JEFF SINACORI
VICE PRESIDENT, RETAIL DEVELOPMENT

Contract Role
Mr. Sinacori consults with U.S. lotteries and European Lotteries.
Retail business strategies, marketing of lottery products at retail,
retailer and sales representative development and training. He is also
a developer of SalesMaker.™

Summary

Mr. Sinacori’s retailer training expertise is well-respected in the lottery industry worldwide.

Relevant Experience

Lottery Consultant Corp. – President

2005-2007
■ NASPL attendee

2006 
■ Speaker at NASPL (Breakout sessions) 

2005-2006
■ Consulting for the following lotteries: New York Lottery, New Hampshire Lottery, Vermont Lottery,

Maine Lottery, Indiana Lottery, Oklahoma Lottery, Maryland Lottery, Iowa, Lottery, South Carolina
Lottery, Minnesota Lottery, Washington State Lottery, Tennessee Lottery, Georgia Lottery Corp.,
Germany Lottery

■ Retailer/MSR/DSR/LSR sales training via consulting and seminar class; corporate outreach programs;
management training/sales representative training, retailer training.

Related Experience

1987-2004, Business Owner Cori’s “The Lucky Lottery Store”; New York State Lottery Agent/
Retailer 17 Years; Member of New York State Top Retailer Program

1999-2004, Long Island Regional Lottery Leader; Founder SINACORI SYSTEM™

2002-2005, Member New York State Lottery Retailer Advisory Panel 

2003-2005, New York State Largest Retailer #1 (16,000 Retailers)

2002, Lottery.com Lottery Retailer of the Year 

2002-2005, Top 1% in Lottery Sales in Nation 

2004, New York State Top Sales Award Over 5 Million (Single Year)

2003, First Retailer in NYS to Break $149,000.00 One Week Lottery Sales; New York State Top 
40 Retailer
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2002-2005, Lottery Best Practices Award New York State 

2003-2005, New York State Sales Representative Training Seminar; New York State Total Sales 
Over 35 Million Dollars

2004, Guest Speaker New York State Sales Conference

2005, Guest Speaker LaFleur's Lottery Conclave 

Education/Certifications

■ Nassau Community College – Studied Marketing, 1984
■ State University of New York College – Studied Marketing/Business, 1985-1987



69

RICK TIDWELL 
DESIGN SUPERVISOR AND GRAPHIC DESIGNER

Contract Role
Mr. Tidwell is responsible for production of final ticket artwork, and
supervises a team of graphic designers in the development and
preparation of working paper art.

Summary

Mr. Tidwell has more than 14 years of experience in art direction, graphic design and production art,
which includes more than 7 years with Scientific Games.

Relevant Experience

2007-Present, Scientific Games – Design Supervisor
■ Works with Scientific Games’ client services personnel to develop final ticket artwork for working

papers and production; creates POS material as needed for each game
■ Works with lottery product managers and lottery ad agencies as needed to facilitate their development

of additional marketing materials
■ Supervises a team of Scientific Games graphic designers in the preparation and development of final

ticket artwork
■ Responsible for scheduling of work throughout the department

2004-2007, Scientific Games – Pre-Press Technician
■ Developed trapped and press-ready plate files from final ticket artwork according to Scientific Games

production requirements
■ Generated contract proofs of final ticket artwork for customer color approval

2002-2004, Scientific Games – Graphic Designer
■ Designed instant lottery tickets from concept to completion, for domestic and international lottery

customers
■ Worked with lottery representatives, Scientific Games’ client services personnel and other staff to

create instant ticket designs.
■ Developed instant ticket designs for the Maine, France, Netherlands, United Kingdom, and Golden

Casket lotteries.
■ Attended focus groups held for the U.K. Lottery; developed new game concepts based on focus group

participants’ input

Additional Related Experience

Before Mr. Tidwell joined Scientific Games in 2002, he worked as art director for Vergason, Sojourner &
McWaters, an advertising agency in Orlando, Florida and as director of advertising for Christian
Duplications International, Inc.

Education/Certifications

■ Valencia Community College, Orlando, FL – A.S. Graphic Design, 1996
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JAMES BRIAN TRASK
SENIOR VICE PRESIDENT, GLOBAL PRINTING 
OPERATIONS

Contract Role
Mr. Trask oversees production operations of instant lottery games.

Summary

Mr. Trask has more than 30 years of broad management experience in the lottery and security printing
industries. In his current role, Mr. Trask oversees printing operations for Scientific Games’ manufacturing
divisions worldwide since April 2007.

