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Forward 

 

Leonardo Academy is charitable non-profit organization dedicated to advancing 

sustainability. We are a think and do tank that works to develop new tools, rating systems and 

metrics that help advance sustainability and also works to help companies, organizations, 

families and individuals to implement sustainability. One of our primary areas of work is 

putting the power of the competitive market to work on improving the environment. This is 

why we are so excited about developing this sustainability standard for electronic gaming 
machines. 

 

This draft standard provides an easy to use language or framework for communication on the 
sustainability of Electronic Gaming Machines between buyers and sellers of electronic 

gaming machines and provides guidance to designers of electronic gaming machines on 

suitable sustainability achievement targets for electronic gaming machines. 

 

Leonardo Academy would like to recognize the individuals that have helped develop this 

draft standard for sustainable electronic gaming machines, Eric Hansel - EGM Green, Dean 

McClain, Paul Magno - GLI, Michael Arny - Leonardo Academy). 

 

If you have any comment or suggestions on improving this draft sustainability standard for 
electronic gaming machines, please email them to John Rodgers, email address: 

jrodgers@leonardoacademy.org  

 
Michael Arny 

President 

Leonardo Academy 
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About Leonardo Academy 

 

 

Leonardo Academy is a charitable nonprofit (501c3) environmental organization dedicated to 

advancing sustainability and putting the power of the competitive market to work on 

improving the environment. 

Leonardo Academy is a Think and Do Tank that helps develop new approaches, methods, 

metrics and standards to advance sustainability and helps companies, organizations, families 
and individuals implement sustainability and document their achievements.  

 

Leonardo Academy works many areas of sustainability 
o Sustainability for companies and organizations 

o Sustainable Buildings 

o Emissions footprints, reduction strategies and offsets 

o Cleaner and Greener® Certification of emission reduction and offset 

achievements for events and companies and organizations. This program takes 

care of health and climate. 

o Sustainable products  

o Sustainable Land Management  

o Sustainability Standards Development 
o Leonardo Academy is an ANSI Accredited Standard Developer, developing 

standards on Emissions Inventories, Reduction Credits and Offsets; Sustainable 

Vehicles; and Sustainable Organizations.  
 

Leonardo Academy has been a USGBC contractor working on LEED for Existing Buildings 

(LEED-EB) from 2001 to the present, managing the LEED-EB pilot program, preparing the 

majority of the initial LEED-EB Reference Guide, preparing the majority of the initial 

LEED-EB training, and conducting all LEED-EB certification application reviews from or 

January 2002 to September 2007. Michael Arny, President of Leonardo Academy has worked 

on LEED-EB from the first development meeting in 2000 to the present. He was the Chair of 

the USGBC LEED® for Existing Buildings Committee and a member of the LEED Steering 

Committee from 2001-2005. 
 

Leonardo Academy is a member of the U.S. Green Building Council & CERES. 
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Glossary of Terms 

 

Criterion – A means of judging whether or not a principle has been fulfilled. 

Electronic Gaming Machine – Electronic gaming machines operating in gaming/gambling 

facilities with the general physical and operational characteristics:  

• Upright 

• Slant Top 

• Bar Top 

• Capable of supporting a Top Box  

• Spinning or Video Reel 

• Capable of communicating to a Slot management or lottery system  

• Capable of supporting common protocols  

• Skill-Based or Game of Chance 

• Capable of supporting serial or xml communications protocol 

• Capable of accepting a wager from a player and returning an item of value 

 
Metrics – A means of determining objectively the extent to which a criterion is met. 

Monitoring – Measuring a suite of indicators that are tracked over time to identify trends related 

to conformance to the requirements of the standard. 

Practice – A specific activity, method or procedure that may be used to perform a specific task or 

accomplish a defined goal. 

Principle – Fundamental belief that guides or influences decision-making or behavior.  

 

Rapidly Renewable Materials – Rapidly renewable materials and products are made from plants 
that are typically harvested within a ten-year cycle or shorter. Examples of rapidly renewable 

material include bamboo, wool, cotton insulation, agrifiber, linoleum, wheatboard, strawboard 

and cork. 

 

Recyclable materials – 

a) a material which is able to be reused, reprocessed or reconditioned to a new function or 

use 

b) a material which when recycled has a viable market for resale 

c) a material which has the capacity to be recycled by existing agencies  
d) is non contaminated  

Examples of non recyclable materials include metal assemblies containing less than 80% 

metal, mixed plastic with no coding (number). 
 

Recyclability – Recyclability of a material is defined by its ability to be captured and separated 

from a waste stream for reuse, reprocessing or reconditioning.  

 

Requirements – Specific provisions included in a standard that identify outcomes and/or practices 

that must be achieved or followed. 

Standard – The final document being developed under this ANSI process that will provide a set 

of voluntary principles, indicators and criteria to guide sustainable gaming efforts. 

Comment [PT1]: We should only defined the 

terms used in the document (i.e. multi-tiered). The 

term Principle is only used in definitions and is not 

defined appropriately to its use.  

Some definitions need to be reworked. 
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Sustainability – Means balancing the economic, societal and environmental considerations in 

ones operations to ensure the long term viability of our communities and ensuring natural and 

economic resources are utilized and optimized taking into account the needs of future 

generations.  

 

Supplier – an organization that delivers materials, components, goods, or services to another 

organization. For the purpose of this document, suppliers will be currently in business with the 

EGM manufacturer.  
 

 

Third Party Verification – Public statements and statements in manufacturer marketing materials 
on the rating level achieved by a electronic gaming machine under this standard can only be made 

if the level of achievement has been verified through independent third party verification  by a 

third party meeting the requirements for verifiers under this draft standard.  

 

 

Section 1: Introduction 

 

This draft sustainability standard for the manufacturer and development of electronic gaming 

machines (EGM) provides: 

 

o Guidance to manufacturers on how to increase the sustainability of the electronic gaming 
machines they manufacture 

o A standard for independent third party verification of the sustainability of an electronic 

gaming machines  

o Metrics for sustainable commerce for an electronic gaming machines 

o In procurement of an EGM, this standard can be referenced to easily define the 

requested level of sustainability performance 

o In sales of an EGM, this standard can be referenced to easily define the provided 

level of sustainability performance 

 
The metrics for this draft standard are defined in Section 2. 

