
US 20060183550Al 

(12) Patent Application Publication (10) Pub. No.: US 2006/0183550 A1 
(19) United States 

Gagner et al. (43) Pub. Date: Aug. 17, 2006 

(54) INFORMATION TRANSFER TO GAMING 
MACHINES 

(76) Inventors: Mark B. Gagner, West Chicago, IL 
(US); Daniel Norman St. John, Crystal 
Lake, IL (US); Andrew G. Trobia, Des 
Plaines, IL (US) 

Correspondence Address: 
SCHWEGMAN, LUNDBERG, WOESSNER & 
KLUTH, P.A. 
P.O. BOX 2938 
MINNEAPOLIS, MN 55402 (US) 

(21) Appl. No.: 11/275,979 

(22) Filed: Feb. 8, 2006 

Related US. Application Data 

(60) Provisional application No. 60/651,008, ?led on Feb. 
8, 2005. 

210 

—>- BROADCAST DISCOVERY PACKET 

I 215 

RECEIVE RESPONSE 

I 220 

DETERMINE BEST PROVIDING DEVICE 

REQUEST DOWNLOAD 

I 230 

RECEIVE DOWNLOAD PACKETS 

I 255 

MONITOR CONNECTION QUALITY 

DOWNLOAD COMPLETE 

IS SERVER 
AVAILABLE? 

Publication Classi?cation 

(51) Int. Cl. 
A63F 9/24 (2006.01) 

(52) US. Cl. .............................................................. .. 463/42 

(57) ABSTRACT 

A gaming machine requests a doWnload from peer gaming 
machines in a peer to peer gaming machine network. 
Responses from gaming machines in the peer to peer gaming 
machine network are evaluated by the requesting gaming 
machine, and a peer gaming machine is selected as a 
function of connectivity. The doWnload is then requested 
from the selected gaming machine. Connection quality is 
monitored during doWnload and doWnload can be dynami 
cally changed to a different peer should the current doWn 
load connection become undesirable and/or a better connec 
tion discovered. 
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INFORMATION TRANSFER TO GAMING 
MACHINES 

RELATED APPLICATION 

[0001] This application claims priority under 35 U.S.C. 
119(e) from US. Provisional Application Ser. No. 60/651, 
008 ?led Feb. 8, 2005, Which application is incorporated 
herein by reference. 

LIMITED COPYRIGHT WAIVER 

[0002] A portion of the disclosure of this patent document 
contains material to Which the claim of copyright protection 
is made. The copyright oWner has no objection to the 
facsimile reproduction by any person of the patent document 
or the patent disclosure, as it appears in the US. Patent and 
Trademark O?ice ?le or records, but reserves all other rights 
Whatsoever. Copyright 2006, WMS Gaming, Inc. 

BACKGROUND 

[0003] Gaming machines may be operated as a stand alone 
unit, or linked in a netWork of some type to a group of 
gaming machines. As technology in the gaming industry 
progresses, more and more gaming services are being pro 
vided to gaming machines via communication netWorks that 
link groups of gaming machines to a remote central server 
computer that provides one or more gaming services. As an 
example, gaming services that may be provided by the 
remote computer to a gaming machine via a communication 
netWork of some type include player tracking, accounting, 
cashless aWard ticketing, lottery, progressive games and 
bonus games. In addition, gaming machines are evolving 
into gaming platforms Where the gaming services and game 
play options provided on the gaming machines may be 
dynamically con?gured. Thus, the number and type of game 
services and game play options offered on a particular 
gaming machine may vary regularly With time. 

[0004] A gaming entity may operate hundreds, thousands 
or ten of thousands of gaming machines. Since gaming is 
alloWed in many locations throughout the World, casinos 
may have games distributed over a Wide geographic area. 
Within casinos, the gaming machines may be connected via 
one or more dedicated netWorks. Servers are usually located 
in a backroom of the casino aWay from the casino ?oor. 

