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FCC WARNING STATEMENT


NOTE:  This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant to Part 15 of the FCC Rules.  These limits are designed to provide reasonable protection against harmful interference in a residential installation.  This equipment generates, uses and can radiate radio frequency energy and, if not installed and used in accordance with the instructions, may cause harmful interference to radio communications.  However, there is no guarantee that interference will not occur in a particular installation.  If this equipment does cause harmful interference to radio or television reception, which can be determined by turning the equipment off and on, the user is encouraged to try to correct the interference by one or more of the following measures:





Reorient or relocate the receiving antenna.


Increase the separation between the equipment and receiver


Connect the equipment into an outlet on a circuit different from that to which the receiver is connected.


Consult the dealer or an experienced radio/TV technician for help.





CAUTION:  Changes or modifications not expressly approved by the party responsible for compliance could void the user’s authority to operate the equipment.





COMPLIANCE INFORMATION STATEMENT


(DECLARATION OF CONFORMITY)





Responsible Party		:	First-Person Gaming, Inc.


Address			:	39510 Paseo Padre Parkway


				Suite 360


				Fremont, CA 94538


Telephone Number		:	(510) 494-2033


Fax			:	(510) 494-2037


Type of Equipment	:	Computer Peripheral - Gaming Device


Model Name		:	ASN01





This device complies with Part 15 of the FCC Rules.  Operation is subject to the following conditions:


1).  This device may not cause harmful interference, and


2).  This device must accept any interference that may cause undesired operation.  See User’s Guide instructions if interference to radio reception is suspected.
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Quick Start





For those of you that dread reading a manual before you get to test out a new product, this area is for you. Follow these steps…





Install the Hardware: Just plug in the Assassin 3D between your Joystick and the Computer.





Install the Software: Insert the Floppy disk into your Disk Drive and Run SETUPEX.EXE. Follow the on-screen prompts.





Select and calibrate the Assassin 3D and Joystick through the Windows95 Joystick Applett.





Calibrate the Assassin 3D and Joystick through DOS (C:\Fpgaming\Assassin.exe).








Play your favorite DOS based game by changing to the directory where the game is installed and running it using the alaunch program. i.e. C:\QUAKE> ALAUNCH DUKE3D








�
Introduction


Thank you for purchasing the Assassin 3D Game Controller.  We at FPgaming hope you enjoy your new killing machine.  Please keep in contact with us by visiting our web site periodically (www.fpgaming.com).  This is where we place all new information and driver updates related to your Assassin 3D.  Also, you are invited to send us email – we’d appreciate hearing about your assassination exploits.


Overview


The Assassin 3D Game Controller is a new product for first-person action and role-playing games. It is the latest design by FPgaming -- the creators of the Logitech WingMan Warrior. While it looks like a trackball, it actually connects between your joystick and computer to provide precise and fun, two-handed control. You can smoothly and easily "free-look" and move in games like Quake, Descent II, Dark Forces and Hexen. The Assassin 3D is designed for you to assassinate your friends.


General Operation


Assassin 3D


The Assassin 3D is a two-handed game controller.  It is composed of two main pieces.  The first piece is the trackball.  The trackball is an integral part of your Assassin 3D.  The other piece is the joystick.  The joystick plugs into the Assassin 3D.  Any analog joystick can be used; including the high-end models with special features.


For maximum flexibility, the Assassin 3D is typically sold two ways:


Assassin 3D only – you supply a joystick


Assassin 3D System – a premium joystick is included


Assassin 3D Trackball


The trackball controls all looking around.  To spin left and right, just spin the trackball left and right.  And, to look up and down, just spin the trackball up and down.  Plus, the 3 buttons allow you quick access to game features.


Joystick


The joystick controls all movement and much of the game button controls.  To move forward and backward, just push the joystick handle forward and backward.  To strafe, move the joystick handle side to side.  Also, depending on the joystick used, up to 14 joystick buttons are supported.  These buttons allow you to activate game features such as firing and changing weapons.














Make sure you check out the Assassin 3D Maneuvers later in this Guide





�
Hardware Installation


Installing the Assassin 3D is fairly simple.


Turn off your computer


Unplug your existing joystick from your computer gameport


Plug your joystick into the Trackball’s connector


Plug the Trackball into your computer gameport


Turn on your computer





Location of the Assassin 3D components is strictly your preference.  The most common placement is for the Trackball to be located on the left side of the keyboard and the Joystick to be located on the right side of the keyboard.  This Trackball/Joystick placement is due to most premium joysticks being right-handed only.  However, if you have an ambidextrous joystick, the Assassin 3D may be placed on the right side for usage by the right hand.  That’s all there is to the hardware installation.


Software Installation


The installation of the Assassin 3D DOS and Windows 95 Direct Input drivers is handled by Install Shield for  painless Install and Uninstall routines. Please close any other programs before starting the installation procedures as you system will need to be restarted for all the settings to take place.


 


Click Start, followed by Settings then select Control Panel.


Double-click on ‘Add/Remove Programs’.


Insert your Assassin 3D Drivers Diskette into the selected drive and click Install.


If SETUPEX.EXE is highlighted, click Finish. Otherwise, click Browse and manually search for A:\SETUPEX.EXE and then click Finish.


Follow the on screen prompts to Install the Assassin 3D DOS and Windows 95 Drivers.


When prompted, you can automatically reboot your computer which will finish the software installation and prepare your system to be a Two-Fisted killing machine. 


Please continue with “Calibrating your Joystick for Windows 95 Drivers”.


