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Introduction 

Senator Hickman, Representative Supica, and distinguished members of the Joint Standing 

Committee on Veterans and Legal Affairs. 

My name is Parker Laite. I am a veteran born and raised in Camden, Maine, currently 
sewing as an Officer in the United States Navy Reserve. In my civilian career, I spent close 

to two decades working for the federal government overseeing U.S-funded programming in 

Iraq and Afghanistan. Many of these programs had a direct impact on the younger 

generation of Maine veterans I'm here today to support. . 

I am submitting this testimony on behalf of BRAVE Maine, a Maine-based 501(c)(4) 
organization dedicated to advancing public policy that strengthens the wellbeing of Maine's 

veterans, theirfamilies, and the nonprofit organizations that serve them. 

BRAVE Maine respectfully submits this testimony in support of L.D. 1902, “An Act to 
Support Nonprofit Organizations by Authorizing the Operation of Electronic Lucky Seven 

Devices and Similar Sealed Ticket Games.” This legislation represents a measured, 

voluntary, and evidence-based modernization of Maine's charitable gaming framework that 

would give veteran-serving nonprofits additional tools to sustain operations, fund essential 

sen/ices, and remain viable for future generations of Maine veterans.



L.D. 1902 ls Optional, Not Mandated 

Initially, it is important to stress what this bill does not accomplish. 

L.D. 1902 does not require any nonprofit organization to adopt electronic charitable 
gaming. Participation is entirely voluntary. Organizations that prefer to continue operating 
traditional paper pull-tabs can do so without disruption. 

Instead, the bill-simply authorizes an additional option—allowing eligible nonprofits to 
choose electronic Lucky Seven devices or similar sealed-ticket games if and only if they 
determine such tools align with their mission, membership, and operational capacity. 

For veteran organizations especially, this flexibility is vital. Posts and halls throughout 
Maine differ greatly in size, resources, membership makeup, and physical setup. L.D. 1902 
accommodates this diversity and maintains local independence while enhancing 
opportunities. 

Increased Charitable Fundraising Without New Taxes 

Veteran-serving nonprofits across Maine face growingfinancial pressure. Many provide 
sen/ices that government programs alone cannot fully meet, including: 

- Emergency assistance and peer support 

- Transportation and housing stability services 

- Mental health and suicide-prevention initiatives 

~ Community reintegration and family support - 

At the same time, traditional fundraising methods have become more difficult, particularly 
in rural areas and among organizations with aging memberships.

r 

Independent data demonstrates that modernizing charitable gaming substantially 
increases funds raised for nonprofit causes. 

A 2025 report analyzing publicly reported data from states that have authorized electronic 
charitable gaming found that states allowing electronic pull-tabs generate more than three 
times the amount of money for charities compared to states limited to paper-based games 
Per capita, these states report nearly 19 times higher gross receipts from charitable 
gaming than states that only use paper games.



For Maine specifically, the report estimates that modernization could generate between 

$10 million and $25 million annually in additionalfunds for charitable purposes—without 

imposing new taxesi oreppropriations and without drawing from the General Fund. 

For veteran organizations operating on tight margins, this difference is notiust theoretical 
— it can decide whether a post stays open, whether e service is provided, or whether a 

community resource vanishes. 

Supporting Recruitment of the Post-911 1 and GWOT Generation 

Maine's veteran population is evolving. More veterans from the Global War on Terror and 
post-9/11 era are emerging as the next generation of leaders, volunteers, and members in 

veteran service organizations. However, many traditional posts struggle to attract and keep 

youngerveterans. While this issue has many causes, financial instability and declining foot 

traffic are major factors. States that have updated their charitable gaming report that 

increased revenues have allowed veteran organizations to: 

~ Renovate and update aging facilities 

~ Expand programming beyond just fundraising events 

~ Create more inviting, modern community spaces 

These changes have helped turn around membership declines and boosted engagement 

among younger veterans—helplng to ensure the continuity of service and leadership 

across generations. 

L.D. 1902 provides Maine veteran organizations with a similar opportunity—not by 

changing their mission, but by giving them the financial capacity to sustain it. 

Simplified Compliance and Stronger Transparency 

Contrary to common misconceptions, electronic charitable gaming can make compliance 
with state law easier instead of harder. Electronic sealed-ticket systems usually offer: 

~ Automated tracking of wagers, payouts, and proceeds 

~ Built-in reporting and audit trails 

v Lower risk of human error related to paper inventory 

~ Clear documentation for regulatory oversight
‘



In states with updated systems, oversight of charitable gaming remains strong and 
transparent, often managed by gaming commissions, departments of revenue, or attorneys 
general. These systems support - not weaken — regulatory integrity. For volunteer-run 
veteran groups, easier compliance reduces administrative work and lets leaders spend 
more time on service instead of paperwork. 

