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Installing Simtools

Installing SimTools — The current version of SimTools can be downloaded at
https://simtools.us/downloads-links/. You can install SimTools for the first time or
update SimTools to the newest version by simply installing the new version over the top
of your installed version (unless otherwise noted in the update log for the new release).

We recommended disabling your antivirus before installing all versions of SimTools.
SimTools has the ability to capture telemetry data we need from the memory space of a
running game. Because of this ability, it wrongly gets detected as a problem by some
antivirus. If you choose to leave your antivirus enabled, and you run into issues, you can
tell your antivirus to add SimTools as an exception and it should leave it alone.

Choosing an installation type — A single computer installation of SimTools is the most
common type of installation. We strongly suggest a single computer installation of
SimTools if this is your first time using SimTools. A single computer installation will give
you all of the tools needed to run your simulator from a single computer.

A dual computer installation of SimTools allows you to move some of the work required
to run your simulator to a second computer to help prevent latency and free up some
CPU. In this type of installation you will setup a Gaming Computer that will run your
video games and Game Manager to manage game patching, profiling and data
collection. The second computer will be used to control hardware that is connected to
your simulator. This computer will run Game Engine and any other companion apps like
Game Vibe, Game Dash, etc...

Back to Table of Contents



https://simtools.us/downloads-links/

Single Computer Installation (Recommended Setup

If this is your first time installing SimTools, please make sure you read through

Installing SimTools first. Follow the steps below to install SimTools for a single
computer setup.

1) Launch the SimTools installer by double clicking the file you downloaded. Read
through the license agreement, accept the agreement and click “Next”.

[]] Setup - SimTools 2.2.5

License Agreement
Please read the following important information before continuing.

Please read the following License Agreement. You must accept the terms of this
agreement before continuing with the installation.

PLEASE READ THIS AGREEMENT CAREFULLY. BY COPYING, INSTALLING, OR. -
USING ALL OR ANY PORTION OF THIS SOFTWARE, YOU (HEREINAFTER
"LICENSEE") (A) ACCEPT THIS AGREEMENT AND AGREE THAT LICENSEE IS

LEGALLY BOUND BY ITS TERMS; AND (B) REPRESENT AND WARRANT THAT: (T)

¥OU ARE 18 YEARS OF AGE OR OLDER/OF LEGAL AGE TO ENTER INTC A

BINDING AGREEMENT; AMND (II) IF LICENSEE IS A CORPORATION,

GOVERMNMENTAL ORGANIZATION OR OTHER LEGAL EMTITY, YOU HAVE THE

RIGHT, POWER AND ALUTHORITY TO ENTER INTOQ THIS AGREEMENT OM BEHALF

COF LICEMSEE AMD BIMD LICENSEE TO ITS TERMS, IF LICENSEE DOES NOT AGREE
TO THE TERMS OF THIS AGREEMENT, GAMEGIZMO (HEREINAFTER. "LICENSOR")
WILL NOT AMD DOES NOT LICENSE THE SOFTWARE TO LICEMSEE AND YOU &7

(@ I accept the agreement

() I do not accept the agreement

2) Use the default installation folder, or select where to install SimTools by clicking
“Browse” and then click “Next”.

[]] setup - SimTools 2.2.5

Select Destination Location
Where should SimTools 2,2.5 be installed?

] Setup will install SimTools 2,2.5 into the following folder.

To continue, dick Mext. If you would like to select a different folder, dick Browse.

C:'Program Files (x86)\SimTools

Atleast 5.5 MB of free disk space is required.




3) Select “Full Installation” from the drop down menu and click “Next”.

[ ] Setup - SimTocls 2.2.5 (o] @ /[

Select Components
Which components should be installed?

Select the components you want to install; dear the compenents you do not want to
install, Click Next when you are ready to continue,

Full Installation -

4) Use the default Start Menu folder, or select a Start Menu folder to install the
SimTools shortcuts in by clicking “Browse” and then click “Next”.

[] Setup - SimTools 2.2.5

Select Start Menu Folder
Where should Setup place the program's shortcuts?

'_ i Setup will create the program's shortcuts in the following Start Menu folder.

To continue, dick Next. If you would like to select a different folder, dlick Browse.

SimTools Browse. ..




5) Choose to add a desktop shortcut and click “Next”.

[ Setup - SimTools 2.2.5 |

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing SimTools
2.2.5, then dick Next,

Additional shortouts:

Create a desktop shortout

6) Click “Install” when you are ready to proceed with the installation of SimTools.

[] Setup - SimTools 2.2.5

Ready to Install
Setup is now ready to begin installing SimTools 22,5 on your computer,

Click Install to continue with the installation, or dick Back if you want to review ar
change any settings.

Setup type: .
Full Installation

Selected components;
Program Files
Program Files

Additional tasks:
Additional shortcuts:
Create a desktop shortcut




7) Press finish when the installation is complete.

[ ] setup - SimTeols 2.2.5 =] = | =

Completing the SimTools 2.2.5
Setup Wizard

Setup has finished installing SimTools 2.2.5 on your computer.
The application may be launched by selecting the installed
shortouts.

Click Finish to exit Setup.

Finish

Note: A single computer installation will set the Game Engine IP address and Game
Manager IP address to the default IP address of “127.0.0.1”.



Dual Computer Installation (Advanced Setup

If this is your first time installing SimTools, please make sure you read through
Installing SimTools first. For a dual computer setup we will install SimTools on the

Gaming Computer and then again on the Second Computer. Follow the steps below to
install SimTools for a dual computer setup.

Installing SimTools on the Gaming Computer

1) Launch the SimTools installer on your Gaming Computer by double clicking the

executable you downloaded. Read through the license agreement, accept the
agreement and click “Next”.

[[7] Setup - SimTools 225 = & ==

License Agreement
Please read the following important information before continuing.

Please read the following License Agreement. You must accept the terms of this
agreement before continuing with the installation,

PLEASE READ THIS AGREEMENT CAREFULLY. BY COPYING, INSTALLING, OR -
USING ALL OR ANY PORTION OF THIS SOFTWARE, YOU (HEREINAFTER
"LICENSEE") (A) ACCEPT THIS AGREEMEMT AND AGREE THAT LICENSEE IS

LEGALLY BOUND BY ITS TERMS; AND (B) REPRESENT AND WARRANT THAT: (I)

'YOU ARE 18 YEARS OF AGE OR. OLDER,OF LEGAL AGE TC ENTER INTO A

BINDING AGREEMENT; AMD (II) IF LICENSEE IS A CORPORATION,

GOVERNMENTAL ORGANIZATION OR OTHER LEGAL ENTITY, YOU HAVE THE

RIGHT, POWER AND AUTHORITY TO ENTER INTO THIS AGREEMENT ON BEHALF

(OF LICENSEE AND BIND LICENSEE TO ITS TERMS, IF LICENSEE DOES NOT AGREE
TO THE TERMS OF THIS AGREEMENT, GAMEGIZMO (HEREIMAFTER "LICENSOR")
WILL NOT AMND DOES NOT LICEMSE THE SOFTWARE TO LICENSEE AMND YOU v

(@ I accept the agreement

() 1 do not accept the agreement

2) Use the default installation folder, or select where to install SimTools by clicking
“Browse” and then click “Next”.

[]] setup - SimTaols 22,5

Select Destination Location
Where should SimTools 2.2.5 be installed?

| Setup will install SimTools 2.2.5 into the following folder.

To continue, dick Next. If you would like to select a different folder, dick Browse.

C:\Program Files (x86)\SimTools

At least 5.5 MB of free disk space is required.




3) Select “GameManager Installation” from the drop down menu and click “Next”.

Setup - SimTools 225 == =]

Select Components
Which components should be installed?

Select the components you want to install; dear the compenents you do not want to
install, Click Next when you are ready to continue,

GameManager Installation (Gaming PC) -

4) Use the default Start Menu folder, or select a Start Menu folder to install the
SimTools shortcuts in by clicking “Browse” and then click “Next”.

Setup - SimTools 2.2.5

Select Start Menu Folder
Where should Setup place the program's shortcuts?

[ i Setup will create the program's shortcuts in the following Start Menu folder.

To continue, dick Next. If you would like to select a different folder, dlick Browse.

SimTools Browse. ..




5) Choose to add a desktop shortcut and click “Next”.

[E] Setup - SimTools 2.2.5 [=]

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing SimTools
2.2.5, then dick Mext,

Additional shortouts:

Create a desktop shortout

6) Click “Install” when you are ready to proceed with the installation of SimTools.

[] Setup - SimTools 22,5

Ready to Install
Setup is now ready to begin installing SimTools 2.2.5 on your computer,

Click Install to continue with the installation, or dick Back if you want to review ar
change any settings.

Destination location: -
C:\Program Files (x88)\5imToals

Setup type:
GameManager Installation (Gaming PC)

m

Selected components:
Program Files

Start Menu folder: £
SimTools

Additional tasks: e

4 F




7) Click “Finish” when the installation is complete.

[] Setup - SimTools 2.2.5 =] = | £

Completing the SimTools 2.2.5
@ Setup Wizard

Setup has finished installing SimTools 2.2.5 on your computer.

The application may be launched by selecting the installed
shortouts.

Click Finish to exit Setup.

Finizh

Installing SimTools on the Second Computer

1) Launch the SimTools installer on your Second Computer by double clicking the

executable you downloaded. Read through the license agreement, accept the
agreement and click “Next”.

[ Setup - SimToals 2.2.5 o] & |
License Agreement
Please read the following important information before continuing. @

Please read the following License Agreement. You must accept the terms of this
agreement before continuing with the installation.

FLEASE READ THIS AGREEMENT CAREFULLY. BY COPYING, INSTALLING, OR -
USING ALL OR. ANY PORTION OF THIS SOFTWARE, YOU (HEREINAFTER
"LICEMSEE”) (A) ACCEPT THIS AGREEMENT AMD AGREE THAT LICENSEE IS

LEGALLY BOUND BY ITS TERMS; AND (E) REPRESENT AND WARRANT THAT: (I)

YOU ARE 18 YEARS OF AGE OR OLDERfOF LEGAL AGE TO ENTER INTO A

BINDING AGREEMENT; AND (II) IF LICEMSEE IS A CORPORATION,

GOVERNMENTAL ORGAMIZATION OR OTHER LEGAL ENTITY, YOU HAVE THE

RIGHT, POWER AND AUTHORITY TO ENTER INTOQ THIS AGREEMENT OM BEHALF

OF LICEMNSEE AND BIMD LICEMSEE TO ITS TERMS. IF LICENSEE DOES NOT AGREE
TO THE TERMS OF THIS AGREEMENT, GAMEGIZMO (HEREINAFTER "LICENSOR")
WILL MOT AND DOES MOT LICENSE THE SOFTWARE TO LICEMSEE AMD YOU -

@) [ accept the agreement

I do not accept the agreement

MNext = Cancel




2) Use the default installation folder, or select where to install SimTools by clicking
“Browse” and then click “Next”.

[ Setup - SimTools 22,5 S = =]

Select Destination Location
Where should SimTools 2,2.5 be installed?

l Setup will install SimTools 2.2.5 into the following folder.

To continue, dick Next. If you would like to select a different folder, dlick Browse.

C:'\Program Files (x8&8)\5imToaols

At least 5.5 MB of free disk space is reguired.

3) Select “GameEngine Installation” from the drop down menu and click “Next”.

[]] Setup - SimTools 2.2.5

Select Components
Which components should be installed?

Select the components you want to install; dear the compenents you do not want to
install, Click Next when you are ready to continue.

GameEngine Installation (Sim Controller) -




4) Use the default Start Menu folder, or select a Start Menu folder to install the
SimTools shortcuts in by clicking “Browse” and then click “Next”.

[ ] setup - SimTeols 2.2.5 =] @ |5
Select Start Menu Folder
Where should Setup place the program’s shortcuts?

E i Setup will create the program's shortouts in the following Start Menu folder,

To continue, dick Next. If you would like to select a different folder, dick Browse.

SimTools Browse...

5) Choose to add a desktop shortcut and click “Next”.

[]] Setup - SimTools 2.2.5

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing SimTools
2.2.5, then dick Mext,

Additional shortouts:

Create a desktop shortout




6) Click “Install” when you are ready to proceed with the installation of SimTools.