 

Examples of how this draft standard can be used to advance the sustainability of electronic 
gaming machines are provided in Section 3.  

 

The conclusions in Section 4, recaps the purpose of this standard and the opportunities it 
provides. 

 

 

 

 

 

 

 

 

 

Comment [PT2]: The prime objective is to obtain 

“non-biased” technical sign off.  
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Section 2: Draft Standard for Sustainable Electronic Gaming 

Machines   
 

 
Section 2, Part 1:  Methods and Achievement Levels 

 

Documentation of Sustainability Achievements 

The documentation specified for each credit shall be developed and maintained. The 

documentation and testing for each electronic gaming machine   model must be updated at least 

annually. 

 

Overall Sustainability Rating Level of an Electronic Gaming Machine   

 The overall on the total number of points earned under each credit in the draft standard 

determines the overall sustainability rating level.  

The sustainability rating levels are: 

 
 Certified  30 – 40 points 

Silver   41 – 60 points  

Gold   61 – 80 points  

Platinum  81 – 100 points 

 

 

Use of Sustainability Rating Levels under this Draft Standard in Public Statements and 

Marketing Materials  

 
Public statements and statements in manufacturer marketing materials on the rating level 

achieved by a electronic gaming machine   under this draft standard can only be made if the level 

of achievement has been verified through independent third party verification by a third party 
meeting the requirements for verifiers under this draft standard. 

 

 

Comment [LEO3]: Points structure to be decided 

upon completion of the final draft standard 
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Section 2: Part 2: Energy and Emissions Reductions (EER)  

 

EER Credit 1:  Energy Efficiency  
 

Purpose of this Credit: 

The purpose of this credit is to increase the level of energy efficiency and reduce environmental 

impacts associated with energy use. 

 

Points Available:  40  

 

Determining Points for this Credit 

Measure gaming machine power consumption over a 30 minute time period on a stable gaming 

machine with all peripherals functioning in play mode. 

Play mode is defined as continuous operation of the machine by initiating a spin or bet button 

within 2 seconds of termination of the preceding bet cycle (reel spin).   

Any peripheral devices such as printers or bill validators offered for sale as an option on the 

machine must be installed and operating during this test.  Third party devices such as player 

tracking that are not included in the manufacturers’ regulatory approval are not to be included in 

this test. 

Recommended test equipment: California Instruments 5001IX Power Supply or equivalent. 

Procedure 

1. Record machine identification including make, model, serial number, game theme, 

printer model (if present), bill validator model (if present), coin comparator model (if 

present), LCD model(s) (if present), and any other peripheral devices. 

2. Record test instrument model and calibration date.  Example: California Instruments 

5001IX Power Supply equip. #550 cal. Due 06/09/2010. 

3. Connect gaming machine to power supply instrument with current reading and averaging 

capability. 

4. Energize gaming machine and ensure all peripherals are operational. 

5. Allow gaming machine to remain undisturbed in idle mode for 12 hours at 70 F +/- 2 F 

[21.1C +/- 1.1C ] 

6. Apply sufficient funds to the gaming machine to allow for 30 minutes or more continuous 
play. 

Comment [RC4]: Based on my testing using a 

late model IGT machine with mechanical reels, the 

difference between idle and play mode is 3%. 
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7. Initiate game play and operate continuously for 30 minutes. 

8. Record Vrms (voltage rms), Irms (current rms), and PF (power factor). 

9. Calculate power; ; Pwr (W) = (Vrms)*(Irms)*(PF) 

10.  

11. Record results. 

 

 

Table 1: Point Scale  

 

Energy Use per hour 

(Wh) 
Points 

 Greater than 425 0 

 350 to 425  10 

 275 to 349  20 

 200 to 274  30 

 Less than 200  40 

 
 

 

Comment [RC5]: Formula modified to return Wh 

instead of kWh 

 

Regarding the units for power, for large scale power 

consumption kW/h is correct however we are not 

comparing the usage of the entire casino floor.  We 

are comparing devices consuming 100-400 W.  I 

believe the correct unit to use for this scale is the 

Watt.  For example; microwave ovens are not rated 

1.5 kW, they are rated 1500 W which is roughly 3x 

the energy usage of slot machines.  At any rate, the 

conversion between W and kW is trivial.  Anyone 

tasked with power consumption efficiency 

improvements will be more than capable of making 

this conversion. 

 

Comment [RC6]: I prefer to keep this section as 

simple as possible.  One table, one test state.  LED’s 

do use less power but can be accounted for in the 

overall machine power consumption.  In response to 

Ralph’s comment below; consider the possibility of a 

machine with thousands of LEDs.  It would not be 

correct to award points based solely on the use of 

LEDs if the total power consumption was over 450 

watts.  Also, LED’s in place of fluorescent lighting is 

addressed indirectly in section 4 (mercury in light 

bulbs). 

Comment [PT7]: I see the following needing to 

be addressed and incorporated into the language for 

the credit: 

 

1) Need to reflect methodology for energy usage 

measurement – i.e. as per JBS5 comment – during a) 

full usage  b) idle 

2) Have two tables (for in use vs. idle) and fill in 

kWh 

 Consider separate credit just for energy efficiency of 

lighting used (as per RB comment below) 

Comment [RB8]: LED’s that use less power is 

the best option.  Low lights or no lights defeat the 

attraction of the machine.  The casino want to 

generate excitement, not put the patrons to sleep. 
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Materials Sustainability (MS) 

MS Credit 1 Sustainable Material – Recycle and Low Impact 

Content 
 

Purpose of this Credit 

The purpose of this credit is to reduce the environmental impacts of products and materials 

components of an electronic gaming machine.  

 

Points Available: 20 

 

How Points are Earned 

1. Identify components of the electronic gaming device which meet one or more of the 
following sustainability criteria:  

a. Contains at least 10% post-consumer or 20% post-industrial material. 

b. Contains at least 70% salvaged material from off site or outside the organization. 

c. Contains at least 50% rapidly renewable materials. 