Streamlined Game Management for Volunteer Organizations 

Many veteran organizations depend heavily on volunteers to run charitable gaming 
activities. Paper-based systems can be labor-intensive, requiring manual inventory 
tracking, reconciliation, and reporting. Electronic systems ease these tasks by: 

~ Eliminating physical ticket handling
‘ 

~ Automating end-of-day reconciliation 

' Decreasing volunteer fatigue and burnout - 

This efficiency is especially crucial for smaller posts where the same individuals often 
sen/e in multiple leadership and operational roles. 

A Proven, Responsible Policy Path 

L.D. 1902 does not position Maine at the forefront of untested policy. By 2025, eleven 
states regulate electronic pull-tab or similar charitable gaming, including Kentucky, 

Virginia, Minnesota, Ohio, New Hampshire, and North Dakota. Recently, Indiana and New 
York have passed similar legislation. These states show that modernization can be carried 
out responsibly, with defined limits, strong oversight, and meaningful charitable benefits- 
especially for veterans’ organizations. 

Conclusion 

BRAVE Maine believes that L.D. 1902 represents sensible, practical public policy: 

~ It is optional, not mandatory 

~ It enhances charitable fundraising without imposing new taxes 

~ it supports veterans‘ organizations facing demographic and financial changes 

~ it simplifies compliance and administration



Q It follows proven models successfully adopted in other states 

For these reasons, BRAVE Maine respectfully urges the Joint Standing Committee on 

Veterans and Legal Affairs to vote “Ought to Pass" on L.D. 1902. 

Thank you for your time, consideration, and continued commitment to Maine's veterans 

and the nonprofit organizations that serve them. them.
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About This Report 

This report, produced on behalf of Light & Wonder, 
provides independent forecasts for the potential 
revenues and charitable contributions that could be 
derived from the authorization of electronic pull-tab 
devices in all U.S. states that allow for more traditional 
forms of charitable gaming. it ls designed to provide 
an introductory overview of the charitable gaming 
sector, outline how certain states have chosen to 
modernize their charitable gaming markets. and 
provide indicative forecasts as to the potential 

amounts that could be generated for charities based 
on publicly available data as reported by state 
regulatory aencles. 

As explored by this report, charitable gaming 
encompasses a wide range of games used to 
generate funding for charities and other non-profit 
groups. Established forms of charitable gaming 
include bingo games, rattles and casino nights, as well 
as both paper-based and electronic pull-tabs. it does 
not include lottery games conducted by state lotteries 
that are used to generate additional funding for 
designated causes, such as state education 

programs. 
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Charitable Gaming Market Map 

e Traditional Ororlublo Gaming Authorized iv Electronic Charitable Gaming Authorlud 0 E-Full Tab Loqlllatlon Considered 

What is Chariiafilégéaming? 

chantabtei gamlag;-oitlme offering of raffles and other 

games of chance rouge principle purpose of raising 
money for chef/rltl_e§—‘li*gls 

g 
established In the 

United States for riftagiy/ deéadges and in most states 

pre-dates the widespread légallzation of casinos, 

lotteries and other forms of gaming. Overall, 
charitable gaming of some description is authorized in 
48 states plus the District of Columbia, with only 

Hawaii and Utah continuing to prohibit games of 
chance even for charitable purposes. 

The concept of charitable gaming encompasses a 

range of authorized game offerings that vary 
state-to-state. Among the most common forms of 
charitable gaming, however. are community bingo 

games. raffles or other prize drawings. so-called 

50/60 raffles offered at major sports arenas and for 

other specific events. and casino nights (sometimes 

called “Millionaire Parties’ 
, 
“Monte Carlo Nights“ or 

“Les Vegas Nights”) where poker. blackjack or other 

IUD!- 
nab; 

card games may be played for money on a temporary 
basis as part of a scheduled event. 

A number of states also authorize pull-tab games, in 
which players can purchase one or more pre-printed 
tickets and peel off a perforated section of the ticket 

to reveal whether they have won a prize. As 
highlighted by this report, certain states have also 

authorized more modern forms of charitable gaming 
and allow for games such as bingo or pull-tabs to be 
played through electronic terminals. At least four 

states also allow electronic gaming devices akin to 

slot machines to be offered in charitable gaming 

locations. while New Hampshire allows for essentially 
a full range of casino-style games to be played at its 
licensed charitable casino facilities. 

Just as the specific formats of legal charitable gaming 

vary state-to-state, so too do the authorized locations 

where charitable games of chance may be played. 
Certain states allow for bingo, pull-tabs and other 

games to be offered only at specific non-proflt 

locations such as veterans‘ halls and fraternal 

VlXl§§



organizations, while others authorize charitable 

gaming at licensed bars or other age-restricted 

facilities. in certain states, specific games are 
restricted to dedicated charitable locations, but 

raffles, bingo or other games may be conducted 
elsewhere. 