D Setup - SimTools 2.2.5 =

Ready to Install
Setup is now ready to begin installing SimTools 2.2.5 on your computer.

Click Install to continue with the installation, or dick Back if you want to review or
change any settings.

Destination location: -
C:'Program Files (x86)\SimTools

Setup type:
GameEngine Installation (Sim Controller)

m

Selected components:
Proaram Files

Start Menu folder:
SimTools

Additional tasks:

Fi

| < Back Install Cancel

7) Click “Finish” when the installation is complete.

[ ] setup - SimTools 2.2.5 =] @ | 22

Completing the SimTools 2.2.5
Setup Wizard

&

Setup has finished installing SimTools 2. 2,5 on your computer,
The application may be launched by selecting the installed
shartcuts.

Click Finish to exit Setup.

Finish

15



8) Next, we need to let Game Engine know where Game Manager is on your network.
Open Game Manager on your Gaming Computer and click “Tools”. The IP address
of the Game Manager is displayed as seen in the image below.

On

SimTools - Game Manager

Paiched T | %

Odd

Connected|

Game Selection

Live for Speed -

Profile Selection

I 192.168:1.106
Game Manager:Tools

Start with|Windows

Profile Installer.
Engine IP

Profiles

9) Open Game Engine on your Second Computer and click “Tools” and then click

“‘Manager IP”. Update the Game Manager IP setting to reflect your Game Manager’s
IP address.

@ SimTools - Game Engine

Start with Windows

Game Engine Tools

o B IP Setting

IP Setiing (Game Manager)

1086|
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10)Finally, we need to let Game Manager know where Game Engine is on your

network. Open Game Engine and click “Tools”. The IP address of Game Engine is
displayed as seen in the image below.

@ SimTools - Game Engine

Start with Windows

Game Engine Tools

Engine Settings Mae/Min Settings

Set Priority
Manager IP Tuning Center

Cther Tools Preset Management

Preset Installer
Clear Your Home Pic J
Vanage Quik ks

SimTools - Game Manager Patched C3 | %

Odd

Connected|

Game Selection
Live for Speed -

Profile Selection

P 192.168.1:106
Game Manager.Tools

Start with Windows

Profile Installer.

_coee SRS
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12)A window will appear that says: “Already patched games may need to be Re-
Patched after an IP change. Should a game stop working, Un-Patch and then Re-
Patch the game.” Click “OK”.

IP Change Warning =
I.-/"_"\-.I Already patched games may need to be Re-Patched after an IP change.
"W Should a game stop working, Un-Patch and then Re-Patch the game.

13)Enter the IP address of Game Engine and click “Save”.

© IP Setting

IP Setting (Game Engine)

Once the IP addresses are properly configured, your dual computer setup of SimTools
is complete!

Note: Game plugins need to be installed on both computers for a dual computer setup
of SimTools. Interface and axis assignment plugins only need to be installed on the
Second Computer.

Back to Table of Contents
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SimTools Registration

SimTools will run in “Demo” mode until a valid license has been registered.

The plugin for Live for Speed is fully operational for testing while SimTools is in demo
mode. (The demo of Live for Speed will work for testing SimTools too.) You can find
more information and download Live for Speed at https://www.Ifs.net/

You can learn more about the different SimTools licenses and prices at
https://simtools.us/license/

Here is a step by step on how to register SimTools v2.

1) Launch “SimTools Registration”. This should be in the Start Menu shortcuts folder
you created during installation. You can find the default location by navigating to
Start = All Programs = SimTools = SimTools Registration.

. SimTools
@ SimTools GameEngine
E] SimTools GameManager

M| oo gintloca

Control Panel

Devices and Printers

Default Programs

1 Back Help and Support

[Seomrpegramondriee ) NN

2) Enter the email address you purchased your license with into the Email Address text
box.

@ simTools - Registration

SimTools v2.0 Professional License Found

Email Address
Dustin@SimTools. us

License Key

19
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3) Enter the license you received into the License Key text box.

@ simTools - Registration

SimTools v2.0 Professional License Found

Email Address

Dustin@SimTools us

License Key

5id FAKE 8573 KEY 420

4) Click “Activate License” to activate your license.

@ simTools - Registration

SimTools v2.0 Professional License Found

Email Address

Dustin@SimTools.us

License Key
5td_FAKE_8573_KEY_420

o e

A message will appear confirming your license has been activated.

Ir"F-'\-I Your SimTools v2.0 Entertainment License has been Activated!
W' Thank You for your Support!

20



You can also check to see if your license is valid by clicking “Check License”.

@ simTools - Registration

SimTools v2.0 Professional License Found

Email Address

Dustin@SimTools.us

License Key
5td_FAKE_8573_KEY_420

Back to Table of Contents
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Game Engine is a system-tray application with access to the tools needed to configure
many different types of motion simulators. Game Engine can control a large number of
hardware interfaces and can be configured to almost any type of build you can think of.

Game Engine must be running in the system-tray during game play to allow SimTools to
communicate with the devices you have configured. You can still play a game after it is
patched for motion output without your simulator. Simply exit Game Engine from the
system-tray before you launch the game.

Game Engine needs to be installed on the computer that is connected to your motion
simulator even if you are installing a dual computer setup for SimTools. (Note: If you are
configuring a dual computer setup, please see the dual computer setup guide for more
information.)

Back to Table of Contents
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Game Engine GUI Overview

Here is a quick breakdown of the GUI layout in Game Engine.

Main Menu — This is Game Engine’s main menu. (We will go into more detail on these
items later in the manual.)

@ simTools - Game Engine

Double Click to Set Picture
(600 x 400)

Back to Table of Contents
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Game Engine GUI Status

Game Engine has three different modes that it can be in. The three different modes can
be identified by the connection status as follows:

e Not Connected — (Red) identifies that Game Engine is not connected to Game
Manager. This usually means that Game Manager is not running. Once you start
Game Manager, Game Engine and Game Manager should automatically connect.

@ SimTools - Game Engine

e Connected — (Green) identifies that we are connected to Game Manager and we
are ready for action.

o Game Running — (Blue) identifies Game Engine has detected a patched game has
started. Correctly configured SimTools modules and any associated hardware will
start at this time. Notice Axis Assignments and Interface Settings change to blue.
This means they are locked and cannot be modified while a game is running.

@ SimTools - Game Engine

Axis
Assignments

Double Click to Set Picture
(600 x 400)

These three color coded indicator modes can help you quickly identify the current status
of SimTools.

Back to Table of Contents
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Home — The Home tab is displayed by default when you launch Game Engine. You can
add a picture by simply double-clicking the picture area shown below and selecting a
“.jpg” from your computer.

@ simTools - Game Engine

Double Click to Set Picture

(600 x 400)

This is a great place to display your wiring diagram during setup, or to display a picture
of your simulator once completed.

@ simTools - Game Engine

(Note: The home picture can be removed in the tools menu - see Clear Your Home
Pic)

Back to Table of Contents
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Conventions for Game Plugins

Pitch is the tilt of the vehicle forwards or backwards in degrees [°]
Roll is how much the vehicle is dipped to the left or right in degrees [°]
Yaw is the heading of the vehicle (north, east, south, west) in degrees [°]

Surge means the acceleration of the vehicle in longitudinal direction in g-force [g]
Sway means the acceleration of the vehicle in lateral direction in g-force [g]
Heave means the acceleration up and down in g-force [g]

8z
Heave

Back to Table of Contents
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Axis Assignments

Axis Assignments — The Axis Assignments tab is where you configure the output from
any game into logical motion for your simulator. The (a) Axis Assignments and (b) Axis
Assignments pages each have six axes that can be configured. There are a total of 12
axes that can be configured as needed for your simulator. (Note: Most simulators will
only use (a) Axis Assignments. You cannot modify options on these pages until you
select an axis type.)

@ simTools - Game Engine

{a ) Axis Assignments { b ) Axis Assignments

Game List Axis Type

Default

Axis Type — Select an axis type from the drop down menu shown in the picture below.
The options below will be present with any axis type you select.

() 00 ame gine [%]

{a ) Axis Assignments { b ) Axis Assignments Auis Limiting

Home

Game List Axis Type

Axis Plugin By - yobuddy

Assignments
DOF 1 DOF 2 DOF 3

Dir Force % Dir Force % Dir Force %

Intarface Axista | [ EEEEEEI BN () CHNENEED ONNED (1 CNEENE] OANE)
. Axis2a D-- D-- D--
Axis3a | [ NEENEI NI () CHNEEED NNEY (NI )
e Axisda | [ EHEENE NI (' CHNNNED NS (1 CNEENE] OHNEY
Assa [ NN BN () CHNENNED BNNED (1 CNEENEY OANEY
Axiséa | [ EHENNEI BN [ CNNNNNED CNEED (1 CNEEE] OEEE)

Tools

Game List — This is the list of installed game plugins that can be configured including a
default profile.

@ 00 B T x
(a ) Axs Assignments (b ) Axis Assignments Axis Limiting
Home
Game List Axis Type
Defat || Load Defaut Genenc 20 Basc -
Defauk
T DIRT Raly - Plugin By - yobuddy
Assignments Live for Speed

27



Load Default — Loads the default profile to the current game plugin selected in the
Game List drop down menu.

() 00 ame gine n

{ a ) Axis Assignments {b ) Axis Assignments Auis Limiting

Extral - Traction Loss Extra2 - NotUsed Extrad - NotUsed
Game List x ; Axis Type
Live for Speed + | Load Default || Reset Generic 20 Basic

) 00 ame gine [x]

{ a ) Axis Assignments {b ) Axis Assignments Auis Limiting

Extral - Traction Loss Extra2 - NotUsed Extrad - NotUsed
Game List . Axis Type

Live for Speed ~ § Load Default Presets Generic 20 Basic

Presets — This button opens a panel that allows you to create or load presets for the
currently selected game plugin listed in the Game List drop down menu.

) 00 ame gine [x]

{ a ) Axis Assignments {b ) Axis Assignments Auis Limiting

Extral - Traction Loss Extra2 - NotUsed Extrad - NotUsed
Game List . Axis Type

Live for Speed ~ § Load Default Generic 20 Basic

Select “Load a Preset” to choose from a list of presets, or click “Create a Preset” to
name the preset you are creating.

@ Axis Assignment - Presets

Load a Preset Create a Preset

O T

Each axis type listed in this section builds upon itself. Generic 2D Standard includes all
the functions of Generic 2D Basic and Generic 2D Advanced includes all the functions
of Generic 2D Standard. We will go through and explain what each setting does and
show with examples how to configure each one.

Back to Table of Contents
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Generic 2D Basic

The “Generic 2D Basic” axis type allows you to configure a combination of forces for
each axis in order to produce sensible motion for your simulator. It is always a good
idea to configure the “Default” profile first, because these settings will be copied to any
newly installed game plugin as a starting point.

() 00

Home

Axis
Assignments

{a ) Axis Assignments {b ) Ads Assignments Axis Limiting

Game List Axis Type

Plugin By - yobuddy

Dir — This is the direction the forces will be applied. Check this to change the direction
of motion to the opposite direction for each DOF (degree of force).

Axis
Assignments

Interface
Settings

* | Load Default Generic 2D Basic

Plugin By - yobuddy

DOF 1 DOF 2 DOF 3

Dirll Force % Dir || Force % Dirl| Force %

= - -jm -] -jim -]
m - -im -] -jjm -]

Axis1a

Axis2a

Force — This is the source of the input for this DOF setting.

Axis
Assignments

Interface
Settings

Output
Testing

~ | Load Default Generic 2D Basic

Plugin By - yobuddy

DOF 1 DOF 2

Axis1a
Axis2a
Axis3a
Axisda

Axis5a

% Difl Force %

C S
C S
C S I
C S
[ S 3R

DOF 3

Dii| Force %

CTEEI )
CHEE )
.- - -
RS )
[ BRI I

% (Percent) — This is the amount of the selected force that will be combined into the
final output for this axis.

+ | Load Default Generic 2D Basic

Axiz Plugin By - yobuddy
Assignmenis
Save DOF 1 DOF 2 DOF 3
Dir Force % Dir Force % Dir Force % |
o Adsta | O RS EEES (ORI R (IR TR
Settings

Axis2a

ml___ - -gml - -gm - -
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Save - Click “Save” to save the current axis assignments for the selected game plugin
listed in the Game List drop down menu. These settings will be used the next time this
game is launched.

