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local running
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Open manual

Interface for external position control (like SPS profibus, the old Rock'n'Ride interface or motion control boxes)

Firzt find one free comport and add it bo the list: |F'Urta di comunicazione [COMT) w | y

Device path: 3\ Phacpiftprp0501#1 #{86e0d120-8089-11d0-9ce4-08003e301F73}
Foar nior |54 comport (USE] or comport's higher than 4 write the path 5 AC0M1 or W ACOM3 in the comport selection box abave.

Acdel compart to list ) Refresh )

Calculate the output of each axiz and choose tupe of output. [output is narmaly O ta 285 as character, 127 iz middle possition]
If wot like to use a axiz value with Bhit resolution and another resolution, then vou have to dublicate this asis.

|Left v| = ~amn~ 1 [sfo |
(16 bit resalution (0 ... 65535) MedFes (32 bit rezalution (0 ... 4298769224) HighFes

() dezimal output (2., 3 or 123) () hexadezimal output [e.g. 01F24)

Tip: If only 4 bits instead of 8 bits are used, use divider /16 and multiply it with the offzet needed [e.g. 2 Bit = *4) then use
the last value to set a constant bitmazk. Also u can invert output by multiply with -1 and add 255.

x

walue = [ walue / |‘I

(®) 8 hit resolution (0 ... 255) LowFes

(%) binary output [e.0. one character)

Tutonal "How to uge US0 parser” ~

Output Pratocol Parser: [the walues that will be send every cycle)
Uze character that have to be zend to the receiving device like before and after the axis value.
Usge ~al1~ or ~al02™ if you want bo ingert the x or v axiz at this pozgtion, declared as the characters above,

For spezial values or character ke return use ~n™ where nis a ascii number between 0 to 255, Return would be ~137, W
Linefeed =107

Example: The device needs a Character 5" for send, the # ariz value and then return to proceed: ~

Select compart to edit: |CDM'| v| _ Remove comport _)

Set compart speed and contral: |1152DD V| | 8 Vl |NDF'AF|ITY v | | OMESTOPEIT V| lock ports on startup

and wait far Hw! init D ms
with & pause of s/
and wait for HWw stop D me

Datapacket sent at simulatorstart:

Datapacket with axisinformationg: | AB~265~al1~~al2~

Datapacket zent at simulatorstop: |
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Interface for external position control (ke SPS profibus, the old Rock'n'Ride interface or mation control boxes)

Start

First find one free comport and add it to the list. |Porta di comunicazione (COM1) v | Add comport to list _) _Refresh )

Device path: %\ Pacpittprp0501 #1#{8620d120-8083-11d0-9ce4-08003:301 73}
For non 154 comport (USEB) or comport's higher than 4 write the path S8 SCORMT or W ACORES in the comport gelection box abowve.

Calculate the output of each axis and chooze type of output, [output iz normaly O to 255 as character, 127 iz middle pozsition)
If pour like to use a axiz value with Bbit resolution and anather resalution, then you have to dublicate this axis.

w | = mal2e walue = [ value /£ |1 = 1 1+ |0

Input sefup

) 10 Output

Math sefup (%) 8 bit rezolution (0 ... 255) LowFes ) 16 bit rezolution [0 ... £5535) MedRes () 32 bit resolution [0 ... 4298769224) HighFles
y - (%) binar output [e.0. one character] ) dezimal output (2., 3 or 123) () hexadezimal output (2.0, O1FA)
\ Q ﬁ} ': Tip: If only 4 bits instead of 8 bits are used, uze divider /16 and multiply it with the offset needed [e.g. 2 Bit = *4] then use
the last value to set a constant bitmask. Also u can insert output by multiply with -1 and add 255.
Cheb pet sedien
) Unwersal Tutonial "How to uge US0D parser” ~
1 Se"ﬂl Output Pratocol Parser: [the values that will be send everny cycle)

Calibration sefwup Output

|Jge character that have to be send to the receiving device like before and after the axiz value.