2. Contains at least 50% Forest Stewardship Council (FSC) certified wood, or equivalent. 

For any components meeting one or more of the four categories of sustainability criteria 

above, calculate the percentage of each by weight.  Calculation of achievement: 

a. Measure the total machine weight. 

b. Measure the weight of sustainable material qualifying components 

c. Sum the weight of sustainable material qualifying components, divide the sum by 

the total machine weight, and multiply by 100% to determine percent 

achievement. 

 

Points 

Percent Achievement Points 

0-20 5 

21-40 10 

41-60 15 

61-80 20 

 

 

 

 

 

 

Comment [RC9]: I have simplified and clarified 

the section for calculation.  I am open to comments 

and suggestions. 

Comment [RC10]: Hypothetical example. 

 

Sample Electronic Gaming Device “A” contains: 

1.22 lbs post consumer material in the form of 

recycled plastic components 

2.9 lbs post industrial material in the form of plastic 

fabrication scrap reintroduced into the product’s 

plastic components 

3.2 lbs salvaged material from off site or outside the 

organization ( don’t have an example for this) 

4.12 lbs rapidly renewable material in the form of 

bamboo based packaging 

5.17 lbs Forest Stewardship Council certified wood 

 

Sample Electronic Gaming Device “A” total 

machine weight = 209 lbs. 

 

Percentage of material classifications above: 

1.(22/209)*100%=10.5% post consumer material; 

criteria MS credit 1 section 2a met 

2.(9/209)*100%=4.3% post industrial material; 

criteria not met 

3.(2/209)*100%=1% post salvaged material; criteria 

MS credit 1 section 2b not met 

4.(12/209)*100%=5.7% rapidly renewable material; 

criteria MS credit 1 section 2c not met 

5.(17/209)*100%=8.1% FSC material; criteria MS 

credit 1 section 2d not met 

 

Since one or more criteria was met, the electronic 

gaming device qualifies for points per the table in 

section MS credit 1; 10.5% qualifies for 5 points 
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MS Credit 2 Sustainable Materials – Solvents, Sealants, Adhesives 
 

Purpose of this Credit 

The purpose of this credit is to reduce the environmental impacts of products and materials 
components of an electronic gaming machine.  

 

Points Available: 20 

 

How Points are Earned 

1. Identify components of the electronic gaming device which meet one or more of the 

following sustainability criteria:  

a. Adhesives and sealants that have a VOC content less than the current VOC 

content limits of South Coast Air Quality Management District (SCAQMD) Rule 

#1168, or sealants used as fillers must meet or exceed the requirements of the 

Bay Area Air Quality Management District Regulation 8, Rule 51.  

b. Paints and coatings that have VOC emissions not exceeding the VOC and 

chemical component limits of Green Seal’s Standard GS-11 requirements. 

c. Composite panels and agrifiber products that contain no added urea-

formaldehyde resins.  (Composite panels and agrifiber products are defined as: 

particleboard, medium density fiberboard (MDF), plywood, oriented strand board 

(OSB), wheatboard, strawboard, panel substrates and door cores). 

2. For any components meeting one or more of the four categories of sustainability criteria 

above, calculate the percentage of each by weight.  Calculation of achievement: 

a. Measure the total machine weight. 

b. Measure the weight of sustainable material qualifying components 

c. Sum the weight of sustainable material qualifying components, divide the sum by 

the total machine weight, and multiply by 100% to determine percent 
achievement. 

 

Points 

Percent Achievement Points 

0-20 5 

21-40 10 

41-60 15 

61-80 20 

 

 

Comment [RC11]: This table will require 

revisions based on actual amount of material in each 

machine.  This type of material is probably used in 

small amounts and would never reach 80% of the 

machine weight. 
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MS Credit 3 Sustainable Materials – Local Materials 
 

Purpose of this Credit 

The purpose of this credit is to reduce the environmental impacts of products and materials 

components of an electronic gaming machine.  

 

Points Available: 5 

 

How Points are Earned 

 

Where minimum of 10% of all material components within machine is harvested and processed 

or extracted and processed within 500 miles of the factory where final assembly is completed. 
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MS Credit 4: Reduced Mercury in Light Bulbs   

 

Purpose of this Credit 

The purpose of this credit is to develop and maintain a source reduction program for mercury 

within lamps (light bulbs) by reducing the amount of mercury in the bulbs purchased for use in 

the electronic gaming machine. 

 

Points Available:  6 

 

How to Earn Points: 

1. Calculate the mercury contend all the light bulbs used in the electronic gaming 

machine in picograms per lumen hour and document the mercury content, rated life 

and mean lumen output for each type of bulb used in the electronic gaming machine. 

a. For each type of bulb used in the electronic gaming machine calculate 

i. The total number of bulbs of that type used in the electronic gaming 

machine 

ii. The total mercury content of all the bulbs of that type  

iii. The total lumen hours of light output for all the bulbs of that type 

(1) Number of bulbs X Bulb life X Mean lumen output  

b. Add up the totals for all bulbs used in the electronic gaming machine: 

i. The total mercury content of all the bulbs   

ii. The total lumen hours of light output for all the bulbs 

c. Calculate the overall picograms of bulb mercury content per lumen hour of light 

output 

i.  b.i. Divided by b.ii.  

 

Points 

Overall picograms of bulb mercury content per lumen 

hour of light output 
Points 

75 2 

50 3 

25 4 

0 6 
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MS Credit 5: Use and Promotion of Recyclable Material and 

Enhanced Recyclability   

Purpose of this Credit 

The purpose of this credit is to encourage the use and Recyclability of Recyclable Materials in 

manufacturing electronic gaming machine. 

