What items should be controlled?


The difference between Class II or Class III games is not hard to comprehend. I hold that the confusion in the industry is artificial and created by manufacturers peddling Class III games as though they were Class II. We will avoid mentioning specific manufacturers. Number one rule in being a consumer should always be, "never believe the salesperson". The salespersons promise that a game is Class II is the last believable word. We, as consumers, are responsible for what we buy. The sales person's expertise is sales, not game classification. The burden of understanding game classification belongs to the casino.


How little difference is there?


If we take a vending machine and break it down into its assemblies that perform important functions we get something like the following:


1.
The Processor (MPU, Logic Assembly, what ever you want to call it.)


2.
Coin acceptor and / or Bill Acceptor


3.
Hopper to return change to the customer


4.
A simple display, like a 7-segment, to communicate with the guest.


5.
Vending mechanism. Usually stepper motors that move the vending apparatus under control of the MPU.


Looking at a reel-type slot machine we would observe about the same thing.


1.
The Processor


2.
Coin acceptor and / or Bill Acceptor


3.
Hopper to return change to the customer


4.
A simple display, like a 7-segment, to communicate with the guest.


5.
Stepper motors that move the reels under control of the MPU.


The defining difference is not something you can really hold in your hands. We can take a vending machine, change the software so that the customer inserts his money and is returned a vended item at random or no item at all and it is now a Class III game. The distinction is not mechanical; it is only a change in software stored in EPROMs.


The difference between Class II and Class III is even more minor changes in software. The theme of the game is not real important. A game with the name of Bingo does not define it as a Class II game.


The same comparison can be made to video games. We can take a video amusement game and change it into a Class III gaming device by changing only the software.


The vending machine generates no random numbers. Our paytable is a simple table that specifies what vending selection relates to which vending mechanism and how much it costs. In the slot machine the guest initiates the game causing random numbers to be selected. These random numbers determine what, if anything, will be vended according to a pay table.


Where is the problem?


How the software runs is what makes the difference. the National Indian Ganming Commission (NIGC) has handed down decissions that they make generally available on their web site. They are in plain English. You don't have to be a lawyer to interpret them. I think NIGC decisions are clear enough for the manufacturers to understand. If their attitude were one of cooperation instead of antagonistic they could easily make games that pass as Class II and still be entertaining.

So what parts need to be controlled items?


Certainly the EPROMs that contain the random number generator and pay table must be considered controlled items. These are the parts that make it a Class III game.


Where does the list of controlled items end? The objective of the controls is to keep Gaming (Gambling) devices out of the hands of those not authorized to possess them. Part of this is a concern over lost revenue to the state. Part of it is to discourage illegal casino operations by organized crime. The aspect of lost state revenue prevails, I think.


To this end, what is to prevent anyone from buying the parts of a slot machine and putting their own games or casino together from pieces. EPROMs are easy to duplicate. Logic Boards are not so easy. To prevent someone from piecing their own slot machines together what other items should we control? Logic Boards? Main wiring harnesses?


Yet another apsect of control is what parts of the game can be modified to alter the games design, game play and payout? These parts need not be controlled to the same extent as the EPROMs, but should be monitored for proper function in-house.


Logic boards can be modified. We won't go into how this can be done. We don't want this article to be that informative. Also Coin Comparators and Acceptors, Bill Acceptors, Ticket Printers, and message displays. The result may not necessarily result in a winning of a game, but in misinformation of a win or modification of apparent game result. All such assemblies must be given oversight, but not the same control we might give to function specific EPROMs.


I would certainly advocate that Game EPROMs containing the Random Number Generator, Specific Game Play and Paytable information should be handled with close controls. Transfers between parties should be well documented and go through Gaming Compliance agents. I would extend this close control to Logic Assemblies. They should be stored under a two lock system. Access to them should be documented. They should be sealed with tamper telltale tape in the game.


Game harnesses can be put together cheaply and quickly. Exerting close control over something that can be easily copied is pointless.


I suggest oversight control on other assemblies. They do not need close controls, but they should be subject to evaluation at all times by Compliance people who have the technical prowess for a properly avaluation of their function.

The A-List


Parts that should be transferred through Gaming Agencies and licensed parties only.


1.
EPROMs that control the generation of random numbers or pay tables.


2.
Logic boards that these EPROMs plug into.

The B-List


Parts that should be given oversight and confirmation of proper operation on a regular bases or when motivated by suspicious game operation.


1.
Coin Comparators and Coin Acceptors and Coin-In Optics


2.
Bill Acceptors


3.
Ticket Printers


4.
Progressive Systems


5.
Message Displays


6.
Hoppers

Herschel