Setting up the Assassin 3D for Windows 95


Calibrating your Joystick for Windows 95 Drivers





The calibration process for windows is performed through your control panel applett called Joystick. This procedure will only need to be performed once. You will however need to repeat the procedure if you install a different joystick.





Click Start, then select Settings followed by Control Panel.


Double-click on ‘Joystick’.


Click ’Joystick Selection:’ down-arrow.


Scroll to the ‘FPgaming’ options.


Click on the option that corresponds to your connected joystick (Refer to “Choosing Your Joystick Settings for Windows 95” for help selecting your type of joystick)


Click on Calibrate.


Perform each step of the calibration procedure following the on screen prompts. Please pay special attention to the A3D L/R and A3D U/D making sure to get the red bar all the way to the top and bottom of the mini windows.


Please continue with Setting up the Assassin 3D for DOS


Choosing Your Joystick Settings





Before the Assassin 3D can be used in a game, it must first be configured, calibrated and tested.  This is a simple process and only needs to be performed once. To calibrate through Windows 95 use the Joystick applett in Control Panel.





There are several different types of analog joysticks.  The most common is referred to as Generic.  There are also special types of joysticks that allow for additional features; such as a 4-way hat switch.  Simply, choose your joystick from the four options.  If you are unsure which joystick type you have, it is okay to just make a selection and proceed through to the testing.  If the joystick is behaving strangely, then you may need to choose a different type.  In this case, just rerun the program and pick another type.  Alternately, many times the joystick documentation will tell you what type the joystick is.








FPgaming A3D & CH compatible  joystick


Select this option if you have a CH Products joystick or compatible.  The Microsoft SideWinder 3D Pro with bottom switch in the one-dot position is a CH Products compatible joystick. The Logitech WingMan Extreme Digital with the base button pressed is a CH Products compatible.





FPgaming A3D & TM compatible joystick


Select this option if you have a ThrustMaster joystick or compatible.  The Microsoft SideWinder 3D Pro with bottom switch in the two-dot position is a ThrustMaster compatible joystick.  Also, the Logitech WingMan Extremes (Analog and Digital) are ThrustMaster compatible joysticks.





FPgaming A3D & generic joystick


Select this option if you have a generic joystick with up to 4 buttons.  The Logitech WingMan and the Microsoft SideWinder Standard are examples of this type of joystick.





FPgaming A3D & no joystick


Select this option if you are using your Assassin 3D without a joystick.





Additionally, both a throttle and a rudder are supported.  The throttle is an optional control that is located on your joystick.  The rudder is typically an optional piece of equipment that resides under the desk.  However, some joysticks have a rudder built-in.  The Microsoft SideWinder 3D Pro, for instance, has an integral rudder that can be activated by twisting the joystick handle.





If you do not have a throttle or rudder, it will be automatically simulated by the Assassin 3D trackball.  Trackball forward/backward movement controls the simulated throttle and trackball left/right movement controls the simulated rudder.  For instance, a user with a Logitech WingMan Extreme can use the Assassin 3D trackball for throttle control in Microsoft’s Hellbender.














For more information on Joysticks see Premium Joysticks (Pros and Cons) later in 


this manual and also visit our website for future reviews and links to manfacturer’s pages.





http://www.fpgaming.com/joyprocon.htm


�
Button Assignments





Different joysticks have different numbers of buttons.  Hence, depending on the joystick selection you have made, the button assignments will change. This allows you to configure the largest amount of buttons possible for your type of joystick.





Button Number�
FPgaming A3D & CH compatible joystick�
FPgaming A3D & TM compatible joystick�
FPgaming A3D & generic joystick�
Fpgaming A3D & no joystick�
�
1�
Joystick Button A�
Joystick Button A�
Joystick Button A�
Assassin 3D Button Left�
�
2�
Joystick Button B�
Joystick Button B�
Joystick Button B�
Assassin 3D Button Middle�
�
3�
Joystick Button C�
Joystick Button C�
Joystick Button C�
Assassin 3D Button Right�
�
4


�
Joystick Button D�
Joystick Button D�
Joystick Button D�
�
�
5�
Joystick Hat 2 - North�
Assassin 3D Button Left�
Assassin 3D Button Left�
�
�
6�
Joystick Hat 2 - East�
Assassin 3D Button Middle�
Assassin 3D Button Middle�
�
�
7�
Joystick Hat 2 - South�
Assassin 3D Button Right�
Assassin 3D Button Right�
�
�
8�
Joystick Hat 2 - West�
�
�
�
�
9


�
Joystick Button X1�
�
�
�
�
10


�
Joystick Button X2�
�
�
�
�
11


�
Joystick Button X3�
�
�
�
�
12


�
Assassin 3D Button Left�
�
�
�
�
13�
Assassin 3D Button Middle�
�
�
�
�
14�
Assassin 3D Button Right�
�
�
�
�
POV - North�
Joystick Hat 1 - North�
Joystick Hat 1 - North�
�
�
�
POV - East�
Joystick Hat 1 - East�
Joystick Hat 1 - East�
�
�
�
POV - South�
Joystick Hat 1 - South�
Joystick Hat 1 - South�
�
�
�
POV - West�
Joystick Hat 1 - West�
Joystick Hat  1- West�
�
�
�
WinQuake, GLQuake and Quake World Users





The Button assignments for key bindings are as follows: Joy1 - Joy4 for Button # 1 - 4


AUX5 - AUX14 for Buttons # 5 - 14 and AUX29 - AUX32 for POV - N,E,S,W





FPgaming Assassin 3D Mouse Emulation





The Assassin 3D Mouse Emulation program will turn your Assassin 3D into a Windows 95 pointing device. 