@ SimTools - Game Engine rro 1[X]

Extral - Traction Loss ExtraZ - NotLised Extra3 - NotUsed
Game List Axis Type

DiRT Rally + | Load Defautt Generic 2D Basic -

Plugin By - yobuddy

DOF 1 DOF 2 DOF 3

Dir Force % Dir Force % Dir Force %

Axista | (1 EEEEIENIR] [ ETSNNE] CIEY (1 NN BRI
Axis2a | W EETEEIENIE] (ETENEEY CNEY (1 ENEENEI BEEEI

Example

This simulator uses two motors to power the chair from the rear corners. It will provide
for a 2 DOF simulator including roll (leaning side to side) and pitch (leaning front to
back). Each motor gets assigned half of its total movement for roll and half of its total
movement for pitch. There are many examples on YouTube of this kind of simulator
build. Simply search on YouTube for SimforceGT.

Wiper Motor

The picture below shows the axis assignment needed to move the example simulator
pictured above.

Axis1a is assigned to sway at 50% and surge at 50%. Axis2a is assigned to sway at
50% with the “Dir” option selected to reverses output and surge at 50%.
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Half of each axis will respond to roll with the axes responding in opposite directions to
one another. This gives us our roll output by moving our example simulator from side to
side.

The other half of each axis will respond to pitch with the axes responding in unison to
one another. This gives us our pitch output by tipping the example simulator forward
and back.

L) 00 ame gine [x]

{ a ) Axis Assignments (b ) Axis Assignments Axis Limiting

Home

Game List Axis Type

Axis Plugin By - yobuddy

Assignments
Save DOF 1 DOF 2 DOF 3

Dir Force % Dir Force % Dir Force %

s Axisla D D D
—— Axis2a |:| D D
Axis3a D D D
?;:E:g Axisda D D D
Axis5a D D D
Axis6a D D D
PO R IR

Tools

Example

This simulator uses two motors to power the motion simulator; one in the rear and one
on the side. It will provide for a 2 DOF simulator including roll (leaning side to side) and
pitch (leaning front to back).

Wiper Motor

//
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The picture below shows the axis assignment needed to move the example simulator
pictured above.

Axis1a is assigned to roll at 100%. Axis2a is assigned to pitch at 100%. Each axis is
only responsible for one force, so we suggest using the entire axis available for each
one.

() 00 ame gine [%]
{ a ) Axis Assignments (b } Axis Assignments Axis Limiting
Home
Game List Axis Type
Axis Plugin By - yobuddy

Assignments
Save DOF 1 DOF 2 DOF 3

Dir Force % Dir Force % Dir Force %

Indorface Axista | [ CETE I OO B ENE E
— Axisza | [N OIS () CONE EEY (NI N
Axisza | [ ECH C () O EEY N

Testing Axisda m-__ |
mnss | O : C -
avissn | (N ) N S ) S
Tools
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Generic 2D Standard

The Generic 2D Standard axis type builds upon the Generic 2D Basic axis type adding
independent filtering for each of the settings.

() o0 ame gine n

{ a ) Axis Assignments { b ) Axis Assignments Auis Limiting

Extral - Traction Loss ExtraZ - NotLised Extra3 - NotUsed
Game List Axis Type

Live for Speed + | Load Defaul Generic 2D Standard ~

Axis Plugin By - yobuddy

Assignments
DOF 1 DOF 2 DOF 3

Dir Force % FIt Dir Force % Fit Dir Force % Fit

Interface adsta CJHENRIGERIE ORISR G (ORI G0

L .

FIt — Click the “FIt” button next to any of the settings.

DOF 1 DOF 2 DOF 3

Dir Force % Fit Dir Force % Fit Dir Force Y% Fit

m- -] -F@w -] s -] -

You will be presented with the following filter options.

() 00 ame gine n
{ a ) Axis Assignments (b )} Axis Assignments Axis Limiting
o Extral - Traction Loss xtraZ - NotUsec Extrad - NotLs
Game List Axis Type
Live for Speed ~ | Load Default Generic 20 Standard
her Plugin By - yobuddy
Assignments
Interface
Settings
Output
Testing
Tools
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Smoothing — Is needed when you are experiencing a jumpy DOF input.

100
DeadZone Off
Off
Off
Off

v W w w

cjejeje)e

~ ~ ~ ~ ~

Clir — Clicking this button will turn off the filter.

El

Dead Zone - Is for setting a dead zone around the center of the axis. You can eliminate
any small twitches you feel from a particular game. For example, say your Max and Min
settings in the tuning center are set to Max 10 and Min -10. If you do not want to feel the
jittery motion between Max 3 and Min -3, then you can set a percent to represent these
values and remove them. This will result in a dead zone on the center of your axis
movements.

Oft

Off
Off
Off

v v W w

cjejefeie

ES ~ ~ ~ ~

Boundary - Is to make sure the single DOF does not use more than X amount of the
available axis. This allows you have a very sensitive axis while still making sure it does
not take over the whole axis and leaves room for other DOFs.

Off
DeadZone Off
100
Off
Off

~ -~ ~ ~ ~

(3 (3[4 (4] 3
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Traction Loss — This is where you feel the back end slide out when you go around a
corner too fast. If your simulator is not homing (re-centering) fast enough after a
movement, increase this value. The Traction Loss filter and the Washout filter cannot be
used at the same time. You can only use one or the other.

/ Editing - Axis1 DOF1

Biltar %o — Amount of Filter to Use —

Smoothing

DeadZone

Boundary

Traction Loss <

> |\
wasnout IS ORI - N (%)

Washout — This is how fast you try to return to zero after a movement has occurred. If

your simulator is not homing (re-centering) fast enough after a movement, increase this
value. The Washout filter and the Traction Loss filter cannot be used at the same time.

You can only use one or the other.

00 g Off |« >
DeadZone off |« >
Bounda off |« >

onLo Off |« >
o 100 |« > 100

Cjejeje e

(Washout) Gain — This is how much you will react to changes in the input from the
game. If your simulator is not moving enough from the output from the game, increase
this value. Gain can only be adjusted if you are using the Washout filter.

/ Editing - Axis1 DOF1

Biltar %o — Amount of Filter to Use —

Smoothing

DeadZone

Boundary

Traction Loss

Washout

The Washout filter is particularly needed when your DOF input fails to return to center
after the force is applied to the axis.
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Example

When a car's rear end slides out, the axis is left in a non centered position. If the car
needs to slide out in the same direction again, there would be no room left for the
needed travel. We use a washout filter to slowly move the axis back to center without
the rider's knowledge of it occurring to overcome these circumstances. A gain of one or
above must be used for the washout system to be considered active. A setting of 50%
for both gain and return is a good place to start for any game.

Back to Table of Contents

36



Generic 2D Advanced

The Generic 2D Advanced axis type builds upon the Generic 2D Standard type by
adding a new filter and settings for rotational to linear output correction.

(=) 00 ame gine [x]
{ a ) Axis Assignments { b ) Axis Assignments Auis Limiting
Hlome Extral - Traction Loss ExtraZ - NotLised Extra3 - NotUsed
Game List Axis Type
Live for Speed + § Load Default Generic 2D Advanced hd
Axis Plugin By - yobuddy
Assignments
DOF 1 DOF 2 DOF 3
Out Ty
Dir Force % FIt Dir Force % FIt Dir Force %
Interface Axis1a —

Anti RollOver — Click any of the “FIt” buttons to access the Anti RollOver setting for
that axis and DOF. This setting returns the output value to zero when the input is at its
max or min setting. For Instance, if we had a Max and a Min of 180°/-180° for an input
and this setting was on, any values after 90° start counting back to zero. Making an
input of 100° = 80°, 120° = 60°, and 180° = 0°. The same thing happens for the negative
values also meaning that a -180° = 0°. (Note: This setting is only intended for the Roll
and Pitch inputs from a game.)

(o) 00 ame gine [x]
{ a ) Axis Assignments (b ) Axis Assignments Axis Limiting
FEmE Extral - Traction Loss ExtraZ - NotUsed Extra3 - NotUsed
Game List Axis Type
Live for Speed ~ | Load Default Generic 20 Advanced w
e Plugin By - yobuddy

Assignments

Anti RollO
# Editing - Axis1 DOF1 nti RollOver [l

Interface AL % - Amount of Filter to Use —

e
— Smoothing

When Anti RollOver is selected, the Flt will turn orange as seen in the image below.

DOF 1

Dir Force % Flt

m ] =
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Out Type — You can get much better linearity from rotational connected equipment by
using the rotational to linear output correction system. Click the “Out Type” button as
seen in the image below to access these settings.

(a ) Axis Assignments { b ) Axis Assignments

Axis Limiting

Home

Axis
Assignments

Game List

Save

DOF 1 DOF 2

Dir Force % Fit Dir Force %

Axis Type

Generic 20 Advanced b

Plugin By - yobuddy

DOF 3

Flt Dir Force % Fit

Output Type — This setting lets you select the output type you want for your axis. Linear
output type is the default output type for SimTools and it can be selected here.
Rotational output type can also be selected in order to make a rotational setup have a
more linear output. (Note: The Total Degrees used for Axis should be set when using

the rotational output type.)

(=) 00

(a ) Auis Assignments { b ) Axis Assignments

Auig Limiting

Axis
Assignments

Interface
Settings

Game List

Axis1a

Output Type

Degrees

® Linear © Rotational

Total Degrees used for Axis

Axis Type

Generic 2D Advanced hd

Plugin By - yobuddy

Axis2a H|® Linear © Rotational

Axis3a © Linear @ Rotational §

Total Degrees used for Axis — This is the total travel distance you have for the axis. In
most cases the travel arm can swing 90° up to the sky and -90° down to the floor
resulting in a setting of 180°. Be sure to also deduct any axis limiting you may be using
from the axis. (Note: This setting is only available when Rotational Output Type is

selected.)

{ a ) Axis Assignmenis { b ) Axis Assignments

Axis Limiting

Home

Axis
A==ignmeni=

Interface
Settings

Game List

Axis Type

Axisla

Output Type

@ Linear © Rotational

Plugin By - yobuddy

Degrees  Total Degrees used for Axis

Axis2a @ Linear © Ratational .

Axisda © Linear @ Rotational

Back to Table of Contents
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Axis Limiting — The Axis Limiting page will let you select the total percentage of an axis
to use. This can be very helpful when you are worried your axis may hit its end limits.
For example, setting the axis limiter to 90% will provide a 5% safety gap at each end of
the axis. This means 10% of the axis will not be used. No clipping will occur from

limiting an axis, because the output is remapped over the usable range.

() 00 d = dine ﬂ
{ a ) Axis Assignments (b ) Ads Assignments Axis Limiting
Home
Axis Selection
Axis
Assignments
Axis1a
Interface L
et Axis2a
Axis3a
Output Axisda
Testing s
Axis5a
Axis6a
Tools

You can also use this limiter to adjust for the amount of output you desire for a given
simulator. For example, you can limit a 270° potentiometer to 180° of output, but this
comes at a cost in resolution. Therefore, when possible potentiometer scaling should be
done in the hardware you selected to run your simulator.

Axis Selection — Lets you select the (a) or (b) Axis Assignments axes for Limiting.

() 00 ame gine [x]
(a ) Auis Assignments { b ) Axis Assignments Axis Limiting
Home a
Axis Selection
Axis

Reset All — Clears the form and sets all axes for the currently selected Axis Selection to
100%. (Default Value)

(=) Q0 ame gine n
(a ) Auis Assignments { b ) Axis Assignments Axis Limiting
Home a
Axis Selection
Axiz :
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Save Settings — Saves the current selected settings.

(=) 00 ame gine [x]

(a ) Axis Assignments { b ) Axis Assignments Axis Limiting

Home

Axis Selection

YeTr——

Axiz

% (Percent) — This is the amount of axis to use as a percentage. This value changes
when you move the Amount of Axis to Use slider bar.

- Amount of Axis to Use -— clr

% =
Axista (T <)

Amount of Axis to Use — You can move the slider bar to adjust the amount of axis to
use as a percentage. Axes are displayed in order from one to six.

- Amount of Axis to Use --—

clr — Click the “cIr” button to reset the Amount of Axis to Use to the default value 100%.

