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EMPLOYMENT 
 
A.  I nt r oduct i on 
This report presents employment projections generated for the proposed Gaming Facility at Adelaar, 
and the projected place-of-residence distribution of new employees. Results are presented for low-, 
average- and high-revenue cases for the “No Regional Competition” scenario. Jobs are categorized by 
full-time and part-time status, job classification, pay rate, and benefits. The exhibit quantifies the 
estimated number of positions that are likely to be filled by residents of the Town of Thompson, 
surrounding municipalities in Sullivan County, the seven counties that comprise Region One, and New 
York State. The exhibit also describes differences in employment demand between the “No Regional 
Competition” scenario and a “With Regional Competition” scenario that assumes a second licensed 
casino within Region One.  
 
This exhibit is organized into the following sections: 

• Methodology and Data Sources (Section B) – This section describes the methodology, data 
sources and assumptions applied to generate employment estimates for the proposed Gaming 
Facility. It also outlines the regional employment model developed to determine the number of 
positions that would be filled by regional residents.  

• Existing Labor Market Conditions (Section C) – This section provides an overview of the existing 
local and regional labor market conditions and trends in the Town of Thompson, Sullivan 
County, the seven-county Region One, and New York State. 

• Employment Projections (Section D) – This section includes a reporting of the estimated 
number of jobs generated by the Gaming Facility. Jobs are categorized by full-time and part-
time positions, occupational category, pay rate, and employee benefits.  

• Employment by Place of Residence (Section E) – This section estimates the number of 
positions that are anticipated to be filled by residents of the Town of Thompson, nearby 
municipalities within Sullivan County, Region One, and New York State.  

• “With Regional Competition” Scenario Employment Projections (Section F) – This section 
presents overall employment demand for the proposed Gaming Facility under low-, average-, 
and high-revenue cases assuming that a second Region One applicant is awarded a gaming 
license, with the location of the second casino varying by revenue case. 

• Appendix (Section G) – This section presents detailed tables of full-time, part-time and FTE jobs 
by job classification, pay rate, and benefits for each component of the Proposed Gaming Facility 
under the “No Regional Competition” scenario, as well as FTE jobs by job classification, pay 
rate, and benefits for the Montreign Resort Casino under the “With Regional Competition” 
scenario. 

 
B.  Met hodol ogy and Dat a Sour ces 
 
Full-time and Part-time Employment Projection Methodology 
Full-time and part-time employment projections for the Montreign Resort Casino were based on 
estimates from Gaming Hospitality Experts, LLC, who applied industry norms from projects with a 
similar size and scope and with consideration of Montreign Resort Casino’s estimated revenue 
forecasts prepared by Global Gaming & Hospitality, LLC.  
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With respect to the other amenities of the proposed Gaming Facility, for the Indoor Waterpark Lodge, 
employment estimates were provided by Waterpark Ventures Management Services, LLC (WVMS). 
WVMS estimates were based on similar projects of this size and scope managed by WVMS in the 
Wisconsin Dells, the Smokey Mountains in Tennessee and the Poconos in Pennsylvania.  Their 
projects are very seasonal but contain two peak seasons, one in the Summer and one in the Winter, 
with shoulder seasons in-between.  
 
Staffing for the Entertainment Village was extrapolated from earlier reports provided by JB Research 
Company, a nationally-recognized market and financial feasibility analyst for retail, entertainment, 
cultural and hospitality projects.  The JB Research materials can be found in the Appendix to the 
Concord Resort Development Concept Plan Report from 2012.  
 
Monster Golf Course staffing was estimated by  EPR Properties based on current staffing at the course, 
rounds of play and projections for future utilization and course offerings. 
 
Job Classification and Pay Rate Projection Methodology 
For the Montreign Resort Casino employment,  pay rates were estimated by Gaming Hospitality 
Experts, LLC, and were derived utilizing federal and state occupational employment data focused 
specifically on the Hudson Valley, New York region along with proprietary industry wage information 
from Gaming Hospitality Experts, LLC competitive wage database. Median wages were utilized 
considering the differing knowledge, skills, and abilities of candidates for employment. 