To start the Assassin 3D Mouse Emulation program follow these steps. Click Start, followed by Programs then FPgaming Assassin 3D folder and click on Mouse Emulation.


This will put a little red joystick shortcut on your Start Menu Bar. Click on the little red joystick shortcut to bring up the control window. From the control window you can do the following.





Turn off Assassin 3D Mouse, this will unload the Assassin 3D Mouse Emulation program.


Add to Startup, This will add the Assassin 3D Mouse Emulation program to the Startup Folder which will make it load every time you restart your computer. Once this has been added to your Startup Folder, the prompt will change to Remove from Startup. This will allow you to remove the Assassin 3D Mouse Emulation Program from your Startup Folder.


Disable Assassin 3D Mouse, this will turn off the Assassin 3D Mouse Emulation. This option will leave the program running so you can easily re-enable the mouse emulation. Once you have disabled the Assassin 3D Mouse Emulation, the prompt will change to Enable Assassin 3D Mouse.


Close this Window, this will leave all the settings as they are and minimize the control window back to the little red joystick shortcut icon.





The Assassin 3D Mouse Emulation program works just like your mouse. The left button is used for normal mouse left button selecting and dragging and the right button is used for normal right button selecting and special dragging. You can control the button selections and acceleration through your normal mouse driver controls. Your Mouse driver controls are usually found in the Control Panel. Click Start followed by settings and click on Control Panel. Locate and double click on Mouse.








!!! READ THIS !!!


IMPORTANT NOTES:


The Assassin 3D Mouse Emulation program must be turned off when you want to use the Assassin 3D to play games. 


The Assassin 3D Mouse Emulation program was not intended to be a replacement for your current mouse.








�
Setting up a Windows 95 Shortcut (Quake)


Right click on your desktop, this will bring up a mini menu.


Move the cursor to New and select Shortcut.


In the command line type in c:\fpgaming\alaunch.exe quake, and click Next.


For a Title type in Quake & Assassin 3D, and click Next.


Select any Icon you like and click Finish.


Right click the new Shortcut you just created and select Properties.


Click the Program Tab


You need to change the Working Directory to your Quake directory, (i.e. c:\quake)


Click on OK


Double click your new Icon to frag your friends.


Uninstalling the Assassin 3D Windows 95 Drivers


Uninstalling the Assassin 3D drivers (should you ever need to) is designed to be as painless as possible. The Install Shield Uninstall Wizard will take care of most of the work. Follow the steps below to completely remove the Assassin 3D DOS and Windows 95 Drivers from your system. 





Click Start, then select Settings followed by Control Panel


Double-click on ‘Joystick’


Click ’Joystick Selection:’ down-arrow


De-select the FPgaming joystick options and click OK.


Double-click on ‘Add/Remove Programs’


Select FPgaming Assassin 3D Drivers and click Add/Remove.


The Wizard will ask you if you are sure, Click Yes.


Click OK when finished.


You can Close Control Panel.


Click Start, followed by Programs, then select Windows Explorer.


Locate and select the FPGAMING folder.


Click on File, and select Delete.


Close Windows Explorer.


Visit our website for the latest information on Supported Games, Upcoming Support, Game Setups and Tips and Tricks. 





http://www.fpgaming.com/technical.htm





To see what’s new at FPGAMING visit,





http://www.fpgaming.com/whatsnew.htm








�
Setting up the Assassin 3D for DOS Games


Running the Assassin 3D DOS Calibration and Test


Before the Assassin 3D can be used in a game, it must first be configured, calibrated and tested. The DOS calibration and Test procedure will set up the Assassin 3D and your joystick for DOS only games.  This procedure will only need to be performed once. You will however need to repeat the procedure if you install a different joystick.





The Assassin 3D Calibration and Test program (assassin.exe) is located in your FPGAMING directory.





To run the program from Windows, perform the following:


Click on Start , followed by Programs, and then the FPgaming Assassin 3D Folder. Choose DOS Calibration and Test.





If all is well, you will see the welcome screen. Simply read the text and press any key to continue.  If you encounter any problems, refer to the Troubleshooting section later in this manual.





There are several different types of analog joysticks.  The most common is referred to as Generic.  There are also special types of joysticks that allow for additional features; such as a 4-way hat switch.  Simply, choose your joystick from the three options.  If you are unsure which joystick type you have, it is okay to just make a selection and proceed through to the testing.  If the joystick is behaving strangely, then you may need to choose a different type.  In this case, just rerun the program and pick another type.  Alternately, many times the joystick documentation will tell you what type the joystick is.


Calibrating Your Joystick for DOS


The next step after configuring your joystick is to calibrate it.  The Calibration Menu will display automatically after a valid joystick type is chosen. Follow the on screen prompts.





The calibration process is as follows:


Center your joystick trims


Move the joystick handle to its extremes


Move the rudder to its extremes (if a rudder is present)


Move the throttle to its extremes (if a throttle is present)





Each step in the calibration process is preceded by a beep and concluded with the joystick trigger button being pressed.  The text at the bottom of the screen will guide you the process.  And, once the process is complete, you can move the controls and see the positions of the controls displayed textually and graphically.


�
Testing Your Assassin 3D


All that is left is to test your Assassin 3D.  The Test Menu will test all features of the Assassin 3D.  This includes the trackball, the joystick and all buttons.





