Temporary regulation regarding type approval of gaming machines
Issued by the Ministry of Culture and Church Affairs …… 2004 pursuant to the Lottery Act of 24th February 1995 no. 11 section 4. 

Chapter 1

§ 1. Type approval
Gaming machines must be type approved by the Norwegian Gaming Board in accordance with the conditions stated in chapter 2 as well as the annex to this regulation. 

Gaming machines presented for type approval must be controlled by a test laboratory appointed by the Norwegian Gaming Board. 

The applicant has the obligation to cover all costs in connection with the type approval, such as technical control, freight and dispatch, translations and travel and accommodation in accordance with government regulations. 

§ 2. Licence

The installation of gaming machines may only be carried out with type approved machines, upon sending an application to the police.
Chapter 2 

§ 3. Conditions for type approval 

The following principal conditions are required for the manufacture of gaming machines for the Norwegian market and onboard Norwegian ferries in traffic between Norwegian harbours: 
· The use of symbols on the machine must not be offensive.  

· The machine must not have sounds exceeding 60 Db. 

· The minimum game time must be 1.5 seconds per game. 
· The machine must have the possibility to pay out any paid in amount exceeding NOK 50 and any prize. 

· The player must be able to place a stake of NOK 1,- per draw in the main game. The total stake per gaming round, including bonus games, must not exceed NOK 10,-. 
· The machine must not have a «near-miss» function. 

· The machine may be equipped with step-buttons, hold-buttons etc. allowing for the possibility of limited movement of the prize symbols.  

· The machines software must be designed so that the attainment of prizes is random, but always providing for that the average pay out percentage is not lower than 78%. 
· The prize table must be designed so that a maximum of 200 times stake is paid out. 

· The machine must be equipped with information in Norwegian explaining how it works. 

· A sign etc. must clearly state the charity that receives revenues from the machine. 

· The machine must be equipped with metres allowing for satisfactory determination of gross turnover, payment of prizes and cashbox content. 

§ 4. Amendments to machines 

All amendments to machines require a new type approval. This also applies to amendments to the name. If the manufacture of a machine is moved to another factory, a new type approval is required. The machines manufacturer must always be clear stated on the machine. 
§ 5. Entry into force 

This regulation enters into force immediately and is applicable until 31.12.2004. Regulation of 28th August 1998 no. 853 regarding type approval of gaming machines is repealed from the same date.
Annex to regulation …

Technical specifications towards gaming machines 

1.
Information 

1.1
The gaming machine must display an accurate representation of each game outcome utilizing: 

· a. Rotating reels 

· b. Video monitoring 

· c. Any other type of display mechanism that accurately depicts the outcome of the game. 

1.2
The win table and all possible wagers must be displayed prominently on the gaming machine. The following events/items must also be displayed prominently on the machine: 

· a. The available stakes for wagering per game round 

· b. The maximum win per entire game round (NOK 2000) 

· c. A description of every possible winning event for every possible single game segment, with an associated winning amount for each possible winning combination/event 

· d. The number of purchasable pay-lines, and how each pay-line is oriented 

· e. The presentation of prizes and chances must not be misleading. 

1.3
The following information must be displayed on the front of the gaming machine: 

· a. Malfunctions void all winnings and payments. There must also be a phone number displayed, that can be used anywhere in the country of Norway, that a player can call to report a malfunction, so the player can be informed of what he is to do. 

· b. Video gaming machines that display information on the monitor, must provide for the following requirements to be met at all times: 

· i.
The required information is accessible with 0 credits on the gaming machine. 

· ii.
The required information is accessible at any time (prior to any single game segment) 

· c. If the software has incorporated the wagering of a stake of NOK 50 before offering the possibility of redemption of credits, then this must be prominently displayed (please see 3.5). 

1.4
All informative text, including buttons, or any other part needed for proper game use must be in Norwegian. Exceptions will be authorized for the game's name, or any other special function that is equally comprehensible in other languages. 

1.5
The gaming machine must prominently display the name of the manufacturer of the gaming machine. 

1.6
The gaming machine must display a metal external registration tag. The tag should permanently be affixed to the front or side of the gaming machine. The tag must be visible when the machine is in operation.

