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Copyright Notice

FragTag HQ-SFX Programmer User Manual

Copyright® 2010 FragTag

All rights reserved. No part of this work may be reproduced in any form or by any means — graphic, electronic, or
mechanical, including photocopying, recording, taping, or information storage and retrieval systems — without the
written permission of the publisher.

Products that are referred to in this document may be either trademarks and/or registered trademarks of the
respective owners. The publisher and the author make no claim to these trademarks.

While every precaution has been taken in the preparation of this document, the publisher and the author assume
no responsibility for errors or omissions, or for damages resulting from the use of information contained in this
document or from the use of programs and source code that may accompany it. In no event shall the publisher
and the author be liable for any loss of profit or any other commercial damage caused or alleged to have been
caused directly or indirectly by this document.

April 2010 Melbourne, Australia.

TERMS

FragTag products are protected by both Australian Copyright Law and international copyright treaties. You may not
separately publish, market, distribute, sell or sublicense, for fee or no fee, the Licensed Product or any part
thereof.

FragTag will endeavour to provide free access to software updates to all purchased products that are still currently
in development. The distribution method of these updates is at the sole discretion of FragTag, and for security
reasons product updates may involve returning electronic components to FragTag or a licensed distributor. In this
instance return postage costs may be payable by the purchaser.

WARRANTY

FragTag warrants that your purchased product will perform substantially in accordance with the provided
documentation for a period of twelve (12) months from the date of receipt. In the event of deviations in the
product, FragTag will make a reasonable effort to bring the product into conformance with the documentation to
provide you with a corrected version as soon as possible.

This warranty is void if the product failure has resulted from abuse, accident, incorrect wiring, misapplication,
incorrect mounting causing short circuits, or moisture ingress. It is the responsibility of the purchaser to mount the
products in such a manner as to protect it from moisture.

FragTag's liability is limited to refund of the money paid for the product, and in no event will FragTag be liable for
any indirect or consequential damages that may arise (including damages for loss of business profits, business
information, or other pecuniary losses).
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Introduction

Welcome to FragTag®©, a highly advanced, dual format commercial ‘laser’ tag system.
HQ-SFX is a digital audio sound effects playback device, offering high quality and extremely fast response time.

This Manual details the procedure for programming HQ-SFX with audio data, using the HQ-SFX Programmer
PCB.
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HQ-SFX Programmer Board Layout
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Procedure

To program HQ-SFX with audio data, follow this procedure.

1. Connections

e Ensure power to the Recorder PCB is switched off

o Carefully insert the HQ-SFX into the large green Zero Insertion Force socket. Ensure the lever is
pointing upwards before inserting the module. Refer picture above for the correct way to position the
module.

e Move the lever to the horizontal position to lock the HQ-SFX module in place

e Connect a FragTag USB serial adaptor cable to the 3.5mm socket on the recorder PCB. Connect the
other end to a PC running Microsoft Windows. A copy of FragScore must be installed on the PC.

e Connect a DC plugpack to the power socket of the Recorder. This plugpack must be between 6 and 9
volts DC, with the centre tip being positive. Caution: Failure to observe the correct voltage or polarity
may damage the Recorder PCB and will not be covered under warrantee.

e When power is applied correctly, the Red power Led on the Recorder PCB will illuminate.

USB Serial Adaptor Cable
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2. Preparing Sound Files

e Open FragScore on the PC. Ensure that the setting for the comm. port matches that of your USB
adaptor (Settings -> Communications Port)

e Select Tools -> Sound Recorder

¢ In the lower right section, make sure that the Product selection matches the PCB that you wish to
fit HQ-SFX too. For example, if you are programming a HQ-SFX for a Mainboard, select
“Mainboard” For a Cerberus Claymore, select “Cerberus” etc.

e |n the bottom right corner, ensure the Recorder type is set to “Stand Alone”

e Inthe Sound List area note the list of Sound Events. These correspond to the sound events in the
product, for example when a Mainboard is configured as an Assault Rifle and is fired, the sound
event Assault 1 Fire 1 is played.

e |f you have a saved list of sounds from prior recording, you can load it using the Open List button.
This will recall saved data. If you do not, you need to obtain sound files for all of the events, and
assign them to each event using the Set Sound button. For example, to assign a sound file to the
event “Hit", select Hit from the list, and then press Set Sound. You will be prompted to select a
wave file for this sound event. Continue through all sound events.

e Note that the sound files must follow this format:

Number of Bits | Sample rate Format Number of Channels
8 22 Khz Wave (wav) | 1 (mono)

e When you have assigned all sound files to the events, press Save List and save it somewhere
safe for later use.

