
1

Joanna Franklin, esteemed colleague and dear friend, passed away suddenly in October.  Joanna 
received her BS and MS degrees from Johns Hopkins University. Throughout her dynamic ca-
reer, Joanna trained thousands of counsellors and treatment providers while establishing and 
setting high standards for the profession though her work on certification.  In 1979, Joanna was 
the first clinician hired by a state-funded gambling treatment program where she worked with 
gamblers and their families.  She worked tirelessly on helping the National Council on Problem 
Gambling take a prominent place in research, training, education and public policy. Joanna was 
the founder and past president of the Maryland Council on Problem Gambling and most re-
cently helped get funding for the Maryland Center of Excellence on Problem Gambling, at the 
University of Maryland Medical School, where she was Program Director. This Center will con-
tinue to serve as testimony to her fortitude and endless efforts and perseverance to help further 
our knowledge and outreach in helping others. Over the course of her career, Joanna delivered 
clinical training in 45 states, 10 Canadian provinces, 9 other countries and worked with 31 tribes, 
more than anyone else in the field. Joanna designed and implemented responsible gaming train-
ing programs for state lotteries, race tracks and casinos internationally.  Additionally, she consulted and trained for a multitude 
of organizations including the FBI, CIA, Pentagon, the U.S. Navy, and the U.S. Army. Joanna was internationally revered as the 
trainer’s trainer. Joanna had an incredible wealth of knowledge and experience. No matter how many times one would attend her 
talks or training sessions, we all walked away with some new knowledge, greater insight and an appreciation of the complexities 
in dealing with problem gamblers and their families. 

Joanna authored several book chapters on family therapy and teen gambling for Har-
vard publications and published multiple journal articles on problem gambling treat-
ment.  She served on the NCPG Board of Directors for over 20 years, representing the 
Maryland Council on Problem Gambling, and in 1994 received the NCPG’s prestigious 
Goldman Lifetime Award. Joanna was an incredible teacher, a passionate advocate and 
one of the most caring, generous and selfless individuals.  In addition to her incredible 
professional achievements, Joanna was a dedicated and caring wife, mother, grand-
mother and daughter. She was always thinking of others. She touched the lives of all 
around her with her gentle nature and endless compassion. We are grateful to have 
shared many fun and special moments with her. In recent years, we had the great plea-
sure to work closely with Joanna and Carl in helping them carry out youth prevention 
initiatives in Pennsylvania and Maryland. Their passion and commitment helped bring 
these prevention initiatives to thousands of youth. 

Joanna’s gentle smile, warm heart and caring attitude inspired us all. She was one of a 
kind. Another great pioneer has passed this year but her teachings and legacy will live 
on. Joanna will never be replaced and will always be missed. 

We have lost a great friend and esteemed colleague. Her loss and generosity has been 
felt across the globe. As many have noted, God now has a new angel to help him help 
others. May Joanna rest in peace knowing that her work, generosity and accomplish-
ments have inspired and helped so many. 

Joanna Franklin Leaves Incredible Legacy
Jeffrey Derevensky and Rina Gupta – International Centre for Youth Gambling Problems and High-Risk Beahviors
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Introduction

As governments around the world 
respond to the growing demand 
for gaming by regulating more 
forms of gaming and launching 
new products, with this expansion 
comes the expectation of gaming 
operators providing an increased 
duty of care towards consumers. 
One of the fastest growing gaming 
channels is Internet gaming. Inter-
net gaming allows for many effec-
tive preventive measures which 
are often not feasible in land-based 
gaming.  Forms of pre-commit-
ment and self-limitation are best 
implemented online and the Inter-
net allows for behavioural analy-
sis, which not only helps scientists 
to better understand gambling is-
sues, but also helps the industry 
to identify at-risk gamblers. The 
use of behavioral analytics is be-
coming increasingly important in 
building a coherent narrative to 
support policies for the respon-
sible growth of gaming.