% - Amount of Axis to Use -—— clr

Back to Table of Contents
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Interface Settings

The Interface Settings tab is where you can assign Axis Assignments to hardware
connected to the computer. You can have up to six interfaces running hardware at the
same time. (Although most people will only need one or two)

@ SimTools - Game Engine pro ]

ot | it | toes | itocnt | toces | ot |
1

Presets Interface Type

O T

SimTools provides the following interfaces to be used with different hardware you might
want to run with your simulator.

If the provided interfaces do not run the hardware you have, or you wish to build your
own custom hardware for your project; you can learn about building a custom interface
plugin with the SimTools Interface API here:

https://lwww.xsimulator.net/community/threads/how-to-write-an-interface-plugin-
for-simtools-2-0-api-documentation.8813/

We will go over all of the interfaces provided with SimTools below. Please note that
since anyone can build and share an interface plugin for SimTools, there may be more
interface plugins posted that SimTools can use to connect to different types of
equipment. You can look for more interface plugins for SimTools by looking in the
interface plugin section on XSimulator.net found here:

https://www.xsimulator.net/community/marketplace/categories/interface-
plugins.35/

The following settings and selections will be available for all interface type: (Note:
Interface Type needs to be selected before anything on the page is accessible.)
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Presets — You can select any presets you have available.

@ SimTools - Game Engine

Presets Interface Type

N ceseree ] e

Create Preset — You can configure the settings for any interface type and save them as
a preset to be used later.

1 Interface2 Interface3 Interface4 Interface5 Interface6

Presets Interface Type

O s T E—

Reset — Clears the form and deletes any saved settings for the current selected
interface.

1 Interface2 Interface3 Interface4 Interfaceb Interfacet

Presets Interface Type

N T aT EE—

Presets Interface Type

S TN TN ceee——"

Back to Table of Contents
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Serial Interface

Serial — This Interface can be configured for many types of interfaces on the market
where a serial connection is required. It can be configured to work with many interfaces
whether they are a DIY solution or off the shelf part like an Arduino.

() 00 aine n
L Lt Interface3 Interface4 Interface5 Interface6
Home
Presets Interface Type
E— o —
Axis :
Assignments Plugin By - yobuddy

Serial Output

ComPort BitsPerS Data Bits Parity
Interface PR FRNNE) [N [N _—

Settings
Output - Bit Range - Qutput - Type @ Binary @ Decimal @ Hex
Output = 5. L

Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

Serial Output

ComPort BitsPerSec Data Bits Parity Stop Bits

ComPort BitsPerSec Data Bits Stop Bits

BitsPerSec — Select the speed that the interface runs at. This is frequently set to
“115200” bits per second.

Serial Output

ComPort BitsPerSec Stop Bits
PR er— - - —
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DataBits — Select the number of data bits in each character. This is frequently set to “8”
bits.

Parity — Select a parity bit. This is a method of detecting errors in data transmission and
is frequently set to "None".

StopBits — Select the number of bits that will allow the hardware to detect the end of a
character. This is frequently set to "1" bit.

Output - Bit Range — Select the number of bits the interface is expecting when setting a
new target point. Most interfaces at this time use 8 bit or 0 to 255. The Output - Bits
settings allows for interface target points to be from 8 to 32 bits.

Output - Bit Range - Output - Type @ Binary @ Decimal @ Hex

Output - Type — Select the format in which the new target points are presented to the
interface. (Note: More information on Output - Type can be found in Appendix A of this
manual.)

Output - Bit Range - Output - Type@ Binary @ Decimal @ HexH

Startup - Output — You may use <x> anywhere in the output string (where x =0
through 255) to send an ASCII char for the value of <x>. Other than that, what you type
here is exactly what is sent to the controller. This area can be left blank if no commands
are needed before Interface output begins.
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HW Start - The number of milliseconds after the Startup output has been sent to
continue with Interface Output. This selection is not needed if Startup Output is not
used.

Interface - Output — This is where you enter user formatted output. You are able to
define a formatted output string of what the output will consist of. You can use the
following to get any of the axis values: <Axis1a>, <Axis2a>, <Axis3a>, <Axis4a>,
<Axisba>, <Axis6a>, <Axis1b>, <Axis2b>, <Axis3b>, <Axis4b>, <AxisSb>, <Axis6b>
anywhere in the output string you want. You can also use <x> anywhere in the output
string (where x = 0 through 255) to send an ASCII char for the value of <x>.

Shutdown - Output — You may use <x> anywhere in the output string (where x =0
through 255) to send an ASCII char for the value of <x>. Other than that, what you type
here is exactly what is sent to the controller. This area can be left blank if no commands
are needed after Interface output shuts down.

HW Stop — Select the number of milliseconds after the Interface Output stops to
continue with Shutdown Output. This selection is not needed if Shutdown Output is not
used.

s Output Rate
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Example

In the picture below you can see that we use "<Axis1a><Axis2a>e" as the string for our
Interface - Output. We have “Binary” selected for Output - Type and “8” bit selected for
Output - Bit Range. We can expect our output to look like "cde" when Axis1a = 99 and
Axis2a = 100. Remember Binary = one character between 0 and 255. When the
interface receives this string "cde" it recognizes the "c" as 99 and the "d" as 100. Then
finds the trailing "e", which for this example tells the interface it is a valid update.

Serial Output

ComPaort BitsPerSec [iata Bits Stop Bits
I O  ro—

Output - Bit Range _ Output - Type & Binary @ Decimal @ Hex

Irterface - Cutput “hxizlar<hxizare -, Output Hate

More information on User Formatted Output can be found in Appendix B of this
manual.

Back to Table of Contents
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Network Interface

Network — This interface can be configured for many types of interfaces on the market
where a UDP connection is required.

() 00 gine H
1 2 Ir 3 Interfaceb Interfacet
Home
Presets Interface Type
] Cedefres
Axis 3
Assignments Plugin By - yobuddy
IP Address Port
o T T KR
Settings

Output - Bit Range - Qutput - Type @ Binary @ Decimal @ Hex

Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

Metworls Output

eascess ([ O N -

IP Address — Enter the IP address of the target device you are trying to send the data

to.

Network Output

Port — Enter the port of the target device you are trying to send the data to.

IP Address - - - - Port _
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Output - Bit Range — Select the number of bits the interface is expecting when setting a
new target point. Most interfaces at this time use 8 bit or 0 to 255. The Output - Bits
settings allows for interface target points to be from 8 to 32 bits.

Output - Bt Range - Output - Type @ Binary @ Decimal @ Hex

Output - Type — Select the format in which the new target points are presented to the
interface. (Note: More information on Output - Type can be found in Appendix A of this
manual.)

Cutput - Bit Range - Output - Typel|@ Binary @ Decimal @ Hex

Startup - Output — You may use <x> anywhere in the output string (where x =0
through 255) to send an ASCII char for the value of <x>. Other than that, what you type
here is exactly what is sent to the controller. This area can be left blank if no commands
are needed before Interface output begins.

Sarvp -Oupt | R . '/ Sia

HW Start - The number of milliseconds after the Startup output has been sent to
continue with Interface Output. This selection is not needed if Startup Output is not
used.

Interface - Output — This is where you enter user formatted output. You are able to
define a formatted output string of what the output will consist of. You can use the
following to get any of the axis values: <Axis1a>, <Axis2a>, <Axis3a>, <Axis4a>,
<Axisba>, <Axisb6a>, <Axis1b>, <Axis2b>, <Axis3b>, <Axis4b>, <Axisbb>, <Axis6b>
anywhere in the output string you want. You can also use <x> anywhere in the output
string (where x = 0 through 255) to send an ASCII char for the value of <x>.

< HW Start

¢ Cutput Rate
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Output Rate — Select how often to send Interface Output data in milliseconds.

Shutdown - Output — You may use <x> anywhere in the output string (where x =0
through 255) to send an ASCII char for the value of <x>. Other than that, what you type
here is exactly what is sent to the controller. This area can be left blank if no commands
are needed after Interface output shuts down.

i -Output | -m HW Stop

HW Stop — Select the number of milliseconds after the Interface output Stops to
continue with Shutdown Output. This selection is not needed if Shutdown Output is not
used.
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Example

In the picture below you can see that we use "<Axis1a><Axis2a>e" as the string for our
Interface - Output. We have “Binary” selected for Output - Type and “8” bit selected for
Output - Bit Range. We can expect our output to look like "cde" when Axis1a = 99 and
Axis2a = 100. Remember Binary = one character between 0 and 255. When the
interface receives this string "cde" it recognizes the "c" as 99 and the "d" as 100. Then
finds the trailing "e", which for this example tells the interface it is a valid update.

Metworls Output

Output - Bt Range _ Output - Type & Binary @ Decimal @ Hex

Inteface - Output shxislar<hxisZare K. Cutput Hate

More information on User Formatted Output can be found in Appendix B of this
manual.

Back to Table of Contents
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Memory Map Interface

Memory Map — This interface can be configured to place a string in memory that
contains all 12 of the axis outputs from SimTools. The output placed in memory will be
located at the Memory Mapped Name configured below.

() Q0 ame gine n
1 2 9 Ly Ei L
Home
Presets Interface Type
—
Axis
= Plugin By - yobuddy
Assignments MemMap Output
Interface
Settings
QOutput - Bit Range - Output - Type @ Binary @ Decimal @ Hex
Output _
Testing Memory Mapped Name Outputt Rate
_ - ms
Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

Output - Bit Range — Select the number of bits the interface is expecting when setting a
new target point. Most interfaces at this time use 8 bit or 0 to 255. The Output - Bits
settings allows for interface target points to be from 8 to 32 bits.

Cutput - Bt Range - Output - Type @ Binary @ Decimal @ Hex

Output - Type — Select the format in which the new target points are presented to the
interface. (Note: More information on Output - Type can be found in Appendix A of this
manual.)

Output - Bt Range - Output - Typel@® Binary @ Decimal @ Hex
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Memory Mapped Name — The name of the Memory Mapped file in memory.

Memary Mapped Mame Output Rate

C . .

Output Rate — How often to send Interface Output data in milliseconds.

Memory Mapped Mame Output Rate

- .

Back to Table of Contents
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SCN Interface

SCN - This interface can be configured to drive two SCN actuators. All of the SCN
actuators we have seen come from the factory with the ID = 0. If you change an
actuator to be ID = 1 with the manufacturers provided tools, you can drive two SCN
actuators per SimTools interface.

() 00 aine “
L Interface2 Interface3 Interfaced Interfaces interface6
Home
Presets Interface Type
Axis :
Assignments Plugin By - yobuddy
orts H1 thru H#9 are cume ) Pesigned fuis 1D =0
g [P—)
Settings Pl > "
Lomtar Output Rate Assigned fwis ID =1
Qutput
Testing
Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

SCN Output

el ators. g s
Save ComPorts #1 thru #5 are cumently working. smed A DD

Assigned Axis ID = 0 — Select the output axis you want to tie to the actuator that has
its ID equal to zero.

Assigned s ID =0

ComPort — Select the COM port the interface is connected to.

Comiod Ahinct firte Assigned Ais 1D = 1

B I -
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Output Rate — Select how often to send interface output data in milliseconds.

ComPort COutput Rate

Assigned Az |D =1

Assigned Axis ID = 1 — Select the output axis you want to tie to the actuator that has
its ID equal to one.

ComFPort Output Rate Assigned Auxis |0 =1

GRS ] -

Speed - The top speed of the actuator, how quickly we try to follow our set target.

Back to Table of Contents
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HyperAxis Interface

HyperAXIS — This interface is for fixed length HyperAXIS 100mm actuators. This
Interface can be configured to drive up two HyperAXIS actuators. All of the HyperAXIS
actuators we have seen come from the factory with the ID = 0. If you change an
actuators ID = 1 with the manufacturers provided tools, you can drive two HyperAXIS
actuators per SimTools interface.

() ale gine H
1 Interface2 Interface3 Interface4 Interfaceb Interface6
Home
Presets Interface Type
O FoperXs :
Axis
% Plugin By - yobuddy
A=Siopmeats HyperAXIS O
signed for Hyperfo X ators. Assigned fods 1D =0
Inerface D
Settings L
Output Rate Assigned fuxis 1D =1
Output 5
o O (.
o
Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

Assigned Ads D=0

Assigned Axis ID = 0 — Select the output axis you want to tie to the actuator that has
its ID equal to zero.

ComPort — Select the COM port the interface is connected to.

ComPor Output Rate Assigned Az D =1

e L -
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Output Rate — Select how often to send interface output data in milliseconds.