The testing process is as follows:


Move the Joystick handle all the way left


Move the Joystick handle all the way right


Move the Joystick handle all the way forward


Move the Joystick handle all the way backward


Move the rudder all the way left (if a rudder is present)


Move the rudder all the way right (if a rudder is present)


Move the throttle all the way forward (if a throttle is present)


Move the throttle all the way backward (if a throttle is present)


Spin the Trackball swiftly left


Spin the Trackball swiftly right


Spin the Trackball swiftly up


Spin the Trackball swiftly down


Press all the Joystick and Trackball buttons





Note: If any of the testing steps cannot be completed, the most likely cause is an incorrect calibration.  Simply hit the Escape key to quit the Assassin 3D DOS Calibration and Test Program and rerun it.





Like the Calibration Menu, all the steps in the testing process are preceded by a beep and instructional text.  Moving from step to step, however, this is accomplished by performing the action that the text requests.  For instance, step 8 will be completed when the throttle dial is moved all the way backward.





Note:  If any problems occur during the testing process, refer to the Troubleshooting section in this manual.





There are many graphical pieces of the Test Menu.  These are logically divided into three sections.  The upper left is allocated for the joystick display.  The lower left is allocated for the trackball display.  And the whole right hand side is allocated for displaying the buttons; with the joystick buttons on top and the trackball buttons on the bottom.


Joystick Display


There are two boxes for displaying the joystick data.  The left-hand joystick box is labeled “Time-based”.  This box displays the joystick handle movements graphically in time.  The right-hand joystick box is labeled “Position-based”.  This box displays two cursors.  The white cursor displays the position of the joystick handle and the yellow cursor displays the position of the rudder and throttle.  Any rudder movement will move the yellow cursor left or right and any throttle movement will move the yellow cursor up or down.





In the “Time-based” box, the joystick roll data is displayed as a red line and the joystick pitch data is displayed as a green line.  For instance, moving the joystick handle to the right will cause the red line to go down.  The lines will only move if there is joystick movement.  Verify that the display moves exactly in sync with the joystick movements.  There shouldn’t be any noise or jitter in the display.


Trackball Display


There are two boxes for displaying the trackball data.  The left-hand trackball box is labeled “Time-based” and operates similarly to the joystick “Time-based” box.  The red line corresponds to trackball left and right movement and the green line corresponds to trackball up and down movement.  The right-hand trackball box is labeled “Rate-based” and displays a yellow force vector.  The vector points to the direction that the trackball is spinning and the length of the vector is proportional to the amount of trackball spin.


Button Display


Up to 17 buttons are displayed on the Test Menu.  These buttons are displayed as squares along the right side of the screen.  The upper portion is for joystick buttons and the lower portion is for trackball buttons.  Depending on the joystick type, not all buttons will be displayed.  Additionally, the particular joystick may not have all the buttons that are supported by the joystick type.  Just verify that all the buttons that are on the joystick are operating properly.





The first 4 buttons are labeled J1, J2, J3 and J4.  J1 is the main trigger button.  The other three buttons can be located just about anywhere on the joystick.  The next 2 buttons are labeled X1 and X2.  These buttons will only be displayed for CH Products type joystick.  Below these buttons are the hat buttons.  For ThrustMaster type joysticks, there is one hat and for CH Products type joysticks there are up to two hats.  Each hat has 4 buttons and they are operated by pressing the hat to one of 4 compass points; north, east, south or west.  The last buttons are labeled T1, T2 and T3 and they are the trackball buttons.  T1 is the left button, T2 is the middle button and T3 is the right button.





When a button is pressed its box will become bright green.  When the button is released the box color will change to dark green.  This feature provides status as to which buttons have been tested.





After all the buttons have been tested, the Assassin 3D Maintenance Program is complete.  Press a key to exit.








Note:  There is a limitation with the CH Products type joystick that will become very apparent during the button testing.  With any CH Products type joystick, no more than one joystick button can be detected at a time.





�
The DOS-Games Configuration Utility





This tool will let you assign the available game commands to buttons on your joystick. It was created to help you assign those commands to your DOS games. There are drop down menus for each of the supported buttons and each game command. It has adjustable speed settings, pitch & yaw controls along with dead zone, full zone, and rate configurations. This allows for supreme flexibility for everyone from beginner to advanced players.





To run the DOS-Games Configuration Utility Click Start, followed by Programs then FPgaming Assassin 3D and click on DOS-Games Configuration.





You will see a screen with icons that represent each of the supported DOS games. Double Click the Icon for the game you want to configure. Once you get to the individual game configuration panel you will see a few drop down menus. These menus are what allow you to configure your button settings. 


Main (Game Name) Settings Screen


Joystick Buttons, Hat and Assassin 3D





The drop down menus for Joystick, Hat and Assassin 3D, will show you the available buttons that can be configured. If you press a button on the Joystick or select a Hat position, the drop down menu will show you the button or position that you  selected. You may also use the drop down menu to select the button that you want to configure. Use the drop down menu to the right to select the action you want used for this button or position. All available actions will be listed (except for Quake which will allow you to customize just about anything  using the Quake console or config files).





Forward Medium Speed, Forward Fast Speed, Sideways Medium Speed, Sideways Fast Speed





These settings will allow you to set the game depending upon your skill, As a beginner you may want to start out slower than the game allows. As you get better and for Deathmatching you will want to set these to a higher setting.





