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NATIONAL COALITION E

November 12, 2006

AGAINST LEGALIZED GAMBLING

100 Maryland Avenue NE, Room 311, Washington, DC, 20002 ~ (800) 664-2680 ~ ncalg@ncalg.org

The National Coalition Against Legalized Gambling feels that the distinction between Class |l and
Class Il gambling machines should be distinct and palpable to the players. If a machine looks like,
sounds like, and feels like a slot machine in play, it should be categorized as a Class Il gambling
machine, regardiess of whether or not the technology inside the machine pits player against player
rather than player against a computer.

The National Coalition Against Legalized Gambling also feels that there are major problems relating
to fraud and consumer protection under the current NIGC technical regulations concerning both Class
it and Class Il gambling machines.

Both Class Il and Class Il machines approved by the NIGC use a "sonversion' process where a
random outcome from a fixed prize pool, like a bingo game (Class (1) or complex paytables (Class [lI)
are converted and displayed as game outcomes on what appears to be real slot machines. Both may
use mapping and unbalanced reels that are intended to distort players perceptions of the true
probabilities of winning. It is our understanding that the NIGC and your testing labs do not check and
scrutinize these concealed processes or features to see if they can distort players' perceptions or if
they contravene US federal fraud laws or consumer protections laws.

We would suggest that a new technical standard should be introduced that bans any process or
feature that has the potential to mislead players by distorting the players perceptions in any manner.
The use of mapping and unbalanced reels should be outlawed because their intended purpose is to
give the player the perception the odds are better than they actually are by displaying game
outcomes, using mapping to "weight" various outcomes that deliberately "distort" the true odds of
winning. This appears to us to violate consumer protection standards that the federal government
applies to almost every other industry in the country.

We will be watching closely and working with members of Congress to see if these major problems

are corrected in your regulations, and will challenge regulations that we feel are in violation of federal
standards.

Sincerely,
fh g Clade

Dr. Guy C. Clark, chairman
National Coalition Against Legalized Gambling

p.s. for a more detailed examination into the deceitfulness of video slot machines, please read the
attached research article by Falkiner and Horbay.

Received 11-13-06  03:00pm From-Fax To-2026327066 Page 002



Received

11-13-06

11/13/2006 1:14 PM FROM: Fax NMCAG TO: 1-202-632-7066 PAGE: 002 OF 020

UNBALANCED REEL GAMING MACGHINES

AUTHOR:

TIMFALKINER
BARRISTER-AT-LAW
FORMER COMMERCIAL/ALLGAL OFFICHR
VICTORIAN CASINO CONTROL AUTHORITY
AUSTRALIA

CO-AUTHOR:

ROGER HORRAY
PRESIDENT, GAME PLANIT INTERACTIVE CORDP.
CANADA

ABSTRACT

Electronic gambling machines (EGMs) have gained a notorious
reputation for generating problem gamblers. This paper notes that
gambling machines developed separately from table games. It
examines the standards applicable to table games and carnjval games
and the gaffs (cheating methods) used by crooked casinos and carnival
grifters. It considers historical and modem gambling machines in the
context of these standards and cheating methods.  There are
uncomfortable parallels between some characteristics of reel EGMs
and those of gaffed table and carnival games. Bringing reel EGM
standards into line with those applied to straight table games and
carnival games would make them safer for the players.

NOTICE
Nothing in this paper is to be taken as implying that gaming machines
in regulated jurisdictions are operated contrary to gambling legislation
orare programmed to pay out less than required minimum percentages
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Introduction

Gambling machine reels are the culmination of over one hundred years of
development. They combine a powerful blend of mathematics and psychology. Reel
electronic gambling machines (EGMs) have enjoyed a spectacular success. They are
spreading throughout the world at a rapid rate. The EGM industry, worldwide, sees them as a
legitimate form of entertainment, providing a safe form of gambling for the vast majority of
players.

Others, however, have taken a contrary view. In many countries, including Australia
and Canada, the population is alarmed at the high amount of problem gambling being
generated by the machines. In Victoria, Australia, 95% of respondents to a newspaper vote
line were opposed to more LGMs in the State (Llerald Sun 7 June 2006).