[0005] Current techniques for initially loading, modifying 
or replacing game softWare in gaming machines are gener 
ally inconvenient, time-consuming, and expensive. In one 
technique, the entire gaming machine is disconnected from 
the central server and replaced With a neW machine. This 
involves the shipment of machines to and from a gaming 
establishment and requires the services of an appreciable 
number of skilled and semi-skilled service personnel. The 
service personnel must identify the machines to be replaced, 
locate the machines on the gaming establishment ?oor, and 
then replace the existing machines With the neW machines. 
In another technique, the media containing the softWare is 
replaced With neW devices containing the neW softWare. 
Again, the service personnel must identify the machines to 
receive the neW softWare media, locate the machines on the 
gaming establishment ?oor, and then replace the existing 
media With the neW media. In this case, media may be a hard 
disk, ?ash, various Non-Volatile media such a EEPROM, 
EPROM, etc. 
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[0006] In yet another technique, the neW softWare can be 
doWnloaded to the gaming machine from the central server 
linked to the gaming machine. This doWnloading technique 
facilitates modi?cations to the game softWare in that it does 
not require removal of the gaming machine and does not 
require service personnel to visit the gaming machine site or 
the gaming machine itself. Nonetheless, the procedure for 
doWnloading the neW game softWare to the gaming machine 
across a communications link can be time-consuming and 
subject to security concerns. It can also result in overloading 
communications links to the detriment of real time gaming 
information ?oW. Also, the machine is generally out of 
service and therefore not generating any revenues during the 
time at Which the neW softWare is being doWnloaded. 
Regulated gaming jurisdictions may be reluctant to permit 
neW softWare to be doWnloaded to the gaming machine 
Without some assurance that the doWnloaded softWare com 
plies With local regulations. Therefore, the doWnloaded 
softWare must be veri?ed and authenticated. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0007] FIG. 1 is a block diagram of a peer to peer netWork 
of gaming machines according to an example embodiment. 

[0008] FIG. 2 is a ?owchart illustrating a process of 
obtaining con?guration data from a peer in the netWork of 
FIG. 1. 

[0009] FIG. 3 is a ?owchart illustrating a process of 
providing con?guration data to a peer in the netWork of FIG. 
1. 

[0010] FIG. 4 is a perspective vieW of a gaming machine 
according to an example embodiment. 

[0011] FIG. 5 is a block diagram of processing compo 
nents of a gaming machine according to an example embodi 
ment. 

DETAILED DESCRIPTION 

[0012] In the folloWing description, reference is made to 
the accompanying draWings that form a part hereof, and in 
Which is shoWn by Way of illustration speci?c embodiments 
Which may be practiced. These embodiments are described 
in su?icient detail to enable those skilled in the art to 
practice the invention, and it is to be understood that other 
embodiments may be utiliZed and that structural, logical and 
electrical changes may be made Without departing from the 
scope of the present invention. The folloWing description is, 
therefore, not to be taken in a limited sense, and the scope 
of the present invention is de?ned by the appended claims. 

[0013] The functions or algorithms described herein are 
implemented in softWare or a combination of softWare and 
human implemented procedures in one embodiment. The 
softWare comprises computer executable instructions stored 
on computer readable media such as memory or other type 
of storage devices. The term “computer readable media” is 
also used to represent carrier Waves on Which the softWare 
is transmitted. Further, such functions correspond to mod 
ules, Which are softWare, hardWare, ?rmWare or any com 
bination thereof. Multiple functions are performed in one or 
more modules as desired, and the embodiments described 
are merely examples. The softWare is executed on a digital 
signal processor, ASIC, microprocessor, or other type of 
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processor operating on a computer system, such as a per 
sonal computer, server or other computer system. 

[0014] A gaming machine network is shown generally at 
100 in FIG. 1. The gaming machine network 100 comprises 
a server 110 coupled to a hub 115, and multiple peer to peer 
networked gaming machines 120, 125 and 130. In one 
embodiment, hub 115 provides individual hardwired con 
nectivity, such as by Ethernet to the gaming machines. It 
may also serve as a router to other networks within the 

casino, possibly to a Gateway at 140 and/or slot adminis 
trative workstation at 135. In further embodiments, hub 115 
may provide wireless connectivity to the gaming machines. 