The commonality across all forms of charitable 
gaming ls that a portion of revenues must be 
dedicated to non-profit organizations. in some states 
the gaming must be operated directly by a charity; in 
others. the gaming may be conducted by a third-party 
operator that is then required by state law to 

contribute a minimum proportion of net receipts after 
prize payouts to one or more registered charitable 
partners, following the deduction of certain eligible 

expenses that cover the cost of hosting the games. 

Regular beneficiaries of charitable gaming revenue 
include veterans’ organizations, youth sports 
programs, boys and girls clubs, plus hundreds of 
other charities and community groups. Licensed 
bingo and game nights are also commonly held for 
the dedicated purpose of raising money for schools, 
churches and other non-profit organizations. 

Although regulatory oversight of charitable gaming 

also varies state-to-state, most states typically require 
the organizers of charitable gaming to pay a fee to 
obtain some kind of permit or license, and than file 
reports on their activities to ensure appropriate 
charitable contributions and any applicable taxes are 

duly being paid. Manufacturers and distributors of 
bingo devices or other equipment used to delemiine 
the outcome of charitable games also are subject to 
ilcensure or registration in many states. 

in a number of states including all those with 
modemized charitable gaming markets plus 
Massachusetts, Michigan, New York and others, 
oversight of charitable gaming is the responsibliity of 
a state gaming or lottery commission that also 
regulates commercial casinos or the state lottery. in 

other states, oversight of charitable gaming is 

conducted by the department of revenue or other tax 

authority, the state attorney generals ofiice, an 

alcohol or liquor regulator, or some other state 
agency. 

Market Modernization 

Alongside traditional bingo games and rafile 
drawings, at least a dozen states have modernized 

their charitable gaming markets to include electronic 
gaming products in eligible locations. Based on the 
same concept as paper pull-tab games, state laws in 
Indiana. Kentucky, Maryland, Minnesota, Mississippi, 

Missouri, New Hampshire, North Dakota and Virginia 
allow for electronic pull-tab devices whereby players 
are able to play an electronic version of a pull-tab 

game lniwhich the outcome is displayed In an 
interactive format through a terminal or tablet. rather 

than through an image revealed on a paper ticket. 

Ohio also permits the same type of gaming under the 
guise of electronic instant bingo. Louisiana similarly 

allows for electronic bingo machines in charitable 

gaming locations, while Delaware, Maryland, New 
Hampshire and New Mexico authorize video lottery 
terminals or other electronic gaming 

devices-—essentiaiiy slot machines-in fraternal and 
veterans‘ hails or in certain other venues. 

Each of these state's charitable gaming markets is 
unique, with varying regulations in place to govern 

where electronic pull-tab games can be offered, 
which devices can be used to play the games. how 
many devices are permissible in each location, and 
the maximum stake or prize that can be offered. 

As highlighted below. the laws of these modernized 
charitable gaming markets also set varying 
requirements as to the minimum amount of revenue 

‘that must be returned to sponsoring charitable 
organizations. Typically, however. electronic pull-tab



games will retum approximately 86% to 90% of total 
receipts to players in the form of prizes. After 

qualifying expenses and any state taxes are 

deducted, a range of 20% to 60% of the remaining 
monles is typically distributed to charities, with the 
remainder shared between the host location, and the 
supplier or distributor of the game. 
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Based on Vixio's analysis of limited publicly available 
revenue data, it is evident that certain states‘ 

electronic charitable gaming sectors perform better 

than others in terms of overall revenue and 

generating funds for charities. due in part to varying 
regulatory restrictions established by state laws, as 

well as the competitive dynamics of their states’ wider 

gaming markets. 

Still. states with electronic pull-tabs and other 

modemized chantabie gaming offerings generated 
over three times as much total revenue for charitable 
causes and saw nearly 19 times more In total 
charitable gaming receipts per capita compared to 
those states limited to bingo, raffles and other 

traditional forms of charitable gaming. According to 

the most recent liscai-year data, charitable gaming 

operations in Kentucky. North Dakota, Ohio and 

Minnesota each contributed more than $9Om to 
charities from electronic pull-tabs and other 
authorized forms of charitable gaming. That was more 
than double the equivalent contributions from 

charitable gaming in New York, and nearly four times 
the equivalent generated by charitable bingo in Texas. 

Charitable Contributions Potential 

Authorization of electronic pull-tabs and other forms 
of electronic charitable gaming across all states that 

allow some form of traditional charitable gaming, but 
excluding certain states where Native American tribes 
have exclusivity protections over expansion of

’ 

gaming, could generate approximately $2bn to $4bn 
in additional revenue for charities annually. 