ComPort COutput Rate

Assigned Az |D =1

Assigned Axis ID = 1 — Select the output axis you want to tie to the actuator that has
its ID equal to one.

ComFPort Output Rate Assigned Auxis |0 =1

GRS ] -

Speed - The top speed of the actuator, how quickly we try to follow our set target.

Back to Table of Contents
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JRK Interface

JRK — This Interface can be configured to run many of the JRK line of motor
driver/controllers. SimTools versions above v2.2.5 will also run the new G2 line of motor
driver/controllers from this manufacturer.

(=) 00 gine H
1 2 3
Home
Presets Interface Type
—|
Axis
i Plugin By - yobuddy
Assignments JRK Output
Interface
Settings
Numbe: Assigned s Output Rate
-] -] BN
Output
Testing
Tools

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

Device Number — Select the device number of an attached JRK device. (Note: JRK’s
will be listed in the dropdown box for easy user selection)

Device Number Assigned fuds Dutput Rate

Assigned Axis — Select the output axis you want to tie to your equipment.

Device Number Assigned fods Output Rate

Output Rate — Select how often to send interface output data in milliseconds.

Device Number Assigned fuds Output Rate

) S —

Back to Table of Contents
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The AMC universal Interface is designed to run all of Thanos’s AMC interfaces.
Depending on the “AMC — Interface Type” you select, the number of “Output Axis
Settings” that are available will be configurable.

() 00 gine H
1 2 3 e L =
Home
Presets Interface Type
Axis 3
e o Plugin By - yobuddy
Interface AMC - Interface Type ComPort Output Rate
Setti
= 126008 -
Output s
Testing 4 / iz
e~ Triste~Jromio T | S
Tools

AMC - Interface Type — Select the AMC interface type that you are configuring the
interface for. (All options are shown below)

1280 USB - This interface is designed to run Thanos’s AMC 1280 USB.

Jutput

AMC - Interface Type ComPort Output Rate

Qutput Axis 5

Azl Hxiz2 Axiz3 Axisd | PuisT Puizd

Bxish Axizh
R P T e e e N B
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AASD15A - This interface is designed to run Thanos’s AMC AASD15A.

AMC Output

AMC - Interface Type ComPort Output Rate

Output Axis Settings

Auis Asis2 Pxizd Puisd Axigh Axizh Puis7 Puisd

R T R e T T B

MDBOX - This interface is designed for Thanos’s AMC MDBOX.

AMC - Interface Type ComPort Output Rate

Output Axis Settings

Auis Axis2 Puizd Puisd Axigh Axizh Puis7 Puisd

NANO - This interface is designed for Thanos’s AMC NANO.

AMC Output

AMC - Interface Type ComPort Output Rate

Output Axis Settings

Puiz Axis2 Auiz3 Puigd Axis5 Auish PuisT AxisB

ComPort — Select the COM port the interface is connected to.

ComPort Output Rate
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Output Rate — Select how often to send interface output data in milliseconds. The AMC
default setting is 2 ms, so this setting is already selected for you.

ComPort Output Rate

Output Axis Settings — Reconfigure the output axis in any order needed for your
simulator build.

Output Axis Settings

Pzl Puiz Puizd Puizd Puizh Puizh PuisT Puizd

Save — Saves the current interface output selections to Game Engine. These settings
will be used the next time a game launches.

AMC Output

Back to Table of Contents
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Output Testing

Output Testing — Once you have Axis Assignments and Interface Settings
configured correctly, you can test output to your interfaces. This is very helpful for
making sure your interfaces are working correctly. It also helps you understand how to
mix DOFs (Degrees of Force) correctly to create the best possible experience on your
motion simulator.

() ale gine H
Adiz Testing Virtual Axis
Home
Output Type
Axis
Assignments

Interface
Settings

Output
Testing

Tools

Back to Table of Contents
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Axis Testing

Axis Testing — This allows you to directly test your axes or Axis Assignments to make
sure they are configured and working correctly.

@ SimTools - Game Engine

Output Type

- Amount of Axis to Use -- clr

% -

“E
“E
“E
“E

Turn On/Off — You must click “Turn On” to access options on this page. Notice that
Axis Assignments and Interface Settings turn blue when Axis Testing is turned on. This
means that you are not able to modify any Axis Assignments or Interface Settings
during Axis Testing. Also, notice the “Turn On” button turns red and changes to “Turn
Off”. If your Interface Settings are configured correctly, your interfaces should show they

are receiving data and most will come to their center positions and await the next
command.

Qutput Type

@ SimTools - Game Engine

Qutput Type
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% — This displays the percent of change.

- Amount of Ams toUse -

Amount of Axis to Use — This scroll bar allows you to test your axes or Axis
Assignments by moving from -100% to 100% where zero is center.

Output Type — Select the type of output you are testing. You are able to test output in
two ways.

1) DOF Output — This is the default option that allows you to simulate Roll, Pitch,
Heave, Yaw, Sway and Surge as if the simulator was receiving these values from a
game plugin. Moving the Roll slider left and right should move your simulator from
side to side. Moving the Pitch slider left and right should tip the simulator forward

and back.
Output Type

corra— T

% ---  Amount of Ams to Use ---

More — The “More” button only appears when DOF Output is selected. This
allows you to test Extra1, Extra2 and Extra3 if they are setup and configured
correctly.

Qutput Type

-~ Amount of Axis to Use --- clr

ror I O ¥
pocr [ O ) %)

veove [ XN ) %)
e -
P2 | [ ] %)
s | (NN O (=
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2) (a) Axis Output or (b) Axis Output — These selections provide simple per-axis
output allowing you to move all individual axes independent of any DOF settings.
This is simply direct output control to and from their configured limits. Moving the
Axis1a slider left and right should move the configured axis accordingly. (Note: The
output may skip some output numbers when the sliders are scrolled. This is normal

behavior.)
Qutput Type

YT TE—
a ' s
th’b Pods Output

- Amount of Axis to Use --- clr

wasto [ O ¥
raiszo [ R (%)
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Virtual Axis — This allows you to verify that the data coming from a game plugin is
actually moving your axes and axis assignments correctly. Virtual Axis only works with a
game running. Once the game is running and Virtual Axis is turned on, you should be

able to drive or fly in the game and see corresponding movements for each axis and
DOF.

() 00 gine “
Axis Testing Virtual Axis
FEE iz Selection
<-0% Amount of Axis Used 100%->

Roll {J
_A)us Pitch ﬂ
Assignments H ‘n
Yaw ﬂ
Interface Surge ﬂ
Settings Extral {J
Extra2 [}
Extra3 {J
Out;_:ul_ Adsla U
Testing e U
Axis3a 1)
Axisda a
Tools AxisDa U
Axis6a [J

Turn On/Off — Click “Turn On” to receive data. Notice the “Turn On” button turns red

and changes to “Turn Off’. Data should stop when the game ends or you click “Turn
Off”.

Auis Selection

<-0% Amount of Axis Used 100%-->

Fuds Selection

<-0% Amount of Axis Used 100%-—>

Axis Selection — Select the axis outputs (a) or (b) that you want to test.

Fods Selection

i !“‘ L
(b} Auis Output
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0% Amount of Axis Used 100% — The top green portion shows incoming telemetry
data from the game that is currently running. You are able to see the DOF movement
combined with any profile selections you are running at the time.

Peds Selection
<-0% Amount of Axis Used 100%-->

The bottom purple portion shows the axis mixing output you setup in the Axis
Assignments section. You are able to see what the output of your axis assignments
look like while a game is running. Make sure the output looks correct here before you try
your first live run on any new simulator.

Back to Table of Contents
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Directions of Movement in SimTools

Below are example car movements and the corresponding direction each slider moves.

Acceleration — The Pitch Slider should move to the left and the Surge Slider should
move to the right.

Deceleration (braking) — The Pitch Slider should move to the right and the Surge Slider
should move to the left.

Right turn — The Roll Slider should move to the left, the Sway Slider should move to
the right and the Yaw Slider should move to the left.

.
/”"W
f’/

Game Engine

<— 0% Amountof Axis Used 100% — T OFF
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http://www.xsimulator.net/wp-content/uploads/2013/10/turn-right.jpg

Left turn — The Roll Slider should move to the right, the Sway Slider should move to the

left and the Yaw Slider should move to the right.

Game Engine

=— 0% Amount of Axis Used  100% —>

| Tumom
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http://www.xsimulator.net/wp-content/uploads/2013/10/turn-left.jpg

Driving Downhill — The Pitch Slider should move to the right.

idmion?vaurdiagis
0]

IR

idmion?vaudiagis
9]

Rall
Pitch

Sway

Sume:
Extral
Fxtra?
Extra3

il il
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http://www.xsimulator.net/wp-content/uploads/2013/10/downhill-slider-pitch.jpg
http://www.xsimulator.net/wp-content/uploads/2013/10/uphill-slider-pitch.jpg
http://www.xsimulator.net/wp-content/uploads/2013/10/tilted-left-slider-roll.jpg

Tilted Right — The Roll Slider should move to the right.

< 0% Amountol Axis Used 100%—>

)

Back to Table of Contents
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http://www.xsimulator.net/wp-content/uploads/2013/10/tilted-right-slider-roll.jpg

Tools

Tools — This section has a collection of helpful utilities for Game Engine, a Quick Links

launching center and a basic Disclaimer where you can review some basic licensing

information.

Home

Axis
Assignments

Interface
Settings

Output
Testing

Tools

Game Engine Quick Links Disclaimer

Start with Windows

Game Engine Tools
Engine Settings

Mode Prlority
el Standard v Norrnal

Stanup & Resume Speed Shutdown & Centering ~ Speed

O N N R

Preset Management

Preset Installer

Clear Your Home Pic Aues Presets

Manage Guick Links Interface Presets

Back to Table of Contents
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Game Engine Tools

The Game Engine section of Tools is where you can manage presets and find IP
settings, Tuning Center and other related tools.

® simTools - Game Engine pro [ [x]
Game Engine
Home
Start with Windows 1P: 192.168.56.1
Game Engine Tools
Engine Settings
ignme Manager IP _ Tuning Center
Standard  ~ § Normal
Interface up & Resume T Shutdown & Centering  Speed
Sefieg
3 Other Tools
Pre« nstaller
Output
Testing Clear Your Home Pic Avxes Presets
Manage Quick Links Interface Presets
Tools

Start with Windows — Check this to start Game Engine when Windows starts up.

Start with Windows

IP — This displays the IP of the computer running Game Engine.

P 192.168.56.1

Manager IP — This is the IP address of the computer running Game Manager. This
defaults to 127.0.0.1. If you are using a dual computer setup, then you need to change
the IP address to the computer running Game Manager and click “Save”.

Mode Priority
o

@ IP Setting

IP Setting (Game Manager)

22 KH KN BN
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Mode — Game Engine has three different running modes to choose from. The mode you
choose depends on the level of tuning you whish to do with your setup. You can change
the Game Engine Mode at any time, so it is best to start with the Standard mode.
(Standard mode is strongly suggested for new users.)

Engine Settings

Mode Priority
skl

1) mode is shown above and is the default mode for SimTools. You will only have one
Max/Min file per game plugin. In this mode you will only need to tune in a game one
time with the SimTools tuning center. This mode is strongly suggested for all new
users.

2) Advanced mode will allow you to set per “Game Manager Profile” Max/Min settings.
For every Game Manger Profile you have for a game, you also have a separate
Max/Min file that it is tied to. This can be helpful when you want to tune in each
vehicle separately with its own set of Max/Min numbers.

Mode

Standard
Advanced g

You adjust these settings in the Tuning Center. We will discuss this in more detail
in the Tuning Center section below.

As you can see in the image below we are tuning the Max/Min settings for the
“‘Default” Game Manager Profile. This name will change to the profile name you
have selected in Game Manger.

@ simTools - Tuning Center{(Default)
Game, Dala Input

RDII

Game Limits - Max/Min

Max/Min y
option =1 Il |Roll | Pitch [l Heave W Sway, [l Surge Il [Extra1

(CEREEEEEL)  Live for Speed ~ Capture Max Min
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3) Expert mode will allow you to set per “Game Manager Profile” Max/Min settings. For
every Game Manger Profile you have for a game, you also have a separate Max/Min
file that it is tied to. Expert mode also allows you to have separate Max/Min files for
Axis Assignments (a) and Axis Assignments (b).