1.7
The tag must include: 

· a. Name of manufacturer 

· b. Name of the machine 

· c. Model number 

· d. Unique serial number 

· e. CE mark 

1.8
The symbols used on the gaming machine must not be of a nature likely to give offence. The following is not an entire list, but are characteristics that positively can not be used: 

·  a. The symbols or artwork may not contain symbols of a pornographic nature. 

·  b. The symbols or artwork may not contain symbols of a Nazi affiliation. 

·  c. The symbols or artwork may not contain symbols of a religious nature. 

·  d. The symbols or artwork may not contain symbols of a violent nature. 

·  e. The symbols or artwork may not contain symbols of a political nature. 

·  f. The symbols or artwork may not appeal specifically to children. 

1.9
A sign or other form of notice must be prominently displayed stating clearly the name of the lottery-approved organization promoting a humanitarian or social beneficial cause that will receive the proceeds from the gaming machine. This notice must be permanently affixed to the gaming machine. 

· a. Behind the glass or a permanently affixed sticker is acceptable. 

· b. A message indicating clearly the name of the lottery-approved organization promoting a humanitarian or social beneficial cause that will receive the proceeds from the machines may be electronically programmed to scroll across the electronic display of the gaming device in lieu of permanently affixing a tag. However, this message must scroll across the electronic display at least once per minute in entirety, while in an idle state. 

1.10
The gaming machine must have electronic displays which continuously display the following information relating to the current play or monetary transaction, until the next game start. These displays must be in place for all single game segments. 

· a. The number of Kroner or credits wagered in the current game. 

· b. The number of Kroner or credits won in the current game, if applicable. 

· c. The number of credits available for wagering, if applicable. This display of credits may be displayed in multiple displays (credit display and bank display). 

2.
Sounds 

2.1
Sound events must not exceed a decibel level 60 dB. 

2.2
The sound level is measured under the following conditions: 

· a. Environmental sound level is approximately 30 Db.

· b. The back of the cabinet is at one (1) meter distance of a flat hard wall on a hard floor. 

· c. The microphone of the sound level meter is one (1) meter high and one (1) meter in front of the cabinet. 

· d. The microphone of the sound level meter is directed to the front of the cabinet. 

· e. The sound level meter reads the maximum level of the sound, time weighting is 125 ms, sampling rate is 50 ms. 

2.3
The control program may allow for adjusting the volume of tolerated sounds, but not beyond the limitation given in this specification. 

3.
Credit Accumulation/Stake 

3.1
A stake is a wager (credit) that is committed for game play, that was issued from either coin or bill insertion, credits from the «bank», credits from accumulated winnings, or credits from the credit meter. 

3.2
The player must be able to stake a minimum sum of NOK 1 in the main game. The aggregate stake per entire gaming round, including any bonus game segments, may not exceed NOK 10. 

3.3
Each credit or winning that is stored by the gaming machine must equal NOK 1 (1 credit = 1 Krone). 

3.4
If winnings are stored by the gaming machine, the player must be able to redeem all winnings (cash them out of the pay-out device) whenever the player wants. (For pay-out device specific requirements please see 6.)  All winnings must be paid out through the machines payout devices.

3.5
The player must be able to redeem all credits stored on the gaming machine whenever the player wants. The gaming machine may mandate that a stake of NOK 50, accepted by the bill validator or by the coin acceptor, has to be wagered before the gaming machine offers the possibility for the redemption of credits. This stake of NOK 50 must be buffered immediately after currency acceptance. It is not permissible to mandate the player to wager credits won, before wagering currency issued credits. 

3.6
Gaming machines equipped with pay-out devices that pay out a minimum denomination of NOK 10 must allow for the player to insert coins to match the value for total pay out, if the value of the winnings or credits to be paid out is not equal to the nearest denomination for pay-out. This must be clearly stated in the display of the gaming device. 

4.
Game Functionality/Performance 

4.1
Each single game segment must be at least one and a half (1.5) seconds in length. A single game segment is constituted from when the wager is finalized until the result of the draw is apparent. An entire game round may be a combination of multiple single game segments (main game, hold features, and subsequent bonus games) 

· a. A wager is finalized when either actual Kroner inserted, or credits, have been committed to wager, and the button which starts the play sequence has been depressed or when the button to initiate a bonus game is depressed. 