If your joystick has a throttle, pushing the throttle forward will enable the “Fast” speeds and pulling the throttle backward will enable the “Medium” speeds.  Additionally, if you have a Speed Toggle button programmed, pressing this button will invert the throttle settings.  So, flicking the throttle or pressing the Speed Toggle button will switch you from Medium to Fast or vice-versa.





If your joystick doesn’t have a throttle, by default the “Medium” speeds are enabled.  To enable the fast speeds, change FMS and SMS both to 50.  Alternately, if you have a Speed Toggle button, you can just press it to switch from medium to Fast speeds.





Launch 





This button will allow you to launch the game during button testing and configuration. It is not intended to be used for launching the game every time you want to play, although it can be used that way.





Power Settings - See Below





Restore Defaults - This restores all the games defaults back to a Beginner’s skill level





About Program - Tells you a little information about this program





EXIT - This button will allow you to Exit the Utility, All changes are saved automatically.


�
Power Settings


Pitch Invert, Pitch Leveling, Pitch Speed


Pitching is the looking up and down that some games allow. These variables are here so you can set up the options that you like. 





Pitch Invert will change the direction you move the trackball. Normally when you move the trackball forward you look down. Having this selected when you move the trackball forward you will look up.





Pitch Leveling is a feature that will automatically center your view when your character moves. Some people can get very disorientated and even nauseous with too much pitching. If this is you, turn on this feature by selecting the box.





Pitch Speed is the speed of movement where Pitch Leveling will take place. You can set this anywhere from a slow walk (10) to full Speed (100).





Yaw Invert This will allow you to spin the Assassin 3D around and have the buttons in front of the ball instead of behind. You may need a new wrist support for comfort during those many hours of game play.





Pitch Dead Zone, Roll Dead Zone, Pitch Full Zone, Roll Full Zone





The joystick handle moves through three defined zones. The three zones are; the dead zone, the proportional zone and the full zone. The dead zone is a window located around the joystick center. When the handle is within the dead zone, no game character movement occurs. As soon as the handle exits the dead zone, the handle enters the proportional zone. In this zone, movement of the game character is proportional to where the handle is located. If the handle is near the dead zone, then the game character will move slowly. As the handle moves farther away from the center, the game character moves faster. Eventually, the handle moves within the full zone. Within the full zone, the game character moves at medium/full speed.





If you find that you have a hard time walking a straight line or standing still you will need to increase the dead zone. If you find that you are not getting to full/medium speed soon enough and want to get to full/medium speed with less joystick movement decrease the full zone. As you move through the proportional zone your character will gradually move from stopped to full/medium speed





Joystick Rate Configuration





There is an exception to the previous joystick zone operation.  If the joystick handle is moving faster than a previously defined rate, the game character will begin full movement (medium or fast speed) in the direction the handle is moving.  This feature allows overriding the joystick zone operation by looking at the handle speed not the handle position.





The effects of this parameter are subtle, but provide an additional level of fine-tuning for joystick control.  When enabled, the game is more responsive to the user’s quick-movement desires and provides quick directional changing of the game character before the joystick handle even reaches the other side.  Therefore, quick handle action corresponds to quick game character action.





The reason this parameter is disabled by default is that this logic does not work well with beginner joystick users since wild movements of the joystick handle will become amplified.  This can be very disturbing to the novice user.  Additionally, this feature does not work well with games with slow frame rates (under 15).


�
Assassin Launch Program in Detail


The Assassin Launch Program (ALAUNCH.EXE) has several advanced features.  These features will allow you maximum flexibility in running your games.


Parameters


The parameter passing definition for ALAUNCH is as follows:


alaunch	<game name> <optional program> <optional parameters>


Usage


The first parameter is the Assassin Launch Program (ALAUNCH).  The second parameter is the <game name> parameter This is a required parameter and tells ALAUNCH which game to set up.  The following games are valid choices:





doom, doom2, heretic, hexen, dark (Dark Forces), duke3d, d2 (Descent II), quake, strife





The <optional program> parameter is used when you would like to play a game, but first would like to run another program first.  Imagine that you want to run DM (the DOOM Manager) before launching DOOM.  The command line would be the following:


	alaunch doom dm


In the above example, alaunch would set up for DOOM to play, but instead of launching DOOM directly, it would launch DM.  DM would then, in turn, launch DOOM.





The <optional parameters> parameter allows for command-line parameters to be sent to the optional program or to the game.  One example is for recording a demo in DOOM.  An example command line would be:


	alaunch doom2 -record mydemo -warp 2 -skill 3


This example would set up DOOM II for playing, then launch DOOM2 with all the other parameters added.  Therefore, DOOM II would then jump immediately into level 2 and begin recording the action with skill level 3 set.


Installation notes for DOS power users





The install program will create a directory called C:\FPGAMING and copy all the software on the diskette into this directory. These lines set an environment variable FPGAMING and also includes the FPGAMING directory into your path.  The two lines added to your AUTOEXEC.BAT are:


	set FPGAMING=C:\FPGAMING


	set PATH=%PATH%;%FPGAMING%


The FPGAMING environment variable is used by the Assassin 3D Maintenance Program (ASSASSIN.EXE) and the Assassin 3D Launch Program (ALAUNCH.EXE) to find the Assassin 3D and game configuration files.  All of these files end in “.INI”.  Instructions for modifying these files are included later in this manual.





The only reason for adding the FPGAMING directory to the path is for simplification in running the Assassin 3D Maintenance Program and in launching the games.  If your path is very long, you may not want to add another directory to the list.  So, rather than adding the FPGAMING directory to the path, you can simply copy ASSASSIN.EXE and ALAUNCH.EXE into a directory that is already referenced in your path (e.g. C:\WINDOWS\COMMAND).