Total Points Available:  15  

 

MS Credit 5A:  

Points Available:  10  

 

How to Earn Points: 

In accordance with the document percentage of parts by weight which are considered 

Recyclable Materials 

Points 

Weighted average recyclable materials used in the electronic 

gaming machine by weight 
Points 

20% 2 

40 % 4 

60 % 6 

80% 8 

100% 10 

 

MS Credit 5B:  

Points Available:  5  

 

How to Earn Points:  

Points are awarded where the EGM: 

a) Contains no unidentified (coded) plastics 

b) Contains no PVCs 

c) Uses non toxic inks and recycled paper for any printable EGMs  

d) Manufacturer has an active Supplier Management Program in place to regularly 

(minimum once annually) communicate sustainability initiatives to improve the 

recyclable components and recyclability of the components of an EGM 

 

 

 

Comment [PT12]:  For consideration 

Comment [PT13]: For consideration 
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MS Credit 6: Waste  

 

Purpose of this Credit 

To encourage refurbishing, re-use, or recycling of electronic gaming machines and associated 

components. 

 

MS Credit 6A: Waste  

Points Available:  15 

 

How to Earn Points:  

1. The points awarded for a specific electronic gaming machine   will be based on the 

existence of an established take back and refurbishment program by a manufacturer.  

electronic gaming machine which are sold, operated in casinos through lease agreements, 

or owned and operated by the manufacturer are eligible for credits  as a refurbished 

machine if they meet the following requirements: 

a. The machine must have been installed in a gaming property and placed into 

service. 

b. The machine must have been removed and returned to a manufacturer for rework 

by changing or upgrading components such as but not limited to: processor, 

CRT/LCD, game theme, glass, laminate, toppers.  

2. Field conversions, reconfigurations or upgrades that take place on the casino floor do not 

qualify for credits as refurbished machines. 

Determine the manufacturer’s total annual production quantity of gaming machines for 

the most recent fiscal year. 

Determine the manufacturer’s total annual qualifying refurbished machines for the same 

fiscal year. 

Calculate percent of production that was refurbished.  Credits are awarded according to 

the following table: 

Percent of Refurbished Machines Points 

1 to 5% 2 

 Greater than 5 % 4 

Greater than 10 % 6 

Greater than 15% 8 

Greater than 20% 10 

 

3. Credit for recycling End of Life (EOL) electronic gaming machine:  Calculate the 

percentage of electronic gaming machine sold or placed which are returned and recycled.  

For this section recycling is defined as disassembling the electronic gaming machine, 

Comment [RB14]: Disposal of slot machines at 

HCC. 

We have traded them in.  Any vendor will take any 

machine especially if it means gaining foot print on 

the floor.  If the manufacturer trade in allowance is 

low enough, which it has been of late, there are 3rd 

party buyers that I send list of machines for sale to 

and have them bid on them.  There have been 

occurrences in the past when a manufacturer has had 

a deal going to get their out dated machines off the 

floor where they gave a good trade in, but the 

machines were destroyed at a salvage yard near the 

casino. 
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classifying components and distributing to recycling vendors according to material 

classifications as listed in section 6b.  Serialized components must be disposed of per 

local regulatory requirements. Credits are awarded according to the following table: 

 

Percent of Recycled Machines Points 

1 to 5% 1 

 Greater than 5 % 2 

Greater than 10 % 3 

Greater than 15% 4 

Greater than 20% 5 

 

 

MS Credit 6B: Waste   

Purpose of this Credit 

To encourage recycling of waste created from the manufacturing or final assembly of electronic 

gaming devices (TBC) or from the disassembly of EOL machines recovered from field service. 

 

Points Available:  10 

 

How to Earn Points:  

Points are awarded based on percent of material recycled compared to annual machine 

production.  For material with a unit of measure other than lbs, a correction coefficient is applied 

based on unit conversion or material density.  The total corrected recycled material weight is then 
divided by the total production weight (averaged value based on 250 lb machine) and converted 

into a percentage. 

 

Recyclable material shall be separated into the categories below.  Material will be transferred to 

the appropriate recycling facility and documentation retained for third party verification.   

 

1.  Material classification and correction coefficient table: 

Material 

Examples Unit 

of 

Meas

ure 

Correction 

coefficient 

CRT’s All Ea 30 

LCD’s All Ea 20 

Cords/Cables Insulated wire Lbs 1 

Comment [RC15]: This section may be 

redundant as recycled components are covered in 

section 6b, however I believe it has value because it 

accounts for machines that may have been taken in 

trade for new sales, or removal of old machines that 

are disposed of for customers.  I am open to 

comments. 

Comment [JD16]: My main concern here is EOL 

(end of life).  It comes into a bigger picture issue of 

the third party verification I sent earlier: 

 

For the third party verification, my questions were: 

 

-Who will pay for this?  If it is the manufacturer, it 

will increase their production costs. 

-Who chooses the third party?  Is there an authorized 

list somewhere?  If not, would we create it?  For 

example, in the food industry, there are several 

organic certifications, some better than others.  Is 

anyone aware of a company who could do this kind 

of non-biased verification? 

-Access.  Since we are discussing gaming 

equipment, it will have to be someone who already 

has or is willing to spend the money to become 

someone who can access gaming devices.  It is a 

very proprietary business and not just anyone can 

gain access to the machines.  If it is done at the 

casino level, same rules would apply. 

-Jurisdiction.  Since this standard is going to cover 

the USA and possible the world, this presents 

challenges for different areas access to gaming 

devices if done at the casino level, so it makes sense 

to do it from the manufacturer. 

 

My suggestion would be: 

 

-Certify the supplies of the items of the gaming 

device.  Start getting the companies IGT, Bally’s, etc 

buy from and make sure they are buying 

recycled/recyclable components.  That way, it would 

be more of an audit trail than an actual inspection, 

which could be done remotely by anyone.  In other 

words, if it takes 5000 lbs of plastic per year that a 

manufacturer would buy for their slots, and 5000 lbs ... [1]

Comment [PT17]: •Are we including the 

pallets? I presume this is pallets which EGM are 

distributed on? Packaging is typically separately 

address – not considered ‘part of’ the EGM. 

•Can we discuss the table, two quick questions:  1) 

Where does metal fall? (copper, steel, other) 2) Lets 

not used acronyms (i.e. LCD, CRT) 

 

•E-waste should be at the bottom of the list 

 

•I feel the 30% national recycling rate is low – do we 

really want to base the standard on a current, low 

rate? I would tend to increase it – we are striving for 

greater performance. 