You adjust these settings in the Tuning Center. We will discuss in more detail in
the Tuning Center section below.

As you can see in the image below we are looking at the Max/Min settings for (A)
Axis Assignments. You can also see that the “Default” profile is being displayed
in the title bar.

@ SimTools - Tuning Centerf(Defaul) rro ][]

Game Data - Input
Roll Pitch Heave' Yaw, Sway, Surge Extra1 Extra2 Extrad

Game Limits F\View: (A)Max/Min Balance Capture Off;

Max/Min
option’- 1 Il |Roll l[Pitch l|Heave M[Sway, liSurge ll[Extral Extra2 Extra3
Traction Loss __ Not Used Not Used

[ELS 15.860834815: § 16.307924511:§ 11.0103282921§ 17950775817 | 19.8431680531° § 9.77720642081 ) 18. 760815867 § 0
-19.860834815 | -9.7884230500 § -8.7654781341 | -179.90775817 | -19.843680931 | -18.975698471 | -18.760815867 § -0

EFTNBEE RG] Live for Speed “ Capture Max Min -

Click “Save New Settings” to select what Axis Assignments you want to save the

new settings for.

@ SsimTools - Tuning Center (Default ero 1]

Game Data - Input
Roll Pitch Heave Yaw, Sway, Surge Extrail Extra2 Extra3,

Game Limits - View:(A) Max/Min Balance;Capture Off,
Max/Min

option -1 Il |Roll l{Pitch [l Heave Yaw M| Sway, l{Surge Il {Extrai Extra2 Extra3
Tlanllnn Lnss

e

TR | Lve o Specd S mmm
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Priority — This informs Windows what priority Game Engine can run at. You can select

“‘Normal”, "Medium” or “High” priority for Game Engine.

Engine Settings

Mode Priority
Manager IF

Startup & Resume - Adjusting this allows you to change how fast or slow your
simulator gets up to speed when a game starts up or after unpausing a game. (Note: If
a game continues to send packets when paused, the centering and resume will not take
place. It simply depends on the game being played.)

Start/Stop Settings

Startup & Resume Speed Shutdown & Centering.  Speed

el O S

Shutdown & Centering — Adjusting this allows you to change how fast or slow your
simulator returns to center after shutting it down or when the game is paused. (Note: If a
game continues to send packets when paused, the centering and resume will not take
place. It simply depends on the game being played.)

Start/Stop Settings

Startup & Resume Speed Shutdown & Centering  Speed

N ) ceses—) 7

Speed - This value is the corresponding speed value for Startup & Resume or
Shutdown & Centering as a percentage.

Start/Stop Settings

Startup & Resume Speed Shutdown & Centering ~ Speed

CEE o O o

Clear Your Home Pic — Click the “Clear Your Home Pic” button to remove the picture
displayed on the Home page of Game Engine.

Cther Tools

Clear Your Home Pic

Manage Guick Links
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Manage Quick Links — Click the “Manage Quick Links” button to add or delete
shortcuts to any file or program on your computer. This opens the folder where
shortcuts are located. These shortcuts are displayed on the “Quick Links” page of Tools.

Cther Tools

Clear Your Home Pic

Manage Quick Links

Axis Presets — Click the “Axes Presets” button to open the folder that holds your axis
presets. You can delete axes presets here. You can zip a preset file to send to a friend
and name the zipped file anything you want, but do not change the name of the file.

Preset Management

Interface Presets — Click the “Interface Presets” button to open the folder that holds
your interface presets. You can delete interface presets here. You can zip a preset file
to send to a friend and name the zipped file anything you want, but do not change the
name of the file.

Preset Installer

Preset Management

Preset Installer

Preset Installer — This is a drag and drop importer for axis and interface presets. There
is no limit to how many profiles you can drop at one time. Presets that are emailed to
you from a friend, or downloaded from the web can be imported here by simply
dragging and dropping them into the box pictured below. You can change the name of
the zipped file, but do not change the name of the file.

Preset Management
Preset Installer

% .

Inteface Presets

Back to Table of Contents

76



Tuning Center — Tuning the Max/Min values of a game ensures that the motion you
output to your simulator is the best it can be! You only need to do this once per game
and it can greatly improve the overall ride of your simulator.

You can get to the Tuning Center for Game Engine in two ways:

4) Click the “Tuning Center” button show in the picture below.

Game Engine Quick Links Disclaimer

Home

Start with Windows 1P: 192.168.56.1
Game Engine Tools

Engin Max/ gs
Mode Priority
Start/ ings

Interface Startup & Resume Speed Shutdown & Centering Speed

Axis
Assignmenis

o < 0 O I EN

Other Tools
Preset Installer

res emen
Output
Testing Clear Your Home Pic Auxes Presets l
Manage Quick Links Interface Presets ——

5) Right click on the “Game Engine” icon in the system tray and then select “Tuning
Center” from the pop-up menu.

Game Engine

Exit

Customize...

= 4:20 PM
o [N TN |

4/20/2018

The tuning window allows you to set the max and min values that will be used by Game
Engine to calculate how much of the axis is used. It does this by comparing the
incoming value with either the max or the min value and then calculating the correct
percentage needed for output.
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Each game plugin allows up to nine DOFs (Degree of Force) to be sent and used for
output to your simulator including: Roll, Pitch, Heave, Yaw, Sway, Surge, Extra1, Extra2
and Extra3. Each of these nine DOFs that are used for a game plugin should have a
corresponding max/min value.

@ SimTools - Tuning Center ero B[¥]
Game Data - Output
Roll; Pitch Heave Sway Surge Extrai Extra2 Extra3

Game Limits - Max/Min Balance,Capture Off

MaxMin
(‘thilun =Nl Roll M| Pitch ll[Heave WiYaw H|Sway l|Surge M|Extrat M|Extraz SNl Extra3

Game|Selected _ Capture Max Min Save New Settings

Increasing the max/min values to higher numbers will result in less movement. The
game values will seldom reach their max or min values resulting in less overall
movement, but they will in turn have more range overall for output.

Decreasing the max/min values to lower numbers will result in more movement. The
game values will end up reaching those max/min settings a lot quicker resulting in faster
and snapper movements, but they will have less overall range for output.

The primary goal of tuning the max/min values for a game is to have numbers that allow
for enough range on the simulator to match what happens on the screen under normal
circumstances, but not so much range that you lose all of the finer details from the
game.

Game Data - Output — This is your output data. You are not able to modify the green
values, because they are coming from the game. Roll, Pitch and Yaw are in degrees.

Game Data;- Output

Roll Pitch Heave! Yaw Sway Surge Extrai Extra2 Extrad

Heave, Sway and Surge are in g-force.

Game, Data;- Output
Roll Pitch Heave! Yaw Sway Surge Extrai Extra2 Extrad

Extra1, Extra2 and Extra3 are in g-force.

Game,Data - Output
Roll; Pitch Heave Sway Surge Extrai Extra2 Extra3
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This gives you an idea of how to modify the values that are in the tuning center. You
can also refer to the Conventions for Game Plugin for a directional diagram.

GameSelected — Select the game you want to create max and min limits for.

l Reset l

Caputer Max Min/Stop Capture — Select the “Capture Max Min” button to capture or
modify max and min values for a selected game. Notice the “Capture Max Min” button
turns into “Stop Capture” and the Game Limits - Max/Min values become editable.

CEMBEEEEER | Live for Speed - Capture Max Min Resst l Save New Settings ]

Live for Speed Reset l l

CETEDELEEE L) Live for Speed Capture Max Min Save New Settings ]

Game Selected

Save New Settings

Reset — This resets the Game Limits - Max/Min values to zero.

(R REEEEER) | Live for Speed v.

Save New Settings — Select the “Save New Settings” button to save your settings.

(CEMEAEEHEEEG]) | Live for Speed v. l Resst

Capture Max Min Reset

Stop Capture

Max/Min Options — Select the color that correlates to the max/min option you want for

each DOF. Selecting “green” (Balance) makes your max value equal to the opposite
min value.

Game Limits - Max/Min

LLERL
Option 1 I Roll

Balance X apture Off

Il Pitch

l{Heave

WiYaw

{Extral Extra2
Traction Loss _ Not Usad

Extra3
Not Used

liSway liSurge

[TEERH 19.360834315: | [16.307924511: | 11.010328292¢ | 179.90775817- | 19.843680831° 8. 77720642089 g
i -19.860834815 | -16.307924511 | -11.010328292 | -179.90775817 § -19.843680931 [§18.9756924718-18. 760815867 [0

Game Limits - Max/Min
H(Roll

LIER3  19.860834815:

Balanc@|Capture Bff

Max/Min
Option =

W [Pitch

[16.307924511:
-16.307924511

lHeave! WiYaw

179.30775817
-179.90775817

Extrad
Not Used

l{Sway, l{Surge Ml {Extrai Extra2
Traction Loss Not Used

19.843680931 9 9.7772064208 §18. 760815867,

-1 B.BBGBJDSS]I -18.975658471 I13.76081 5867

Select “red” (Off) if you do not want to change the DOF while capturing live data.

11.010328292¢
-11.010328292

Game Limits - Max/Min

Max/Min
option’ 1 Il Roll

Balance CapturdOff

M| Pitch [l Heave!

WiYaw

179.90775817
-179.50775817

Extra2
Not Used

l|Sway l{Surge l{Extra1
Traction Loss
18.760815867 80

6780

Extra3
Not Used
0

-0

WEESH 15.8608348152

16.307524511:

11.010328292 9.7772064208¢

-16.307524511 | -11.010328252 -18.575658471
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Game Limits - Max/Min — You are able to modify the max and min values in this area
after you select Capture Max Min values.

Game Limits - Max/Min Balance Capture Off
Max/Min

Option’1 Il Roll Il Pitch l{Heave HiYaw Hl{Sway li{Surge l{Extra1 Extra2 Extra3

Back to Table of Contents
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Example

Below is an example of how to automatically capture max/min values with Tuning
Center for the car game Live for Speed:

1) Start Game Engine and Game Manager. Game Manager needs to be on, connected
and the game needs to be patched before you can retrieve data. Game Manager
should be all green as seen in the image below.

Game Selection
Live for Speed

Profile Selection

|Tool5 | Vibe |Dash |Paix:h | Profile Editor |
[ 4

2) Start the game you want to capture new max/min limits for. We suggest using a
medium car on a somewhat curvy and hilly track if you can.

Live for Speed (= f=]r=]

unnomed Driver

Gorage

Blockwood
GP Trock
Clear Day

3) Press the Capture Max Min button.

4) Press the Reset button.

5) Drive around the track carefully not to bump walls or hit anything that will skew the
results. You should see the new max/min values being captured in the Tuning
Center window.

Below are example ways to capture valid max/min values from a car game.
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Surge and Pitch — Step on the gas from a complete stop and continue full speed
until you shift into third gear and then hit the brakes and you will capture surge and
pitch. Do the same thing on the steepest hill or slope in the game and you can
capture a more accurate pitch.

Roll and Sway - Driving around corners helps capture roll and sway.

Heave — You can capture good heave data by slightly running your wheels over the
curb, but make sure not to drive into the grass or dirt as it will skew your data.

We suggest setting your DOF to “Balance” for Roll, Pitch, Yaw and Sway. We
suggest using “Capture” for surge. This makes sense for surge as your engine could
be more powerful than your breaks. Heave can be set to “Balance” or “Capture”
depending on the game.

|
1/3 ume O:CSEES

Balance Capture Off

Max/Min
Optilun = [ |GED | Pitch lHeave) {ljYaw} Il Sway, l(Surge (M{Extra1 |[Extra2 B Exira3

[LEYIN 19.860834815: | 16.3079245112) 11.0103282521 § 179.90775817" | 19.843680931° | 5.7772064208¢ | 18.760815867. | 0
[T -15.860834815 | -9.7884230500 | -8.7654781341 | -179.90775817 | -19.843680531 | -18.975658471 | -18.760815867 | -0

6) Once you feel you have received all the max/min values the game has to provide

and you are happy with your new settings, click the Save New Settings button. The
new max/min will be applied live while the game is running.

7) Press the Stop Capture button when you are finished altering the max/min limits.

If you want to start over, you can re-install the original plugin and start again.

Fine tuning the max/min values for the game can provide a much more accurate ride on
your simulator.