�
Supported Games





The First-Person Gaming ALAUNCH.EXE  program provides support for many of the Assassin 3D games.  The current list supported by ALAUNCH.EXE is:





Dark Forces by LucasArts


Descent II by Parallax Software


Doom by Id Software


Doom II


Ultimate Doom


Final Doom


Strife by Rogue Software�
Duke Nukem 3D by 3D Realms Entertainment


Redneck Rampage by Xatrix for Interplay


Heretic by Raven Software


Hexen


Quake by Id Software


Quake add on packs, Armagon, Shrak �
�



We Also have Windows 95 Direct Input support for the following games: (May 1997)


WinQuake by Id Software, Quake World by Id Software, GLQuake by Id Software.





Note:  First-Person Gaming is continually adding support for new games.  Please refer to our web site (www.fpgaming.com) for the latest game-support information and software driver updates.


Assassin 3D Maneuvers


Forward/Backward


Move the joystick handle forward and backward to move forward and backward.  The farther you push the joystick handle away from center, the faster you will go.


Strafe Left/Strafe Right


Move the joystick handle left and right to strafe left and right.  The farther you push the joystick handle away from center, the faster you will go.  This maneuver can be combined with the Forward/Backward maneuver to move at a 45( angle (or any desired angle).  Just move the joystick handle in the direction you desire to move.


Turning Left/Turning Right


Roll the trackball left and right to turn left and right.  Typically, the 3 middle fingers rest on the ball and turning is performed by moving the fingers side-to-side.


Looking Up/Looking Down


Roll the trackball forward and backward to look up and down.  Typically, the 3 middle fingers flex and curl in toward the palm to perform all looking up and down.  The wrist can rest on the supplied palm-rest and never needs to move.


Circle-Strafing


This is a critical-to-master advanced maneuver.  Circle-strafing allows you to stay aiming at your opponent while you are constantly moving.  So, you can pummel your opponent and avoid damage at the same time.  Both hands are used simultaneously.  To circle-strafe clockwise, push the joystick handle to the left and turn the trackball to the right and stay aiming at your opponent.  You can also circle-strafe the opposite direction.  Practice both ways or you will become predictable during deathmatching.


Circle-strafing is particularly deadly to computer opponents.  Their typical programming is to fire where you are, not where you are going.  This lets their attack always miss you while you are continually firing upon them.  The bosses in Duke Nukem 3D, for instance, can be easily beaten without taking any damage yourself by using a continuous circle-strafe maneuver.


Strafing into a Turn


This is another critical-to-master advanced maneuver.  This maneuver lets you see around a corner at the absolute earliest moment while you are moving at full speed.  This is valuable as it avoids you getting shot in the temple.  The simplistic method to rounding a corner is to go full speed forward and as you reach the turn, just turn with the trackball.  This method has two downsides.  First, you can’t see what is around the corner until well into it and, secondly, you can’t fire at whatever is around the corner until well around it.





Instead of running straight ahead, perform a subtle circle-strafe as you head into the turn.  This has the effect of turning you towards the turn just before you pass the corner.  For a brief period you are staring at the wall and moving sideways.  Then, as you strafe a bit farther into the turn, you can now see all the way down the hallway.  From your opponent’s point of view, you just popped out of nowhere already aiming at them.





Imagine that you are rounding a 90( turn to the right.  Perform the following actions to complete a strafing-into-a-turn maneuver:


Push the joystick handle straight ahead (full speed forward)


As you approach the turn, move the joystick handle at a 45( degree angle to the south-west to full-left strafing.


Concurrently, turn the trackball to the right to maintain moving along the same path until you have turned 90(.  At this point you will be moving full-speed left and staring at a swiftly moving wall.


Continue until you burst out and are staring down the hallway.  Shoot anything that moves – most likely you have surprised it.  [If it is more than you can handle at the moment, just flip the joystick handle to the right and strafe back out of harm.]


Then, push the joystick handle straight ahead and continue full speed forward.


Running Flip


Note:  This maneuver uses the Turn Around (180() button, this feature is not available with Quake.





This is a fun technique that is highly disturbing to your deathmatch opponents but takes a bit of practice to smoothly execute.  Imagine that you are being chased and you are running at full speed; you’re either hurt or faking it.  At some point just press the Turn Around button and, simultaneously, swiftly pull the joystick handle all the way backward.  This will face you toward your opponent while still moving full speed away from them.  Continue moving away and fire at will.  This maneuver works best when you know the terrain coming up.  That way you can continue moving at full speed even though you can’t see in the direction you are moving.


Storming your Opponent


This maneuver takes advantage of the quick-turning capability of the Assassin 3D.  During a deathmatch battle, run directly at your opponent.  Keep firing at them the whole way in.  Pass by their shoulder and perform a very quick spin with the trackball.  This is accomplished by setting your middle finger along one edge and then quickly moving it to the other edge (basically riding the top of the trackball from left-to-right or vice-versa).  Since this maneuver is so quick, it is not uncommon to catch your opponent’s backside.  This is especially true of opponents that use a joystick, gamepad or keyboard as their controller.  These input devices cannot turn quickly at all.  Quite often you can even watch them turning while you fill ‘em full of lead.  Then you get to watch them fall down.


Premium Joysticks (Pros and Cons)





Note: These Pros and Cons are based our opinion and usage of the premium joystick with the Assassin 3D.  The manufacturers of these fine joysticks may have other opinions than those listed below.