 

Comment [PT18]: Can we discuss the table, two 

quick questions:  1) Where does metal fall? (copper, 

steel, other) 2) Best not to use acronyms (i.e. LCD, 

CRT). Also would not E-waste be at the bottom of 

the list (as you have it as any waste not listed above 

– yet there are EPROMs, Hard drives, etc.. below 

which should be eluded to as well.) 
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Green Board Printed Circuit Boards Lbs 1 

e-Waste Any e-Waste not included above Lbs 1 

Haz Waste All EPA Regulated Liquid Material Gal 10 

Non-Reg Waste Non EPA Regulated Liquid Material Gal 10 

Fluorescent Bulbs Crushed Fluorescent bulbs Drum 600 

Whole Machines 
Gaming machines which cannot be stripped 

and separated 

Lbs 1 

Tin/Light Iron Cabinets, Brackets, etc. Lbs 1 

Batteries Consumer, lithium, and UPS batteries Lbs 1 

Cardboard All Tons 2000 

Silicon Chips EPROMs etc. Lbs 1 

Hard Drives All Lbs 1 

Plastic All except Styrofoam Lbs 1 

Styrofoam Packaging Lbs 1 

Fix Photo Chemical Gal 10 

Developer Photo Chemical Gal 9 

Drums Metal Chemical Drums Ea 50 

Wood Pallets All Ea 40 

Other 
Miscellaneous small qty items such as cell 

phones, office equipment, etc. 

Lbs 1 

 

2. Calculate the total annual material weight for each category listed and multiply by the 

correction coefficient.   

 

3. Sum the corrected recycled material weight. 

 

4. Determine the manufacturer’s total annual production of gaming machines for the 

most recent fiscal year and multiply this number by the machine correction factor 

(250).  This returns the machine weighted average. 

 

5. Compute the recycled material percentage by dividing the corrected recycled material 

weight by the machine weighted average and multiplying by 100%  

 

6. Points are awarded per the following table: 

 

Comment [PT19]: Are we including the pallets? 

I presume this is pallets which EGD are distributed 

on? Packaging is typically separately address – not 

considered ‘part of’ the EGD. 

Comment [RC20]: According to my limited 

research, I believe the average recycling rate in the 

US is around 30% (recycled material to landfill 

material).  Please correct me if anyone has better 

figures.  This does not directly correlate to the 

weight of product being produced, but I think it can 

be used as a generalized metric for scoring as 

opposed to requiring manufacturers to track lbs of 

general waste for comparison.  Based on this I 

propose to award 80% of the points to manufacturers 

who recycle 30% or more of their production weight.  

100% of the points would be awarded to those 

exceeding the national average. 

Comment [PT21]: I feel the 30% national 

recycling rate is low – do we really want to base the 

standard on a current, low rate? I would tend to 

increase it – we are striving for greater performance. 
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7. Third party verification of recycling program must be maintained.  Examples of 

verification include but are not limited to 1. Receipts for sale of recyclable material 

or 2. Disposal fees. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Recycling Ranking Points 

1 to 10% 2 

 Greater than 10 % 4 

Greater than 20 % 6 

Greater than 30% 8 

Greater than 40% 10 
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Innovation and Communication (IC)    

IC Credit 1: Communication   

 

Purpose of this Credit 

The purpose of this credit is to encourage electronic gaming machine manufacturer to 
communicate sustainability achievements and to identify additional environmental benefits 

beyond those specifically identified in the draft standard. 

 

Points Available: 5 

 

How Points are Earned: 

1. Prepare a case study describing the sustainability achievements under this standard that 

will be published after third party verification of achievements under this standard is 

received.  (5 points)   

2. Identify and document additional environmental benefits achieved, beyond the 

environmental benefits covered by the draft standard. (5 points) 

 

Comment [PT22]: Just to clarify, the standard 

does not ask for the report or ‘communication’ be 

verified by a 3rd party, it only states that the report be 

done ‘AFTER 3rd party verification of 

achievements’.  So that they are not reporting on 

false achievements. 

 

Comment [RB23]: Who pays for the third party?  

If it ends up tacked on to the price of the machine it 

could make the green machine too tough on the 

bottom line to be feasible to purchase. 
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Innovation and Communication (IC)    

IC Credit 2: Innovation 

 

Purpose of this Credit 

The purpose of this credit is to encourage electronic gaming machine manufacturer to identify 
and implement additional environmental and social benefits beyond those specifically identified 

in this standard. 

 

Points Available: 20 Points - 5 Points for each category 

 

How Points are Earned: 

3. Energy:  Prepare a case study describing the following 

a. How this credit is unique and does not fit in the energy credit. 

b. Quantify the energy value. 

c. Quantify other material values associated with this energy credit. 

4. Material:  Prepare a case study describing the following 

a. How this credit is unique and does not fit in the material credit. 

b. Quantify the energy value. 

c. Quantify other material values associated with this energy credit. 

5. Social Sustainability:  Prepare a case study describing the following 

a. How this credit is unique and does not fit in the social sustainability credit. 

b. Quantify the energy value. 

c. Quantify other material values associated with this energy credit 

6. Innovation:  Prepare a case study describing the following 

a. How this credit is unique to all categories 

b. Quantify the value 

c. Qualify the value. 

 

 

 

 

 

 

Comment [RC24]: The discussion favoring 

addition of recycling and reuse or refurbishing really 

belongs in MS credit 5.  This will keep the IC 

section aligned with the strategy of promoting 

innovation and encouraging development of 

previously unexplored technology. 

Comment [KN25]: Is there the possibility of 

introducing something specific in regards to the 

hazardous materials found in the electronics of the 

slot machines?  One suggestion might be that 

manufacturers get credit points for providing a 

recycling program that disassembles, extracts and 

salvages the materials in a controlled environment.  

Since such a program would be companywide the 

credit point would apply to any slot machine model 

that the manufacture manufactures. 

 

Comment [KN26]:  This would expand on the 

innovation credit and allow for specifics as opposed 

to the initial proposal below which may appear too 

vague.  



