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7.8.1 Handpay Queue

To prevent the loss of handpay information in the event that the SAS link is down and multiple handpays occur, the
gaming machine must maintain an n-entry (minimum of 5) FIFO (first in/first out ) handpay queue.

When operating with the handpay queue, exceptions 51 and 52 are treated as priority exceptions.

When a handpay occurs, the gaming machine stores all pertinent data required for the 1B long poll in the handpay

queue and sends exception 51.
If the handpay queue is already full, the oldest handpay record will be lost.

When long poll 1B is received, the oldest unreported entry in the queue is sent to the host.
When the gaming machine’ s response is acknowledged, this entry is marked as reported or removed from the queue.
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