Back to Table of Contents
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Quick Links — This page shows a list of launchable shortcuts that have been placed in
the Manage Quick Links folder.

Assignments

Interface
Settings

Qutput
Testing

Tools

Company Tools

Game Dash

Game Vibe

Remote Profiler

Quick Links

Disclaimer

SimTools Launcher

Video Ride Creator

Video Ride Player

Video Ride Recorder

This is the Manage Quick Links folder that holds your shortcuts

I\_/““\/ | . %« Local » SimTools » GameEngine » InterfaceTools

Organize

o~
- Favorites

Bl Desktop
4 Downloads

m

= Recent Places

4 Libraries
3 Documents
,J’. Music
(=] Pictures

B videos

j Open ~

Print

=

Share with +
Name

@ CompanyTools

[#k| Game Dash

E_ﬂ Game Vibe

| Place Shortcuts Here bt
| ReadMe.bt

E@ Remote Profiler

[#k| SimTools Launcher

@ Video Ride Creator
Video Ride Player
Video Ride Recorder

Bumn

v\4,|

Mew folder
Date modified

8/25/2018 1217 AM
8/24/2018 12:44 AM
8/25/2018 12:21 AM
1/21/2016 2:44 AM

1/21/2016 2:53 AM

8/25/2018 12:24 AM
8/24/2018 12:45 AM
5/15/2018 12207 PM
8/25/2018 12:28 AM
8/25/2018 12:26 AM

Type

Shortcut
Shortcut
Shortcut
Text Document
Text Document
Shortcut
Shortcut
Shortcut
Shortcut
Shortcut

Back to Table of Contents

Size

2KB
2KE
2KB
1KE
1KE
2KB
2KB
2KB
2KB
1KB
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This page displays a condensed version of the usage agreement you accepted when
you initially acquired the program.

Assignments

Interface
Settings

Qutput
Testing

Tools

[x]
Game Engine Quick Links Disclaimer
D
O DVIDED O R D
D O » D O D TO
A A OR
PO O R O A
D OR CO OLD OR A DA
DR O ON O O RA
OR O D O OF OR D O
O O OR O D
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Logging ride times is only available with an Entertainment License for SimTools. It will
automatically replace the “Disclaimer” page when a valid Entertainment license is
detected. The Logging system is smart enough to only log ride time when the game is
actually sending data and the simulator is connected and running.

@ SimTools - Game Engine

Logging

S5imTools Log Report
Start Date: 3/12/201% 12:00:00 AM
End Date: 3/12/2015 12:00:00 RM

FameName Sessions TimeTotals

Assetto Corsa Hours:-3 Minutes:29 Seconds:21
iRacing 5 Hours:4 Minutes:18 Seconds:17
Elite Dangerous Hours:l Minutes:47 Seconds:44
Dirt 2 Hours:0 Minutes:45 Seconds:13

Log errors detected: 0

Start Date ENabRrgkl] B~
Update Export
End Date peRbiunk] E

On/Off — This allows you to turn the logging system on or off.

Trigger JISElCE=a R

Logging

Trigger — This allows you to select an interface to log. A logging session will only take
place if this interface is able to startup.

Logging ALGLE Inteface #1

Clear — Press the Clear button to clear the displayed logging information.
- Start Date [[ANEUEIE e -
Clear Update Export
End Date REaRBuuE] E
Start Date — This is the start date you desire for your report.

Start Date | R0 El E~
Clear Update Export
End Date EIaRRuuE] El-
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End Date — This is the end date you desire for your report.
Start Date
Clear N Update Export
Update — Press the Update button to display the report in the logging window.

E:port

Export — Press the Export button to export the current report in the logging window to a
file on your desktop.

Start Date EaliEnkl El-
Clear lUpdate Export
End Date RIaRRuuE] B

Back to Table of Contents
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Game Manager

Game Manager is a system-tray application with quick access to the tools needed to
manage your simulator experience. It provides an easy way to select the motion profile
you want to use with any game supported by SimTools. Game Manager allows you to
Create, Delete and Edit all profiles. It also provides access to Game Patching and any
Extra Plugin Information and Settings used for a particular game.

Game Manager must be running in the system-tray during game play to allow Game
Engine to be initiated and begin outputting data. If you want to play a game after it is
patched for Motion Output without your simulator, simply exit Game Manager from the
system-tray before you launch the game.

Always install Game Manager on the computer where your games are installed even if
you are installing a Dual Computer setup for SimTools. (Note: If you are installing a
Dual Computer setup for SimTools, please see the Dual Computer setup Guide for
more information.)

Back to Table of Contents
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Game Manager GUI Overview

Here is a quick overview of the GUI layout in Game Manger.

System On/Off Button
Patched Indicator

SimTools - Game Manager n

License Marker

/

Connected)
Current sa'atns-""'—/ :

Game Selection

B e —

Current Game Current Profile

Selected Profile Selection / Selected

| Tools || vibe || Dash || Paich || Profile Editor | Main Menu

System On/Off button — This is the “STOP ALL” button for SimTools. If you want to
keep SimTools running, but do not want it to react to anything launched on the
computer, simply set this button to “Off”.

|
SimTools - Game Manager Patched (T | %

oYd

Game Selection

Live for Speed =

Profile Selection

|Tools | Vibe |Dash |Patch | Profile Editor |
I d w
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Patched Indicator — Helps you to quickly identify whether or not the current game
selected has been patched.

SimTools - Game Manager

Patcheclunll] X
o

a
Connected o

Game Selection
Live for Speed =

Profile Selection

| Tools || Vibe || Dash || Patch || Profile Editor |

- |

a /

License Marker — Shows what license version SimTools is currently using.

SimTools - Game Manager

Connected

Game Selection
Live for Speed =

Profile Selection

| Tools || Vibe || Dash || Patch || Profile Editor |

- ||

"] /

Current Status — Shows the current running state of the system. (Note: More
information on this topic can be found in the next section.)

|
On SimTools - Game Manager Patched (1 | %

Connected

Odd

Game Selection
Live for Speed -

Profile Selection

| Tools || Vibe || Dash || Patch || Profile Editor |

— l

”| /
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Game Selection — Shows the current game selected. (Note: This will automatically
change to the current game launched when a patched game is running and the system

is on.)

Connected

Game Selection
Live for Speed >

Profile Selection

SimTools - Game Manager Paiched C | X

Oud

| Tools || Vibe || Dash || Patch || Profile Editor |

p |

_J

Profile Selection — Shows the profile that is currently selected for the game.

Connected

Game Selection
Live for Speed .

Profile Selection

SimTools - Game Manager Paiched C | X

Oud

| Tools || Vibe || Dash || Patch || Profile Editor |

p |

_J

Main Menu - This is Game Manger’s Main Menu. More information on these items will

be provided later in the manual.

|
On | SimTools - Game Manager Patched [

Connected

Game Selection
Live for Speed

Profile Selection

Croote ] vioe ] Deon ] Petoh | Protie Edor |

Back to Table of Contents
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Game Manger GUI Status

Game Manager has three different modes that it can be in. The three different modes
can be identified by the Current Status as follows:

e Not Connected — (Red) identifies Game Manager is not connected to Game Engine.
This usually means that Game Engine is not running yet. Once you start Game
Engine, Game Manager and Game Engine should automatically connect.

SimTools - Game Manager Patched [ | %

AN

Noti€Connected

Game Selection
Live for Speed

Profile Selection

| Tools || Vibe || Dash || Patch || Profile Editor ‘
- I i A

e Connected — (Green) identifies we are connected to Game Engine and we are
ready for action.

On SimTools - Game Manager Patched C | X
- -
Connected =

Game Selection

Live for Speed
Profile Selection
| Tools | | Vibe | | Dash | | Patch | | Profile Editor ‘

- I 4 S
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Game Running — (Blue) identifies Game Manger has detected a patched game has

started. Correctly configured SimTools modules and any associated hardware will
start at this time.

SimTools - Game Manager Patched )

AN3

Game/Running

Game Selection
Live for Speed

Profile Selection

| Tools || Vibe || Dash || Patch || Profile Editor |

= |

=

These three color coded indicator modes can help you to quickly identify the current
status of SimTools.

Back to Table of Contents
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Tools and Remote Profiling

Click the "Tools" button to access Game Manger’s Tools menu. A drop down window
will appear that contains the tools below. (Note: Remote Profiling only functions with
Professional or Entertainment licenses.)

SimTools - Game Manager Patched T | %

Odd

Connected

Game Selection
Live for Speed >

Profile Selection

IP:192.168:1:116
Game Manager; Tools

Start with Windows Profile Installer.

Start with Windows — This option will automatically start Game Manger when Windows
boots up.

IP-192.168:1-116
Game Manager.Tools

Start with|Windows Profile Installer

Engine IP \ : ‘ =
— .

Engine IP — The IP Settings will automatically fill in for you if you are running both
Game Manager and Game Engine on the same computer. (Note: The IP address
should be 127.0.0.1 when both apps are installed on the same computer)

IP- 1921681116
Game Manager.Tools
Start with Windows Profile|Installer IP Setting (Game Engine)

@ IP Setting
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If Game Engine and Game Manager are installed on different computers, the IP
address of the computer running Game Engine will need to be entered into IP Settings.

Profiles — Click to open the folder that holds all of your current game profiles.
The folder that appears will contain a folder for each game you currently have profiles
for. Profiles can be emailed to friends, or uploaded to the web for others to use.

IP-192.168:1-116
Game Manager Tools

Start with Windows Profile Installer

OD | | <« GameProfiles » Profiles »

Organize = Include in library « Share with

. Mame
i Favorites

BE Desktop

-

) LiveforSpeed

WARNING: Do not use this feature to delete profiles. Only delete profiles from within the
Profile Editor for safe operation.

Profile Installer — Drag and drop importer for game profiles. Profiles that are emailed to
you from a friend, or downloaded from the web can be imported here. Simply drag and
drop them into the box pictured below. There is no limit to how many profiles you can
drop at a time.

IP=192.168:1-116
Game Manager Tools

Start with|Windows Profile Installer.

Engine IP *\

Profiles

You can reveal the Remote Profiling output options for Game Manager by clicking either
of the arrows on the sides of the drop down window.

IP=192.168:1-116
Game Manager Tools

Start with|Windows Profile Installer.

i Engine IP l ‘ =
— .

94



Enabled — Check the Enabled option shown in the Picture below to enable remote
profiling. The Remote Profiling companion application can be downloaded at
https://simtools.us/downloads-links/.

Game Manager: Tools

Remote Profiling

IP Settings — The IP Settings will automatically fill in for you if you are running both
Game Manager and Remote Profiler on the same computer. (Note: The IP address
should be 127.0.0.1 when both apps are used on the same computer)

® IP Setti
Game Manager Tools L) etung

" IP Setting (Remote Profiling)
Remote Profiling

If Remote Profiler and Game Manager are installed on different computers, the IP
address of the computer running Remote Profiler will need to be entered into IP
Settings.

Back to Table of Contents
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Enable Game Vibe

Click the "Vibe" button to access the Game Vibe Output Settings in Game Manger. A
drop down window will appear that contains the tools below. (Note: Game Vibe only
functions with Professional or Entertainment licenses.)

|
SimTools - Game Manager Paiched CJ | %

Connected

O¥d

Game Selection
Live for Speed

Profile Selection

Vibe Output Settings

Enable Vibe Output

Packet Rate
peuns B -ES

Enabled — Check the Enabled option shown in the picture below to enable Game Vibe
output. The Game Vibe companion application can be downloaded at
https://simtools.us/downloads-links/.

Vibe Output Settings

Enable Vibe Output

Packet Rate

IP Settings — The IP Settings will automatically fill in for you if you are running both
Game Manager and Game Vibe on the same computer. (Note: The IP address should
be 127.0.0.1 when both apps are used on the same computer)

@ 1P Setting
IP Setting (Game Vibe)

Vibe Output Settings

Enable Vibe Output
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If Game Vibe and Game Manager are installed on different computers, the IP address
of the computer running Game Vibe will need to be entered into IP Settings.

Packet Rate — This value determines how fast you want to send data to Game Vibe in
milliseconds.