Relevant Experience

2007-Present, Scientific Games – Senior Vice President, Global Printing Operations
■ Oversees printing operations for Scientific Games’ manufacturing divisions worldwide

2002-2007, Scientific Games – Managing Director SGIL
■ Joined Scientific Games in January, 2002 as Managing Director of its printed products operations in

Europe, Middle East and Africa, based out of Leeds England
■ Responsible for the creation and implementation of Scientific Games’ strategy to develop and grow its

European Lottery business including the local manufacture of instant scratch tickets

Additional Related Experience 

Before joining Scientific Games in 2002, Mr. Trask was president and chairman of Creative Games
International, Inc., a scratch lottery ticket printer in the United States and president, CBN Lotteries, which
included a lottery systems provider based out of Ottawa, Canada.
Before that, Mr. Trask held the position of senior vice president with OGT responsible for sales, marketing,
new product development, new market development, corporate advertising, quality assurance, ISO 9000
certification and legal counsel.

Education/Certifications

■ York University, Toronto, Ontario – M.B.A., 1976
■ Ottawa University, Ottawa, Ontario – B.A., 1974
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JOHN JOSEPH WALSH
SENIOR VICE PRESIDENT, GLOBAL SALES & SERVICES

Contract Role
Mr. Walsh is an executive staff member on the project steering
committee. He secures and allocates financial and personnel
resources for the project. Extensive experience in management and
support of operations, provision of cooperative services and
managing those services amply prepares Mr. Walsh to fill that role in
the proposed project.

Summary

Mr. Walsh has 27 years of experience providing lottery customers comprehensive operations support. He
has been integral to developing and enhancing the components that comprise the company’s Cooperative
Services Program (CSP).

Relevant Experience

2000-Present, Scientific Games, Senior Vice President, Global Sales & Services
■ Manages worldwide Cooperative Services projects
■ Manages the worldwide (excluding the Americas) instant ticket sales organization
■ Serves the board of directors for the following organizations: Consorzio Lotterie Nazionali - Italian

Instant Ticket Concession, Consortium with Lottomatica, FIT and Scientific Games, CSG - Joint
Venture for instant ticket printing in China with CITIC Media for the China Sports Lottery, GLB -
Guard Libang, provides instant ticket logistical & validation management systems for the China
Welfare Lottery, SIST - Joint venture with Inspur for Cooperative Services in Shangdong Province,
China

1997-2000, Scientific Games, Vice President – Cooperative Services
■ Provided ongoing support and overall management of all CSP and online customers
■ Managed the CSP start-up for the Florida, Georgia, Nebraska, Maine, Pennsylvania, Tennessee,

Arizona, West Virginia and Virgin Islands lotteries. A wide variety of services are provided under our
CSP

■ Worked with lottery officials and Scientific Games representatives to custom-tailor CSP contracts that
will meet a lottery’s specific needs. Revises these contractual services as necessary

■ Designed and implemented courier-based manifesting system in 1987, which has become the industry
standard today

■ Participated in developing the following international markets for Scientific Games: Philippines,
Russia, Mexico, South Africa, and Colombia, Italy, France, Australia, United Kingdom

■ Managed the New York Lottery’s entire instant game distribution system from 1986-1993
■ Worked with lottery officials and Scientific Games’ representatives to develop instant games for the

Lottery
■ Designed and implemented successful retailer incentive programs, which helped generate higher

revenues for the Lottery
■ Designed, implemented, and oversaw the telemarketing sales system for New York’s instant games

Education/Certifications

■ Fordham University, New York, NY – B.S. Marketing, 1981
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JENNIFER MCKELLER 
WELSHONS
VICE PRESIDENT, GLOBAL MARKETING 

Contract Role
Ms. Welshons manages the efforts of the Global Marketing
department, including market research services, analysis and strategic
planning. 

Summary

Ms. Welshons has worked in the area of marketing and research for the past 14 years, 10 of which has
involved lottery. Her experience includes consumer research, analysis, marketing and project management.
Since joining Scientific Games in September, 2000, she has designed and managed research projects,
performed analyses, and provided general marketing support for various lottery clients.

Relevant Experience

2008-Present, Scientific Games – Vice President, Global Marketing
■ Provides overall leadership and focus on global marketing initiatives for acquiring new business,

growing core business, and supporting current customers with superior professional marketing and
research services

2006-2007, Scientific Games – Vice President, Research and Planning
■ Created a more strategic role for research by combining it with an overall planning function for

marketing activities

2003-2006, Scientific Games – Director of Market Research
■ Responsible for elevating the research function to a more integral part of the business through more

focused customer relationships
■ Managed a staff to fulfill research obligations and added marketing information systems components

for more efficient analysis

2002-2003, Scientific Games – Market Research Manager
■ Continued to manage client research projects, as well as contractual funding and budgets upwards of

$3M annually
■ Worked with clients on overall project design, questionnaire design and analysis to best meet their

research needs

2000-2002, Scientific Games – Market Research Analyst
■ Managed all aspects of client research projects with internal personnel, as well as outside vendors 
■ Conducted various ad-hoc analyses for lottery clients as they are deemed necessary

Education/Certifications

■ University of Florida, Gainesville, FL – M.A. Mass Communication, specializing in research, 1994
■ University of Florida, Gainesville, FL – B.S. Advertising, 1993



76

This page intentionally left blank.