CH Products F-16 Combatstick


Pros


Smooth operation, high-quality design


14 buttons supported via CH Products protocol


Cons


Only one button press can be detected at a time


Logitech WingMan Extreme


Pros


Fits your hand like a glove


8 buttons supported via ThrustMaster protocol


Cons


Rubber boot noisy and sometimes sticks (stopping a return to center)


Microsoft SideWinder 3D Pro


Pros


Precise and accurate


8 buttons supported via ThrustMaster or CH Products protocol


4 axes supported on one device


Mostly ambidextrous (the only premium joystick)


Cons


No preferential directions (easier to accidentally strafe – refer to Joystick Zone Configuration section)


Tight movement (not as much proportional speed control)


Extra 4 buttons not supported via CH Products protocol


ThrustMaster FCS


Pros


Basic workhorse


8 buttons supported via ThrustMaster protocol


Cons


Stiff springs and light (tends to move around)


Gravis Firebird 2


Pros


Wide base doesn’t move around


21 buttons (8 way hat) + throttle & rudder supported via keyboard input


8 buttons supported via CH protocol


Adjustable tension springs


Cons


Small twisting effect with handle movement


Extra Buttons not supported via CH protocol


�
Troubleshooting


Potential Installation Problems


To avoid problems, please read through the following potential problem areas.





First, the Assassin 3D requires a full game card (4 analog axes and 4 buttons) to operate.  Some inexpensive game cards only support 2 analog axes and 2 buttons.  These cards will not allow the Assassin 3D’s digital protocol to operate.  Also, the Assassin 3D will not work with the Suncom Technologies Gameport 2000 due to design incompatibilities.





Second, verify that only one gameport is enabled in your computer and that the Trackball is plugged into the enabled gameport.  It is common to have a gameport as an additional feature on PC boards (i.e. sound cards, graphics accelerators, etc.).  Any additional gameport needs to be disabled.  Refer to the PC board’s documentation for instructions on how to enable/disable the gameport.





For more information on Gameports and troubleshooting Digital Gameport problems:


The Assassin 3D uses Digital information similar to the Microsoft Game Pad.


The information in the following files should be quite helpful.





Microsoft Game Pad Read Me File


http://www.microsoft.com/kb/articles/q156/4/36.htm





Section 2.2 Game Port Issues


How to Troubleshoot a Gameport Joystick


http://www.microsoft.com/kb/articles/q141/8/54.htm


Last, it is not recommended that an extension cable be installed between the Trackball and your computer.  The Assassin 3D cable is 7 feet long and should easily reach your computer.  The problem is that most extension cables are not shielded and will add a significant amount of noise into the Assassin 3D’s digital signal.  This may degrade the performance or completely disrupt communication.  If you need to use an extension cable, first verify operation without one and then, later, compare the operation with the extension cable installed.








Error Messages


There are a few error messages that are displayed by the Assassin 3D Maintenance Program.  If one of these occurs, you will see the error message and the program will terminate.  The program will not display the welcome screen.





The first error message occurs if the FPGAMING environment variable is not set.  In this case you will see the following error message:


Your DOS environment variable FPGAMING is not set.


To correct this error message, please add the following line to your “autoexec.bat” file.


“set FPGAMING=c:\fpgaming” or any other valid directory.





Continued on the next page…


�
Error Messages Continued…





The second error message occurs if an Assassin 3D is not plugged in to the gameport, but some other device is (like your joystick).  In this case, the following message will be displayed:


Some device is detected, but not an Assassin 3D.


Verify the Assassin 3D is plugged into your gameport. Verify that only one joystick gameport is enabled and that the Trackball is plugged into that gameport. If that isn't the problem, test the gameport with your analog joystick. If that works fine, rerun this program with the Assassin 3D attached. If this message still occurs, contact First-Person Gaming Technical Support. 





The third error message that can occur is when nothing is installed into the gameport.  In this case, the following message will be displayed.


No device is detected on the gameport.


Verify the Assassin 3D is plugged into your gameport. Verify that only one joystick gameport is enabled and that the Trackball is plugged into that gameport. If that isn't the problem, test the gameport with your analog joystick. If that works fine, rerun this program with the Assassin 3D attached. If this message still occurs, contact First-Person Gaming Technical Support.


Problems During Testing


Note: If any of the testing steps cannot be completed (e.g. Pushing the joystick handle all the way forward will not complete step 3 in the testing process), the most likely cause is an incorrect calibration.  Simply hit the Escape key to quit the Assassin 3D Maintenance Program and rerun it.





If the buttons are not behaving correctly, you may have chosen the wrong joystick type.  If you have selected a CH Products type joystick but have a ThrustMaster type joystick plugged in, you will notice that simultaneous button presses will be converted into a single button press – most likely a press from a button you don’t have on your joystick.  Alternately, if you have selected a ThrustMaster type joystick and have a CH Products type joystick installed, you will notice the throttle changing when the hat buttons are pressed.  As above, hit the Escape key to quit and rerun the program to chose the correct joystick type.





The Logitech WingMan Extreme uses the ThrustMaster button protocol and needs to be configured as a ThrustMaster Joystick.  However, the Logitech WingMan does not and needs to be configured as a Generic Joystick.





Lastly, if your joystick if very inexpensive (cheap), you may notice quite a bit of jumping in the joystick Time-based information. This problem exhibits itself when the joystick is moving.  This is caused by lower-quality potentiometers and will definitely negatively affect the quality of your game play.  If you are experiencing this problem, a joystick upgrade should completely eradicate it.


