
 
 

Fairfield CARES Community Coalition Meeting 
 by Zoom Meeting and in-person in the 
Board of Education Conference Room,  

2nd Fl., 501 Kings Hwy E. Fairfield, 06825 
October 19, 2022 at 8:30 -10:00 am 

 
Meeting Minutes 
 
In Attendance: 
In room: Co-Chair Philip Dwyer (Civic/Volunteer Org), Cathy Hazlet (Staff), Reini Knorr 
(Media for Fairfield Cares), Cristin McCarthy-Vahey (State Representative, Parent), Annalise 
Caron, PhD (Parent, Health Care), Grace Glennon (Fairfield CARES intern); Matthew Hlavna 
(American Medical Response, Healthcare), Steve Bogen (Parent, Will to Live Foundation) 
On Zoom:  Vicki Gustafson (Kiwanis Club, Civic/Volunteer organization), Maureen Anderson 
(parent, Recovery Coach), Wendy Bentivegna (community member), Lori Mediate (Schools), 
Michael Patota (Child & Family Guidance Ctr/Healthcare), Tom Hennessey (Parent), Santina 
Jaronko (Health Department), Anne Donnelly (Health Department intern), Andrea Flynn (Parent, 
Schools), Adrianna Jordan (Center for Family Justice/Healthcare), Steve Baker (Parent), Erin 
Bradshaw (Parent), Margaret Watt (Positive Directions, Other Substance Prev Org), Tia Reid 
(Lifebridge Community Services, Healthcare), Paul Cavanna (Fairfield Warde High 
School/School). 
 
Welcome & Call Meeting to Order: Phil welcomed everyone to the meeting at 8:32. 
 
Approval of September Meeting Minutes:  Philip Dwyer approved the minutes from 
September.  Approved as presented. 
 
Treasurer’s Report:  Bernadette Coppola is not with us, and this will be presented at November 
meeting.  Deferred. 
 
Program Director’s Report:  Cathy Hazlett offered the report. Data committee and Cathy have 
been working on focus groups. Two focus groups have occurred with the youth council.  
 
Beginning in early November, the coalition will start 2 work groups on vaping and alcohol use.  
Reach out to Cathy to be added to the list. The goal will be to have a cross section of 
participants, including youth, parents, law enforcement, and school officials (among others).  
The vaping work group will meet on November 3rd in the Superintendent’s Conference room 
(3:30-5:00pm), and available via zoom.  The alcohol work group will be on November 9th (3:30-
5:00pm) in the Superintendents Conference room and by zoom.   



 
Underage Drinking 911 Calls & Overdose Data – Cathy introduced Matthew Hlavna from 
American Medical Response, local EMS service for Fairfield.  He shared data and information 
with regard to local underage drinking and overdose data.   
 
Underage Drinking:  Matthew reviewed data with regard to 911 calls for underage alcohol use in 
2020, 2021, and 2022 (so far).  He noted that frequent locations for these types of calls are local 
universities (e.g., Sacred Heart University, Fairfield University).  He discussed demographic 
break downs for these calls (i.e., race, gender), and some questions were raised about the validity 
of those demographic break down numbers given they did not add to 100%. He stated he would 
clarify and follow-up. He noted these calls for alcohol intoxications were often from college 
parties, individual homes, and sometimes related to psychiatric emergencies.   
 
Cathy Hazlett asked about reporting back to the universities about 911 calls for alcohol 
intoxication. Reini Knorr said that we have contacts at the universities, and it would be beneficial 
to re-engage with them to get them more actively involved in Fairfield CARES.  Cristen 
McCarthy-Vahey said she would follow up by email with a contact at Sacred Heart University.   
 
Overdose data:  Matthew reviewed the CT SWORD Overdose Data (State-Wide Opioid -
Reporting Directive). The SWORD initiative makes EMS, fire, and first responders mandated 
reporters of all instances of opioid use treated.  This means that first responders who suspect an 
individual is under the influence of an opioid be reported to SWORD (regardless of whether 
Narcan was used).  They want “in time” (live) data reported so that if an area has a large number 
of suspected opioid events, then SWORD can coordinate with local law and health officials to 
get resources to that location. 
 
2021:  In 2021, the town of Fairfield had 22 suspected overdoses treated (1 fatality).  Matthew 
noted that areas where there were multiple overdoses included Burroughs Rd, Fairfield Woods 
Rd, Black Rock Turnpike.  Matthew noted that when this data became apparent, he coordinated 
with Cathy Hazlett of Fairfield CARES and started the Narcan trainings on Fairfield Woods 
Road at the Fairfield Public Library Woods Branch.  Reini Knorr noted that there are slots 
available at this month’s Narcan training.      
 