· b. The result of the draw is apparent when either the final reel which will dictate the outcome stops completely, the last card to constitute an outcome is dealt and can be viewed by the player, the bonus event displays its final outcome, or the hold feature has stopped at its final outcome. 

· c. The control program must not allow for adjusting the speed of each game play. 

4.2
The gaming machine must pay out at least seventy eight percent (78%), which is a theoretical percentage pay-out during the expected lifetime of the gaming machine. The expected life time is equal to the mathematically calculated cycle. The percentage is determined when the game is played including all bonus games offered. 

4.3
The winnings plan shall be arranged so as to pay out a maximum of 200 times the original stake. 

· a. For a stake of NOK 1, the maximum pay award would be NOK 200. 

· b. For a stake of NOK 10, the maximum pay award would be NOK 2000. 

4.4
It is permissible to reserve access to certain bonus games for stakes of greater value than NOK 1. 

4.5
If more than one main game segment is available for play, the player must have the option to play any of the main game segments at any time, with any available credits on the gaming machine. 

4.6
All winning combinations must be made up of symbols that appear on purchased pay-lines only. 

· a. These combinations may consist of symbols on more than one (1) purchased pay-line, if the outcome of these combinations puts the player into a 'second chance' bonus game segment. 

· b. A 'second chance' bonus game is a second chance offered to the player to win a price. No wager may be required for a second chance bonus game. Holds and steps are examples of second chance bonus games. 

4.7
Bonus game segments are permissible which allow winnings to be raised. Multiple bonus game segments may be initiated, however the highest possible prize in one entire game round is 200 times the initial stake. 

· a. No additional stake may be demanded for bonus games, total maximum stake for an entire game round is NOK 10. 

· b. If the bonus game(s) are offered, the player must have the ability to refuse participating in a bonus game by depressing a button at any time, if the bonus game is leading to a chance for the player to loose the already achieved winning. 

4.8
The gaming machine may be equipped with step buttons, hold buttons, or similar, which permit the limited movement of winning symbols. 

· a. Hold may not be offered in a subsequent game segment after a win has been obtained or a hold and step function used. 

· b. A hold function is considered a single game segment, which means the minimum time this event must take is one and a half (1.5) seconds (please see 4.1). 

· c. If a step or hold function is offered, the player must have the ability to refuse the function by depressing a button at any time. 

4.9
A new game must always be initiated by depressing and releasing a button. No automatic draws are permitted. 

4.10
A game round has to be completed before a new game round can start. Advantages may not be carried over from one game round to another game round.
5.
Randomness

5.1
The game must use a random selection process that satisfies the ninety-nine percent (99%) confidence level using all of the following tests: 

· a. Standard chi-squared 

· b. Runs Analysis 

· c. Serial correlation 

These tests must not be predictable by players. 

5.2
The gaming machine must not possess a «near-miss» feature. 

5.3
Events in gaming machines are occurrences of elements or particular combinations of elements, which are available on the particular gaming machine. 

5.4
An element may be defined as the following, but is not limited to: 

· a. Each and every reel stop 

· b. Each and every card dealt on the initial deal and the draw 

· c. The occurrence of a bonus game 

· d. The outcome of a bonus game 

· e. The occurrence of a hold feature 

· f. The outcome of a hold feature 

· g. The occurrence of a step feature 

· h. The outcome of a step feature 

· i. The number of steps in the step feature 

5.5
A random event has a given set of possible outcomes which has a given probability of occurrence called the distribution. 

5.6
Two (2) events are called independent if the following conditions exist: 

· a. The outcome of one (1) event has no influence on the outcome of the other event. 

· b. The outcome of one (1) event does not affect the distribution of another event. 

5.7
A gaming machine must be equipped with a random number generator to make the selection process. A selection process is considered random if the following specifications are met: 

· a. The random number generator satisfies at least ninety-nine percent (99%) confidence level using the standard chi-squared analysis. 

· b. The random number generator does not produce a statistic with regard to producing patterns of occurrences. 

· c. Each reel or card position is considered random if it meets the ninety-nine percent (99%) confidence level with regard to the runs test or any similar pattern testing statistic. 

