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Game executable location: Game narametar:

CAGTRMAGTRZ exe

Heoomreect

N ~ \
X-Sivi - 1=

ProrFiLEr 2.1 . lacal running

File menu R, My simulator f192.168.1.167 Open manual

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

First find one free comport and add it to the list |F'Urta di comunicazione (COM1) v| A comport to list ) _Refresh )

Device path: 3\ Phacpiftprp0501#1 #{86e0d120-8089-11d0-9ce4-08003e301F73}
Foar hior |54 comport (USE] ar compart's higher than 4 write the path S\ ACOMT or \\.&.‘I,TIM!’-I i 4

: connart selrction box above.
Atiar

Calculate the output of each axiz and choose tupe of autput. [output is narmaly O ta 2585 a3 character, 127 iz middle poszition]

Inpud sefup If pou like to uze a axis walue with 8bit rezolution and another resolution, then vou have to dublicate this asis.
Left = ~ali~ walue = [ walue /1 = [ I+ 0
Motk setup & bit rezolution [0 ... 255) LowFes 16 bit rezolution [0 ... 65535) MedRes 32 bit rezolution [0 ... 4298769224) HighRes
binary output [e.g. one character) dezimal output (2.g. 3 or 123) hexadezimal output [e.g. OTFA]
s Tip: If orly 4 bits instead of 8 bits are used, use divider /16 and multiply it with the offzet needed [e.g. 2 Bit = *4] then uze

the last value to et a constant bitmazk. Alzo u can invert output by multiply with -1 and add 255.
Chad Dt setup

Tutonal "How to uge IS0 parser”

Output Pratocol Parser: [the walues that will be send every cycle)
Coelib roet 4 i L L .
i U EEARED Uze character that have to be zend to the receiving device like before and after the axiz value.
Usze ~al1~ or ~al02™ if you want bo insert the x or v axiz at this pozgtion, declared az the characters above,
For zpezial values or character like return uze ~n™ where n iz a azci number between O to 285, Return would be =137,
Linefeed =107

Cope sefup Example: The device needs a Character "S" for send, the # ariz value and then return to proceed:
_Selent copoort _ta g | LOMT v rEMovE compart '
Interfoce seffings ‘ . Set comport speed and comtral: 115200+ |8 » NOPARITY w | OMESTOPEBIT lock ports on startup
tatistic Datapacket sent at simulatarstart: and wait for Hw init |0 e
Ogﬁle D atapacket with axizinformations:  AB~265~al1~~al2~ with & pauze of | 33 s/

Progrom seffings
D atapacket zent at simulatorstop: and weait for Hw stop 0 ms




A=-SHive

ProFiLER 2.1

Moth zefup

it pud sefun

Calculate the output of each axiz and chooze type of output, [output is nomaly O bo 255 az character, 127 iz middle pozsition)]
If pau like ta use & axis walue with Bbit resolution and anather reashtics thanamnbacabaduflineta tisaeis

TN | - a0 vee=(vaue/[1 | <1 |1+[0 |
(& 8 bit resolution (0., 255] LowFes () 16 bit rezolution [0 ... £5535) MedFes ) 32 bit resolution [0 ... 4298769224) HighFies
(&) binary output (e.0. one character) () dezimal output (2., 3 or 123) ) hexadezimal output (2.9, 01F)

Tip: If only 4 bits instead of 8 bite are uzed, uze divider /16 and multiply it with the offzet needed [e.g. 2 Bit = “4] then uze
the last value to set a constant bitmask. Alzo u can invert output by multiply with -1 and add 255.

Tutsrial "How to uge US0 parser”

A-Siive

ProFiLER 2.1
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132.168.1.157

Wwithin thiz dialog you have to provide the program informations about how to calculate a sender input value to a result walue which can be uzed in the output zetup.
Therefore pou have to chooge a math plugin and fill out the popup dialog if needed. For more DOF wouw have to mis here the values to a ftbing result.