[0015] While three gaming machines are shown, many 
more gaming machines may be included in the peer to peer 
network, but are not shown for simplicity. The gaming 
machines may also have the ability to communicate directly 
with each other, such as by wired or wireless connection. In 
one embodiment, a slot administrative workstation 135 is 
also coupled to the network. Workstation 135 provides 
administrative access to the gaming machines, and also 
access to gateway 140 for connection to external networks. 
Gateway 140 may be used to access the Internet, or directly 
connect to networks such as manufacturer networks for 
service and support communications. The physical connec 
tions shown in FIG. 1 are representative of one connection 
scheme. Many other connection mechanisms may be uti 
liZed. 

[0016] FIG. 2 is a ?owchart of a process 200 of a peer 
gaming machine obtaining information from another peer 
gaming machine. The information may be referred to as a 
download that may include con?guration data, gaming con 
tent, and game assets, such as images, sounds, video, pay 
tables and executable code. Other information may also be 
included in downloads. 

[0017] In one embodiment, a gaming machine, such as 
gaming machine 125 is newly added to the network, and 
may not have information, including one or more games or 
themes that are desired. For instance, a gaming machine may 
be placed in a section of a gaming environment, such as a 
casino, where a particular game or theme may be desired by 
management, or to ?t in with the theme or games on gaming 
machines nearby. The process 200 is begun by the newly 
added gaming machine 125 broadcasting a discovery packet 
at 210, thus becoming a requesting machine. The discovery 
packet may include a MAC address or other address iden 
tifying gaming machine 125, and indicates information 
desired as well as status of download, meaning whether this 
is a new download or the continuation of an existing 
download. 

[0018] The requesting machine receives responses at 215 
from available providers, such as other gaming machines 
120, 130 or the server at 110, which have the desired game 
or theme and are compatible and able to provide it to the 
requesting machine via the peer to peer network. Responses 
may also come from other devices coupled to the gaming 
machine network. Devices may include available interme 
diaries, such as a gaming machine, a sign controller or 
central game server. The responses are evaluated by request 
ing machine at 220 to determine which gaming machine 
would make the best providing device. Latency of response 
to the initial broadcast discovery packet may be used to 
determine the best providing device, or in further embodi 
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ments, information in the response may indicate whether a 
device is not busy. In further embodiments, various weights 
may be applied to determine the best providing device on 
factors such as suitability, quality of connection, throughput 
levels, QOS, error rates, or other factors. 

[0019] The requesting machine then selects a providing 
device, and sends a download request at 225, con?rming the 
data or information that is desired, such as a game or theme. 
Con?guration data, such as game settings, payouts, etc., may 
also be requested at this time. Download packets are then 
received at 230 from the selected providing device and 
stored on the requesting machine secondary media, such as 
a disk drive or other storage or memory device on the 
requesting machine. 

[0020] In various embodiments, packets are checked as 
received for correct reception. Error correction and check 
sum techniques may be used. Incorrectly received or uncor 
rectable packets may be requested again. The download may 
also be encrypted, with secure keys used to decrypt the 
downloads. Checksums or other signature technologies may 
be used to ensure the accuracy and authentication of the 
downloads may also be employed. Certi?cates may also be 
used. 

[0021] In one embodiment, the requesting machine keeps 
track of the suitability of the providing device at 235 during 
the download. Suitability may be determined as a function 
of connectivity, quality of connection, throughput levels, 
QOS, error rates, or other factors. If the suitability falls 
below a predetermined level at 240, such as an average 
number of bytes received per second, the requesting 
machine may explore the availability of other potential 
providers by again broadcasting a discovery packet at 210 
and evaluating responses, or reevaluating responses received 
from the original discovery packet. The requesting machine 
keeps track of the packets received, and may dynamically 
switch providers by selecting a provider likely to provide 
better suitability. 