In Victoria, Australia, 84% of problem gamblers cited EGMs as their favourite form
of play (Department of Justice, Victoria 2005 (Loved Ones) p 84). 78.1% of men and 96.2%
of women who attended Gamblers llelp played 1iGMs (Department of [luman Services,
Victoria 2001, p. 15).

Consistent with Australia’s experience, in Canada, EGMs also account for a large
percentage of problem gambling (Dorion & Nicki, 2001); (Smith & Wynne, 2004). And,
citizen groups such as Canada’s Gambling Watch Network (CGWN), are calling for reforins
in gambling policies, laws and regulations (CGWIN 2004).

What is it about EGMs that makes them so potent in generating problem gamblers?

This question obliges us to take a close look at reel EGMs in the context of other
forms of gaming, namely, table games and camnival games.

Separate development of table garnes and gambling
machines

The first thing to note about gambling machines is that they developed along separate
paths from table games.

Table games arosc out of privatc sambling

Tablc gamcs arosc out of privatc gambling which was a lcgal activity. Becforc
casinos, card and dice games were played between individual players. This still happens in
the case of poker rooms where players play against each other and pay a fee or percentage to
the operator who simply provides the gambling facilities.

The rules of card games and dice games were thus developed by the players
themselves. These rules were fair because they applied to all those who had a stake in the
gamc. Even with a banking gamc such as chemin de for (forerunncr of baccarat) the bank
was passed around.

That is not to say there was not a lot of cheating. There was. But the rules
themsclves were transparent and fair and cheating involved breaches of thosc rules.

When legalized gambling started up in Nevada in the middle of last century, the
casino games were adapted from European casino games and local games. Nevada gambling
was conducted honestly (Puzo 1976, pp. 137 — 170) (Scarne 1974, p. 245).

In North America and Australia, the standards and regulatory regimens closely follow
those applied in Nevada. Nevada standards are the touchstone of the USA and Australian
gambling industries.

There was, and is now, never any question of a large legal casino using anything but a
correct deck of cards, an unbiased wheel or straight dice. It just would not be worth the
suspension of the casino licence.

Unbalanced Reel Gambling Machines 2
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The equipment was simple and it could be checked. A deck of cards had 4 suits of
thirteen cards with one or two jokers. Dice had six sides numbered one to six with each two
opposing sides adding to seven. Roulette wheels had eighteen red pockets, eighteen black
pockets and, depending on the country, one or two green pockets.

The casino-quality dice shown abave illustrate the point.  They embody regularity and
transparency. Any gambler playing with these dice can check them and ensure that he or she
is not being cheated.

The gamblers knew the equipment and they knew the rules. Even most children are
familiar with the characteristics of decks of cards and dice.

Reel gambling machines

Reel gambling machines were not designed by the gamblers themselves. The
gamblers never had any involvement in the development of either the equipment or the rules.

The gambling machines originally started in soda bars and pubs. They were either
illegal or on the fringe of the law. They were not regarded as serious gambling but rather as
amusement machines. "Ihey were for small play by unsophisticated players.

From the very start, the gambling machine players played against the house.
Certainly, most casino gambling is a house (or banking) game. But, as pointed out above,
these games, like blackjack and craps, evolved from, non-house games and the rules and
equipment are transparent and known to players. Roulette may never have been a banking
game bul here the rules and odds are 1aid oul with elegant simplicity for all to see.

Unlike all table games, the mechanism in gambling machines was concealed in a hox
with the rules (apart from pay outs) known only to the manufacturer. The rules of a game
include a description of the equipment, how the equipment is fo be used to generale
randomness and how payment is to be made. Reel gambling machine gamblers are told only
how payment is made.

If you imagine a gambling machine reel as a deck of cards with symbols on, the
playcr docs not know how many cards there arc in the deck, how many cards of cach symbol
there are in the deck or, in some jurisdictions, how the cards are dealt.