Not Tracking Well After Significant Usage


The Assassin 3D trackball relies on a clean connection to the internal rollers for proper tracking.  Over time, the buildup of finger oils can cause slipping in this connection.  To correct this, remove the retainer ring by softly turning it counter-clockwise for ¼ of a turn.  As a note of caution; at no time should the retainer ring need forcing.  If it is not turning, verify you are turning the correct direction.  Then, lift out the trackball and the retainer ring.  This will expose the delicate rollers.  Softly wipe the 2 rollers with a cotton swap (that has been dipped in rubbing alcohol) until both are clean.  This may take a bit of time.  Be patient; it took a long time for that gunk to get there.  Wipe the trackball with a clean rag.  Lastly, replace the ball and retainer ring and lock it back into place.





Avoid using your Assassin 3D while you are eating – e.g. cookies.  This will require an immediate cleanup.  We know, we did it.  But, it was late at night…


�
Free Added Value Support Options





First-Person Gaming, Inc. is dedicated to bringing you the absolute best First-Person Action gaming experience that can be found anywhere. We are always working on new products and services that will enhance your gameplay.


You can receive support 24 hours a day by visiting the FPGAMING web site at: 


http://www.fpgaming.com/technical.htm





We here at FPGAMING are always working on support for the newest games. To get the latest game setups visit us on the web at:


http://www.fpgaming.com/faqs.htm





If you need help setting up or questions about WinQuake, GLQuake or Quake World visit us on the web at:


http://www.fpgaming.com/techq.htm





If you need help setting up or questions about all other games visit us on the web at:


http://www.fpgaming.com/faqs.htm





If you cannot find the answer to your questions on the web, E-mail fptech@fpgaming.com





If you would like to make any comments about the Web site or this User’s Guide please E-mail fptech@fpgaming.com





If you are a game developer and want to make sure that your game will support the Assassin 3D please E-mail james@fpgaming.com





To see what’s new here at FPGAMING visit (yes, you guessed it) our web site at:


http://www.fpgaming.com/whatsnew.htm


�
Notice


First-Person Gaming, Inc. reserves the right to make improvements in the product, the software or the manual without notice.





Statement of limited Warranty


The warranties provided by First-Person Gaming in the Statement of Limited Warranty apply only to First-Person Gaming products originally purchased for your use, and not for resale. Products are subject to these terms only if purchased in the USA, Puerto Rico or Canada, and located in the country of purchase. 





�


Product: First-Person Gaming, Assassin 3D™ game controller.





Warranty Period





Hardware, Software and Accessories: 90 Days








The First-Person Gaming Warranty


First-Person Gaming warrants that each product is free from defects in materials and workmanship and conforms to First-Person Gaming’s product specifications.  First-Person Gaming calculates the Warranty from the date of purchase by the end user.  The date on your Proof-of-Purchase receipt is the date your warranty period commences. 





During the Warranty period, First-Person Gaming or your reseller will provide warranty service under the type of service designated for your product. 





To obtain service on your product contact First-Person Gaming or your reseller for a Return Authorization Number.  Warranty service is limited to repair of your product or replacement of same or similar product or refund of your purchase price and is up to the discretion of First-Person Gaming, Inc. 





Limited Warranty on Media


First-Person Gaming warrants its diskettes and the software that is recorded on them to be free from defects in material and faulty workmanship under normal use for a period of 90 days after the date of purchase.  If during this 90 day period a defect in the diskette should occur, the diskette may be returned for replacement without charge, provided you have completed your registration form and returned it to First-Person Gaming.  Your sole remedy in the event of a defect in a diskette is limited to replacement of the diskette as provided above. 


�
Extent of Warranty


Misuse, accident, modification, unsuitable operating environment, improper maintenance by you or failure by a product for which First-Person Gaming is not responsible may void the warranty.





THESE WARRANTIES REPLACE ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE.  HOWEVER SOME LAWS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES. IF THESE LAWS APPLY, THEN ALL EXPRESS AND IMPLIED WARRANTIES ARE LIMITED TO THE WARRANTY PERIOD.  NO WARRANTIES APPLY AFTER THAT PERIOD. 





Limitations of Liability


Under no circumstances is First-Person Gaming liable for any of the following:


1.  third party claims against you for losses or damages,


2.  loss of, or damage to, your records or data: or


3.  economic consequential damages (including lost profits or savings or incidental damages, even if First-Person Gaming is informed of their possibility).





Notice 





A patent has been applied for the designs embodied in the Assassin 3D product.





The software, included this manual and the diskette supplied is copyrighted and contains proprietary information.  All rights are reserved.  This documentation may not, in whole or part be copied, photocopied, reproduced, translated or reduced to any electronic medium or machine readable form without the prior consent, in writing, from First-Person Gaming. 





Assassin 3D and FPgaming are trademarks of First-Person Gaming, Inc.  All other trademarks are registered to their respective companies.





Copyright 1997 by First-Person Gaming, Inc.


39510 Paseo Padre Parkway


Suite 360


Fremont, CA 94538
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First-Person Gaming, Inc.


39510 Paseo Padre Parkway


Fremont, CA 94538


Tel: 510-494-2033


Fax: 510-494-2037


Email:  fpsales@fpgaming.com


Tech Support Email: fptech@fpgaming.com


Web Site:  www.fpgaming.com


Sales:  1-888-FPGAMING (1-888-374-2646)
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