[0022] A providing device may also send a packet indi 
cating that it has just become busy, such as if a player has 
started using the device, such as a gaming machine, or other 
high priority tasks are being serviced. The providing device 
may also indicate that it will no longer provide the down 
load, and actually stop sending packets corresponding to the 
download. 

[0023] Once the requesting machine has decided to 
dynamically switch providers at 240, the requesting machine 
may send a stop download request to the original providing 
device if it has not already stopped. The requesting machine 
then identi?es a next provider as above starting at 210 and 
sends a new download request to the selected providing 
device identifying the game or theme, and the next packet 
needed to complete the download. It then starts receiving the 
remaining packets and continues to store them as required 
for proper operation when the download is complete at 245. 

[0024] In some embodiments, the requesting machine acts 
as a arbiter, deciding which device to select for the down 
load. In further embodiments, a central arbiter may be 
employed. The central arbiter may collect connection infor 
mation as well as information regarding the content or stored 
information on each device coupled to the network. It may 
also collect information regarding the state of each device, 
and whether or not it is available to provide a download. 
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[0025] Such a central arbiter may then receive a discovery 
packet from a requesting device, and determine Which other 
device in the network should provide the download. It may 
then inform the requesting device and the selected providing 
device, or just command the providing device to start 
providing the doWnload. 

[0026] In one embodiment, the central arbiter maintains 
connection information, and monitors the quality of connec 
tions. In alternative embodiments, it receives information 
from the requesting device regarding the responses it has 
received, and makes a decision based on that information. 
The central arbiter may be a server, or another device on the 
netWork, such as an idle gaming machine or the slot admin 
istrative Workstation 135. 

[0027] Slot administrative Workstation 135 in one embodi 
ment provides a user interface to casino personnel in one 
embodiment. Traditionally, to change gaming content, 
denominations, paytable (lines, percentages) or languages a 
technician Would have to go to a casino, ?nd the gaming 
machine on the ?oor and perform a RAM Clear and recon 
?gure in the case of denominations and paytable. For 
languages, a casino technician Would have to ?nd the 
gaming machine on the casino ?oor and physically enter the 
Operator Menu and change the languages. 

[0028] In one embodiment, the slot administrative Work 
station may be connected as described in FIG. 1 to provide 
an interface that alloWs the casino technician to perform 
various desired functions, such as changing language con 
?guration, changing paytables lines, percentages) and den 
oms, changing theme, and updating casino speci?c content, 
Which could be reserved strings Within the game implemen 
tation that the casino could rede?ne. In one embodiment, the 
gaming machine being updated displays an “Out of Service” 
message to Warn potential users of the machine that it is not 
operational during the update. 

[0029] In addition to manually changing these attributes, 
the casino operator may also use the slot administrative 
Workstation to schedule changes for any and all of these 
attributes by day, time of day and/or month, alloWing casino 
operators to maximize payout for peak casino playing times 
and to personaliZe content. 

[0030] To change themes, a casino operator may use the 
slot administrative Workstation to change the theme on a 
machine by selecting a change them option on the Worksta 
tion. The casino operator then sends a command to a speci?c 
gaming machine identifying the them it should use. The 
gaming machine receives command and uses the peer to 
peer netWork to doWnload neW gaming content using 
mechanisms described above. 

[0031] Casino speci?c messages may also be provided. 
Message strings/ graphics areas may be reserved for casino 
use on every theme. The casino operator may use an option 
Within the slot administrative Workstation to send speci?c 
content for these messages/ graphics areas to a gaming 
machine. Such messages may include a location of graphics 
to use or the actual text to be updated. Gaming machines 
may then doWnload associated graphics content from a 
speci?ed location or update text to neW text in the command 
message. 