77

CATHY WHITE
MANAGER, CUSTOMER SERVICE

Contract Role
Ms. White is responsible for the management of the day-to-day
activities of the development of working papers, prize structures and
contract requirements of the Customer Service staff in Alpharetta,
Georgia.

Summary

Ms. White has 22 years of experience with Scientific Games. For 14 years, focusing on the development,
and marketing of an instant ticket; and, eight years, in the areas of administration and purchasing.

Relevant Experience

2006-Present, Scientific Games – Manager, Customer Service
■ Manages the day-to-day operational and training functions of Customer Service to ensure customer

contracts and ISO requirements are met; Directly responsible for five customer service supervisors who
each oversee a group of four to five account executives within customer service

■ Directly assists vice president of customer service with employee needs
■ Consults with Lottery management when requested for art and prize structure development

2005-2006, Scientific Games – Customer Service Quality Manager
■ Managed a team of two auditors for auditing art and prize structures to ensure accuracy and marketing

goals are met by customer service

2003-2005, Scientific Games – Various Positions
■ Senior quality analyst, responsible for a team of two to audit all prize structures, art and working

papers for customer accounts to ensure accuracy
■ International account representative, worked on game development to ensure contract, marketing and

printing guidelines were met for accounts; Camelot, Golden Casket, Netherlands and France
■ Prize structure specialist responsible for a team of two to develop prize structures for customer

accounts ensuring each prize structure was correct and met all necessary marketing guidelines

2005-2000, Scientific Games – Account Services Team Leader, Production Scheduler
■ Responsible for the management of game development for three account service representatives and

three graphic artists
■ Responsible gathering daily press information and updating the press schedule

1994-2005, Scientific Games – Account Services Representative
■ Responsible for game development for the accounts; Florida, Wisconsin, Massachusetts, Maine, New

York, New Hampshire, Nebraska, Kentucky and Missouri

Education/Certifications

■ Southeastern Center for the Arts (SCA), Atlanta, GA – Graphic Design, 1990
■ Numerous continuing education printing processes courses, including those offered by the Rochester

Institute of Technology, Rochester, NY
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JANINE LEE WHITEMAN
SENIOR DIRECTOR, RETAIL SOLUTIONS MARKETING

Contract Role
Ms. Whiteman serves as corporate sponsor for the Scientific Games
terminal offerings and assists site team with development and
deployment of new lottery solutions for specified retailers.   

Summary

Ms. Whiteman has over 26 years of lottery-specific experience, including lottery start-ups, account
management, customer service, marketing, game design, research and computer system design and
implementation. Ms. Whiteman’s experience includes project management of online and instant ticket
systems. She is integrally familiar with all facets of instant ticket and online game marketing as well as the
operational aspects of all lottery products. Her current responsibilities include marketing of Retail
Solutions products. 

Relevant Experience

2004-Present, Scientific Games – Senior Director, Retail Solutions Marketing
■ Responsible for the marketing of Scientific Games’ retailer terminals including WAVE™, InPlay™,

PlayCentral®, ConvenienceCentral™ and other product lines
■ Provides technical direction and review for the products

2001-2003, Scientific Games – Regional Director
■ Provided strategic and tactical direction and recommendations for a select group of Scientific Games

domestic lottery customers
■ Responsible for the development and implementation of realistic marketing plans
■ Responsible for development and implementation of tools that will assist lottery customers with

meeting revenue objectives 
■ Participated in quarterly and annual marketing planning programs for lottery jurisdictions providing

direction and recommendations on game themes, product mix, prize funds and other marketing
planning

Additional Information

Ms. Whiteman worked for Arthur Anderson & Company as an information systems consultant before
joining Scientific Games in 1983. She also worked as a programmer/analyst for Hewlett Packard and a
quality control test analyst for Auto-Trol Technology.

Education/Certifications

■ Colorado State University – B.S. Business (MIS Concentration), 1982 with Honors
■ Georgia Institute of Technology – Certificate of Project Management, 2002
■ Various Management Training and Professional Development Courses
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Scientific Games is pleased to submit our last three years of financial statements on the 

enclosed CD.

APPENDIX 4: Financial Reports 
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APPENDIX 4: Financial Reports
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