LLeeoonnaarrddoo  AAccaaddeemmyy  

DDrraafftt  SSttaannddaarrdd  ffoorr  SSuussttaaiinnaabbllee  SSlloott  MMaacchhiinneess  

 

22 

 

 

IC Credit 3: Design 

 

Purpose of this Credit:  

The purpose of this credit is to recognize and award points for innovative electronic gaming 

machine designs which lead to an overall reduction of material and raw material, energy, and 

water consumption; and/or increases durability and lifespan above that identified by the standard.  

 

Points Available: 10 

 

How Points are Earned: 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Comment [PT27]: I would be interested in 

adding a credit somewhere, perhaps here regarding 

transportation/delivery of slot machine. 
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Social Sustainability (SS) 

SS Credit 1A: Workplace Environment - Manufacturer 

 

Purpose of this Credit:  

The purpose of this credit is to ensure that the rights, safety, health and working conditions of the 

employees are in line with the appropriate jurisdictional labor standards and to create an 

environment that is conducive with employee satisfaction and overall organizational success. 

 

Points Available: 10 

 

How Points are Earned: 

1. Evidence of employee benefits program 

2. Demonstrated evidence of ergonomics and industrial design considerations considered 

and reflected in employee work space. 

3. Demonstrated evidence of compliance with Health and Safety legislation.  

4. Low injury and absenteeism (based on number of claims per 100 employed full time 

equivalents (FTEs) based on payroll). Rates must be lower than the manufacturing 
industry average for the jurisdiction in which manufacturing plant resides. 

5. Evidence related to conformity to labor standards specifically addressing child labor, 

working hours, public holidays, overtime and maximum hours, fair compensation, 

equality/discrimination including active policy monitoring. 

 

Table: Points allocation 

Number of criteria met Points 

Min. 2 2 points 

3 4 points 

4 6 points 

5 10 points 

 
Illustrative Examples: 

 

Criteria Illustrative example 

Evidence of employee benefits program A letter of confirmation from ABC Insurance 

company describing the benefits plan covering 

health coverage, dental plans coverage, life 

and disability income protection coverage.   

Demonstrated evidence of ergonomics and 

industrial design considerations considered and 

reflected in employee work space. 

 

Floor and space schematics provided with 

supporting validation from industrial designer 

highlighting aspects of ergonomic design. 

Purchase orders and product descriptions of 
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ergonomic chairs and keyboards provided. 

Demonstrated evidence of compliance with 

Health and Safety legislation 

Third party verification report provided 

confirming compliance to Health and Safety 
legislation. 

Low injury and absenteeism (based on number 

of claims per 100 employed full time 

equivalents (FTEs) based on payroll) 

 

Rates provided indicate an injury rate of  3.0 

which is below industry average. 

Evidence related to conformity to labor 

standards specifically addressing child labor, 

working hours, public holidays, overtime and 

maximum hours, fair compensation, 

equality/discrimination including active policy 

monitoring. 

Third party verification report provided 

confirms all conditions have been met.  

 

 

SS Credit 1B: Workplace Environment – Supplier 

 

Purpose of this Credit:  

The purpose of this credit is to demonstrate that the manufacturer has taken steps to encourage 
and/or support suppliers that ensure the rights, safety, health and working conditions of the 

employees are in line with the appropriate jurisdictional labor standards and to create an 

environment that is conducive with employee satisfaction and overall organizational success.” 

 

Points Available: 10 

 

How Points are Earned: 

For suppliers of materials used to manufacture the EGM , where the materials account for at 

minimum 10% of the total weight of the EGM, meet a minimum of three of the following criteria: 

1. Evidence of employee benefits program 

2. Demonstrated evidence of ergonomics and industrial design considerations considered 

and reflected in employee work space. 

3. Demonstrated evidence of compliance with Health and Safety legislation.  

4. Low injury and absenteeism ( based on number of claims per 100 employed full time 

equivalents (FTEs) based on payroll). Rates must be lower than the manufacturing 
industry average for the jurisdiction in which manufacturing plant resides. 

5. Evidence related to conformity to labor standards specifically addressing child labor, 

working hours, public holidays, overtime and maximum hours, fair compensation, 

equality/discrimination including active policy monitoring. 

 

Table: Points allocation 

Number of criteria met Points 

100% of  suppliers meet a min. 3 criteria 3 points 

Comment [JD28]: From my perspective, I would 

send the supplier the standard and let them know (if I 

was the manufacturer) that we were very serious 

about the standard and are moving to it.  This, of 

course, would have to come from the top of the 

manufacturers organization.  I would then lay out a 

timeline to change things over.  Realize, that some of 

these suppliers have been doing business with these 

manufacturers for some time and having been 

purchasing the same old non-sustainable items.  If 

they know that say, an IGT, it going to go over to all 

or mostly, recycled materials/recyclable materials, it 

may cause a major shift (depending on volume) in 

what they get and from who.  This will also show 

them potential volume from previous sales and they 

could get the best deal on the new items.  This will 

also help isolate the vendors that may refuse to 

change and then the manufacturer would have to 

pursue either staying as is, or pursuing a new 

vendor.   



LLeeoonnaarrddoo  AAccaaddeemmyy  

DDrraafftt  SSttaannddaarrdd  ffoorr  SSuussttaaiinnaabbllee  SSlloott  MMaacchhiinneess  

 

25 

 

100% of suppliers meet 4criteria 6 points 

100% of suppliers meet all 5criteria 10 points 

 

See illustration examples provided in SS1A.  

 

 

SS Credit 2: Community Impact Assessment 

 

Purpose of this Credit:  

The purpose of this credit is impacts on local community are considered in both establishing a 

electronic gaming machine  manufacturing plant in a community, as well as ongoing operations 
of the plant, such to reduce negative environmental impacts and positive social repercussions to 

the community. 

 

Points Available: 10 

 

How Points are Earned: 

 

1. Evidence of a community impact assessment conducted related to establishing (entering, 

operating within, and/or exiting business operations on the community and results 

incorporated into business approach/strategy. 