[0032] Language con?gurations may also be changed 
using the slot administrative Workstation. Currently, themes 
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are released With a list of all languages they support. When 
a theme is con?gured, it sends a command to the slot 
administrative Workstation informing it of languages sup 
ported. When casino operators Want to change languages, 
the slot administrative Workstation may be used to select one 
or more of the available languages for a given theme and 
send the command to enable the languages listed. The 
gaming machine then updates the languages available to the 
player from a selected device on the gaming netWork. 

[0033] Denoms and paytable (lines/percentages) may also 
be changed. When a gaming machine is con?gured, it 
communicates to the slot administrative Workstation the 
paytable and denoms it supports. A casino operator then uses 
the slot administrative Workstation to change desired den 
oms and/or paytable. The slot administrative Workstation 
then sends a command to the gaming machine to update to 
neW denoms and/or paytable. The gaming machine then 
changes to the appropriate denoms and/or paytable, obtain 
ing the content to do so from a selected device on the 
netWork. 

[0034] These features, combined With the ability to adjust 
all of them by time of day, gives much greater ?exibility to 
casino operators in hoW they use products having the ability 
to obtain updated information from other device on the 
netWork. It also makes updating them much faster and 
requires less support by manufacturers. It Would also alloW 
casinos to maximiZe their pro?ts by automatically adjusting 
payout based on usage rates and theme popularity. 

[0035] In further embodiments, the server 110 or other 
device, such as the central arbiter audits connected machines 
to determine their current con?gurations. Since peer devices 
can update peer machines, the current con?guration may not 
be knoWn to the server 110. In further embodiments, an 
updated machine automatically communicates its status to 
the server 110 or other device that keeps track of current 
con?gurations. Machines may also request service, and 
machines needing constant service may be ?agged for 
special attention. The server 110 may also monitor overall 
netWork quality and ?ag areas of the casino Where netWork 
quality is degraded for further investigation. 
[0036] FIG. 3 is a How chart illustrating a process 300 
performed by a providing device in a peer to peer netWork 
of gaming machines and devices. A potential providing 
device Will receive a broadcast discovery packet at 305. The 
potential providing device Will assess Whether it has the 
requested doWnload at 310, and also Whether it has suf?cient 
resources to provide the doWnload. It may be busy providing 
gaming services to a player, or may otherWise be utiliZing its 
resources for doWnloading to another peer, or performing 
other tasks. 

[0037] The potential providing device prepares and sends 
a response at 315 to the discovery packet indicating its 
ability to provide the doWnload and Whether or not it is busy. 
The response may simply indicate that it cannot provide the 
doWnload, or is too busy to do so. If that is the case, it may 
also simply not send a response. The response may also 
indicate that it has the time and ability to provide the 
doWnload. If the latter is the case, the potential providing 
device then may receive a request to provide the doWnload 
at 320, and begin sending packets for the doWnload at 335 
as the selected providing device. 

[0038] At 340, the selected providing device monitors its 
ability to continue to provide doWnload packets. The ability 
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may include the same factors considered When ?rst replying 
to the discovery packet, such as Whether or not it is busy, or 
has become busy since beginning the download. The ability 
may also be determined by the peer machine receiving the 
doWnload that has determined that the connection quality is 
no longer sufficient, and has sent a request for the selected 
providing device to discontinue the doWnload. At 345, a 
decision is made Whether or not to continue the doWnload. 
If yes, the doWnload is continued and the ability to continue 
the doWnload is again monitored. This loop may continue at 
predetermined intervals or as otherWise interrupted until the 
doWnload is completed, or conditions have changed. If the 
decision to continue is no, the doWnload is stopped at 350. 
A message may be sent to the requesting machine indicating 
that doWnloading Will stop or has stopped, alloWing the 
requesting machine to request the doWnload from another 
source. 

[0039] In one embodiment, the decision to select a differ 
ent provider is a function of a comparison betWeen an 
anticipated bene?t (i.e. reduced time to completion) versus 
the anticipated cost to perform the sWitch. 