The fact that the players do not know the rules makes the recl gambling machine
uniquc amongst gaming dovices. Not only arc the playcrs ignorant of the rulcs but the rulcs
vary from machine to machine and neither the gaming industry nor the regulators disclose
them. As far as transparency is concerned, the standards applicable to reel gaming machines
arc totally out of stop with all other forms of gaming.

Unbalanced Reel Gambling Machines 3
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Ascertaining Acceptable Gaming Standards by Examining
Cheating Methods

House Cheating Methods

In order to gauge whether EGM standards measure up Lo those applicable Lo other
gamcs it is nccessary to ascertain the standards applicablc to other gamcs and what
constitutes cheating at those games. We are particularly concerned with house cheating
methods, that is, cheating methods employed by crooked casinos and carnival stall grifters.

In gambling tcrminology, a chcating mechanism is known as a “gaff’” Gaff, G or
Gimmick — any secret device or method that accomplishes the cheating. A gaff or G-joint is
a game that can be operated dishonestly” (Scarne 1974, p. 559) “has to depend upon marked
cards and other gaffed gambling equipment” (Scamc 1974, p. 638). And a gamc that
embodies a cheating mechanism is described as “gaffed”.

What is cheating? Cheating is described in Webster’s Dictionary of Synonyms
(Webster 1978) as follows: “Cheat vb — to obtain something and especially money ... from an
advantage over another by dishonesty and trickery ... Cheat suggests deceit and usually,

3

tricks that escape or are intended to escape the abservation of others <cheat at cards>"".
The Gaffed Milk Bottle Game

One of the oldest gaffs is the carnival milk bottle game.
This game involves knocking over a stack of five or six wooden milk bottles with a
ball. It loaks easy.
Gaffed carnival ganies

AR

But it is not as easy as it looks. No matter how hard you try, you just cannot knock
over all the bottles.

“Straight milk bottle. garne’
i G AL !

» All the mili bottles #rethe same _
The diagram on the Icft shows a straight milk bottlc gamc. Thce diagram on the righ
shows a gaffed one. The milk bottles look the same, but two are heavy

affed.cal

The heavier bottles are harder to knock over. The heavy bottles are moved about.
Sometimes a heavy bottle will fall if hit directly.

Unbalanced Reel (iambling Machines 4

Received 11-13-06 03:07pm From-Fax To-2026327066 Page 005



11/13/2006 1:14 PM FROM: Fax NMCAG TO: 1-202-632-7066 PAGE: 006 OF 020

Scarne, a casino consultant and expert in cheating methods, wrote about the milk
bottle game: “It looks easy, but it’s another two-way store. Three of the bottles are heavy,
three are light.” (Scame 1974, pp. 611 - 613). Similarly, in the case of the cat rack game
where balls are thrown at stuffed cats on a shelf: “The cat rack game can be gaffed in many
ways. The commonest is to use two light and two heavy cats, the latter being weighted at the
bottom.” (Scarne 1974, pp. 612 - 613).

Now there are five things to bear in mind about the milk bottle game.

Virst, it is simple. (Scarne admired simple gafls, “/ know it sounds obvious, but card
cheats know from experience that the obvious device 1s sometimes the one least likely to be
detected.”) (Scarne 1974, p. 663).

Secondly, the gatfed bottles keep moving around so the player does not “get wise”.

Thirdly, sometimes even the weighted milk bottles will be knocked over, just less
often.

Fourthly, a crooked operator will not let the player examine the bottles.

Finally, it is very exciting playing gaffed games because they look casy and the player
gets very frustrated when the game just seems to be defying the rules. Scarne gives excellent
accounts of the player’s excitement and anguish playing three-card monte (Scarne 1974, pp.
619 - 623) or razzle dazzle (Scarne 1974, pp. 582 - 588), both gaffed games.

Crooked Dice

Busters rely on the fact that players cannot see more that three sides of the dice at
once (Scarne, 1974 pp. 313-320). (Note that gambling machine players can only see a small
part of each reel at once.) The device is elegantly simple and extremely effective. Of course,
the dice have to be switched in and out of the game without the player noticing.