Just as with other forms of gaming, state policymakers 

will weigh a range of factors when deciding whether 
and how to expand their charitable gaming markets. 
Lawmakers in many states may have strong reasons 
not to do so, including exclusivity rights over certain 
iomis of gaming granted to tribes in tribal-state 

gaming compacts, state constitutional restrictions, and 
other factors. it should also be recognized that the 
precise revenue potential of modernized charitable 

gaming will also be determined by state-specific 
factors that include the broader competitive 

landscape for commercial and tribal gaming, the 

strength of each state's economy, and the more 
specific policy choices that must be made by 
lawmakers or regulators. A more detailed analysis of 
specific regulatory scenarios would be required in 
order to produce state-specific forecasts on the 
revenue and chantabie contributions potential of 
electronic pull-tabs in each state. Howeverflt is also 

possible to estimate this potential on a more 
indicative basis by comparing the performance of 

charitable gaming in those states with modemized 
markets to those with traditional charitable games 
only. in their most recent fiscal year. states with 

electronic pull-tabs generated average charitable 

gaming gross receipts per adult of $929. When 
excluding North Dakota, which radically outperforms 

all other states on a per capita basis, the average was 

$378. in contrast. traditional chantabie gaming states 

where data is publicly available reported an 
equivalent average gross receipts per adult at $49. if 

each eligible charitable gaming state generated an 

average of $378 in gross receipts per adult, and 

required a range of 20% to 50% of net receipts after 
prize-payouts to be dedicated to charity, then the total 
available for contributions to charities nationwide 

would amount to $1.95bn to $3.99bn annually. 
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State-By-State Case Studies 

Indiana 
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Regulatory Summary 

Charitable gaming is overseen by the Indiana Gaming 
Commission (IGC). Within the iGC, the Charity Gaming 
DMsion regulates and enforces charity gaming 
activities and is responsible for the licensure of 
eligible organizations. 

The IGC also has the sole authority to license entities 
to sell, distribute, or manufacture equipment used to 
conduct charitable gaming. 

Charitable gaming is govemed by l|;1d1an§__C‘@_d_e 

§;32,§ and regulated under L. Under the statute, only qualified 

organizations are permitted to conduct charitable 

gaming. Qualified organizations include civic, fraternal 
and veterans organizations, educational and bona 
flde political organizations, as well as hospitals, helth 
facilities and psychiatric facilities, under certain 
conditions. 

in Indiana, charitable gaming may be conducted on 
the premises of a qualified and licensed organization. 
The location must be specified on the license 
application and approved by the iGC. 

Notably. &_|1ate_Bi|i_2=Q$, signed into law in April 

2025, permits electronic puii-tabs for charitable 

gaming in indiana. The biii took effect Juiy'1, 2025, 
and at the time of writing, regulations for e-pull-tabs 
were belngpromuigated by the IGC. 

The number of electronic pull-tab devices a charitable 
organization may use is limited, between three and 

seven, depending on the occupancy of the 
facility/location. 

Following enactment of SB 209, the IGC issued a 

_rL0_ti_qe_ regarding electronic pull tab sale/lease for 

manufacturers. in order to allow charity gaming 
manufacturers to timely and efficiently prepare for tl1e 
commencement of electronic pull tab gaming in 
Indiana, licensed manufacturers may contract for the 
sale or lease of devices and systems to licensed 
charity gaming distributors prior to such devices and 
systems being approved in indiana. Devices and 
systems will ultimately need to be duly approved by 
the IGC and manufacturers must notify the IGC prior 
to the execution of the contract. 

Market Summary 

Charitable gaming was introduced in Indiana In 1992. 
At that time, the Indiana Department of Revenue was 
responsible for enforcing the state's charity gaming 
laws. initial legislation allowed qualified nonprofit 
organizations to conduct events involving bingo. 
raffles, door prizes, and festivals. Other fomrs were 
later introduced, including charity game nights, pull 
tabs, punchboards and tip boards. 

Oversight of the sector was transferred to the IGC in 
2006 as a result of a legislative change to increase 
administrative and regulatory efficiency. Every 
qualified organization conducting charitable gaming 
must flie a financial report with the lGC to account for 
charitable gaming contributions. in flscai yegr 2024,- 
net proceeds for charitable gaming amounted to over 
$78m and the amount distributed to charities was 
over $11-3m.

' 

Beneficiaries 

Qualified charitable gaming organizations in Indiana 
are required to contribute up to 60 percent of their 
net proceeds to charitable causes. 

A full list of organizations qualified to conduct charity 
gaming events in Indiana can be found has The 
types of organizations include community clubs, 
athletic booster clubs, rehabilitation centers, hospital 

foundations, soup kitchens. churches, STEM 
programs, and others.
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Kentucky 
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Charitable gaming is regulated by the Kentucky Horse 
Racing and Gaming Corporation (KHRG). Within the 

KHRG, the Office of Charitable Gaming helps to 
ensure the productivity of charitable gaming through 

appropriate regulation, oversight, and education. 

The KHRG is responsible for licensing charitable 
organizations and for approving electronic pull-tab 

devices and systems for use in eligible venues. The 
KHRG also licenses manufacturers and distributors of 
electronic pull-tab gaming supplies and equipment. 

Licensed charitable organizations may only purchase 
or lease gaming supplies and equipment from a 

licensed distributor. 