Traditional Uses of Behavioral 
Analytics

Industries have been using be-
havioral analytics techniques for 
decades in areas such as market-
ing. One such industry is retail 
banks. Banks have been collecting 
and analyzing customer data to 
understand behaviour for many 
years in order to help them to try 
to better target promotional offers. 
Banks analyze consumer behavior 
by monitoring significant triggers 
in a customer’s life (e.g. change 

of job, significant credit), tracking 
key events and reacting accord-
ingly (mortgage expiry), offering 
logical selections (such as savings 
products vs. competitor products) 
and undertaking propensity mod-
elling based on key variables (such 
as credit card company risk profil-
ing). As more businesses shift to 
adopting digital and eCommerce 
(or Internet) business models, the 
opportunities to use data to sup-
port business processes increases.

Key Principles

Before assessing how behavioral 
analytics can be practically ap-
plied in the context of responsible 
gaming, it is worth stepping back 
and understanding why this is rel-
evant. The Reno Model, published 
in 2004, sets out a framework for 
responsible gaming that has been 
adopted by gaming regulators 
and operators around the world 
(Blaszczynski, Ladouceur &  Shaf-
fer, 2004). One of the principles 
that the model supports is that 
the ultimate decision to gamble 
resides with the individual and 
represents a choice but to proper-
ly make this decision, individuals 
must have the opportunity to be 
informed. The principle of gaming 
operators promoting “informed 
player choice” is widely support-
ed by all industry stakeholders, 
and is thus a key reason to sup-
port behavioral analytics becom-
ing a mandatory element of con-
sumer protection for all regulated 
gaming jurisdictions in the future.

Developing an Evidence Base

A key development to building an 
understanding of problem gam-
bling through the use of player 
data has been accomplished by 
studying actual Internet player 
gambling data. The Division of 
Addictions, an affiliate of the Har-
vard Medical School, has been us-
ing gambling data obtained from 
Internet gaming operator Bwin 
Interactive Entertainment AG 
to publish research describing 
player behaviours in the context 
of risk.  Since the Harvard/Bwin 
collaboration, other researchers, 
including Bet Buddy collabora-
tively with GTECH (Dragicevic 
et. al., 2011, Dragicevic et. al. in 
press), have been publishing new 
research using real player gaming 
data sets to analyze behavior in 
the context of gambling risk and 
harm. These initiatives help en-
sure that our evidence base con-
cerning problem gambling contin-
ues to increase.

Applying Behavioural Analytics 
to Responsible Gaming

Given that the principle of offering 
informed player choice is widely 
supported, and given that our evi-
dence base is growing, then what 
comes next? A new generation of 
software companies, such as Bet 
Buddy, have developed solutions 
that can be integrated into both 
Internet and land-based gaming 
operations to apply behavioral an-
alytics techniques to responsible 
gaming. 

Behavioural Analytics – Toward Prevention and  
Informed Decision Making
Simo Dragicevic, Founder and CEO Bet Buddy
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There are many different behavior-
al analytical techniques that can be 
adopted to analyze player behav-
iour in the context of risk. Some 
techniques aim to predict wheth-
er a player is likely to become a 
problem gambler using statistical 
techniques, (e.g., logistic regres-
sion which has long been used in 
social and medical science). Other 
approaches analyze player data 
and flag significant changes in be-
havior that could signal problem 
gambling behaviour, rather than 
trying to predict whether a play-
er is likely to become a problem 
gambler. This is an important dis-
tinction. The Reno Model suggests 
that “the gambling industry does 
not have the expertise or respon-
sibility to diagnose or clinically 
treat individuals with gambling-
related harms”. If this is the case, 
then how can gaming operators 
use behavioral analytics to help 
players? 

Let us look at an example in fur-
ther detail. Research indicates 
that an important behavioral sig-
nal for problem gambling is how 
much a player wagers over time. 
This is relevant because research 
indicates that  problem gamblers 
(i) need to increase the amount of 
their wagers to achieve the desired 
excitement previously experi-
enced at lower levels of wagering, 
(ii) report unsuccessful attempts 
to cut back or control gambling, 
(iii) chase losses (i.e., wager or bet 
more to try to win back what they 
have lost), and (iv) suffer negative 
financial consequences, which are 
likely to increase with higher wa-
gering amounts in the long run. 
By flagging sharp and relevant in-
creases in how much a player wa-
gers over time, the operator can 

provide an early warning system 
to the player and make appropri-
ate brief and relevant interven-
tions, for example suggesting to 
the player that he or she can set a 
wagering limit.

