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§ 547.10

however named, shall be maintained by
the Class II gaming system.
Title

Description

(1) Amount In ......

The total value of all financial instruments and cashless transactions accepted by the Class II gaming system. Each type of financial instrument accepted by the Class II gaming system shall be tracked independently per financial instrument acceptor, and as required by applicable requirements of any Commission and tribal gaming regulatory authority regulations governing minimum internal control standards.
The total value of all financial instruments and cashless transactions paid by the Class II gaming system,
plus the total value of attendant pay. Each type of financial instrument paid by the Class II Gaming System shall be tracked independently per financial instrument dispenser, and as required by applicable requirements of any Commission and tribal gaming regulatory authority regulations governing minimum internal control standards.

(2) Amount Out ....

(b) Accounting data storage. If the
Class II gaming system electronically
maintains accounting data:
(1) Accounting data shall be stored
with at least eight decimal digits.
(2) Credit balances shall have sufficient digits to accommodate the design
of the game.
(3) Accounting data displayed to the
player may be incremented or decremented using visual effects, but the internal storage of this data shall be immediately updated in full.
(4) Accounting data shall be updated
upon the occurrence of the relevant accounting event.
(5) Modifications to accounting data
shall be recorded, including the identity of the person(s) making the modifications, and be reportable by the
Class II gaming system.
(c) Rollover. Accounting data that
rolls over to zero shall not corrupt
data.
(d) Credit balance display and function.(1) Any credit balance maintained
at the player interface shall be prominently displayed at all times except:
(i) In audit, configuration, recall and
test modes; or

§ 547.10 What are the minimum standards for Class II gaming system
critical events?
This section provides standards for
events such as system critical faults,
deactivation, door open or other
changes of states, and lockup within
the Class II gaming system.
(a) Fault events.(1) The following
events are to be treated as described
below:

Events

Definition and action to be taken

(i) Component fault ............................................

Reported when a fault on a component is detected. When possible, this event
message should indicate what the nature of the fault is.
Reported when a financial instrument acceptor or dispenser includes storage,
and it becomes full. This event message should indicate what financial storage component is full.
Reported when a financial instrument dispenser is empty. The event message
should indicate which financial output component is affected, and whether it
is empty.
Reported when an occurrence on a financial component results in a known
fault state.
Some critical memory error has occurred. When a non-correctable critical
memory error has occurred, the data on the Class II gaming system component can no longer be considered reliable. Accordingly, any game play on
the affected component shall cease immediately, and an appropriate message shall be displayed, if possible.

(ii) Financial storage component full ..................

(iii) Financial output component empty ..............

(iv) Financial component fault ............................
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(ii) Temporarily, during entertaining
displays of game results.
(2) Progressive prizes may be added
to the player’s credit balance provided:
(i) The player credit balance is maintained in dollars and cents;
(ii) The progressive accounting data
is incremented in number of credits; or
(iii) The prize in dollars and cents is
converted to player credits or transferred to the player’s credit balance in
a manner that does not mislead the
player or cause accounting imbalances.
(3) If the player credit balance displays in credits, but the actual balance
includes fractional credits, the Class II
gaming system shall display the fractional credit when the player credit
balance drops below one credit.

(v) Critical memory error ....................................

187

VerDate Mar<15>2010

09:01 Apr 29, 2010

Jkt 220083

PO 00000

Frm 00197

Fmt 8010

Sfmt 8010

Y:\SGML\220083.XXX

220083

§ 547.11

25 CFR Ch. III (4–1–10 Edition)
Events

Definition and action to be taken

(vi) Progressive communication fault .................

If applicable; when communications with a progressive controller component is
in a known fault state.
The software has failed its own internal security check or the medium itself has
some fault.
Any game play on the affected component shall cease immediately, and an
appropriate message shall be displayed, if possible.

(vii) Program storage medium fault ...................

(2) The occurrence of any event identified in paragraph (a)(1) of this section
shall be recorded.
(3) Upon clearing any event identified
in paragraph (a)(1) of this section, the
Class II gaming system shall:
(i) Record that the fault condition
has been cleared;
(ii) Ensure the integrity of all related
accounting data; and
(iii) In the case of a malfunction, return a player’s purchase or wager according to the rules of the game.
(b) Door open/close events. (1) In addition to the requirements of paragraph
(a)(1) of this section, the Class II gaming system shall perform the following
for any component affected by any
sensored door open event:
Event

Definition and action to be taken

(i) Player interface power off during play ..........

This condition is reported by the affected component(s) to indicate power has
been lost during game play.
This condition is reported by the affected component(s) to indicate it has been
turned on.
This condition is reported when a financial instrument storage container has
been removed. The event message should indicate which storage container
was removed.

(ii) Player interface power on .............................
(iii) Financial instrument storage component
container/stacker removed.

§ 547.11 What are the minimum technical standards for money and credit handling?
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(i) Indicate that the state of a
sensored door changes from closed to
open or opened to closed;
(ii) Disable all financial instrument
acceptance, unless a test mode is entered;
(iii) Disable game play on the affected player interface;
(iv) Disable player inputs on the affected player interface, unless test
mode is entered; and
(v) Disable all financial instrument
disbursement, unless a test mode is entered.
(2) The Class II gaming system may
return the component to a ready to
play state when all sensored doors are
closed.
(c) Non-fault events. (1) The following
non-fault events are to be treated as
described below, if applicable:

This section provides standards for
money and credit handling by a Class
II gaming system.
(a) Credit acceptance, generally. (1)
Upon any credit acceptance, the Class
II gaming system shall register the
correct number of credits on the player’s credit balance.
(2) The Class II gaming system shall
reject financial instruments deemed invalid.
(b) Credit redemption, generally. (1) For
cashable credits on a player interface,
players shall be allowed to cash out
and/or redeem those credits at the

player interface except when that player interface is:
(i) Involved in the play of a game;
(ii) In audit mode, recall mode or any
test mode;
(iii) Detecting any sensored door
open condition;
(iv) Updating the player credit balance or total win accounting data; or
(v) Displaying a fault condition that
would prevent cash-out or credit redemption. In this case a fault indication shall be displayed.
(2) For cashable credits not on a
player interface, the player shall be allowed to cash out and/or redeem those
credits at any time.
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