Matthew mentioned that there are cases where emergency responders are giving 10 mg of 
Narcan. Dosing at the 2mg often is not enough. The intensity of the opioids is becoming greater, 
and the needed dosing of Narcan is higher as well.  Matthew noted that first responders see many 
more cases where cocaine or marijuana is laced with fentanyl or carfentanyl (which is a 
tranquilizer 1000x great intensity than fentanyl).  Matthew reported that the typical age range 
is18-50 years old for overdose, but usually is 26-38 years old. 
 
2022:  Matthew noted that there is a large increase in cases this year – 37 overdose cases in 
Fairfield and 1 fatality, so far.  Matthew reported that Stratfield Road and Fairfield Woods Road 
are significant areas of use.  Otherwise, sporadically there have been cases on North Benson 
Road and Post Road areas.  There have not been many cases from local universities. 
 



• Reini Knorr inquired if using 2 doses of Narcan (i.e., 4mg) is helpful, even if someone 
needs more.  Matthew explained that does help, as it lasts about 20-30 minutes and that 
can buy time.   

• Cristen McCarty-Vahey noted that visual data of overdoses and fatalities was powerful 
and suggested taking the information Matthew shared re: location of overdoses (e.g., 
Stratfield Road) and partnering with local neighborhood associations (e.g., Stratfield 
Village Association) to encourage a campaign to get Narcan in every home in Stratfield 
and other higher use areas.  

• Cristin also mentioned that she had listened into the State Alcohol and Drug Policy 
Council meeting where they had described machines that are testing drugs for fentanyl 
for people who are addicted. These machines may help decrease fatal drug overdoses.  
Cristen noted that it could be helpful to get someone to come and discuss this technology.  

• Matthew mentioned that fentanyl is 100x stronger than morphine, and carfentanyl is 
1000x stronger than fentynal. Matthew reported that some drug dealers are making the 
drugs look like skittles and stamping them when they are really fentanyl.   

• Matthew added that emergency responders are starting to see increased cases of 
marijuana vaping in Fairfield schools and students becoming ill from vaping marijuana 
(anxious, panic attacks, heart palpitations, shortness of breath, nausea, vomiting). 
Matthew stated that the kids are often getting this from other countries and don’t know 
what might be laced with it.  Cristin McCarthy-Vahey asked for data on that too. 

 
Review Draft of 2023 Student Survey – Jennifer Jacobsen could not make the meeting, so 
Cathy Hazlet lead the coalition members through the survey adjustments.  Cathy explained that 
the Data Committee worked to clarify which questions would be used with an aim to keep the 
survey short.  The survey will be administered to a random group of 7th to 12th graders. The 
school board will have a first reading on 11/15.  
 
Cathy reminded the coalition that data drives what Fairfield CARES does and getting the data from 
the student survey is important to direct prevention efforts.   
 

• Cathy mentioned that students can skip questions and ask for help if necessary. 
• Cathy clarified that the demographic section reflected best practice in terms of using 

language with which teens are familiar and trying to be specific as possible. 
• The survey includes the 4 core measures required by the Drug Free Communities (DFC) 

grant including:  a) past 30-day use of alcohol, marijuana, tobacco, prescription drugs & 
vaping, b) perception of harm, c) perception of peer disapproval, and d) perception of 
parent disapproval.  The DFC grant requires a survey every 2 years. 

• Cathy noted that survey asks about access to substances (e.g., school, home, etc.) 
• In the prescription drug questions, the survey does identify specific drug categories, 

inquires about students’ awareness of counterfeit pills & laced medications, and adds a 
question about synthetic marijuana. 

• A question has been added re: physical activity.  Discussed whether to make this a typical 
day or a school day, and it was left as a “typical day.” 

 
Cristen McCarthy-Vahey thanked Cathy for her and the Data Committee’s work. Phil Dwyer 
presented the motion to approve the survey as presented, to allow the Data Committee to present 



this to the school board.  Reini Knorr seconded the motion.  The motion was approved 
unanimously. 
 
Announcements: 
-Wendy Bentivega announced that there is a free and open panel discussion at Westport Public 
Library tonight at 7:00pm, “The Cost of Success:  What Pressure is Doing to our Kids”.   
-Andrea Flynn mentioned that Liz Jorgenson, CADC will be speaking on 10/26 at 7pm at Roger 
Ludlowe Middle School. 
-Andrea Flynn mentioned the GIZMO talk geared for K-3rd grade will be at the library on 11/19. 
 
Healthy Gaming Pilot Project – Annalise Caron discussed the state of Connecticut’s “Healthy 
Gaming” pilot project that is being run by the CT Council on Problem Gambling & the 
Department of Mental Health and Addition Services. The pilot is 2 virtual programs (one for 
parents, one for kids ages 10-18) on healthy gaming.  Here in Fairfield we will aim program for 
kids in 4th to 6th grade, and bring to local families and bring feedback to the program developers.  
This is free, while it is a pilot between now and early March. Annalise discussed the strengths of 
both the parent and child/teen programs and reported on the plan to have Annalise lead groups of 
parents and kids through the program before March.  This will be announced through PTAs. 
 