It is not only the player who can 
benefit from getting access to such 
insights. For example, the gaming 
operator’s customer service rep-
resentatives can be provided with 
access to such insights to provide 
more personalized and meaning-
ful support to patrons who may 
have issues or concerns. By un-
derstanding that the player has 
been wagering significantly more 
money over time, the conversa-
tion may be steered toward this 
behaviour and appropriate inter-
ventions by trained staff may be 
initiated. Likewise, the market-
ing department of the gaming 
operator can use these insights to 
inform socially responsible mar-
keting campaigns, for example by 
not proactively targeting the gam-
bler with marketing offers that are 
designed to further stimulate the 
risky behaviour(s) that the player 
has been exhibiting.

Building Scalable Education and 
Prevention Solutions

The Reno Model suggests that to 
guarantee informed choice among 
gambling participants, the gam-
ing industry needs to provide the 
minimum core information that is 
required for appropriate decision-
making. The challenge the gaming 
operators face today is that since 
its publication in 2004, what may 
have been considered “the mini-
mum core information” 5-10 years 
ago, such as providing generic 
information on odds and house 
advantage for example, has most 

certainly evolved with opportuni-
ties to provide more individual-
ized “minimum core information” 
(e.g., via individualized player 
messaging based on sound scien-
tific and evidence base of what 
constitutes high risk gambling).

During the 2012 National Center 
for Responsible Gaming (NCRG) 
conference in Las Vegas, Dr. 
Thomas McLellan, CEO of the 
Treatment Research Institute, ex-
plained that one of the biggest 
challenges in healthcare today 
was to decrease the rate of rising 
healthcare costs and that this can 
only be achieved by focusing on 
prevention and early intervention 
strategies (given that treatment is 
typically expensive). Behavioral 
analytics can help provide the 
gaming industry with not only ev-
idence-based approaches but also 
highly scalable opportunities to 
implement player education and 
harm prevention strategies. 
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G2E – Toys for Grownups
Lynette Gilbeau, B.Ed. – International Centre for Youth Gambling Problems and High-Risk Beahviors

In September, Centre team mem-
bers toured the floor of the Global 
Gaming Expo (G2E) in Las Ve-
gas, Nevada. The G2E, the largest 
trade show and conference event 
for the gaming industry, features 
the latest offerings from compa-
nies in all sectors of the gaming 
industry including games, gam-
ing machines, services and even 
non-gaming amenities such as 
food, beverages and entertain-
ment.  With over 455 companies 
represented and 17,000 delegates 
registered, the exposition floor 
was buzzing. 

Spotted on the Expo floor were 
slot machines involving nostal-
gic, well-known board/social 
games from adults' youth includ-
ing Connect Four, Monopoly, 
Yahtzee and Clue.  Additionally, 
there was a profusion of games 
with child-like themes including 
Peter Pan, Superman and Bat-
man. Additionally, social media 
brand recognition was brought 
into the slot machine realm with 
games such as Spielo’s Bejew-
eled.  However, the glitz, glam-
our and excitement of the indus-
try were well showcased by the 
release of new branded content 
slot machines by developers IGT 
and Bally Technologies.  Incor-
porating themes from different 
entertainment channels (film, 
television and entertainment), 
these new slots combine lead-
ing technology, video clips and 
enhanced graphics to capture 
players’ attention and create an 
encompassing gaming experi-
ence. Slot machine offerings with 

film themes included Avatar, 
Bridesmaids, Back to the Future, 
Beetlejuice, and Titanic, amongst 
others.  Those with integrated 
themes from popular TV shows 
included True Blood, Pawn Stars 
and The Walking Dead and from 
the general entertainment world, 
offerings included ZZ Top, The 
Rolling Stones, Michael Jackson, 
Dolly Parton and David Copper-
field slot machines.  As part of 
the G2E glamour, David Copper-
field was personally on hand at 
the Bally Technologies booth to 
help launch the new slot machine 
game based on his illusionist 
show.  This new slot machine fea-
tures video clips from his perfor-
mances, surround-sound seating 
and bonus functionality “based 
on his magic including the death 
saw and levitation.”  