Alzo pou can specify how much vitbual axiz pou will need. & axiz can be a gimulator hardware actuator axiz or & simple gauge dashboard system, 5 .
ETLOTRE QIS

Show math zetup of axis: w Add amis | Oelefe amis P
Found math plugins: Step by ztep calculation table:
g #  math plugin result glider value value
IE ek brina [ IR

‘2@3 AL 1 Dutput 1:1 [GForze] L aakesth



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

First step (choose sender input walue) [ T ]
hoose one Force-Sender input value displayved in the input setup;

] . This.math olynic i1 sed foe.an L L eanslation.nE.an
force-sender input value to a spezified hardware output, Jr

vefThbur vaie * 'L riay BvLFhoe (norma ser blank) J Therefare it will be resized ta fit the output axis. You can
also cut too big walues, Mormaly this plugin is used For

| SisstymaEg TR 250 dteral e |

d step (set range paramater) realistic values out of an game, which don't need any seco
e e . el calculation and therefore can be used directly For an Zhioe
s& the minimal and maximal numetical value of the chosen aubpuUt of &.0. an arkuator, An example are the game ool
-Sender input value, This will prevent spike values. plugins of force-sender, which carry G-force values like
. upper deadzone lateral or Iu:ungitudsqn:aJ_._Fnr:'_gs_. ERdTI
(value” | 2000000 l": [ /-'\\ R
o o wf [ possitive area Minirriure
-
. - e / \ REE
it negative and positive i =~ center dradrone
: Minir.
nvalue - 200 neqative area _—
axinm
i value - 2000000
lower deadzone
|:| Llsg

automatic maxirnurm adjustrient [ Juse automatic minimum adjustment §10%:)

Flmim et T : UL




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

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

Sender input 26: EFfect 26! Yertical Force & This math plugin is used for an 1:1 translation of an
! ! force-sender input walue to a spezified hardware autput,
Invert input value []Play averride (normaly set blank) 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

Second step (set range parameter
Pl b ) calculation and therefore can be used directly For an

Choose the minimal and maximal numerical value of the chosen output of e.q, an actuator. An example are the game
Force-Sender input value, This will prevent spike values, plugins of Force-sender, which carry G-force values like
' upper deadzone lateral or longitudenal Forces,

Mazximum value 1500000
possitive area

Mlinirndrn walue 150

Split negative and positive y - = enter deadzone

Minimum value - | 138 l 3 eegetive area
HEL ' N lower deadzone

[JUse aukomatic maximurn adjustrment [[]Use automatic mirimum adjustrment {109

IJsing gravity (&) effects creates a constant Force to your

Third step {set influsnce to axis) body by moving the simulatar in contrariwise direckion ko
) ) ) i A~ the direction yvour vehicle moves in order to simulate the
Zhoose intensity of this walue ko the axis in percent: - o real G-forces, The intensity can be regulated.
Adist - <mnr-thness anly, if your walue is fidgety: [ Current setting: off ) The effect will be initialised only iF the value rises abowve
smoath movement is given in secendq From minimum ko maximum value of this axis the L velu_e. Maimurn walue el EEETES eutemetlcelly
ot can be given fixed. Split the maximum if there is a
weak) A0 T nnnn s greater acceleration walue than the brake value.,
N
off smookh
Hink: the standard settings of this dialog will help wou with
(%) add result walue ) multiply result value () overwrite result value a fFast detection and can be accepted For beqginners,
) overwrite result if bigger than zero fused as trigger)
[ Insert in math list and continue ]
Simple resize math setup (G-Forces, curves and gauges) @
Firsk step (choose sender inpuk value) [ Cancel ]

Choose one Force-S3ender input value displaved in the inpuk setup:
- o o e s i oJhicmath obgirdis used for an 1 Lbeanslskion.of a0
i S e R L L
L Sendel oUL PSSl S R i iR L 2 [ ] Ferce sender |np|_|t value to a3 spe2|F|e|:I hardware eutput

[ 1Play override (norma]

Invert input value