Charitable gaming is govemed by the .i$entucig¢ 
and regulated under 

Under the statute, only 
eligible charitable organizations are permitted to 

conduct charitable gaming. Such organizations 

include a nonprotit entity organized for charitable. 

religious, educational, literary, civic, fratemai, or 

patriotic 
‘ 
purposes. 

The types of venues where charitable gaming is 

permitted include the offices of charitable 

organizations and related facilities. ‘Offices’ refers to 
a charitable organization's primary place of business 

that is separate from where the actual gaming takes 

place. “Facilities” refers to the specific premises
_ 

where charitable gaming events are conducted. 

The number of electronic pull-tab devices a charitable 
organization may use is capped as follows: 

tam». _~. ,.. - “PI>'\4\‘o4‘.;‘t*“L\_,%@4¢4_4¢}4,A< Mcu *'=w@§-.- 

o A maximum of 35 devices in the primary 
ottice location ofa licensed charltabie 

organization.
’ 

0 A maximum of 50 devices during the bingo 
session of a licensed charitable organization. 

0 A maximum of 50 devices in a licensed 
charitable gaming facility. 

Market Summary 

Traditional charitable gaming in the form of paper pull 

tabs, rafile and bingo has been legal in Kentucky 
since the 1990s. $enate_fli,il_3_3, which took effect In 

2015, legalized the use of electronic pull-labs by 
charitable organizations via amendments to the 
Kentucky Revised Statutes. 

Specliicaiiy, K852385115 was amended to include 
“electronic pull-tab device‘ under the delinltlon of 
charitable gaming devices. Electronic pull-tab 

cabinets were later permitted for use in 2023 
pursuant to B2D.iSAR.1;Q32. 

Electronic pull-tab gaming became operational on 
March l, 2016. In the flrgtygar that electronic pull-tabs 

were deployed in Kentucky, charitable gaming 
generated $69m in net receipts. in 29,29, the net 
receipts from charitable gaming amounted to 
approximately $i51.6m. Charitable contributions in 

2016 were around $44m whereas contributions in 
2024 were about $93.5m. 

Beneficiaries 

Kentucky law requires licensed charitable 

organizations to retain at least 40 percent of their 
adjusted gross receipts derived from charitable 

gaming and devote these proceeds to their charitable 

purposes. According to the KHRG, the statewide 
retention percentage (i.e. money available for 
charitable purposes) was 61.69 percent in 2024. 

The licensed charitable gaming organizations In 
Kentucky include, but are not limited to, churches, 

schools, school bands, athletic programs, sports 

programs, veterans‘ groups, and others. 
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Regulatory Summary 

Charitable gaming is regulated by the Minnesota 
Gambling Control Board (MGCB). The MGCB is 
responsible for issuing licenses to eligible charitable 

gaming organizations as well as to manufacturers and 
distributors of related equipment. 

governs charitable 

9Bm|"9- wmflBfi1 
provides the rules for charitable gaming generally, 
while §l8.6J.Q2B5 addresses electronic pull-tabs 

specifically. 

Only licensed nonprofit organizations may conduct 
charitable gambling at the following permitted 
locations: 

0 A premises licensed for on-sale of intoxicating 
liquor or on-sale 3.2 percent malt beverages. 

0 A premises where bingo is conducted as the 
primary business and has seating capacity of 
at least 100. 

0 A premises where a licensed organization 
sells paper pull-tabs and consents to the 
conduct of the electronic devices on the 
premises. 

Additionally. the number of electronic pull-tab devices 
is limited to: 

0 Up to six devices in play at a permitted 
premises with 200 seats or less. 

0 Up to 12 devices in play at a permitted 
premises with 201 seats or more. 

0 Up to 50 devices in play at a permitted 
premises where the primary business is 
bingo. 

Market Summary 

The earliest form of charitable gaming authorized in 
Minnesota was bingo, in 1945. Raffles were legalized 
in 1978 followed by paper pull-tabs in 1981. Several 
decades after bingo was permitted, electronic-pull 
tabs were legalized in 2012 pursuant to |;lE_1$_&. 

According to the MGCB's most recent annual report 
from 

, total charitable gaming net 
receipts were approximately $712111. In a breakdown 
of receipts by game type, pull-tabs accounted for 95% 
of all charitable gaming receipts. Together, paper and 
electronic pull-tabs accounted for over $4.7bn in 
gross receipts, with electronic pull-tabs accounting for 

roughly 54% of the total charitable gaming gross 
receipts in FY24. A similar trend can be seen in the 
FY23 regog, where pull-tabs made up 96% of total 
sales (paper pull-tabs 44.7% and electronic pull-tabs 
51.1%). FY23 was the first time that electronic pull-tab 
gross receipts surpassed paper pull-tab gross 
receipts. 