Delegates on the exposition floor 
had to dodge roaming blue Av-
atars, part of IGT’s marketing 
campaign for their new slot ma-
chine based on the Avatar movie, 
which was the highest grossing 
film of all time. After more than 
two years in development, the 
Avatar slot machine, available 
with 42, 70 or 103 inch screens, 
blends the newest technological 
developments with movie magic.  
The game incorporates video and 
animation from the movie and the 
larger models can handle mul-
tiple players – up to five playing 
at one time.  According to Darrell 
Rodriquez, Chief Creative Direc-
tor at IGT, they wanted to “create 
an immersive game that recreat-
ed the feeling of the movie.”  IGT 

developers worked closely with 
James Cameron’s production 
company Lightstorm Entertain-
ment and Avatar film producer 
Jon Landau to create this new slot 
machine game. The 70 and 103 
inch models are scheduled to be 
in casinos this Fall.  

A new and growing trend seems 
to lie in interactive slot machines.  
These machines incorporate 
touch screen capability along 
with the standard push button/
one-arm pull mechanisms.  These 
new machines enable players 
to interact with the games in a 
familiar way, adding a new di-
mension to the playing experi-
ence.  According to Dean Taka-
hashi of GamesBeat, “these new 
machines will resemble video 
games with levels, achievements, 
progress metrics and more incen-
tives to encourage play.” Addi-
tionally, machine developers are 
adding personalization features.  
For example, on some machines, 
players can select the colors and 
sounds emitted by “their” ma-
chine.  Furthermore, on some 
machines, left-handed players 
are accommodated by a feature 

Continued on page 5 »»»
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that enables them to personalize 
the machine so they can gamble 
with their dominant hand.

The gaming industry and in par-
ticular land-based casino opera-
tors want to provide a complete 
entertainment package for their 
players including the latest in 
machine games, spectacular fa-
cilities and abundant dining and 
shopping opportunities. Gaming 
is big business and operational 
efficiency is paramount.   To this 
end, advanced metrics software 
programs for slot machines have 
been developed that are used 
to track the financial viability 
of machines on the casino floor 
and enable casino operators to 
assess machine profitability at 

very exacting levels. These com-
prehensive applications provide 
casino operators with a wealth of 
knowledge.

G2E is an exciting and unparal-
leled event showcasing the in-
dustry’s latest innovations. The 
new slots are bigger, more inter-
active and aim to capture the ex-
citement of many different popu-
lar entertainment streams. Slots 
remain an important mainstay of 
the industry. While the old slots, 
Blazing 7s and Fruit Machines 
are not gone they are definitely 
being overshadowed by the new-
est technologies. The new slots 
come complete with unbeliev-
able graphics, sound, and inter-
active capabilities to enhance the 

playing experience. Gaming, and 
slot machines in particular, gen-
erate significant revenues and 
there is no shortage of new toys 
to dazzle the grownups!

References

http://www.jrn.com/ktnv/
news/225018602.html

http://venturebeat.
com/2013/09/18/igt-and-twen-
tieth-century-fox-invest-big-in-
avatar-slot-machine-games/

http://www.reviewjournal.
com/columns-blogs/business/
business-press/pop-goes-expo-
celebrity-and-cinema-dominate-
g2e

Due to restricted government infrastructure funding, the Centre has initiated a fundraising cam-
paign to help us maintain our ability to develop and deploy empirically-based prevention and harm-
minimization programs.  The Centre is housed on McGill University’s main campus in the heart of 
Montreal, Canada. McGill University is a public university and recognized charitable organization.

Donations are welcome and can be made to:

The International Centre for Youth Gambling Problems and High-Risk Behaviors
McGill University

3724 McTavish Street
Montreal, Quebec H3A 1Y2

Official letters of contributions and tax receipts will be forwarded

Centre Fundraising Campaign in Full Swing

»»» Continued from page 4 
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The Annual Holiday Campaign
The Holiday season is approaching quickly, and 
once again the widely endorsed annual Holiday 
Campaign is underway. The annual Holiday 
Campaign, a collaborative initiative of the Inter-
national Centre for Youth Gambling Problems and 
High-Risk Behaviors at McGill University and the 
National Council on Problem Gambling (NCPG), 
encourages lottery corporations in North America 
and around the world to share the message that 
when gifting lottery tickets, it is important to keep 
the recipient’s age in mind. Momentum and par-
ticipation in this NASPL endorsed Holiday Cam-
paign is growing steadily and participation is free. 