A Uze ~all™~ ar ~a02™ if pou want to insert the « or o axiz at this pozsition, declared az the characters abave.
) For spezial values or character like retum use ~n™ where nis a ascii number between 0 to 255, Return would be =137,
Linefeed ~10™.
Conepe zefep Example: The device needs a Character "S5 for send, the = axis value and then retum to proceed: -
o
Select compart to edit | COM1 - Remaove compart /‘l
1 . E -
Inferfoce setfings | ol — l-L ; Set comport speed and contral | 115200 % | |8 v |MOPARITY  » ||OMESTORBIT s lock ports on startup
-4 = = H . - .
Statlstlc Datapacket sent at simulatorstart; and wait for Hw init |0 ms
- Iy ] Logﬁle D atapacket with awizsinformations: | A8 ~285~~al1~~al2~ with a pause of |33 ms /
TR SEEE AT T
Datapacket sent at simulatorstop: and wait far Hw stop |0 s
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within thiz dialog you have to provide the program informations about how to calculate a sender input walue to a result walue which can be uzed in the output zetup.
Sf f Therefore pou have to choose a math plugin and fill out the popup dialog if needed. For more DOF wouw have to mis here the values to a fiting result.
I L850 Alzo pou can specify how much vitbual axiz you will need. A axiz can be a simulator hardware actuator axiz or a simple gauge dashboard system. = i _]
ETLOTRE QELS
H o " e ———
| | Show math setup of axis: Left - Add amis J Oetcte amJ Pe—— _]
. Found math plugins: Step by ztep calculation table: - - -
Input setup _._‘“!1‘ SDOF-MEA A1 # 0 math plugin rezult lider walle wallie
I ) [EA 1 COutput 1:1 [GForce] [ i valustt 25 et e ik
i - 2 Output 1:7 [GFonce] T valuett 27 nwvert tiue Tinimum
@ Threshold (Calision] 3 Dutput 1:1 [GForce) T waluett 25 invert falze TiFirnLm
4 Percent scaler T percent a0 na. m.a.
5 Calibration offset T Current: 0%
i Copy and combine
|
f Chfput sefup F
e QOutput 1:1 [GFaree]
- i
. v
I Colibrofion sefip | 1
| Add line | Edit line |
= / 4% *
| v
. Calibration offset (%) Symetric offset reduce range)
(o £ Lermowe [ime | 5 . i} : :
e Y, of this axiz j () Brgymetric axis offset [full range)
1 A
i . e @mem (e T '| Fiealtine result analyzer: Green shows selected result, blue final result and grey colar shaws pou the reduced ranga
b -
Interfoce seffings .
Mowe ome line dowm |
ol
. -
I 1 Add o deskiop stider J
Progrom seffings ;
v ne [ 5how math sliders ~ Tep
o -
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Within this dialog you have to provide the program informations about how to calculate & zender input value to a result value which can be used in the output setup.
Sf CLTf Therefore pou have to chooze a math plugin and fill out the popup dialog if needed. For more DOF pouw have bo mis here the values to a fithing result.

Alzo vou can specify how much virtual axiz you will need. A axis can be a simulator hardweare actuator axiz or a gimple gauge dashboard ystem. = . _]
ETLLTRLE XL

Sh th zetup of awis: Right w ) |-
aw rath zetup of awis: ligh Add eais J Oelete &mJ lome amis _]
: Found math pluginz Step by step calculation table: - .
Input setup 25 (s STV A0 #  math plugin reLlt slider walug walue
J e 1 Output 1:7 [GForze] | | valuett 26 invert true minimum
TE T g i 2 Dutput 1:1 [GFarce] | | walush 27 invert true iU
o
; @ Threshold [Callision] — 3 Dutput 1:1 [GForce] | | waluett 25 invert true TninimnLm
4 Percent scaler | | percent a0 n.a. n.a.
5 Calibration offset | | Current: a
Copy and combine
3
Chuf prt sefup :
= Output 1:7 [GForze)
4 ]
f v
3 —
Colibrofion sefup 1 1
Add line | Idit line |
4 P S| | b
Y v . )
G Bemnoue Line Eallbrat!on o_ffsel A I:I O S_I,Jmetnc_ Uffs.et [reduce range]
Y, of thiz axis : - (&) Asymetic axiz offset (full range)
o
. Move ome [ine up "| Realtime result analyzer: Green shows selected result, blue final result and grey color showes you the reduced rangs
-

Imferfoce setfings

Mowe ome [ine down

1 Add = deskiop slider

-

Progrom seffangs
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Simple resize math setup (G-Forces, curves and gauges)

First step (choose sender input walue) [

Zancel ]
hoose one Force-Sender input value displayved in the input setup;

This math plugin is used for an 1:1 translation of an

|58nder Iipuit 25: Effect:2a: Lateralforce . | force-sender input value to a spezified hardware output,

[ Irwvert input value [ 1Play cverride (normaly set blank) Therefaore it will be resized bo fit the oukput axis, You can
also cut koo big walues, Mormaly this plugin is used For

Serond step (set range parameter) realistic walues out of an game, which don't need any

calculation and therefore can be used directly For an
output of .9, an actuator. An example are the game
Force-Sender input walue, This will prevent spike values. plugins of Force-sender, which carry G-force values like

Choose the minimal and maximal numerical value of the chosen

lateral or longitudenal forces,
Maximum walue i Py upper deadzone d
Minimum value 200 b k possitive area
3plit negative and positive ol ——t—————= tenter deadzone
Minirurn walue - | 200 " ;o

negative area
Maximum value - | 2000000

lower deadzone

[Juse automatic mazximum adjustment [Juse automatic minimum adjustment §10%:)

IJsing gravity (@) effects creakes a constant force to your

Third step (set influence ta axis) body by moving the simulakar in contrariwise direction ko
) ) ) . “ the direction vour vehicle moves in order to simulate the
Choose intensity of this value to the axis in percent: - ¥ real G-forces. The intensity can be regulated.
Adjust smaothness anly, if your value is fidgety:  { Current setting: aoff ) The effect will be initialised only if the value rises above
smookh rmovemnent is given in seconds From minimum o masirom value of this axis the rainimLm valu_e. Mairnuimn walue INCreases autpmatlcally
or can be given Fixed., Split the maximum iF there is a
weakf N greater acceleration value than the brake value.
off o smookh
Hink: the standard settings of this dialag will help wou with
(%) add result value ) mulkiply result value () overwrite result value a Fast detection and can be accepted For beqginners.