Phil Dwyer requested that a summary of the contents of the healthy gaming program for adults 
and kids be added as an addendum to these minutes.  (They are attached.) 
 
Other Announcements: 
Cristen McCarthy-Vahey mentioned that someone has offered to donate money that would have 
been used towards their retirement celebration to Fairfield CARES.  The amount of the donation, 
and whether the donor wishes to be anonymous is unclear. 
 
Giving Tuesday is on 11/29, and asking for all coalition members to give $25 to Fairfield CARES.  
Because the majority of Fairfield CARES work is dictated by grant funding, this limits where the 
money can be used.  So, donation money is very helpful to be able to serve the community in areas 
that are not currently covered by grants. 
 
Adjournment:  Phil Dwyer adjourned the meeting. 
 
Attachment:  Healthy Gaming Pilot Virtual Program Description for Parents & Children 
 

Respectfully submitted, 
Annalise Caron 
Secretary, Fairfield CARES 
  



Powered Up Parent 
Video Game Awareness, Knowledge, & Confidence 

 
Level 1:  
Mission 1:  Types of Gamers and Video Games 

• Types of Gamers:  The motivation to play 
o Escaper, Achiever, Hard core player 

• Types of Video Games 
• Platforms and Price 

Mission 2:  Reasons to Play Video Games 
• Reasons to Game:  

o bored, fun, engaging, friends, just what they do   
Mission 3: When Gaming is and is not a problem 

• When Gaming is a problem 
o Impaired control, precedence over other activities, negative consequences 

• When Gaming is not a problem 
o Balanced, enhances relationships, adds value, used for good 

• Risk Factors for Problematic Gaming 
o Diagnosis, few friends, academic struggles, trauma, family relationship problems 

• Gaming is connected to: 
o Mental health 
o Substance use  
o Gambling (loot boxes, financial) 

 
LEVEL 2: 
Mission 1: Understanding the benefits of video games & technology 

• Socialization 
• Hobby 
• Learning 
• Self-expression 
• Career Development 
• Fun & Play 

Mission 2:   Good conversations 
• Good conversations with kids, conversation ideas 
• Gaming with your child/teen 

Mission 3:  Exploring Parents’ Perspectives 
• Exploring your own perspectives on video games and technology 
• Resistance/ acceptance 

 
LEVEL 3: 
Mission 1:   

• Screen time Do’s and Don’ts 
Mission 2: 

• Positive and Negative Reinforcement 
Mission 3: 

• Create a Discipline Plan with expectations/consequences 
• Discipline Plan Examples 
• Things to keep in Mind 

-Parenting Triangle Form (before and after).  Implementing positive/negative reinforcement requires accurate 
timing, communication, and connecting the behavior to the consequence 



 
Powered Up Player 

Level Up your Gaming, Level Up your Life 
 
Level 10: Progress Your Gaming Self Awareness 

1. Types of Gamers 
2. Video Game Categories 
3. Understanding your Gaming 
4. What type of Gamer Are you? 
5. Questions to think about 
6. Creating Balance Exercise (with worksheet) – The answers to 5 & 6 lead to level 20, which leads into other 

non-gaming activities that can match your gamer type 
 
Level 20:  Diversified Activities 

1. Engage in diversified activities 
2. Potential Indoor activities 
3. Potential Outdoor activities 
4. Creating balance activity 

-Review the different types of activities, track time, naturally good at, & gain insight to come up with other activities to explore and commit to. 
-Creating balance:  pick a new activity and do it for as much time as gaming and try to objectively notice what happens. 
 
Level 30: Relationships 

1. Healthy and positive relationships improve our health 
2. Gaming can add or take away from relationships 
3. How do your relationships impact gaming 
4. Friends, Peers, Siblings, Community 
5. Ways to improve relationships 
6. Creating balance activity 

 
Level 40:  Physical Health 

1. Nutrition 
2. Exercise 
3. Sleep 
4. Hygiene 

-Assess each area and determine what is more/less problematic 
-Creating balance activity:  make a plan with multiple areas: bed @ 9:30pm, walk, 8 hours, sleep, try new food 
 
Level 50: Mental Health 

1. Mental health impacts every area in our lives 
2. Gaming can be used to cope with mental health challenges (anxiety/depression) 
3. Three “Selfs”: Self-talk, Self-Image, Self Esteem 
4. Creating balance activity- notice how mental health is impacted when play video games, positive self talk 

 
Level 60: Education and Learning 
Content: 

1. Academic subjects 
2. Academic environment 
3. Homework 
4. Extracurricular activities 
5. Creating balance activity: play an educational game, or game to learn something new 

-Academics and school can positively or negatively impact gaming 
-Academics can protect you from problematic gaming when you are interested/passionate about something 