Beneficiaries 

A key purpose of the MGCB is to ensure that each 
organization's conduct of charitable gambling raises 
funds to support the nonproflt's charitable mission. To 
this end, ail licensed charitable organizations must 
submit annual reports to the MGCB. Of the 
aforementioned $712m net receipts from mg, 
approximately $139.5m was available for charitable 
purposes. 

A comprehensive list of charitable gaming 
organizations in Minnesota is available on the MGCB’s 
wgpgitg, Licensed charitable gaming organizations 
include humane societies, veterans and fraternal 
organizations, youth associations, sports and 
recreation clubs. lire department relief associations, 
and others. 
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Regulatory Summary 

in North Dakota, the Gaming Division within the 
Attomey Generals otllce is responsible for 
overseein and regulating charitable gaming in the 
state. The Gaming Division is also responsible for 
enforcing the state's charitable gaming laws and 

ensuring that games of chance are conducted by 
eligible non-profit organizations benefiting charitable 

causes. 

Charitable gaming may only be conducted by a 

nonprofit corporation that has a state gaming license 

issued by the ofiice of attorney general or by an 
organization or group of people who have received a 

local permit from a city or county. A North Dakota 
constitutional amendment requires the charity to be a 

bona flde nonprofit veterans’ , charitable, educational, 

religious, or fratemal organization, a civic or service 

club, or a "public-spirited‘ organization authorized by 
the Legislative Assembly. 

The 
further defines eligible organizations and sites and 
sets out the licensing requirements for organizations, 

manufacturers and distributors. Under the statute, 

charitable gaming may include electronic pull-tabs, 
subject to strict licensing, site, device and game 
standards. The statute permits a maximum of 10 e-pull 
tab devices per location, and organizations may only 
conduct gaming at 15 or fewer sites. 

Market Summary 

Electronic pull-tabs were legalized as a form of 

charitable gaming in Nonh Dakota in 2017 with the 
passage of blouse Bill 1216. The devices began [giiigg 
mg in 2018. As of 2025, there are over 4,000 e-tab 

machines at approximately 900 eligible sites and over 
300 charitable organizations licensed to conduct 
charitable gambling in North Dakota. 

E pull-tab gaming has substantlaiiy grown in the years 
since legalization, with devices grossing 

approximately $350m in 2019 and $2.16bn in flscai 
year 2024. according to gggggspubiished by the 

Attorney General Gaming Division. in the most recent 

reggij for fiscal year ending June 2025, the total 

gross receipts for charitable gaming in North Dakota 
was $2.52bn, with electronic pull-tabs accounting for 
$23ibn of the total. 

Beneficiaries 

Charitable gaming proceeds (including from e~puli tab 

devices) must be used for charitable, religious, 
pubiivspirlted, fraternal or veterans‘ purposes. The 
explosive growth of electronic pull-tabs has 

contnbuted significantly to charities and charitable 
causes. For fiscal year ending gross 

proceeds from e-tabs were around $i.8bn, with about 
$205m going to charities and about $72m of that 
amount dedicated to charitable purposes. 

Although a comprehensive list of charitable gaming 

funds recipients is not publicly available, there are 

over 300 licensed gamigg grggglggtions that use 
charitable gaming proceeds to support a number of 
causes and organizations across North Dakota, 
including daycares, food paniries. shelters, museums, 

cemeteries, flre departments, ambulance services, 

community and senior centers, music boosters, sports 

boosters, youth soccer, and boys and girls clubs. 

VIXIQZ?

��



Ohio 

Regulatory Summary
, 

in Ohio, electronic pull-tab games are legally referred 
to as electronic Instant bingo. The Ohio Attorney 
GeneraI's offlce is responsible for approving 
electronic instant bingo systems, llcenslng ellglble 
organizations to conduct electronic instant bingo, and 
approving technical standards for the equipment 
Under only qualified 
veterans and fraternal organizations are eligible to 
conduct electronic instant bingo in Ohio. 

The Attomey General's office also licenses the 
manufacturers and distributors that supply the 
electronic equipment. Manufacturers and distributors 
of electronic instant blngo systems must obtain an 
endorsement from the attomey generai's offlce. 

Veterans and fraternal organizations can only obtain 
electronic instant bingo supplies from a licensed and 
endorsed electronic instant bingo distributor. 

sets out the 

requirements for electronic instant bingo, including 

background checks for key employees and owners of 
manufacturers/distributors, device and system 
specifications, and llcenslng requirements for 
manufacturers/distributors. The regulations permit up 
to 10 electronic instant bingo devices at each single 
licensed location per eligible organization. Players 
must be at least 18 years of age. 

Market Summary 

Traditional paper tab charitable gaming has been 
legal and regulated in Ohio since 1976, when voters 
passed a constitutional amendment to permit 
charitable gaming. in an effort to modernize traditional 

paper pull tabs, the state legalized electronic instant 
bingo in 2021. Specifically, _i-l £g_&|]_1]Q clarified that 
charitable instant blngo games can be played in both 
paper and electronic formats. 

in .me last published report that did 
not include electronic instant bingo revenues, total 
charitable bingo gross receipts amounted to 
approximately $946m. ln_ three years 
after legalizing electronic instant blngo, total 

charitable blngo receipts amounted to nearly $4bn. 