{3 overwrite result if bigger than zera {used as trigger

Insert in math lisk and continue




Simple resize math setup (G-Forces, curves and gauges)

First step (choose sender inpuk value)
Zhoose one Force-Sender input value displayved in the input setup:

| Sender inpuk 26: Effect 26; Vertical Force w |

Invert inpuk value []Play override {naormaly set blank)

Second step (set range parameter)
Choose the minimal and maximal numerical value of the chosen
Force-3ender input value, This will present spike values,

upper deadzone
Mazximum value 1500000

%,

Minimurn walue 150 possitive area

Split negative and positive ol : — = center deadzone
Minirurn walue - | 150 - negative area

Maximum walue - | 1500000

lower deadzone

[JUse automatic mazximum adjustrment [JUse automatic minimum adjustrment (10%)

Third step {set influence to axis)

Y

Choose intensity of this value ko the axis in percent: - ¥

Adjust smoothness only, if wour value is fidgety:  { Current sekting: off )
smookth movemnent is given in seconds From minimum to maximum walue of this axis

weak) '\I
off e

(%) add result walue ) multiply result value () overwrite result value

smooth

(7 averwrite result if bigger than zero fused as trigger)

Simple resize math setup (G-Forces, curves and gauges)

[ Cancel ]

This math plugin is used for an 1:1 translation of an
force-sender input walue to a spezified hardware autput,
Therefore it will be resized to fit the output axis, You can
also cut too big walues, Mormaly this plugin is used for
realistic walues out of an game, which don't need any
calculation and therefore can be used directly For an
outpuk of e.9. an actuator, An example are the game
plugins of Force-sender, which carry G-force values like
lateral or longitudenal Forces,

IJsing gravity (@) effects creates a constant force to yvour
body by moving the simulator in conkrariwise direction to
the direction vour vehicle moves in order to simulate the
real G-forces, The intensity can be regulated,

The effect will be initialised only if the value rises above
the minirmum valoe, Maximum value increases automatically
or can be given fixed, Split the maximum if there is a
greater acceleration value than the brake value,

Hink: the standard settings of this dialog will help wou with
a fast detection and can be accepted for beqginners,

Insert in math list and continue ]

Firsk step (choose sender inpuk value)
Choose one Force-S3ender input value displaved in the inpuk setup:

|Sender input 27 Effect 27: Longitudinal force w |

Irvert input walue [IPlay override {normaly set blank)

Second step (sek range parameter)

hoose the minimal and maximal numerical value of the chosen

Force-Sender input walue, This will prevent spike values,

upper deadzone

Mairmum walue - Va

Minirnurn salue 150 .. possitive area
Split negative and positive o : = center deadzons
Mirirmurm value - | 100 ‘ l' o negative area

Maximum walue - | 1000000
lower deadzone

SE JUCOMmatic maximum adjusimen SE ULOMmAatic minimJm adjustmen )
o Eomati i diustment  []U komatic mini djustment {10%:)

Third step (set influence to axis)

~

Choose intensity of this value bo the axis in percent: - Yo
Adjust smoothness only, iF wour value is fidgeky:  { Current setting: of F )

smaath movement is given in secaonds From minirunn ba masximon value of this axis

wieak) N
off e

(%) add result value () multiply result value 3 overwrite result value

smooth

() overwrite result if bigger than zero (used as trigger)

Cancel ]

This math plugin is used For an 1:1 translation of an
force-sender input walue to a spezified hardware oukput,
Therefore it will be resized to fit the oukput axis, You can
also cut koo big values, Narmaly this plugin is used For
realistic values out of an game, which don't need any
calculation and therefore can be used directly For an
aukput of &.q. an ackuakor, An example are the game
plugins af farce-sender, which carry G-force values like
lakeral or longitudenal Forces.

Ising gravity (5} effects creates a constant force to vour
baody by maoving the simulator in contrariwise direction ko
the direction wour vehicle moves in order to simulate the
real a-forces, The inkensity can be requlated.

The effect will be initialised only if the value rises above
the minirnurn value, Maximum value increases aukomatically
ar can be given fixed. Split the maximum if there is a
greater acceleration value than the brake value.

Hint: the standard settings of this dialog will help vou with
a fast detection and can be accepted for beginners.

In=ert in math lisk and continue