Percentage dice are, in Scarne’s words, “gaffed in such a way that some numbers will
come up more than probability predicts. ... The dice cheat merely makes his bets according
to the bias of the dice and usually shows a profit on every game.” (Scame, 1974 pp. 310-312)

These technique are not new, Cotton (1674, p. 13) writes, “ .. the old ways are by
drilling them and loading them with Quicksilver ... others have made them by filing and
rounding .. .” 'I'he advantage with percentage dice is they can he left in the game and they
do not need an expert bust-out man to work them. They still generate all combinations but
they favour one or some more than probability would predict in the case of straight dice.
“Strong” dice have a heavy bias.

The percentage dice cheat, to mask or obfuscate his style of play and constant
winning, can have a confederate and the two can take tumns at having small losses and big
wins (Scarne 1974, p. 310). One of the hallmarks of a good gaff, it it is to last, is something
which breaks up the pattern which would draw attention to the gaff.

Unbalanced Reel Gambling Machines 5
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Crooked Blackjack Decks

Scarne writes, “The most common method used in crooked casinos when making use
of four decks (208 cards) is to remove a number of ten-count cards and to replace them with
five count cards. " (Scarne 1974, p. 388). In Blackjack the dealer sits on 17 and above so the
dealer must draw on 16. Having more fives and less ten-count cards reduces the chance of
the dealer busting and increases the casino’s percentage. This is a percentage gaff. Like
percentage dice it requires no skill on the part of the person cheating and the gaff remains in
place indefinitely.

Both percentage dice and crooked Blackjack decks still embody randomness. The
cheating arises out of the fact that the randomness is biased in a manner the player does not
suspect.

Gambling machine Design

Ten-stop machine

Mechanical near-miss machines were used prior to 1940. They worked very simply.
They were known as “len-stop machines™. Each recl had twenty s ymbols. (Note that in these
conceptual illustrations the right ha ¢ been omitted for simplicity.)

However, each reel only had ten stops; that is, they only stopped on every second
symhal. ‘Accordingly, the alternate, dummy, symbals were rich in winning symbols and
players would often get winning combinations above or below the pay line (Scarne 1974, pp.
437 & 438). Scarne considered the len-stop machines as gafled: “modern muachines are all
20-stop machines and no longer gaffed in this way” (Scame 1974, p. 439). 'T'he near miss
machine gave players a false expectation of their chances of winning. A player who sees
combinations of winning symbols or even high-paying symbols above or below the cenlre
line gains a mistaken impression that he has just missed out on a payout or that it is easier to
win a payout than it really is. This is a trick, a deception, intended to escape the observation
of the gambler and intended W keep him playing so as Lo oblain more money from him.

Unbalanced Reel Gambling Machines 6
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Virtual Reel Mapping . ...

In the mid-1980s, the Nevada Gaming Commission allowed computer-weighted
symbols on mechanical reel slot machines, which is possible through a computer process
called “Virtual Reel Mapping™. U.S. Patent #4,448,419 describes the intent of virtual reel
mapping (Telnaes, 1984): “it is important to make a machine that is perceived to present
greater chances of payoff than it actually has within the legal limitations that games of
chance must operate.” These computer-driven machines, with their biased, virtually
mapped, weighted symbols, share much in common with percentage dice. With dice, the
player assumes that each face of the dice has an equal chance of coming up. If the dice are
shapes or loads, this is not so and this false impression enables the innocent dice player to be
cheated. Mario Puzo writes: “If the casinos wanted to cheat, here’s how they could do it. At
the dice table it would be simple enough. They could just run in loaded or angled dice. A lot
of this was done in the gambling hells of England in the 1700s and onward.” But il is
certainly no answer to a casino charged with using loaded dice that the loaded dice are still,
up to a point, random; the use of loaded dice is a very serious offence for a casino.