· d. The random number generator produces numbers which are independently chosen without regard to any other symbol produced during that play. This test is the correlation test. 

· e. Each pair of reels is considered random if they meet at least the ninety-nine percent (99%) confidence level using standard correlation analysis. 

· f. Produces numbers which are chosen without reference to the series of outcomes in the previous game. This test is the serial correlation analysis. 

· g. A reel stop position is considered random if it meets at least the ninety-nine percent (99%) confidence level using standard serial correlation analysis. 

6.
Pay-out devices 

6.1
All gaming machines must utilize at least one (1) pay-out device containing NOK 10 coins, to dispense coins from the gaming machine for redemption of credits and winnings. 

6.2
Pay-out devices must be equipped with low coin level detection. 

· a. The pay-out device(s) must detect when the number of coins within the machine is less than the value of NOK 2000. 

· b. Upon low coin level detection from either pay-out device, the game must tilt, cease to accept any monetary input, or allow any monetary output. The game must be non-functional (tilted state) until properly addressed. 

6.3
Pay-out devices must be able to detect the following and force the electronic gaming device into a tilt condition if one (1) of the following occurs: 

· a. Jammed coins 

· b. Pay-out device empty conditions 

· c. Low coin level detection 

6.4
After any of these tilts have been cleared properly by an attendant, the remainder of the pay-out device payment must be made properly. 

6.5
The gaming machine control program must monitor the pay-out device mechanisms for these error conditions in all game states. 

6.6
All coins paid from the pay-out device mechanisms must be accounted for by the gaming machine. 

6.7
Alternative solutions for credit redemption payments may be permitted. These solutions will have to be submitted and approved by the  Norwegian Gaming Board. 

7.
Coin Acceptors 

7.1
Only electronic coin acceptors can be used. 

7.2
Coin acceptors must be designed to accept only NOK 1, 5, 10, 20 and other approved Norwegian coins, and reject all other coins. 

7.3
The coin receiver on a gaming machine must be designed to prevent the use of cheating methods, including, but not limited to: 

· a. slugging (acceptance of improper coins) 

· b. stringing (retrieval of accepted coins by the player) 

7.4
The gaming machine control program must be capable of handling rapidly fed coins. 

7.5
Gaming machines must use a coin acceptor that accepts or rejects a coin on the basis of: 

· a. metal composition and; 

· b. mass and; 

· c. composite makeup; 

or; 

· d. equivalent security (electronic identification comparison). 

8.
Bill Acceptors 

8.1
Gaming machines may have bill validators installed into which a patron may insert currency in exchange for an equal value of electronic gaming device credits. The patron shall be able to obtain an equal number of coins for the amount of currency that was inserted into the bill validator. 

8.2
Each credit that is stored by the gaming device for valid bill acceptance will equal NOK 1. 

8.3
The bill acceptors must be configured to accept a combination of denominations. The highest allowable note denomination that can be accepted is NOK 200. The bill acceptor may may not accept a new note denomination until 50% of the previous note denomination has been played off. 

8.4
The bill validator may only accept the following denominations of bills: 

· a. NOK 50 

· b. NOK 100 

· c. NOK 200 

8.5
Bills accepted by the validator must be stored in a locked secure area. 

8.6
Gaming machines may not be adapted to accept cheque cards, credit cards, or any form of payment method where payment is affected at a later date. 

9.
Meters 

9.1
Gaming machines must be equipped with electronic meters. 

· a. The electronic meters must tally totals of at least eight (8) digits and be capable of rolling over to zero (0) when the maximum value is reached, and continue to accumulate properly from the zero (0) value. 

· b. The electronic meters must be accessible to display on-demand via a key switch on the exterior of the machine. 

· c. Electronic meters must have an accuracy rate of ninety-nine and ninety-nine one hundredths percent (99.99%) or better. 

9.2
Gaming machines must also be equipped with additional mechanical (hardware) meters or meters with a similar functionality. The additional electro-mechanical meters must tally totals of at least six (6) digits and be capable of rolling over to zero (0) when the maximum value is reached, and continue to accumulate properly from the zero (0) value. 

9.3
Electronically stored meter information required by this section must be preserved after a power loss to the gaming machine and must be maintained for a period of at least ninety (90) days. 