For the Indoor Waterpark Lodge, WVMS provided pay rates based on existing pay rates at other 
locations managed with adjustment for the local labor market.  Pay rates for all other Gaming Facility 
amenities were sourced from published materials, including Bureau of Labor Statistics. 

Regional Employment Projection Methodology 
The following describes the methodology employed by AKRF, Inc. to estimate the proposed Gaming 
Facility’s potential effects on the labor market in the Town of Thompson and the surrounding region. 
The model quantifies the number of jobs likely to be captured by the regional labor force and identifies 
potential labor gaps that may exist as a result of the jobs introduced to the region.  

The model matches potential labor demand generated by the Gaming Facility with the local and 
regional labor supply that would be expected to fill the new positions. The labor supply and the new 
employment generated were distributed throughout the region using a gravity model that is based on 
commuting drive-time distances.  

To better assess the impact on local markets, future project employees were assigned to communities 
located within the commuting drive-time ranges, based on regional commuting statistics.1 To determine 
the size of commute-time labor force pool from which future employees would be recruited, the number 
of unemployed were identified, as were underemployed (i.e., people that no longer receive 
unemployment insurance but are still out of the labor force). The model also considers that a number of 

                                                           
1 The total employment that resides in each origin radius was based on the 2008-12 American Community Survey 
journey-to-work data on average commuting times in Sullivan County, 
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part-time positions would likely be filled by students and seniors. The following describes the elements 
used in the regional employment model: 
 

1. Total Labor Demand: The total labor demand is based on the estimated number of jobs 
generated by the proposed Gaming Facility. Jobs were categorized by occupational category; 
i.e., managerial, professional, service, and blue collar/maintenance occupations. The project will 
not only generate low-wage service jobs but also a significant number of managerial and 
professional jobs. In addition, many of the service will require an advanced set of skills and will 
pay wages far above the minimum wage level. The estimated number of jobs generated by the 
proposed Gaming Facility was split into the following industry classes: management, 
professional, service, and blue-collar/maintenance jobs and includes the total employment 
generated by all project components, i.e., the Montreign Resort Casino, the Waterpark, the 
Entertainment Village, and the golf course. Definition of each employment category and 
examples of positions included are presented below: 

Management 
o Executive management position 
o Department heads and supervisors 
o Positions range from Chief Executive Officer to Cage Director 

Professional 
o Salaried position that requires a higher level of skill and/or education 
o Salaries typically range from $35,000 to $65,000 
o Range of positions include attorneys to kitchen managers 

Service 
o Low-level clerical, client-facing service positions, and maintenance and food preparation 

positions 
o Wages range from minimum wage to approximately $30,000 
o Range of positions include cooks, cashiers, and servers 

Blue collar / Maintenance 
o All lower-level positions that contribute to the maintenance and upkeep of the facilities 
o Wages are typically at and above minimum wage levels 
o Range of positions include grounds keepers and aquatics maintenance 

 

In addition, jobs were assigned to a number of commuting ranges. For the analysis 10-, 20-, 30-
, 45-, 60-, and 120-minute drive-time radii were created using a GIS application. Drive time-rings 
are depicted in Figure 1. 
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Fi gur e 1:  Dr i ve- Ti me Commut i ng Ranges

 

Each drive-time ring originates at the Project Site in the Town of Thompson. New potential 
employees of the proposed Gaming Facility were assigned to these drive-time rings based on 
average commute times recorded by the Census for Sullivan County residents. Commute time 
statistics identify the portion of the labor force that travels a certain amount of time to work, e.g., 
10, 20, or 30 minutes. Average commute times of employees living in Sullivan County are 
summarized in Table 1. 