[0040] FIG. 4 shoWs a perspective vieW of a typical 
gaming machine 420 used in the netWorked gaming system. 
The gaming machine 420 may have varying structures and 
methods of operation. For example, the gaming machine 420 
may be an electromechanical gaming terminal con?gured to 
play mechanical slots, or it may be an electronic gaming 
machine 420 con?gured to play a video casino game such as 
blackjack, slots, keno, bingo, poker, etc. Typical components 
found in a gaming machine 420 are described beloW. It 
should be understood that numerous other elements may 
exist and may be used in any number of combinations to 
create a variety of gaming terminal types. Further gaming 
devices, such as ticket printers etc., may be incorporated into 
the gaming machine 420, or operate as netWorked standal 
one devices. Such gaming devices may also implement the 
methods illustrated in and described above. 

[0041] The game itself is displayed to the player on a 
visual display 426, such as a video display. The video 
display 426 may take the form of a cathode ray tube (CRT), 
a high resolution LCD, a plasma display, LED, or any other 
type of video display suitable for use in a gaming terminal. 
Instead of a video display 426, the gaming machine 420 may 
have several mechanical reels to display the game outcome. 

[0042] The visual display 426 may include a touch screen 
421 overlaying the display to alloW players to make game 
related selections. A push button panel 422 is also typically 
offered, in addition to the touch screen 421, to give players 
an alternative method for making gaming selections. 

[0043] A Wager acceptor 416 may include a coin slot 
acceptor 428 or a bill validator 429 to enter monetary value 
to the gaming machine 420. The gaming machine 420 may 
also have a ticket printer 423 that may print and/or read or 
otherWise encode ticket vouchers With a monetary value. 
The encoded ticket voucher may also have the casino name, 
type of voucher, validation number, and a bar code With 
control and/or security data. 

[0044] Many gaming machines 420 are also equipped With 
a player tracking card reader 524. A player may be enrolled 
in the gaming establishment’s player club and may be 
aWarded certain complimentary offers as that player collects 
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points on his player tracking account. The player inserts the 
player-tracking card into the reader, alloWing the gaming 
establishment’s player tracking server to record the player’s 
Wagering activity. The gaming machine 420 may also 
include a player tracking display 427 to be used With the 
player-tracking card and card reader 424. 

[0045] The gaming machine 420 is controlled by a central 
processing unit (CPU) 518, as shoWn in FIG. 5. The CPU 
518 controls the gaming terminal’s peripheral devices. 
These peripheral devices may include a touch screen 521, a 
push button panel 522, a player tracking card reader 524, a 
video display 526, etc. (as discussed above). The number 
and the type of peripheral devices may be different from 
those depicted in FIG. 5 depending on the desired con?gu 
ration of the gaming terminal. 

[0046] The CPU 518 also executes the game program to 
give the player Winning and losing game outcomes. The 
CPU 518 uses a random number generator With a probability 
table to select a random game outcome. This game outcome 
corresponds to a particular set of reel stop positions in the 
slot type gaming machine. The CPU 518 may also generate 
a random number that provides a Winning progressive 
jackpot outcome. 

[0047] The CPU 518 controls the peripheral devices and 
the execution of the game program using system memory 
512, Which includes a volatile memory 513 (e.g., a random 
access memory (RAM)), a non-volatile memory 514 (such 
as an EEPROM), and an input/output (I/O) circuit 515. 
Although only one microprocessor is shoWn, the central 
processing unit 518 may include multiple microprocessors. 
Similarly, the system memory 512 of the central processing 
unit may include multiple RAM and multiple program 
memories. The CPU also communicates With the netWork 
via I/O circuit 515, performing the doWnloading processes 
described With respect to FIGS. 2 and 3. 

[0048] The Abstract is provided to comply With 37 C.F.R. 
§ l.72(b) to alloW the reader to quickly ascertain the nature 
and gist of the technical disclosure. The Abstract is submit 
ted With the understanding that it Will not be used to interpret 
or limit the scope or meaning of the claims. 

