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SECTION 4 ERROR CONDITION
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4.1 Gaming Machine Busy Response
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In the event that a gaming machine receives a long
poll when it is processing a time-sensitive task (e.g.,
spinning reels or accepting a bill) it can respond to
the host with a gaming machine busy response.

This reply consists of the gaming machine address,
followed by a 00 command code.

Upon receiving a gaming machine busy response, the
host aborts the long poll attempt and reinserts the
long poll into its transmit queue for transmission at a
later time.
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4.2 Loop Break Indication
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When a gaming machine does not receive any address
byte (a byte with the wakeup bit set, regardless of the
polling address) for five seconds, it "chirps" by
transmitting its own address byte with the wakeup bit
set every 200 ms.

For gaming machines in a SMIB configuration, this
indicates a failure in the gaming machine receive line.

For gaming machines in a daisy chain configuration,
this indicates that the communication loop is broken
at a location just before the gaming machine that is
chirping.

Gaming machines located after the chirping machine
will see the chirp as an address byte, and therefore
will not chirp.
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Note: A gaming machine only chirps if it is not
receiving any address bytes.

A gaming machine must not chirp for any other link
down condition.
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4.3 Link Down Detection
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A gaming machine must consider the
communications link to be down if it is not being
actively polled by the host.

At a minimum, the link must be considered down if
the gaming machine has not received any address
byte for five seconds (see Section 4.2, loop break
indication), or has not received any implied
acknowledgement (as defined in Section 3.1) from
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the host for 30 seconds.

4.4 Unsupported Long Polls
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If a gaming machine receives a long poll it does not
support, it must ignore the long poll and not NACK
it.

It is the responsibility of the host to determine which
long polls are supported by the gaming machine.
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4.5 Collisions
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The gaming machine may only transmit data in
response to a poll or when it is chirping (see Section
4.2, loop break indication).

If the gaming machine is transmitting data or about to
transmit data when it receives an address byte (a byte
with the wakeup bit set), the gaming machine must
abort its transmission immediately.

To aid in duplicate address detection, the gaming
machine must not abort its transmission simply
because it receives a byte without the wakeup bit set.
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