2. Evidence of supporting community social initiatives.  

3. Evidence of contribution toward local community economy. 

4. Mechanisms exist for community communication and consultations, managing and 

resolving complaints.  

 

Table: Points allocation 

Number of criteria met Points 

Min. 2 3 points 

3 6 points 

4 10 points 

 

Illustrative Examples: 

 

Criteria Illustrative example 

Evidence of supporting community social 

initiatives.  

 

Examples include supporting charitable 

organizations i.e. all employees volunteer a 

workday to build a house with Habitat for 

Humanity.  
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Evidence of contribution toward local 

community economy. 

 

Over 80% of employees are local 

 

Mechanisms exist for community 

communication and consultations, managing 

and resolving complaints.  

 

• Website created for community 

consultation and status of company 
expansion initiatives.  

• Staff assigned to public relations and 

complaints with contact information 

displayed on company website and 

communiqués. 

 

SS Credit 3: Diversity and Employee Programs 

 

Purpose of this Credit:  

To ensure electronic gaming machine manufacturers have good labor and human rights practices.  

 

Points Available: 10 

 

How to Earn Points;  

 
Meet the following criteria: 

1. Demonstrated evidence of an equal opportunities program 

2. Minimum 1% of overall salary expenses allocated to training programs  

3. Minimum 2% of suppliers are either minority owned, woman owned, , disadvantaged 

owned 

4. Employee benefits include at minimum legislated benefits, additional pension, health, life 
or other insurance 

5. Employee programs exist to support good work life balance and address overtime hours, 

provide flexible work hours, job sharing and parental leave. 

 

Table: Points allocation 

Number of criteria met Points 

Min. 2 2 points 

3 4 points 

4 6 points 

5 10 points 
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Section 2, Part 4: Overall Achievement Checklist 

 
Credit Number Credit Name Points 

Available 

Points 

Earned 

EER Credit 1 Energy Efficiency   

MS Credit 1 Sustainable Materials – Recycle and Low Impact Content   

MS Credit 2 Sustainable Materials – Solvents, Sealants, Adhesives   

MS Credit 3 Sustainable Materials – Local Materials   

MS Credit 4 Reduced Mercury in Light Bulbs   

MS Credit 5A Use and Promotion of Recyclable Material and Enhance 

Recyclability 

  

MS Credit 5B Use and Promotion of Recyclable Material and Enhance 

Recyclability 

  

MS Credit 6A Waste   

MS Credit 6B Waste   

IC Credit 1 Communication   

IC Credit 2 Innovation   

IC Credit 3 Design   

SS Credit 1 Workplace Environment   

SS Credit 2 Community Impact Assessment   

SS Credit 3 Diversity and Employee Programs   

Totals    
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Section 3: Examples of how this Draft Standard Can Be Used 

 
 

Manufacturers 

 

1. Manufactures can use this standard to evaluate and improve the sustainability of the 

electronic gaming machine they manufacture. 

 

2. Manufacturers can use this draft standard as the basis for independent third party verification 

of the sustainability achievements of their electronic gaming machine. 

 

Buyers 

 
1. Buyers of electronic gaming machine can use this draft standard in the procurement of 

electronic gaming machine, by referencing this standard to easily define the requested 

level of sustainability performance. 

 

2. Buyers of electronic gaming machine can use this draft standard in the in house or third 

party testing of a sampling of electronic gaming machine purchased to procurement of 

electronic gaming machine to verify compliance with sustainability requirements in a 

purchase contract that reference this standard to easily define the requested level of 

sustainability performance. 

 

 

 
 

 

 
 

 

 

 

 

 

 

 

 
 

 

 
 

 

 

 

 

 

 

 

 

Comment [RB29]: This would be attractive as 

long as the price of the machine didn’t put it out of 

the parameters of the slot departments fiscal budget. 
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ANNEX A 

 
Sustainable Slot Machine Standard 

Annual Reporting Template 

 

 

 
Drafted by: 

 

Date: 
 

Company logo: 

 

 

 

 

* This Report has been drafted according to the Sustainable Slot Machine Standard 

developed by a multi-stakeholder group under the American National Standards Institute’s 

protocol. 

 

 

** This template is to be considered as a guideline for how to document efforts. The form is 

not mandatory. Companies reserve the right to design annual reports as desired. The main 

goal is to create a reference document from which progress is tracked and reported.

Comment [NM30]: For committee review 
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Content Outline 

 

 
1. Company Profile 

1.1 Company Name, Location and Nature of Business 

1.2 Ownership and Legal Form  

1.3 Primary Brands and/or Products 

1.4 Primary Market 

1.5 Additional: Significant Changes During Reporting Period, Awards, and/or 

Memberships 

 

2. Report Parameters 

2.1 Dates Covered by Report 

2.2 Scope and Boundary of Report 

2.3 Point of Contact 

 

3.  Performance 

Credit Topic Page 

EER Energy & Emissions Reductions  

EER Credit 1 Energy Efficiency  

MS Materials Sustainability  

MS Credit 1 Recycled and Low Impact Content  

MS Credit 2 Solvents, Sealants, Adhesives  

MS Credit 3 Local Materials  

MS Credit 4 Reduced Mercury in Light Bulbs  

MS Credit 5 Recycling  

MS Credit 6A Waste  

MS Credit 6B Waste  

IC Innovation & Communication  

IC Credit 1 Communication  

IC Credit 2 Innovation  

IC Credit 3 Design  

SS Social Sustainability  

SS Credit 1 Workplace Environment  

SS Credit 2 Community Impact Assessment  

SS Credit 3 Diversity & Employee Programs  

 Achievement Checklist & Point Scoring  
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About Our Company 

 

1. Company Profile 

 

1.1 Company Name, Location and Nature of Business 

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________ 

 

1.2 Ownership and Legal Form 

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________ 

 

1.3 Primary Brands and/or Products 

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________ 

 

1.4 Primary Market 

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________ 

 

1.5 Additional: Significant Changes During Reporting Period (regarding size, structure 

or ownership), Awards, and/or Memberships 

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________

________________________________________________________________________ 
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About This Report 

 

2. Report Parameters 

 