1. A gaming machine implemented method comprising: 

requesting a doWnload from devices in a peer to peer 
gaming machine netWork; 

evaluating responses from devices in the peer to peer 
gaming machine netWork; 

selecting a provider device that responded as a function of 
suitability; and 

requesting the doWnload from the selected provider 
device. 

2. The method of claim 1 Wherein the suitability is a 
function of latency of a received response. 

3. The method of claim 1 Wherein the suitability is a 
function of quality of connection on Which a response is 
received 

4. The method of claim 1 Wherein the doWnload contains 
game assets selected from the group consisting of images, 
sounds, video, paytables and executable code. 

5. The method of claim 3 Wherein the connection quality 
is a function of throughput. 
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6. The method of claim 3 wherein the connection quality 
is a function of error rates. 

7. The method of claim 1 and further comprising receiv 
ing download packets from the selected provider device. 

8. The method of claim 7 and further comprising moni 
toring quality of delivery during receiving download pack 
ets. 

9. The method of claim 8 and further comprising re 
evaluation of the available providers and selecting a differ 
ent provider device if the suitability of the current provider 
device becomes lower than a predetermined threshold. 

10. The method of claim 7 further comprising periodic 
re-evaluation of the available providers and selecting a 
different provider device if the suitability of said di?ferent 
provider device is superior to the suitability of the current 
selected provider based on a predetermined threshold or 
formula. 

11. The method of claim 10 wherein selecting a different 
provider is a function of a comparison between an antici 
pated bene?t versus an anticipated cost to perform the 
switch. 

12. The method of claim 1 and further comprising select 
ing a different gaming machine to provide the download if 
the currently selected gaming machine becomes busy. 

13. A computer readable medium having instructions for 
causing a gaming machine to perform a method comprising: 

requesting a download from devices in a peer to peer 
gaming machine network; 

evaluating responses from devices in the peer to peer 
gaming machine network; 

selecting a device that responded as a function of suit 
ability; and 

requesting the download from the selected device. 
14. The computer readable medium of claim 10 wherein 

the method further comprises receiving download packets 
from the selected gaming machine. 

15. The computer readable medium of claim 11 wherein 
the method further comprises monitoring continued suitabil 
ity of the selected provider device during receiving down 
load packets. 

16. The computer readable medium of claim 12 wherein 
the method further comprises selecting a different device to 
provide the download if the suitability of the current pro 
vider device becomes lower than a predetermined threshold. 
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17. The computer readable medium of claim 11 wherein 
the method further comprises periodic re-evaluation of the 
available providers and selecting a different provider device 
if the suitability of said di?ferent provider device is greater 
than the suitability of the current provider device based on 
a predetermined threshold or formula. 

18. A gaming machine implemented method comprising: 

broadcasting a discovery packet identifying gaming assets 
to peer gaming machines in a peer to peer gaming 
machine network; 

receiving responses from peer gaming machines which 
are capable of providing the identi?ed gaming asset; 

selecting a gaming machine capable of providing the 
identi?ed gaming asset as a function of suitability; and 

requesting the identi?ed gaming asset from such capable 
gaming machine. 

19. A machine implemented method comprising: 

requesting data from peer gaming machines in a peer to 
peer gaming machine network; 

receiving responses from peer gaming machines which 
are capable of providing the identi?ed data; 

selecting a gaming machine capable of providing the 
identi?ed data as a function of connectivity; and 

requesting the identi?ed data from such capable gaming 
machine. 

20. A machine implemented method comprising: 

identifying a download for a gaming machine in a peer to 
peer gaming machine network; 

selecting a provider device in the peer to peer gaming 
machine network that has the identi?ed download as a 
function of suitability; and 

requesting the download from the selected provider 
device. 

21. The method of claim 20 wherein the provider device 
is selected by a central arbiter. 

22. The method of claim 21 wherein the central arbiter is 
a server or a slot administrative workstation. 

23. The method of claim 20 wherein the download is 
authenticated. 