 

Table 1 
Travel Time to Work, Sullivan 

County 
Travel Time Percent 

Less than 10 Minutes 16.5% 
10 to  19 Minutes 28.9% 
20 to 29 Minutes 17.9% 
30 to 44 Minutes 18.5% 
45 to 59 Minutes 5.7% 

60 or More Minutes 12.4% 
Sources: 2008-12 American 
Community Survey and AKRF 
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2.  Total Labor Supply: The total labor supply was also identified for each drive-time range and 
categorized by occupational category. People currently unemployed within each commuting 
range were considered to supply the majority of the employees needed. For example, if a 
community with a labor force of 1,000 had an unemployment rate of 8%, 80 people would be 
considered to be available to fill the new jobs. However, because typically there is an underlying 
residual unemployment, which includes people with non-matching skill sets or people who do no 
longer actively seek employment, the commute range specific unemployment rate was reduced 
from current levels to 4.5% to account for the residual unemployment.  

The total number of unemployed individuals for drive-time range was determined by first 
obtaining the unemployment rate for each origin radius from ESRI Business Analyst data—
which estimates early 2013 conditions—and then adjusting the rate to closer match labor 
market conditions in Sullivan County in 2014. This adjusted unemployment rate was multiplied 
by the labor force to determine the total (net) number of unemployed individuals in each drive-
time ring. 

To account for the reduction in labor force and therefore for those people who are no longer 
registered as unemployed but still looking for work, the portion of the population that had left the 
labor force but was not yet absorbed by the labor market was reintroduced to the labor force 
pool. 

In addition, the model accounted for students and seniors that may be available to fill some of 
the positions. Individuals in age cohorts with low and below average labor force participation 
rates (the student population from 16 to 19 years old) or seniors who may re-enter into the labor 
force to take advantage of the new employment opportunities created by the proposed Gaming 
Facility, were added to the larger labor force pool. 

Labor supply = (2014 unemployed labor force – residual unemployment) + under employed 
population + seniors + students  

The capacity of the existing local and regional labor supply to meet the estimated labor demand 
generated by the proposed Gaming Facility was measured by comparing the available pool of workers 
with the number jobs generated by the project. This comparison was performed for the various 
commuting ranges and occupational categories described above.  

If the available pool of workers in a given drive-time range did not meet the labor demand generated by 
the project for a specific occupational category, a labor supply “gap” was identified. It was assumed that 
those positions would need to be filled by an influx of workers migrating into the area or by people who 
by local unemployed workers who willing to learn a new skill set. For example, workers currently 
employed in blue color occupations can be retrained to fill service positions at the new Gaming Facility.  
If the available pool of workers exceeds labor demand, then a surplus of workers exists for that 
commute ring, indicating that those positions can be sufficiently filled from the existing labor pool in that 
origin. These shortages and surpluses were determined by subtracting the labor demanded and stable 
unemployment from the unemployed workers for each origin radius and employment category in the 
model: 
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Gap/Surplus = (2014 unemployed labor force – residual unemployment) + under employed 
population + seniors + students) – demand generated   

In a next step, results for the various drive-time ranges were assigned to the geographies that matched 
closer the boundaries of existing municipalities and other administrative units within the drive-time 
distances, e.g., the Town of Thompson, surrounding municipalities, the seven-county area of Region 
One, and New York State, to determine the number of positions that were anticipated to be filled by 
residents from each of those areas, or if an additional influx of people was necessary (Figure 2).  
 

Fi gur e 2:  Local  muni ci pal i t i es wi t hi n Dr i ve- Ti me Commut i ng Ranges

 

 
In instances where multiple municipalities were included in a specific drive-time range, the distribution 
of the labor demand was modelled using existing population densities. For example, if the model 
identified 100 new jobs for a specific drive-time ring that was comprised by two municipalities, the 100 
new jobs were distributed based on the existing population size of the two municipalities. Once the 
distribution for each drive time ring was determined, numbers were aggregated to determine the share 
of new employment each nearby municipality, region, and state is estimated to receive. Figure 3 
illustrates the large differences in population distribution throughout the region. 
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Fi gur e 3:  Popul at i on di st r i but i on Sul l i van count y and near by muni ci pal i t i es