Results from recent studies show a growing num-
ber of high school students reportedly receive one 
or more lottery tickets or scratch cards as gifts. 
Additionally, research shows that the majority of 
adolescents gamble at least occasionally, and that 
lottery products may be a gateway to problem 
gambling. Youth gambling has been shown to be 
linked to other risk-taking and addictive behav-
iors such as smoking, drinking and drug use.

Last year, 37 lottery organizations worldwide for-
mally participated in this initiative including: 

AB Svenska Spel (Sweden), Alberta Gaming and 
Liquor Commission, Arizona Lottery, Atlantic 
Lottery, Austrian Lotteries, British Columbia Lot-
tery Corporation, California Lottery, Camelot 
(United Kingdom), Colorado Lottery, Connecticut 
Lottery Corporation, Illinois Lottery, Hoosier (In-
diana) Lottery, Hrvatska Lutrija d.o.o. (Croatia), 
Iowa Lottery, Kentucky Lottery Corporation, Lo-
to-Québec, Manitoba Lotteries, Maryland Lottery, 
Massachusetts State Lottery Commission, Minne-
sota State Lottery, Missouri Lottery, New Mexico 
Lottery, North Carolina Education Lottery, Nova 
Scotia Gaming Corporation, Ohio Lottery Com-
mission, Oklahoma Lottery Commission, Ontario 
Lottery and Gaming Corporation, Oregon Lot-
tery, Rhode Island Lottery, Saskatchewan Lot-
teries, South Dakota Lottery, State Lottery of Ser-
bia, Texas Lottery Commission, Vermont Lottery 
Commission, Virginia Lottery, Washington Lot-
tery, and Wisconsin Lottery. 

We are continuing to expand our collaborative ef-
forts to promote responsible gambling.  This year, 
we have produced industry-specific materials 
which will help lottery corporations spread the 
message. The playcenter insert shown above has 
been designed to publicize the effort and lottery 
corporations are encouraged to reproduce it and 
display it in their retail locations. The insert was 
designed to facilitate rapid and easy lottery cor-
poration customization.  A space is provided on 
the insert enabling lotteries to add their corporate 
logo prior to printing.  We also encourage lottery 
corporations to develop their own materials and 
responsible gambling initiatives based on the Hol-
iday Campaign theme.

For more information about the campaign or to 
join this initiative, please contact Lynette Gilbeau, 
Research Coordinator, International Centre for 
Youth Gambling Problems and High-Risk Behav-
iors (McGill University), 514-398-4438 or lynette.
gilbeau@mcgill.ca.
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News briefs
Gambling and Outlet Shopping 
In late September, Foxwoods Resort 
and Casino in Connecticut broke 
ground for the construction of a 
new Tanger Outlets retail center 
furthering their goal of making 
Foxwoods a premier destination 
resort. This outlet center will house 
more than 80 stores including 
popular American chains such as 
Ann Taylor, American Eagle and 
Nike.  It will seamlessly connect to 
the casino with expected traffic of 
10-15 million customers per year.  
Steven Tanger, President and 
Chief Executive of Tanger Factory 
Outlet Centers refers to this new 
retail project as “entertainment for 
the non-gambling spouse.” The 
Connecticut Governor indicated 
that the retail center will generate 
substantial tax revenues while 
drawing tourists and creating jobs 
for the state. 

Slot Machine Sledgehammered 
Opponents of gambling expansion 
in New York State took a sledge-
hammer to a slot machine outside 
the New York State Capitol in Alba-
ny.  This small group of anti-gam-
bling demonstrators demolished a 
slot machine to draw attention to 
the campaign against New York 
State’s Proposal Number One-an 
Amendment to the State constitu-
tion that would authorize up to 
seven casinos in New York State.  
Proponents cite a number of posi-
tive outcomes from the expansion 
including job growth, increased 
financial support for schools and 
reduction of property taxes.  Those 
opposed argue that this gambling 
expansion could potentially result 
in harm to the communities hous-
ing the casinos, increase gambling 
addiction, and have a host of other 
hidden social costs.  Voting on Pro-
posal Number One is scheduled 
for November 5, 2013.