9.4
No gaming machine may have a mechanism that causes the electronic accounting meters to clear automatically when an error occurs. 

9.5
The required electronic meters are as follows: 

· a. The total cash in meter must maintain the cumulative Kroner value of all Kroners accepted by the coin acceptor and the bill validator. This does not include refills. 

· b. The total cash out meter must maintain the cumulative Kroner value that is paid by the pay-out devices. 

· c. The refill meter must maintain the total Kroner value of all coin refills that are made. 

· d. For every pay-out device there must be a meter that maintains the total Kroner value of the coins diverted into that pay out device. 

· e. For every pay-out device there must be a meter that maintains the total Kroner value of the coins paid by the pay out device. 

· f. The bills in meter must reflect the cumulative Kroner value of all bills inserted into the bill validator for play. 

· g. The games-played meter must display the cumulative number of games played. 

· h. A cabinet door meter must display the number of times the main cabinet door was opened. The opening of the main cabinet door must also be detected when the machine is not connected to an external power source. 

· i. The cash box door meter must display the cumulative number of times the cash box door and the bill validator door were opened. 

9.6
If the gaming machine is equipped with a bill validator, the machine must be equipped with electronic bill validator meters that records the following: 

· a. The total number of bills that were accepted. 

· b. A breakdown of the number of each denomination of bill accepted. 

9.7
The required electro-mechanical meters are as follows: 

· a. The total cash in meter 

· b. The total cash out meter 

· c. The refill meter 

9.8
These additional electro-mechanical meters (hardware meters) must accumulate in the exact same manner as the associated electronic meters. 

9.9
Mandatory meters may be recorded in a periodic section and a permanent (master) section. The periodic meters may be cleared without the permission of the Norwegian Gaming Board. 

10.
Error Conditions 

10.1
The gaming machine must be able to continue a game with no loss of data after a power failure or any other type of game tilt. 

10.2
Gaming machine must be capable of detecting the following conditions, which an attendant must clear. When the following conditions are detected, the game must not accept any monetary input, or allow any monetary output. The game must be non-functional (tilted state) until properly cleared. 

· a. Power reset. (This may be counted and reset automatically if this does not affect the operation of the game in any way as far as the player is concerned). 

· b. Door opens (any door on the game). 

· c. Coin-out jam. 

· d. Pay-out device empty or timed-out. 

· e. Low level of coins in any pay-out device. 

· f. Control Program error. 

· g. RAM error or corruption. 

· h. If manipulation on coin validator or bill validator is detected. 

· i. Reel spin error of any type, including a miss-index condition for rotating reels. The specific reel number must be identified in the error indicator. This has to be cleared if this happens more than 3 times in succession. 

· j. Low RAM battery, for batteries external to the RAM itself, or low power source. 

10.3
A description of the gaming machines device error codes and their meanings must be provided to all personnel authorized to address these errors on the gaming machine. This description must also explain how to clear each error to allow proper game restoration. 

10.4
A gaming machine must be capable of continuing the current play with all the current play features after a gaming machine malfunction (tilt) is cleared. 

11.
Hardware Requirements 

11.1
No hardware or software switches may be installed which alter the pay tables on the electronic gaming device. 

11.2
No hardware or software switches may be installed which alter the speed of play (each single game segment) of the electronic gaming device, beyond that of the limitation given in this specification. 

11.3
Hardware and software switches may be installed to alter the pay out percentages in the operation of the electronic gaming device, but not lower than the minimum requirement given in this specification (please see 4.2). 

11.4
Hardware or software switches may be installed which allow the configuration of the denomination of the coins to be filled in pay-out devices (please see 6 for clarification). 

11.5
The internal space of a gaming machine must not be readily accessible when the main door of the gaming device is closed and locked. 

11.6
A battery back-up device must be installed and capable of maintaining accuracy of the required electronic meter information, and game data recall information after power is discontinued from the gaming machine. This battery back-up device must be capable of sustaining the stored information for ninety (90) days in the event of power being removed from the gaming machine. 

11.7
The gaming machines control program must provide the means for on-demand display of game data recall via a key switch on the exterior of the machine. This game data recall must allow for the display of the current game and the previous nine (9) games. 