Vibe Output Settings

Enable Vibe Output

Packet Rate
IP Setiing I

Back to Table of Contents
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Enable Game Dash

Click the "Dash" button to access the Game Dash output settings in Game Manger. A
drop down window will appear that contains the tools below. (Note: Game Dash only
functions with Professional or Entertainment licenses.)

|
SimTools - Game Manager Paiched T3 | X

Connected

Oud

Game Selection
Live for Speed

Profile Selection

Dash Qutput Settings

Enable Dash|Output:

Packet Rate
T

Enabled — Check the Enabled option shown in the picture below to Enable Game Dash
Output. The Game Dash companion application can be downloaded at
https://simtools.us/downloads-links/.

Dash Qutput:Settings

Enable Dash|Output

Packet Rate

IP Settings — The IP Settings will automatically fill in for you if you are running both
Game Manager and Game Dash on the same computer. (Note: The IP address should
be 127.0.0.1 when both apps are used on the same computer)

; ® 1P Setti
Dash Qutput:Settings ] etting

IP Setting (Game Dash)
Enable Dash Output

T .-
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If Game Dash and Game Manager are installed on different computers, the IP address
of the computer running Game Dash will need to be entered into IP Settings.

Packet Rate — This value determines how fast you want to send data to Game Dash in
milliseconds.

Dash Qutput Settings

Enable Dash|Qutput

Packet Rate
g R

Back to Table of Contents

99



Patching a Game for Motion

We must patch the game for motion in order to use the plugins we previously installed
with the SimTools Game Plugin Updater. All game plugins require patching. This is how
SimTools knows you want output for the game when the game is launched on the
system.

Click the "Patch" button to access the Game Patching section of Game Manger. The
Game Patching section of Game Manager will appear in a drop down window.

SimTools - Game Manager Paiched C | %

Odd

Connected

Game Selection
Live for Speed

Profile Selection

Game|Patching

Path Required
Patch Game

Patching a Game — Below is an example of patching the game “Live for Speed”.

1) Open Game Manager from the system-tray if not already open.

2) Select “Live for Speed” from the Game Selection drop box.

3) Click the “Patch” button as shown in the image above.
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When the drop down window opens, you will notice that this game requires a patching
path. This is shown with a “Path Required” in the text box below. (Note: Some games

require no patching path, but they still must be activated “Patched” to enable them for
use by SimTools.)

Game;Patching

Path Required

4) Click the “Patch Game” button to continue.

Game Patching
Path Required

5) Click “OK” if you would like to patch the game for motion.

Patch Game @

Would you like to Patch 'Live for Speed’ for Motion?

6) Click OK to browse for a folder.

Patching info @

Please Select the Live for Speed’s Installation Directory.
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7) In the “Browse for Folder” window select the “LFS” directory where you installed the
game Live for Speed. (For example, mine was installed at C:\LFS)

Browse For Folder @

Select the Live for Speed for Game Manager

,
data
dll
docs

MNOLF2

PerfLogs

m

Program Files 2

Cancel

8) After selecting a folder, click “OK” as shown in the image above. The path will be
validated by the game plugin. If it passes validation, the game will be patched.

Patching info £3

Patch Installed!

—

These steps should be repeated for any game plugin you installed with the Plugin
Updater.

Un-Patching a Game — Please note if you change or update a game plugin, you might

need to first remove the patch as follows: (Remember to Re-Patch after the change or
update.)

1) Open Game Manager from the system-tray if not already open.

2) Select “Live for Speed” from the Game Selection drop box.

3) Click Patch.
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4) Click “Remove Patch” and follow the prompts to un-patch a game.

( Remowve Patch

Game Patching

Remuove the Patch for Motion 'Live for Speed’ 7

Patching info @

Patch Uninstalled!

You are now free to update the game plugin with the SimTools Plugin Updater.

Back to Table of Contents
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Profile Editor (Create, Edit, Delete

All of the games listed in Game Manager will have their own set of motion profiles.
Creating and editing motion profiles is very easy with Game Manager. Simply click the
"Profile Editor" button shown in the picture below. You will be presented with the Game
Manager Profile Editor for the currently selected game.

SimTools - Game Manager Patched C | %

O¥d

Connected

Game Selection

Live for Speed 2

Profile/ Selection

| Tools || Vibe | Dash | Patch |

I r| vy

Remember that Game Manager Profiles can be changed at any time during a live
game. There is no reason to stop the game first to change profiles.
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Here you can select the game you want to create or edit profiles for. You can set the
overall speed of the profile, which is an easy way to quickly adjust a profile for a rider.

@ simTools - Profile Editor

value1

= T,

o=

Main Settings

EEIEECLNEETHEN Live for Speed
oot ] RN

Forces Available
Roll Pitch Yaw,
Heave Surge Sway,
Extral Extra2 Extrad

Game Banner — The Game Banner for the currently selected game is shown at the top
of the Main tab.

Main Settings — Main Settings are displayed in the middle of the Main tab.

1) Selected Game — Here you can change the game you are creating a profile for.
Main Settings

EEEEEREETE) | Live for Speed
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2) Intensity Level — This applies smoothing to all outputs from the game. If you have a
game with jumpy outputs, or you wish to soften the ride for any reason, you can do
this by lowering the Main Level value.

Main Settings

CEIEMEL T EM Live for Speed -

ain Lovel %

Forces Available — The bottom of the Main tab shows all of the forces available from
the currently selected game. (The More tab will show more detail on what Extra1-3 can
be used for)

Forces Available

Roll Pitch Yaw,

Heave Surge Sway,
Extral Extra2 Extrad
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Under the Editor tab you can fine tune any profile being used with your simulator. Here
you can increase or decrease the max/min values for Game Engine that control the
output of your simulator and even create individualized profiles for particular cars, tracks
or aircraft. For example, if you are driving an off-road car, you may want more roll than
you would with the stiff suspension of an on-road car.

The Editor tab also gives you the ability to Copy, Rename and Delete profiles. (Note: All
profiles except the Default profile can be deleted.)

Profile Management.

Selected|Profile

GEEE@EA

Profile Management — The Profile management section at the top of the Editor tab
allows us to select the profile we want to edit, copy, rename or delete.

Profile Management

Selected Profile) Xt AGGG—.

Profile Settings — The bottom half of the Editor tab allows us to fine-tune any settings
we want for our currently selected motion profile.

Profile Settings

ol [
werv [0 ] =

o [ ] %
<., [0 ] (=
o [0 R
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On the More tab we can see in more detail what is contained within the game plugin.
We can also adjust the profile settings for the Extra1-3 outputs for the currently selected
game.

@ simTools - Profile Editor

Plugin Information v2.1.0.0
Process Name LFS Port Used 4123
Dash Vibe Hook

Extra1
Traction Loss

I O N <1

Extra2
Not Used

(of [

Extrad
Not Used

(o [0

Plugin Information — This section will tell you a lot of information about how the plugin
works and what it supports. (Note: The version number of the plugin is located in the
upper right corner of the More tab.)

1) Process Name — This is the executable name SimTools is looking for when a game
launches. This is also the same name that appears in the process section of the
Task Manager for Windows when you launch a game.

Plugin Information v2.1.0.0
Process Name LFS Port Used 4123

Dash Vibe Map Hook

2) Port Used — This is the UDP port that the Game Plugin uses to send the data.

Plugin Information v2.1.0.0

Process Name| LFS Port Used 4123

Dash Vibe Map Hook
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3) Dash and Vibe — These indicators tell you if the plugin supports Game Dash and/or
Game Vibe.

Plugin Information vZ2.1.0.0

Process Name LFS Port Used 4123

Dash Vibe Map Hook

4) Map and Hook — These indicators tell you if the plugin uses Memory Mapped files
and/or Memory Hooks for collecting telemetry data.

Plugin Information v2.1.0.0
Process Name LFS Port Used 4123

Dash Vibe Map Hook

Extra1-3 — These panels allow you to see what data is being used for Extra1 through
Extra3 from the game. It also allows you to edit these values for the currently selected
profile.

Plugin Information v2.1.0.0
Process Name LFES Port Used 4123
Dash Vibe Hook

Extrai
Traction Loss

I C N ()

Extra2
Not Used

N O I (<!

Extra3

Not Used

I C ~ N (<)
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The SimTools Plugin Updater was created to make life easier for the end user. The
Plugin Updater has the ability to absorb most SimTools files zipped or not. Simply drag
the plugin zip file you want to install into the Plugin Updater and let go. It is that easy!

Please make sure Game Engine and Game Manager are not running in the system tray.
The Plugin Updater will not start if they are running.

You do not need to unzip the plugin files. You can drop the plugin zip files directly into
the Plugin Updater.

1) Make sure that Game Manager and Game Engine are not running in the system
tray.

2) Launch “SimTools Plugin Updater”. This should be in the Start Menu shortcuts
folder you created during installation. You can find the default location by navigating
to Start > All Programs - SimTools - SimTools PluginUpdater.

J SimTcu:uIs

SimTcu:uls GameEngine ‘ Control Panel

Devices and Printers

| SinTools PluginUpdater

. () Uninstall 5imTools Default Programs

A Back Help and Support

| Search programs and files

3) Drag and drop the plugin into the Plugin Updater.

@ SimTools
Plugin Updater

g Drag and Drop
-
-

DirtRally_GarnePl
ugin.zip

Add/Update - Plugin
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4) If you are loading a game plugin you already have installed, the plugin updater will
ask you if you want to replace the existing max/min file for the game.

5) You will receive this message when installation is complete.

Files Installed ==

| Files Installed! - Installation Complete

oK

This plugin will now be available. Remember to patch the games you want to play. Have
fun!

Note: Game plugins need to be installed on both computers for a dual computer setup
of SimTools. Interface and axis assignment plugins only need to be installed on the
Game Engine Computer

Back to Table of Contents
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Appendix A: Output T

There are three different output formats you can select from to send to an Interface.
Decimal output is very straight forward. For example if an axis value equals "1127", then

"1127" will be the output for that axis. No formatting change is done when Decimal
Output Type is selected.

Binary Output
Represented as a Char - Range of 0 to 255
Char's Used to Represent the Axis Value Char 4 Char 3 Char2 | Char1
Char Weight (Value x Weight) 16777216 65536 256 1
Number of Bit's Used for Axis Output 32to0 25 24t017 | 16109 8
Hex Output
Range of 0 to 15

Hex 8 7 6 5 4 3 2 1
Hex Weight | 268435456 | 16777216 | 1048576 | 65536 | 4096 | 256 | 16 1
Bit's Used 32 28 24 20 16 12 8 -
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Appendix B: User Formatted Output

Output can be achieved to just about any serial device with some basic output
formatting. Output formatting allows you to send both the axis information along with
any additional information you need to send to your interface.

Take this interface for example; it requires a "Hello" to be sent at the beginning of every
message to the interface. An "End" string is also required to be sent at the end of every
message. If we were using Axis1 for our output, it would look like this.
Hello<Axis1a>End

If the value of Axis1 is "1123" and Decimal Type output is selected, the output would
look like this "Hello1123End". The "1123" simply gets substituted for "<Axis1a>" when
the string is sent to the interface.
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Appendix C: Bit Resolution Chart

Axis Resolution, or the number of stop points you have on your axis is based on the
number of bits your interface accepts for an axis output. If your interface accepts 8 bits
of resolution, then you will have 256 stop points on your axis with a range of 0 to 255.
See chart below.

Bits

Used 18 17 16 15 14 13 12 11 10 9 8
ISJI)()iEts 262144 | 131072 | 65536 | 32768 | 16384 | 8192 | 4096 | 2048 | 1024 | 512 | 256
Range

0ton 262143 | 131071 | 65535 | 32767 | 16283 | 8191 | 4095 | 2047 | 1023 | 511 | 255
Bits

Used 26 25 24 23 22 21 20 19
ls)z)(igts 67108864 | 33554432 | 16777216 | 8388608 | 4194304 | 2097152 | 1048576 | 524288
Range

0ton 67108863 | 33554431 | 16777215 | 8388607 | 4194303 | 2097151 | 1048575 | 524287
Bits Used 32 31 30 29 28 27
Stop Points | 4294967296 | 2147483648 | 1073741824 | 536870912 | 268435456 | 134217728
Range 0 to n | 4294967295 | 2147483647 | 1073741823 | 536870911 | 268435455 | 134217727

The formula for the center location for any bit range is: (Stop Points / 2) — 1

Example

For 8 bit: (256 /2) -1 =127
The value sent to the interface (for 8bit mode) would be the value 127 when roll is equal
to zero in SimTools.
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