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SECTION 1 GAMING MACHINE INTERFACE
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Section 1 details the physical and logical interface
required for implementing SAS communications
between a gaming machine and host.
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1.1 Physical Interface
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The gaming machine can be interfaced to the host by
two methods.
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One method involves interfacing each gaming
machine to a fiber tap board.
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The fiber tap boards can be daisy chained together to
connect multiple gaming machines to a single host
data collection unit.
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The second interface method involves connecting
each gaming machine to a smart interface board
(SMIB).
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The SMIB polls the gaming machine to which it is
connected and passes the information for that gaming
machine to the host.
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Both of these interface methods are detailed below.
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1.1.1 Daisy Chain
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Daisy chaining involves connecting multiple gaming
machines to a single host via fiber tap boards.
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In an example configuration, the gaming machine
provides a four-wire communication cable and a
two-wire AC power cable to an IGT fiber tap board
(illustrated in Figure 1 of Appendix D).
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The communication cable is terminated with a Molex
70066 Series single-row connector (p/n 50-57-9404).
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Table 1.1.1 a details the communication cable pin
assignments.
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A 3-wire power cable must provide UNSWITCHED
120V/220V AC power and may be terminated with an
AMP connector (p/n 1-480701-0) or equivalent.
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Table 1.1.1b details the pin assignments
for this connector.
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1.1.2 Smart Interface Boards

1.1.2 A~ —h BT —AR—K

The alternative to daisy-chaining multiple gaming
machines to a single host is to install a SMIB in each
gaming machine to continuously obtain and update
information for a single gaming machine and to relay
this information to the host as needed.
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Host manufacturers may develop their own SMIBs to
communicate with gaming machines.
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For the IGT developed SMIB (i.e., PT95A player
tracking device), a sample schematic showing the
preferred and optional interface is illustrated in Figure
2 of Appendix D.
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When interfacing gaming machines to a non-IGT
SMIB, contact the SMIB manufacturer for interface
specifications.
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1.2 Logical Interface
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Communication between the host and gaming
machines occurs through a serial data link operating
at 19.2 KBaud in a "wakeup" mode.
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The 11-bit data packet consists of one start bit, eight
data bits, a ninth 'wakeup' bit, and one stop bit.
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1.2.1 Wakeup Mode
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In wakeup mode, the host sets the 9th (wakeup) bit
each time it sends the first byte of a message to the
gaming machine.
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For all additional bytes in the message, this bit is
cleared.
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Gaming machines use the wakeup bit to determine
whether the received byte is the first byte of a new
message or an additional byte of the current message.
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Gaming machines clear the wakeup bit for all bytes
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when responding to the host, except when reporting a
loop break condition (refer to 4.2 Loop Break
Indication on page 4-1).
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Note: For UARTs/DUARTs that do not directly
support wakeup mode, the parity bit can be used in
place of the wakeup bit.
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