Collon (1674) at pages 13 and 14 regarded the practice with fury, “They are sold in
many places about the Town [l.ondon]; price current (by the help of a friend) eight shillings,
whereas an ordinary Bale is sold for six pence; for my part I shall tell you plainly, I would
have those Bales of false Dice lo be sold at the price of the ears of such destructive Knaves
that made them.” As Mario Puzo painted out: “If a player sneaks a loaded pair of dice onto
the crap table and the Gaming Commission finds them in play, the casino gets its licence
suspended. Even though it is a victim, the casino is responsible.” (Puzo 1976, 165)

In Australia and New Zcaland, the gaming rogulators do not allow virtually mapped
reels with biased symbols. Each symbol must have the same weighting; if there are 25
symbols on the reel, for example, each symbol must have a 1 in 25 chance of stopping on the
contrc linc (Australian and Now Zcaland Gaming Machinc National Standard version 7.01
clause 3.9.62). However, virtual reel mapping that allows for biased symbols ig still in
widespread use in most other gaming jurisdictions.

Multi-line video slot design

Let us now look at the design of games on Augtralian machines.

The game on a modern standard Australian machine is the virtual reel, five line,
multi-line video slot game. These games have gained in popularity around the world and are
now alsa predominant in many North American casinos and on North American Video
Lottery Terminals and will surely be introduced into the United Kingdom as they deregulate
gambling.

Unbalanced Reel Gambling Machines 7
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The Australian machine does not have physical reels but it works as though it had.
Imagine five reels each with, say, 35 symbols. Each symbol must have the same weighting;
if there are 35 symbols on the reel, for example, each symbol must have a 1 in 35 chance of
stopping on the centre line (Australian and New Zealand Gaming Machine National Standard
version 7.01 clause 3.9.62).

The computer notionally spins each of the reels independently and, using a random
number generator, chooses the centre-line symbol.

The reel is then displayed on the screen with the selected symbol in the centre and its
neighbouring symbols above and below.

Traditionally, rccl gaming machincs pay out on the centre linc reading the symbols
from left to right. Thus, if we take king symbols, KKKKX gives five kings. If there is any
break, only the kings to the left count. Thus KJIKKK is only one king, normally, any “miss”
on any of the loft throe recls rosults in no payout. Modern machincs allow multiplc pay lincs,
not only horizontal but also diagonal with combinations of over 20 paylines. For example, if
the player elects to play three lines, the player would be paid for winning combinations on
any of thc threc lincs. On the ncw machincs playcrs can sclect not only straight lincs but
diagonal and zig-zag combinations, up to twenty and more lines.

Multi-line video slot machines - Unbalanced reel machines

In the case of Australian machine standards and machine standards in any regulated
jurisdiction, there is one glaring omission. There is no standard requiring balanced
(symmetrical) reels. Put another way, there is no requirement that each type of symbol
appear at the same frequency on each reel.

A standard for balanced, or symmetrical, reels has never been a requirement for
gambling machines. 13ut, as has heen pointed out, there were never any standards for reel
gambling machines in the first place. By the time they were starting to make big money for
the casinos their basic design had been fixed for thirly or forly years.

'3

Unbalanced Reel (iambling Machines 8
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The first diagram shows just how critical symbol distribution can be. This machine is
full of high paying symbols, only five types of symbol and each reel full of them. And it
would not pay a cent.

However, a subtler version, for example, starving cach of the three left hand reels of
one type of winning symbol which is more plentiful on the others would give somebody
playing the machine in the expectation the reels were identical the impression that their
chances were much better than they really were.

Look at the right-hand diagram. The player gets nines on reels 1 and 3. He says, “/
just missed three nines! " Did he really?

'l'he player assumes that the chance of getting a Nine on reel 2, is the same as getting
a Nine on reels 1 and 3.

Lct us supposc this machinc is a thirty-five stop machinc with six Nincs on recl 1 and
six on reel 3. There is no rule whatever to say that reel 2 might not have only two Nines. If
that were the case the player did not have an equal chance of getting the third nine —he only
had one-third of the chance.

The virtual decks of cards on video poker machines (machines that emulate draw
poker) have to be genuine and the same standard should be applied to reel machines. Crevelt
(1991, p. 25) writes that USA regulators took action when it was discovered one
manufacturer was programming its machines to avoid royal flushes. Why do we impose
normal gambling standards for video poker yet abandon these standards for reel machines?
In both cases, unlike with table games, the customer is powerless when it comes to verifying
the design parameters of the game; the games should be designed to play in accordance with
the natural appearance ot the games and the expectations of the ingenuouns gamblers who play
them.