2.1 Dates Covered by Report (e.g., fiscal/calendar year) For Information Provided 

 

 

 

 

 

 

2.2 Scope and Boundary of Report 

(Scope: covering specific operational activities and/ or processes, e.g. design, sourcing, 

fabrication, assembly, delivery, management) 

(Boundary: e.g., countries, divisions, subsidiaries, leased facilities, joint ventures, 

suppliers) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

2.3 Point of Contact (e.g. person in charge of report, title and contact details) 
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About Our Performance 

 
Energy Emissions & Reductions 

 

EER Credit 1: Energy Efficiency                                        (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

EER Credit 2:                                                                      (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

EER Credit 3:                                                                      (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 
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Materials Sustainability (MS) 

 

MS Credit 1: Recycled and Low Impact Content                  (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 2: Sealants, Solvents, Adhesives                           (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 3: Local Materials                                                (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 4: Reduced Mercury in Light Bulbs                     (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 
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MS Credit 5: Recycling                                                           (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 6A: Waste                                                               (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 6B: Waste                                                              (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

MS Credit 7: Durability                                                         (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 
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Innovation & Communication (IC) 

 

IC Credit 1: Communication                                               (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

IC Credit 2: Innovation                                                         (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

IC Credit 3: Design                                                                (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 
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Social Sustainability (SS) 

 

SS Credit 1: Workplace Environment                                    (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

SS Credit 2: Community Impact Assessment                         (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 

 

SS Credit 3: Diversity & Employee Programs                       (Ref. page ___ of SSMS) 

� Included  � Excluded (if so, explain reasoning) 

Performance (e.g. objective, purpose, approach taken, outcomes, challenges):  

 

 

 

 

 

 

 

Score: 
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Overall Achievement Checklist 

 

 

Credit Number Credit Name Points Available Points Earned 

EER Credit 1 Energy Efficiency   

EER Credit 2 ? 

 

  

EER Credit 3 ? 

 

  

MS Credit 1 Recycle and Low Impact Content 

 

  

MS Credit 2 Solvents, Sealants, Adhesives 

 

  

MS Credit 3 Local Materials 

 

  

MS Credit 4 Reduced Mercury in Light Bulbs 

 

  

MS Credit 5 Recycling 

 

  

MS Credit 6A Waste 

 

  

MS Credit 6B Waste 

 

  

MS Credit 7 Durability 

 

  

IC Credit 1 Communication 
 

  

IC Credit 2 Innovation 

 

  

IC Credit 3 Design 

 

  

SS Credit 1 Workplace Environment 

 

  

SS Credit 2 Community Impact Assessment 

 

  

SS Credit 3 Diversity and Employee Programs 

 

  

Totals   

 

Ref. page ____ of the Standard for Sustainable Electronic Gaming Machines 

 
Associated Rating Level 

Certified 

 

30 – 40 points  

Silver 41 – 60 points 

 

 

Gold 61 – 80 points 
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Platinum 81 – 100 points 
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ANNEX B  

 

Sustainable Slot Machine Standard 

Illustrative Examples 

 

 

** These examples are included only for illustrative purposes and are not meant to be 

inclusive of all processes and material that meet criteria in this document. The examples are 

not mandatory and should not constrain innovation and creativity. Companies reserve the 

right to detail reports as desired.  

 

EER Credit 1: Energy Efficiency  

MS Credit 1: Sustainable Material – Recycle and Low Impact Content 

MS Credit 2: Sustainable Materials – Solvents, Sealants, Adhesives 

MS Credit 3: Sustainable Materials – Local Materials 

MS Credit 4: Reduced Mercury in Light Bulbs   

MS Credit 5: Use and Promotion of Recyclable Material and Enhanced 

Recyclability   

MS Credit 6: Waste  

IC Credit 1: Communication   

IC Credit 2: Innovation 

IC Credit 3: Design 

SS Credit 1: Workplace Environment 

 

SS Credit 2: Community Impact Assessment 
 

Criteria Illustrative Example 

2. Evidence of supporting community 

social initiatives. 

 

Examples include supporting charitable 
organizations i.e. all employees volunteer a 

workday to build a house with Habitat for 

Humanity. 

 

3. Evidence of contribution toward local 

community economy. 

 

Over 80% of employees are local 
 

4. Mechanisms exist for community 

communication and consultations, 

managing and resolving complaints. 

 

• Website created for community 

consultation and status of company expansion 

initiatives. 

• Staff assigned to public relations and 

complaints with contact information displayed 
on company website and communiqués. 

 

 

 

Comment [NM31]: For committee review 
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SS Credit 3: Diversity and Employee Programs 

 



  

 

 



Page 17: [1] Comment [JD16]   Jeff Dean   6/3/2010 10:14:00 AM 

My main concern here is EOL (end of life).  It comes into a bigger picture issue of the third party verification I sent 

earlier: 

 

For the third party verification, my questions were: 

 

-Who will pay for this?  If it is the manufacturer, it will increase their production costs. 

-Who chooses the third party?  Is there an authorized list somewhere?  If not, would we create it?  For example, in 

the food industry, there are several organic certifications, some better than others.  Is anyone aware of a company 

who could do this kind of non-biased verification? 

-Access.  Since we are discussing gaming equipment, it will have to be someone who already has or is willing to 

spend the money to become someone who can access gaming devices.  It is a very proprietary business and not just 

anyone can gain access to the machines.  If it is done at the casino level, same rules would apply. 

-Jurisdiction.  Since this standard is going to cover the USA and possible the world, this presents challenges for 

different areas access to gaming devices if done at the casino level, so it makes sense to do it from the manufacturer. 

 

My suggestion would be: 

 

-Certify the supplies of the items of the gaming device.  Start getting the companies IGT, Bally’s, etc buy from and 

make sure they are buying recycled/recyclable components.  That way, it would be more of an audit trail than an 

actual inspection, which could be done remotely by anyone.  In other words, if it takes 5000 lbs of plastic per year 

that a manufacturer would buy for their slots, and 5000 lbs of recycled plastic was purchased, they have turned over 

100% of their product and would get full points. 

 

 
 

 