 

This resulted in the following distribution for the total labor demand generated by the proposed Gaming 
Facility:  

Table 2. Distribution of Labor Demand by Town, Region, and 
StateResidence 

Place of Residence Percent of Project Labor Demand 

Town of Thompson 19% 

Nearby Municipalities 63% 

Town of Fallsburg 13% 

Town of Mamakating 8% 

Town of Wallkill 7% 

Town of Liberty 7% 

Town of Bethel 3% 

Town of Middletown 3% 

Town of Wawarsing 2% 

Town of Montgomery 2% 

Town of Crawford 2% 

Town of Monroe 2% 

Town of Mount Hope 2% 

Town of Deerpark 2% 



                  Attachment VIII.B.7.a.-1 

  8 
 

All Other Nearby Municipalities 10% 

Region One 87% 

New York State 92% 

Sources: ESRI Business Analyst; 2010 Census; 2008-12 American Community 
Survey; and AKRF. 

 
C.  Exi st i ng Labor  Mar ket  Condi t i ons 
 
Labor Force and Employment Status 
Table 3 provides a summary of the local and regional labor market conditions, including labor force 
participation and unemployment rates for the Town of Thompson, surrounding municipalities, Sullivan 
County, Region One, and New York State. Since the data are from a period between 2008 and 2012, 
they can only illustrate how the nearby municipalities compare with the County and the State. More 
recent data is only available on a county-level rather than for individual municipalities. The data indicate 
that the labor force participation in the Town of Thompson tends to be lower than in Sullivan County, 
Region One and the State and is also among the lowest of all nearby municipalities—only 5 of the 13 
municipalities have lower labor force participation rates than the Town of Thompson.  
 

Table 3 
Labor Force Participation and Unemployment Rates, 

2008-12 
Area Percent in 

Labor Force 
Unemployment 

Rate 
Town of Thompson 57.6% 10.9% 

Sullivan County 59.9% 11.2% 
Region One 64.2% 5.6% 

New York State 63.8% 8.7% 
Surrounding Municipalities 

Bethel 59.5% 15.6% 
Callicoon 59.8% 10.9% 

Cochecton 61.8% 4.6% 
Delaware 56.8% 5.6% 
Fallsburg 54.5% 11.8% 

Forestburgh 66.3% 3.5% 
Fremont 63.5% 16.1% 
Highland 54.4% 9.7% 
Liberty 61.3% 12.5% 

Lumberland 55.8% 8.9% 
Mamakating 68.5% 13.4% 
Neversink 58.5% 8.3% 
Rockland 65.9% 7.9% 
Tusten 52.6% 4.5% 

NOTE: “Region One” consists of the following counties of New 
York State: Columbia, Delaware, Dutchess, Greene, Orange, 

Sullivan, and Ulster. 
Source: 2008-12 American Community Survey 
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In terms of unemployment rate, the Town of Thompson’s estimated unemployment rate (10.9%) 
between 2008 and 2012 is in line with that of Sullivan County (11.2%) but much higher than the rate for 
Region One (5.6%) and the State (8.7%). Is should also be noted that six out of the 13 surrounding 
municipalities have an unemployment rate is equal to Thompson’s or even exceeds its unemployment 
rate.  

 
A comparison of more recent annual unemployment rates for the counties that comprise Region One 
shows that Sullivan County fares the worst. Based on 2013 unemployment rates, Sullivan County had 
the highest unemployment rate in region and was dire need of a project to boost the County’s economy. 
 

Table 4 
Labor Force, Employment, and Unemployment, 2013 

Area Total Labor 
Force 

Total Employed Total Unemployed Unemployment 
Rate 

Sullivan County 33,483 30,580 2,903 8.7% 
Greene County 23,133 21,237 1,896 8.2% 

Delaware County 21,113 19,422 1,691 8.0% 
Ulster County 86,004 79,337 6,667 7.8% 

Orange County 174,406 161,903 12,503 7.2% 
Dutchess County 144,781 134,995 9,786 6.8% 
Columbia County 30,832 28,883 1,949 6.3% 

Region One 513,752 476,357 37,395 7.3% 
Source: U.S. Bureau of Labor Statistics, Local Area Unemployment Statistics, 2013 averages. 
Note: Data differs from table above because 2013 data is only available on a County-level. 
 
