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I ntroduction

This sanple programis intended to denonstrate the various controllers
whi ch are available for the Sony PlayStation ganme console. |t

recogni zes a variety of controllers including the standard Sony
controller, analog joysticks, the Nanto neGcon, MadCatz Steering Weel
the Sony Mouse, the Konanmi and Interact |ight guns, and nore.

If the program sees an unknown controller type then it makes a m ni mal
attenpt to deal with it. |t assumes a D-pad and buttons, and checks for
up to 4 channels of anal og data

Starting The Program

First make sure your PlayStation devel opment environment is configured
properly and then execute the programas you would any other PlayStation
program

run pad. cpe

If you have received a CD-ROM containing just the controller sanple
program then boot the disc. Note that gold CD-ROM discs will work
properly only on a devel opment PlayStation or on a devel opnent system
not on a standard retail PlayStation

Usi ng The Program

Using the programis very sinple. Sinply plug in a controller and

mani pulate it. |If the controller is one recognized by the program then
a square sprite will be noved around on screen in response to the
controll er actions.

The appearance of the sprite will depend on what type of controller is
used. For exanple, the light gun sprite has a "G' on it. The steering
wheel has a "W. And so on

If the controller type is not recognized by the program then it's hard
to predict what the results will be. [If the controller includes a
standard D-PAD, then the programw |l try to deal with it in a sinlar
manner to the D-PAD on a standard Sony controller.

The programwi |l display a colorful background with text and sprites

overlaid on top. The text will indicate what types of controllers are
connected and what the current values returned by the controller. The
sprites will indicate a "player" position based on the controller input.

Note that the default position for a sprite is the top |eft corner of
the display. Depending on the overscan settings for your system you
may not see the sprite at first. Mve the controller down and to the
right and it should becone visible. Certain controller types such as
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anal og joysticks default to a center position and sprite will be shown
at the corresponding screen position when the joystick is at rest.

Sone controllers use anal og pressure-sensitive buttons. |n such cases
typically one button controls the X-axis position of a sprite while
anot her anal og button controls the Y-axis position. Experinent: press
all the buttons and see what happens.

Multi Tap Multi-Player Adapter

If the programdetects that a Multi-Tap adapter is connected to either
port, it will be recognized and up to 4 controllers may be plugged in.
Pl ease note the following limtations of the hardware and software:

* You cannot plug a Miulti-Tap into another Muilti-Tap.

* The light gun may only be plugged into slot "A" of a Milti-Tap

Li ght Gun Not es

In order for the light gun to be properly recognized on a devel opnent
systemw th the DTL-H2080 controller adapter box, a nodification is
required. Contact devel oper support at SCEE or SCEA for nore details.

Sour ce Code

The source code for the sanple is provided in the SOURCE directory.
Note that this programwas witten to use version 3.6 of the Sony
PlayStation libraries. Earlier versions of the libraries could not
use use a light gun and the Multi Tap multi-player adapter in the
same program Later versions of the libraries should work wi thout
change, or with mniml changes.

Note that the TIMtexture nmap files have been included both as the
original TIMfiles and as C | anguage fil es containing data decl arati ons.
The C files are included by the main source file as a shortcut around

ot her neans of |oading the textures at runtime.

Contact I nformation

Pl ease direct comments or questions to:

M ke Ful ton, R&D

Sony Conputer Entertainment Anerica
919 E. Hillsdale Ave

Foster City, CA 94404

EMAIL: nfulton@nteractive.sony.com

Devel oper Hotline: (415) 655-8181
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