Beneficiaries 

Pursuant to Ohio law. if a veteran's organization, a 
fratemai organization, or a sporting organization 
conducts electronic instant blngo, the organization is 
required to contribute portions of their net profit to 

charitable purposes. The percentage of net profit 
required to be distributed varies based on the 
licensee's net profit in a calendar year. 

For the first $250,000 of net profit, at least 25 percent 
of the proceeds must be distributed to a charitable 
purpose. For any net profit above $250,000, a 
minimum of 50 percent must be distributed to 
charitable causes. while 5 percent may be distributed 
for the organization's own charitable purposes and 45 
percent may be deducted and retained by the 
organization. 

A complete list of specific recipient charities in Ohio is 
not publicly available. However. according to the 
latest charitable blngo financial information from 
ggggi, licensed charitable organizations include 

children's centers. athletic boosters, veterans 

associations, fire departments, and cancer treatment 
assistance groups, among others. 

‘Net profit only," total money specifically distributed to 
charities not available. 
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Virginia is 

Electronic pull-tab charitable gaming is pemiltted in 

Virginia under the oversight of the Department of 

Agriculture and Consumer Services. The department 

regulates all charitable gaming in the state and is 

responsible for approving and licensing electronic 

gaming devices and manufacturers, promulgating and 

ensuring compliance with regulations, and 

investigating violations of the m 
among other duties. 

The 

(OCRP) under the Department of Agriculture and 

Consumer Services is responsible for issuing more 
than 400 charitable gaming permits per year to 
organizations. 

Only qualiiied organizations are permitted to conduct 

electronic pull-tab gaming pursuant to §Llrglnla_¢_o_da_§ 

18..2=3.4.Q.2B. Organizations wishing to conduct 

charitable gaming must apply for a permit with the 

Virginia Department of Agriculture and Consumer 

Services via the OCRP. Additionally, suppliers of 

charitable gaming supplies must have a permit and 

manufacturers of electronic pull-tab systems must be 
licensed by the OCRP. 

Market Summary 

Enacted in 2007, Chap ter 264 of the Acts of thg 

Assembly" authorized electronic pull-tabs as a form of 

charitable gaming in Virginia. The regulatory 
framework for electronic pull-tabs went Into effect flve 
years later, in November 2012. 

a'a4.‘4>4<,t2/.///»\,/w vu/,\"<£~<4 Llx‘\\A}¢L2‘L;<‘ .._ .. -ska-“A4 

During calendar year 2012, organizations licensed by 
the OCRP regorted over $273m in gross receipts. an 
increase of $7m over 2011. Similarly. the amount that 
organizations donated for charitable, community. 

educational or religious purposes increased by 

approximately $lm. from $29m in 2011 to $3Om in 
2012. 

The OCRP's latest annual ;e_p_o_rt, published on 

October 1. 2025, reveals that during calendar year 

2024, licensed charitable organizations reported 

approximately $244.2m In gross sales from bingo, 
paper pull-tabs, Texas Hoid’em poker tournaments, 
and rafiie activities, which is an increase of 

approximately $4.7m from 2023. Meanwhile, 

operators of electronic pull-tab systems reported 

approximately $1.334bnln gross receipts and 

$1.222bn in prizes paid out, for a total of $1‘l2.3m in 

net receipts, which is an increase of approximately 

$25.3m in adjusted gross sales from calendar year 
2023. 

Beneficiaries
I 

Licensed organizations conducting electronic pull-tab 

gaming activities must use at least 20 percent of their 
adlusted gross sales for charitable, community, 

educational, or religious purposes. 

During from the gross sales of 

bingo, paper pull-tabs, Texas Hoid’em poker 
toumaments, and rafile activities, the amountthat 

organizations reported to have donated for charitable, 

community, educational, or religious purposes 

increased by approximately $2.3m, from/\$26.7m in 

calendar year 2023 to $29m in calendar year 2024. 
From the adjusted gross sales of electronic pull-tab 

activities, the amount that organizations reported to 
have donated for charitable, community. educational, 
or religious purposes increased by approximately 

$10.9m, from $15.7m in calendar year 2023 to $26.6m 
in calendar year 2024. 
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Charitable Gaming Contributions Forecasts‘ 
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‘Charitable gaming is not eurrenty authorized in Hawaii or Utah. 
Lawlui charitable bingo ls also ltmtted to a handful of specific 
counties in Alabama, while charltabta raffles are not authorized. 

Arizona, Caitfomla, Connecticut. Florida, Oklahoma. Oregon, 

Washington and Wisconsin are also excluded from the forecasts 

due to encluslvlty protections guaranteed by tribal-state gaming 
compacts or other policy dynamics that make axpanslon of 
charitable gaming lass feasible. 