More recent, preliminary data from the Department of Labor for 2014 indicate that the unemployment 
rate in Sullivan County has dropped significantly—from 8.8% in January 2014 to 6.8% in April 2014. 
However, this recent drop did not occur because of an influx of additional jobs; there were the same 
29,500 number of estimated employed persons in Sullivan County in January 2014 as compared to 
April 2014. Rather, the recent drop in unemployment is due to declines in both the count of unemployed 
persons and the overall labor pool, suggesting that long-time unemployed persons are no longer 
seeking employment and/or are leaving Sullivan County to search for employment opportunities 
elsewhere.  

Labor Force and Unemployment Trends, 2000-2013 
Figures 4 and 5 show labor force and unemployment trends for Sullivan County and Region One, 
respectively. For both geographies, the labor force has declined significantly since 2008; in Sullivan 
County, the size of the labor force has decreased by almost 6% between 2008 and 2013, from 
approximately 35,500 to 33,500. For the same period, the labor force in Region One only decreased by 
a little more than 3%. And while the labor force has stabilized in Region One, Sullivan County’s 
continues to decline. At the same time, the total number of unemployed individuals increased 
substantially - in Sullivan County by 26% and Region One by 30%. As mentioned above, preliminary 
labor force data show that the labor force declined even further in 2014, likely due to out-migration of 
people unable to find work in the county. 
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In summary, local labor market conditions in Sullivan County lag regional and statewide averages. Both 
the Town of Thompson and Sullivan County have substantially higher rates of unemployment when 
compared to Region One and New York State averages. The jobs that would be generated by the 
proposed Gaming Facility would create new employment opportunities for the local and regional labor 
force and help the region gain new economic momentum. Existing labor market conditions and trends 
show that there is capacity in Thompson and nearby Sullivan County areas to meet a large portion of 
the labor demand generated by the proposed Gaming Facility. 
 

0

500

1,000

1,500

2,000

2,500

3,000

3,500

31,500

32,000

32,500

33,000

33,500

34,000

34,500

35,000

35,500

36,000

2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013

Figure 4: Sullivan County Labor Force and Unemployment 

Sullivan Labor Force Sullivan Unemployment

Source: U.S. Bureau of Labor Statistics, Local Area Unemployment Statistics, annual averages. 

0
5,000
10,000
15,000
20,000
25,000
30,000
35,000
40,000
45,000
50,000

480,000

490,000

500,000

510,000

520,000

530,000

540,000

2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013

Figure 5: Region One Labor Force and Unemployment 

Region 1 Labor Force

Source: U.S. Bureau of Labor Statistics, Local Area Unemployment Statistics, annual averages. 



                  Attachment VIII.B.7.a.-1 

  11 
 

D.  Empl oyment  Pr oj ect i ons 
 
Employment Projections by Full / Part Time Status 
This section presents the projected employment that is estimated to be introduced by the proposed 
Gaming Facility. Estimates are presented to reflect low-, average-, and high-revenue cases for a “No 
Regional Competition” scenario. In addition, potential new jobs are classified by full-time and part-time 
status. A summary of the projections is presented in Table 5. 
 
Table 5: Estimated Full- and Part-Time Employment and Related Salaries and Benefits 

 
Sources: Hospitality Experts, LLC; Waterpark Ventures Management Services, LLC; JB Research 
Company; and EPR Properties. 
 