Unbalanced Reel (jambling Machines 9
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On one analysis the unbalanced reel machines generate “vertical near misses™, near
misses but in the vertical rather than the horizontal plane as happens where symbols on reels
are “weighted”. Asymmetric weighting of symbols as opposed to asymmetric reels - is
prohibited in Australia. On multi-line machines this does not matter in any event ag
horizontal near-miss machines would not work because players get paid for combinations
above and below the centre line if three or more lines are selected. We are using the term
“near miss” in its natural sense to include randomized near misses which would appear as
near misses to machine players and not confining the term to illegal near misses “pasted” on
to screens from lookup tables i.e. sets of losing combinations held in the machine. Near
misses look exactly the same on the screen whether they are produced from lookup tables or
asymmetric reels.

Gaming standards and plaver expectations

Casinos are fastidious about the regularity of their gaming equipment. Any casino
would bc outraged if it was alloged that it was using shaved dice or stacked docks. Imagine
what would happen if the Nevada casinos announced they were developing a new craps
game. The casino could re-calculate all the odds and the dice would be loaded, some weak
and some strong but the casino did not have to say how much because the uncertainty would
make the game more exciting. Or suppose the Nevada casinos were allowed to alter their
Blackjack decks by adding varying numbers of fives and taking out varying numbers of ten-
count cards. The gamblers would be sprinting for the doors!

Gamblers have come to expect that casino equipment is of the highest quality and that
things that look the same, act the same. Gamblers expect a dice to have six numbers, to be a
near-perfect cube and, statistically have an equal chance of producing any of the six numbers.
Gamblers, seeing a deck of cards in a casino, assume that there are fifty-two cards made up of
four suits of thirteen cards from Ace through to King.

The government reinforces this belief in standards. Because the government knows
that if gamblers lose faith in the integrity of the equipment, they will stop playing. Not only
the casino will lose but also the government will lose its tax stream.

Look at these dice.

In the first picture, you can only see one side of these dice, just as you can only see
part of the reel on a gambling machine. But that should not matter because you assume that
everything is regular, everything is the same.

Unbalanced Reel (iambling Machines 10
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The second picture shows the same dice looking from the side. They are not the same
— and neither are gambling machine reels. But no government regulator would allow a casino
to use dice like these!

The point is that players expect the reels to be the same. Just as a dice player expects
the dice to be numbered from one to six, a blackjack player expects the dealer to be drawing
from a properly constituted 52-card deck and the player at the carnival expects the milk
bottles to be the same weight — so the gambling machine player assumes the reels are equal.

Our conversations with problem gamblers and treatment providers confirm gambling
machine gamblers assume the reels are symmetrical. For example, one of the co-authors
(Falkiner) explained the situation to a woman who played the machines to two and three
o’clock in the morning and who lost hundreds of thousands of dollars; she turned to
him exclaiming, “What! Are you saying the reels aren’t the same?” The other author
(Horbay) recently spent an intensive weekend assisting a treatment program by educating
staff and 70 problem gamblers and their loved ones ... Not a single person knew or heard of
asymmetrical reels. They all became very angry as they slowly realized the fact of the
asymmetric design and its implications.

AGMMA description of multi-line video slol machines

The Australian gaming industry player information booklet published by the
Australian Gaming Machine Manufacturers’ Association states EGMs use unbalanced reels
(AGMMA, pp. 15 & 16):

... In this example, then, there are 6 “King " symbols placed on the first reel in
the positions mentioned. Other symbols are assigned to other positions on the
reel so that all 35 stopping positions have a symbol assigned. ...

In almost all instances, the symbols will be assigned differently to the first
reel.

For example, there may be only two “Kings” on reel 2 on stopping positions
15and 19. ..

It is clear the machines described are unbalanced (or asymmetric) reel machines.
Since the Australian concept EGMs are now available in North America, it is assumed most,
of not all, multi-line video slot games operate in the same fashion.