"Gross receipts and charitable contributions tor states with 

established electronic pull-tab markets reflect the most recent 

tiscal-year data as reported by state regulatory agencies. rather 
than forecasts. Charitable contributlorrs and gross receipts for 

charitable gaming in New Hampshire are estimated based on data 
published by the NH Lottery and Gaming Commission. Potential 
contributions for Ohio are estimated as the state reports only net 

protits from charitable gaming, and not specific charitable 

contributions. 
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Methodology 

Projected charitable contributions from the potential 

authorization of electronic pull-tabs across a cohort of 
40 states that allow some form of charitable gaming 
statewide were calculated by first estimating the 
potential gross receipts. or total amount wagered. for 
a modemized charitable gaming market in each state. 

This was achieved by calculating the average 
charitable gaming gross receipts per adult across 
seven states that currently allow electronic pull-tabs 
based on their most recent, publicly available 
12-month data. Annual gross receipts per adult across 
the seven states ranged from $38 in Mississippi to 
$4,236 in North Dakota and averaged $929 for those 
two states plus Kentucky, Minnesota, Missouri, Ohio 
and Virginia. Excluding North Dakota. which can be 
considered an outlier in per capita charitable gaming 
spending, the average gross receipts per adult across 
the six states in fiscal years 2024 or 2025 was $378. 

To calculate potential gross receipts from the 
modernization of charitable gaming in other states, 
the $378 average was applied to the total number of 
adults aged over 18 in each slate, as reported by the 
U.S. Census Bureau based on the 2020 United States 
Census. From these flgures. It was assumed that 88% 
of the total would be returned to players in the form of 
prizes, based on the average payout rate for 
charitable gaming in the seven established electronic 
pull-tab states of 86.2% (or 88.7% when excluding 
Mississippi, which reports a notably lower payout rate 
on charitable gaming gross receipts outside the range 
of 85.6% to 91.6% in the six other states). Of the net 
receipts, three separate scenarios for total charitable 

contributions were modeled based on a mandatory 
minimum contribution of 20%, 40% or 50% of net 
receipts for chrltles. These rates are consistent with 
statutory minimums in established electronic pull-tab 

markets, although it should be noted that certain 
charitable gaming organizations may be required to 
donate up to 60% of net receipts to charities in both 
Indiana and Ohio. 

For the seven above-mentioned states with 
modernized charitable gaming markets, actual gross 
receipts and reported charitable contnbutions were 
used in place of projections. Actual charitable gaming 
contributions as reported for 2024 by the New 
Hampshire Lottery and Gaming Commission were 
also used in the place of projected figures for New 
Hampshire, with total charitable gaming gross 
receipts in that state estimated based on the total 
reported net receipt amounts from bingo, Lucky 7 
pull-tab machines, historical horse racing devices and 
other gmes of chance offered at charitable casino 
locations. in contrast, projections based on the above 
methodology were used for Delaware, Maryland and 
New Mexico, even though electronic gaming devices 
are already authorized for charitable gaming in all 
three states (but gross receipts data or charitable 

contributions are only partially reported, if at ll). 

As noted elsewhere in this report, state-by-state 
forecasts do not take account of state-specific 

competitive dynamics that would heavily influence the 
actual performance of electronic pull-tab operations in 
each state. Nor do they factor in the potential for 
states to over- or under-perfoml their projected 

average gross receipts based on policy or regulatory 
factors such as location or device restrictions, or 

varying limits applied to maximum stakes and prizes. 
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About Vixio GamblingCompliance 
Vbdo is a Regulatory Technology (RegTech) platform 

created to remove the risk of non-compliance in the 

gambling and payments industries and is the leading 
provider of independent legal, regulatory and 
business Intelligence to the global gaming industry. 

The Vixio GambilngCornpliance product offers a suite 

pf dynamic Interactive tools to allow industry 
stakeholders to Instantly analyse and compare 

regulatory compliance requirements and market data 
across more than ‘I80 global jurisdictions. 

Flnd out more atyviximcomlgambilngcompilance. 

UK Office 
St Clare House, 30-33 Mlnories 

London 
ECBN iDD 
Tel: +44(O)207 921 9980 

U5 Office 
1250 Connecticut Ave NW Suite 700 
Washington, DC 20036 
Tel: +1 202 2613567 

info@vixio.com 
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Disclaimer 

This report has been created independently by Vixio 
Gamblingtlompiiance, as commissioned by Light & 
Wonder. 

Vixio GambiingCompliance does not intend this report 
to be interpreted, and thus it should not be 
Interpreted, by any reader as constituting legal 

advice. Prior to relying on any information contained 

in this article it ls stroniy recommended that you 
obtain independent legal advice. Any reader, or their 
associated corporate entity. who relies on any 
information contained in this article does so entirely at 
their own risk. Any use of this report is restricted by 
reference to Vixio GambilngCompIiance’s terms and 
conditions. 
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