E.  Empl oyment  by Pl ace of  Resi dence 
 
Employment Projections by Place of Residence 
This section summarizes the results of the gravity model described in Section B of this exhibit. The 
table presents the total number of jobs generated by the proposed Gaming Facility for each revenue 
case under the “No Regional Competition” scenario, and identifies how future employees would be 

Employment Totals, Gaming Facility: Low-, Average- and High-Revenue Cases (No Regional Competition Scenario)

Totals by Scenario
Full-
time

Part-
Time

Full Time 
Equivalent Total Salary Total Benefits

Total Salary & 
Benefits

Gaming Facility - Low-Revenue

Gaming Facility - Average-Revenue

Gaming Facility - High-Revenue

Employment by Gaming Facility Component
Full-
time

Part-
Time

Full Time 
Equivalent Total Salary Total Benefits

Total Salary & 
Benefits

Low-Revenue Scenario

Montreign Resort Casino

Indoor Waterpark Lodge

Entertainment Village

Monster Golf Course

Totals

Average-Revenue Scenario
Full-
time

Part-
Time

Full Time 
Equivalent Total Salary Total Benefits

Total Salary & 
Benefits

Montreign Resort Casino
Indoor Waterpark Lodge
Entertainment Village
Monster Golf Course
Totals

High-Revenue Scenario
Full-
time

Part-
Time

Full Time 
Equivalent Total Salary Total Benefits

Total Salary & 
Benefits

Montreign Resort Casino
Indoor Waterpark Lodge
Entertainment Village
Monster Golf Course
Totals

CONFIDENTIAL
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distributed throughout the region. It identifies the number of employees that are expected to reside in 
the Town of Thompson, surrounding Sullivan County municipalities, the seven-county Region One, and 
New York State.  
 

Table 6 
Projected Job Positions Filled by Local, Regional, and State Labor Force 

Area 
High Gaming Facility 

Revenue 
Average Gaming Facility 

Revenue 
Low Gaming Facility 

Revenue 

Town of 
Thompson 

Region One 
New York State 

Nearby Municipalities to Host Community (Town of Thompson) 
Fallsburg 

Mamakating 
Wallkill 
Liberty 
Bethel 

Middletown 
Wawarsing 

Montgomery 
Monroe 

Crawford 
Mount Hope 

Deerpark 
Goshen 

Shawangunk 
Port Jervis 
Neversink 

Forestburgh 
Chester 

Wawayanda 
Rockland 

Hamptonburgh 
Blooming Grove 

Greenville 
Lumberland 
All Others 
TOTAL 

NOTE: Job positions filled by place of residence may include workers who do not currently live there. 
Sources: Gaming Hospitality Experts, LLC; EPR Properties; AKRF, Inc. 

 
Overall, there is enough capacity within the local and regional labor markets to absorb the new 
employment generated by the proposed Gaming Facility. Table 7 below shows the total available labor 
in Thompson, nearby municipalities, Region One, and New York State living within 2 hours of the 
Project Site, and compares it to the labor demand of the proposed Gaming Facility.  
 

CONFIDENTIAL
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The table shows all labor local and regional markets, i.e., the Town of Thompson, nearby 
municipalities, Region One, and New York State, could satisfy the demand generated by the proposed 
Gaming Facility. In fact, even after satisfying the new demand there would still be a surplus in all 
markets under each of the high-, average- and low-revenue cases.  
 

Table 7 
Comparison of Labor Demand and Available Labor by Place of Residence 

Area 

High Gaming  
Facility Revenue 

Average Gaming  
Facility Revenue 

Low Gaming  
Facility Revenue 

Labor 
Deman

d 

Availabl
e Labor 

Surplus / 
(Gap) 

Labor 
Dema

nd 

Availabl
e Labor 

Surplus / 
(Gap) 

Labor 
Dema

nd 

Availabl
e Labor 

Surplus / 
(Gap) 

Thompson 
Nearby 

Municipalities 
Region One 

New York State 
Sources: Gaming Hospitality Experts, LLC; Waterpark Ventures Management Services, LLC;EPR Properties; 

AKRF, Inc. 
 