Professor Philip G. I'ox, a teacher of statistics at Wisconsin University. Fox (1959, p.
142) wrote of the “devilish cleverness™ of asymmetric reels,

“I'm told the three dials clicking to a series of stops build up suspense far more
effectively that the simultaneous halting of all dials. A glance at the arrangement of the
symbols, given above, reveals the devilish cleverness of the setup. There are three bars on
the second dial to raise hopes of a jack pot, but only one bar on the last dial. On the second
dial there are no lemons which ruin a player; but four lemons on the third dial lower the
boom on him.

Fox’s analysis was cited with approval by Dr. Warren Weaver, former Vice President,
Alfred P. Sloan Foundation and former mathematics teacher (Weaver (1964, pp. 157 — 160).

Professor Jerome K. Skolnick, who studied the Nevada gaming industry, noted that
asymmetric reels, referred to as “differential placement of jackpot symbols™ had misled
generations of players with near misses (1978, p. 64):

Generations of players have pulled slot machine handles and produced jackpot
symbols on the first and second reels, seemingly just missing oul on the jackpol. What
happens is this: because of the differential placement of jackpat symbols players wrongly -
though not necessarily consciously  believe that jackpot odds are something like 4 x 5 x 5
(100 out of 8000), while, in fuct, the odds are 4 x 5x 1 (20 out 0of 8000.) ...~

Unbalanced Reel (iambling Machines 11
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Examining a Hypothetical Machine
In order to sec what can be done with unbalanced reels let us imagine a theoretical
machine, which we can call the “Cat God of Sidi Barani” machi

od -Machine

For our purposes say the payoul is:
o Nine pays on 2 and above

o All others pay on 3 and above

o Pyramid and Isis big payers
Unbalanced Reel GGambling Machines 12
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Starving, Puffing and Dithering

We need to introduce some terms:

¢ Starving severely limiting the number of symbols on a reel, particularly reels 1,
2 and 3

e Puffing  associated with starving, putting large numbers of symbols next to
starved recls

o Dithering mixing up the pattern of starving; fuzzing it to make it less obvious

Starving

Al 9, 10, J, Q and K are starved on one of the first three reels 9 and 10 on 1, J and
K on 2 and Q on 3. Queens would be the most frequent two-line symbol bul the starving of
recl 3 would limit combinations. It need hardly be pointed out that because payouts read
from left to right, the starving of reels on the left side of the machine severely limits payouts.

Puffing

Jand K are puffed on reel 1.
The 9 is puffed on reel 3 before reel 4 is starved limiting combinations of four and

above.
Scarab and Pyramid are puffed on reel 2 and Pyramid on reel 4.
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Dithering

The starving is dithcred: two on recl 1, two on reel 2 and onc on reel 3. Quccns, not the
lower cards are the most frequent reels 1+2 symbol (but require 1+2+3 for a payout).
Pyramid is puffed on line 4.

Making starved reels less discoverable

Starving of reels is masked by a number of factors:
o the player does not expect it and so doeg not look for it — the expectancy of the
player that the equipment is regular has been discussed above,
e just as a dice player cannot see the numbers on the opposite side of a dice, the
EGM player cannot see the concealed symbals on the reel,
» even the starved reels do generate the starved character, just less often — this
resembles percentage dice or the crooked Blackjack decle,
¢ the starving is dithered; different recls are starved of ditferent characters — the
pattern is obfuscated this is like the percentage dice cheat who varies his
pattern of play, and
o the player’s allention is conlinually being diverted from one symbol to another
- in the gaffed milk bottle or cat rack gamc, the opcrator kceps moving the
weighted bottles or cats around so the customer will not twig to the difference
— this is similar to the gaffed milk bottles and gaffed cats.
Notwithstanding thcsc factors, it would make sensc to switch the starved recls around
as much as possible to avoid the player either consciously or unconsciously discerning the
pattern.

Switching starved reels between machinas/coins/lines played

There is nothing to stop the different versions of this machine having a different
allocation of starved reels which would enable switching starved reels between individual
machines which have the same external appearance  another application similar to the
gaffed milk bottle/cat technique. If permitted by the regulator, it would be possible for
switching to occur where ditferent reel design/payout tables were activated depending on the
number of coins or lines chosen by the player.
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