11.8
It should be anticipated that in the near future, a monitoring unit will be required to be installed in every gaming machine. This monitoring unit will allow the Norwegian Gaming Board to monitor each gaming machine activity. 

12.
Control Programs 

12.1
The game must be controlled by a microprocessor. 

12.2
The control program(s) residing in the gaming machine must be contained in a storage medium, which is not alterable through any use of the circuitry or programming of the gaming machine itself. This storage medium must be approved by the Norwegian Gaming Board. 

12.3
The control program must check for corruption of RAM locations used for crucial gaming machine functions, including information relating to the play and final outcome and any error states. These memory areas must be checked for corruption following game initiation but prior to the display of the game outcome to the player. Detection of corruption is a game malfunction and must result in a tilt condition, which identifies the error and causes the gaming machine to cease further functions. 

12.4
The game must be capable of communicating to a central computer system all mandatory electronic meter information, as well as all mandatory security information. The technical standards governing communication of accounting meter information and security events will be developed at a later date. For now, the game must be physically prepared (capable) to be interfaced to a black box communication system, which will be implemented in the future. 

12.5
A gaming machine when executing bi-directional communication with internal and external associated equipment must use a communication protocol, which ensures that erroneous data or signals will not adversely affect the operation of the gaming machine. 

13.
Submitting for Type Approval 

13.1
To submit a prototype of a gaming machine for the Norwegian market, an official request on company letterhead has to be made to GLI Europe (in English). The fully filled out standard GLI submission form is an annex to the submission letter. A duplicate submission has to be made to the Ministry of Justice (with the submission request letter in English or Norwegian). The duplicate submission to the Ministry of Justice has to contain: a copy of the standard GLI submission form, a technical machine description (in English or Norwegian), a game description (in English or Norwegian), artwork in Norwegian and English translation of the artwork. GLI Europe will start testing after the Ministry of Justice has confirmed that the duplicate submission is received. 

13.2
It should be noted that any additional information that the manufacturer can include with a submission may allow the testing laboratory to evaluate the product for compliance status much more efficiently, yielding a lower cost. Any training of the testing laboratories engineering staff, by an engineer from the manufacturer, may also facilitate this process, again yielding lower costs involved. 

13.3
The minimum items/information that must be submitted to the testing laboratory before the laboratory will commence testing, is: 

· a. A random number generation autoplay program. This program must be a derivative of the main control program submitted. Its use will be for allowing the testing laboratory to collect RNG data from the gaming device to evaluate for compliance of the RNG routine, via a serial protocol interface on the gaming device. Specifications for this autoplay program and the data collection application will be supplied to the manufacturer in a different document. 

· b. One (1) emulator or development system. 

· c. Training or manual for emulator operation. 

· d. One (1) gaming device operations manual in English (including schematics). 

· e. One (1) fully functional gaming device with ALL associated internal hardware components. 

· f. Each and every program needing certification (in duplicate). 

· g. Source code for each and every program needing certification. 

· h. Manufacturer mathematical calculations print out (or program used). If the percentage can not be calculated on a theoretical base, a fast play program is needed that writes all game results to an RS-232 port. Only the final wins have to be written. 

· i. Display of Rules of Play document (artwork) if installed on the gaming machine in Norwegian. If a video gaming device submission, printouts of every instructional and/or help screens must be submitted. 

· j. Display of Rules of Play document (artwork) if installed on the gaming machine in English. If a video gaming device submission, printouts of every instructional and/or help screens must be submitted with a translation document in English of the printouts. 

· k. A game description document, that is a concise description of the game being submitted. This game description is a completely comprehensive description of the game, with all associated rules of play, winning combinations, win amounts, etc. This is NOT the artwork (display of rules of play) that will be placed on the gaming device in the field. It is a text-based document that fully describes the game and all of its functions. 

· l. All breakpoints and memory locations needed to test every aspect of the data program. This includes: 

·  i.
Time measurement: A breakpoint after depressing the start button and a breakpoint when a new game can be started. At these breakpoints it must be possible to read the time (real time, number of cycles etc.). 

· ii.
Forcing prizes: It must be possible, using the emulator, to force every win that can occur in the game. This includes all possible features and sub games. 

· iii.
RAM locations: It must be possible to change the contents of addresses in RAM memory. For example changing the contents of soft meters. 