The findings in Table 7 do not consider matching available with demanded skill sets and thus assumes 
that no skill mismatches exist. However, a more detailed analysis presented in Exhibit IX.A.4 considers 
potential occupational labor gaps in identifying potential in-migration to the various labor markets and 
resulting effects on housing markets due to the proposed Gaming Facility.  
 
F.  “Wi t h Regi onal  Compet i t i on” Scenar i o Empl oyment  
Pr oj ect i ons 
This section presents overall employment demand projections for the proposed Gaming Facility under 
low-, average-, and high-revenue cases assuming that a second Region One applicant is awarded a 
gaming license. The location of the second Region One casino varies by revenue case: 

• Low-revenue case – assumes a second Region One casino would be located in the southern 
portion of Orange County. 

• Average-revenue case – assumes a second Region One casino would be located in Newburgh, 
Orange County. 

• High-revenue case – assumes a second Region One casino would be located in Liberty, 
Sullivan County. 

 
Table 8 presents estimated full-time-equivalent (FTE) employment and related salaries and benefits for 
the low-, average- and high-revenue cases for the proposed Gaming Facility under the “With Regional 
Competition” scenario. As compared to the “No Regional Competition” scenario, there would be less 
overall employment generated by the Gaming Facility under the competitive scenario; the low-revenue 
case would generate an estimated 1,315 FTEs, which is approximately 23% fewer FTE employees than 
the low-revenue case under the “No Regional Competition” scenario, while the average-revenue case 
also would generate approximately 23% fewer FTE employees. The high-revenue case under the “With 
Regional Competition” scenario would generate approximately 32% fewer FTE employees than the 
high-revenue case under the “No Regional Competition” scenario. 

CONFIDENTIAL
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Table 8 
Estimated Full-Time-Equivalent (FTE) Employment and Related Salaries and Benefits 

With Regional Competition Scenario 
 FTE Employees Total Salary Total Benefits Total Salary & 

Benefits 
Low-Revenue Case 
Average-Revenue 

Case 
High-Revenue 

Case 
Sources: Gaming Hospitality Experts, LLC; Waterpark Ventures Management Services, LLC;EPR Properties; 

AKRF, Inc. 
 

Detailed gravity modeling was not performed for the “With Regional Competition” scenario because the 
specific employment demands of a second Region One casino are unknown at this time. However, for 
the following reasons it is reasonable to conclude that similar to the “No Regional Competition” 
scenario, under the “With Regional Competition” scenario there is enough capacity within the local and 
regional labor markets to absorb the employment demands generated by two licensed casinos within 
Region One: 

• With additional competition in Region One, individually the casinos would have a smaller 
demand for labor, and collectively could fall within the maximum demand of 2,036 FTE 
employees modeled for the high-revenue “No Regional Competition” scenario, above. 

• For the low-revenue and average-revenue cases, in which a second licensed casino is located 
within Orange County, geographically the labor pools from which the two casinos draw would 
differ substantially. An Orange County casino would draw labor principally from within the New 
York metropolitan area.  

• For the high-revenue case, in which a second licensed casino is located in the Town of Liberty 
within Sullivan County, the labor pool from which the two casinos draw would substantially 
overlap. However, the local labor pool would have capacity to absorb additional employment 
demand beyond that assumed within the gravity modeling described above. The unemployment 
rate within Sullivan County historically has dropped well below the 4.5% residual unemployment 
rate assumed in this analysis; from the late 1990’s through 2005 there were several period 
during which Sullivan County’s unemployment rate was below 4.5%, dropping as low as 3.5% in 
2000. Furthermore, timing of entry-to-market would differ by several years, allowing for the labor 
market to adjust to the enhanced employment opportunities associated with two casinos in 
Sullivan County. As detailed in EXHIBIT VIII.C.4.b, the Gaming Facility at Adelaar is located on 
a Project Site that is ready for construction immediately (subject only to issuance of certain 
routine final approvals and permits), assuring the fastest speed-to-market of any proposed 
Gaming Facility in the State.    
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