Mother/Daughter Arrested for 
Leaving Children Unsupervised
A mother and daughter were ar-
rested after leaving five children 
unattended in their car while gam-
bled at the Gulfstream Casino in 
Hallandale Florida. Surveillance 
video indicates that the children, 
ranging in age from 1 to 11 years of 
age, were left alone in the vehicle 
with the engine running for rough-
ly 30 minutes. The children were 
remitted to the custody of a family 
member after being discovered by 
police detectives. 

In October, at the annual North American Asso-
ciation of State and Provincial Lotteries (NASPL) 
meeting in Providence, Rhode Island, the NASPL 
board of directors unanimously approved a reso-
lution encouraging participation in the annual 
Holiday Campaign.  The resolution states that the 
NCPG/McGill University Holiday Campaign is an 
effective way to promote responsible gift giving of 
lottery games and products and that member orga-
nizations are encouraged to participate in this effort 
to the extent allowed by their governing laws and 
regulations.  We are grateful to NASPL for their 
support and look forward to working with lottery 
corporations to further share and increase the vis-
ibility of this important responsible gambling mes-
sage.

At the October NAPSL meeting in Rhode Island, 
the winners of the annual Holiday Campaign 
awards were announced.  These awards recog-
nize lottery corporations participating in the Holi-
day Campaign who have developed materials and 
campaigns supporting the Holiday Campaign ini-
tiative. Awards are presented to one U.S. and one 
international lottery corporation. The award for the 
U.S. lottery was presented to the Connecticut Lot-
tery while the international prize was awarded to 
the British Columbia Lottery Corporation. Each of 
these lottery corporations created comprehensive 
campaigns and materials around the responsible 
giving theme of the annual Holiday Campaign.  
Congratulations to the winners!

NASPL Endorses the Annual Holiday Campaign Holiday Campaign Award Winners!
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In September, Dr. Derevensky was presented with the 
2013 NCRG Scientific Achievement Award at the 14th 
annual NCRG Conference on Gambling and Addiction 
in Las Vegas, Nevada. This prestigious award recogniz-
es outstanding contributions to the study of gambling 
disorders. “Dr. Derevensky’s research and prevention 
work have made an incredible impact on how we under-
stand and address youth gambling, both in the United 
States and around the world,” said Alan Feldman, chair-
man of the NCRG and executive vice president of global 
government and industry affairs at MGM Resorts Inter-
national. “He is not only considered by his peers to be 
one of the most accomplished researchers of adolescent 
gambling, but he has taken it a step further by translat-
ing his research to promote public awareness of gam-
bling disorders and responsible gaming for the general 
public.”

Prevention Initiative - Partners in Prevention
Partners in Prevention is a collaborative partnership be-
tween the Lester B. Pearson School Board of Montreal 
(the largest English-language school board in Quebec) 
and Portage Adolescent Residential Rehabilitation Cen-
ter (substance abuse rehabilitation center), the Royal Ca-
nadian Mounted Police (RCMP), Montreal Urban Police 
(SPVM), Foster’s Pavilion (substance abuse rehabilita-
tion program), and the International Centre for Youth 
Gambling. Annually, the Partners host a multi-night 
event aimed at Grade 6 students and their parents to 
promote healthy choices in an attempt to minimize ado-
lescent risky behaviours. Planning for the 2014 events is 
underway and dates have been confirmed. We will once 
again join our partners in this worthwhile initiative.

News from the Centre…
•	 Issues of Substance 2013 

November 4-6, 2013
Ottawa, Ontario

•	 NAGS 23rd Annual Conference 2013 
November 20-22, 2013
Sydney, Australia

•	 2nd Asia Pacific Conference on Gam-
bling & Commercial Gaming Research 
December 1-4, 2013
Kaohsiung, Taiwan

•	 Excessive Gambling: Prevention and 
Harm Reduction 
January 15-17, 2014, 
University of Neuchatel, Switzerland

•	 2014 New Horizons in Responsible 
Gambling Conference 
January 27-29, 2014
Vancouver, BC

•	 5th International Gambling Conference 
February 19-21, 2014 
Auckland, New Zealand

Upcoming Events
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