HAPP UGCI SDK Release 1.32


Release 1.32 adds support for Windows 2000 and Windows XP. Note that the HAPP TEST program is unable to access the trackball on Windows 2000/XP. This device is treated as a protected system device on these platforms. In this case, the trackball selection button remains disabled. The trackball does work, of course.





HAPP UGCI SDK Release 1.31 


NOTE: These enhanced features require Ver 2.x firmware. See the label on the UGCI chip to determine version. Updated chips with new firmware are: Driving 96-0744-10; Flying 96-0744-20, Fighting 96-0744-30. Contact info@happcontrols.com to order or call 888-BUY-HAPP.





The SDK provides a way for the user to access the special functions of the UGCI. 


This release of the SDK contains no source code. A version of the SDK containing source code can be provided to Game Developers or other UGCI users demonstrating a legitimate need for the source code. The source code provided can help show how the UGCI communicates with the PC and is intended for those writing WIN98/2000 applications using the UGCI. You will need to be a member of MSDN for the code to be of any use to you. Email technical@happcontrols.com if you wish to obtain the source code or for other questions. Visit our web site for the latest documentation for the UGCI as well as all our products at www.happcontrols.com. Visit our development partner at www.R0R3.com





Basics: 


1. Click on HAPP TEST to start.


2. FIND DEVICE shows what HAPP devices are connected to the PC. You need to click this first, before the other features will work. Select type and click OK.


3. HW REV: Use this to select if your UGCI is a surface Mount Device board or a Thru-Hole board. You need to select or Coin 2 and WD won’t work properly. 


4. KEY MAP allows you to map any keyboard key A thru Z, numeric, function and control keys (ALT (L&R), TAB, CTL (L&R), ESC, ENT, SHIFT, SPACE, BKSP), joystick direction (when using switch-type joysticks and the Fighting UGCI only) or mouse buttons to a game controller button. Macros (like CTL-ESC or ALT-TAB or CTL-F) are possible.  





Advanced Users and Game Developers: NOTE: Many of these features require an application specifically written to use the UGCI.


5. WATCHDOG allows the watchdog timer to be set. NOTE: This requires the use of an application specifically written to take advantage of the UGCI watchdog feature. Set the time to a minimum time necessary to allow the PC to completely boot, otherwise the watchdog will reset the PC before it can completely come to life. The watchdog connector on the UGCI is to be connected to the reset connector in the PC when using the watchdog feature with an application written for this feature. Do not connect it otherwise, or you can get stuck in an eternal boot-reset-boot loop. Set to 0 and do not check BOOT ACTION to disable.


6. SERIAL NUMBER allows the UGCI serial number to be read. It can be written by an application written to use the UGCI.


7. EXPANSION allows outputs to be manually turned on using the optional Happ UGCI Driver Board 96-0746-00. Using this in your game requires a UGCI application. 


8. COIN DROP monitors the coin drop inputs. NOTE: The SDK will hang up if it does not see a coin drop after selecting the COIN DROP button. If you do not have a switch connected to a coin drop input, do not select it. Counting coins and implementing credit functions require a UGCI application.


9. TRACKBALL gives a real-time data read of the trackball position and switch status.


10. JOYSTICK gives a real-time data read of the joystick position and switch status.


11. BOOT DELAY: Keyboard Boot Enable should be checked if you do not want to use a keyboard and your PC will not boot without one connected after UGCI installation. Boot Delay Enable should be checked if checking the Keyboard Boot Enable does not work. Set the time to be long enough that the PC will be completely booted. The joysticks or other controls will not operate until this time has run out. Only a very few PCs will need to use this feature. This works by having the UGCI send out a code that will trick the bios into thinking that a keyboard is connected. If everything works OK, do not check these boxes.


12. CLEAR clears the data window. Clear TRACKBALL and JOYSTICK often to see new data.


13. CLEAN REG clears the registry of all keys and data pertaining to the UGCI. This should be used when upgrading to new firmware. Reinstallation will then be necessary.








KNOWN ISSUES with SDK release 1.3 and 1.31:





The cursor (arrow) keys can not be mapped.


On some versions of Direct X, when using the Fighting UGCI, Joystick 1 and 2 can be reversed. It is recommended that you make sure that Joystick 1 reads as Joystick 1 in your game or application before completing your design. It may read as Joystick 2. Thius is fixed in 1.32.


The UGCI SDK 1.31  is intended for WIN98 only and will not work with WIN2000 or a MAC OS. 


The UGCI SDK 1.32 will work on WIN9X/2K/XP but not on a MAC.