Sound Event List Set Sound Button Open List Button

\

= Soué{ Recorder

- Sound Lk(
3
\@ &und Event ‘ﬂ File

I Empty Chambier D hprojectshlazer skimishhzoundsw aveSoundhS etZhcommontempty, way LM 5 i
Fieloading Primry D:Mprojectz'lazer skimishhsoundw aveSound'set2vweaponhassault_reload_start.wawv |= SNEIEE
Feloading Secohdary D:Mprojectz'lazer skimishhsoundw aveSound'set2weapontgrenade_launch_reload statw.. |~

I End of Reload D:hprojectz\laszer skimizshhsound'w aveSound'zet2vmeapontassault_reload_end.wav [ e
Hit D:hprojects\lazer skimishhsoundsiw aveSoundiset2haanmmaonbhit_1.way =T
Explazion D:hprojectz\lazer skimizshhsoundsw aveSound S et2hcommaontexplade. waw
Mear Mizz D:tprojectz\lazer skimizshhsoundyw aveSound S et2commaonthear_miss. waw :

Alarmm D:hprojectzlazer skimizshhsound'w aveSound'S et2oommaontalarm. waw - Record Control:
Dead D:tprojectz\lazer skimizshhsoundyw aveSound S et oommaontdead. waw
Flezpatm D:tprojectz\lazer skimizhhsound'w aveSound'S et commontrespawmn. way Previey
Health Added D:hprojectz\lazer skimizhhsoundyw aveSound'S et2hoommantHealth. waw
Amnmao Added D:hprojectz\lazer skirmizhhsoundyw aveSound S et2hoommantaddarmmo.way
Lo Arirno D:hprojects\lazer skimizhhsoundha aveSound'S et commonhanmao_low, way Record
Game Started D:Aprojectzilazer skimishhzoundsw aveSound S et2hocommon'start_game. way
Game Ended D:Aprojectzilazer skimishhzoundw aveSound'S et2commontgame_over waw
temberzhip Swiped D:Aprojectzilazer skimishhsound'w aveSound'S et2\commontwelcome. wayw Test
Boot up D:Aprojectzilazer skimishhsoundsw aveSound'S etz commontbootup. way -
- Status 1 Product
Idle tainboard -

- Recorder

Sound Chip\tiization: 64.70 seconds, 71.89%. JStan glone -

Status Window Product Selection Recorder Selection
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3. Programming

-

Press the Record button. If everything is correct, the Status window should show “Erasing”
followed by counting of the audio data as it programs

Wait for completion (approximately 10 minutes)

If you get the message “Recording Complete” then it has been successful. Switch off the power,
and move the socket lever to the vertical position. Carefully remove HQ-SFX from the socket, and
transfer it to the PCB that it will be used in. Take care to avoid bending any pins, and that it is
inserted the correct way around.

If you get an error message, check the following to ensure they are OK:

i. Check that the Red power Led is illuminated

ii. Check Serial adaptor cable is fully inserted

iii. Check FragScore communications port setting is correct

iv. Check HQ-SFX module is inserted the correct way around in the socket

v. If all of the above is correct, switch off everything and close FragScore, and repeat all
steps being very careful to proceed in the exact order described above. If this fails again,
contact FragTag Technical Support for further guidance.

Statuz

Programming File: D:hprojectshlazer skimishhzoundia aveSoundhS et ecommonttarget_hit way
Sending Page Mumber: 97 of 185

Sound Chip Utilization: 64.70 seconds, 71.89%,

H Sound Recorder

Sound List

u&D Sound Event

ﬁ File

Reloading Shotgun Start
Reloading Shatgun End
Reloading Sniper Start
Reloading Sniper End
Reloading MG Start
Reloading MG End
Reloading RPG Start
Reloading RPG End
Bleeding 1

Bleeding 2

Bleeding 3

Apply Bandage

Apply Bandage Cormplete
Hit 2

Hit 2

Lowy Battery

Flash Bang

Status
Recording Complete.

D:Mprojectzslazer skirmishhsound W aveSoundheetXweaponhshotgun_reload_start waw
D:Aprojectsslazer skirmishiaoundsw aveSoundiaet2weaponhshatgun_reload_end way
D:Aprojectsslazer skirmizhheoundsyw aveSoundieetZweaponhsniper_reload_start way
D:Mprojectelazer skirmishbeoundsyw aveSoundieetZvweaponhseniper_reload_end.way
[:Aprojectelazer skirmishheoundtyw aveSoundieetZaweaponi LM G_reload_startway
D:Mprojectzlazer skirmishbeoundtw aveS oundheetZweaponiLMG_reload_end way

DM projectzilazer skirmishbeoundtw aveS oundheetZweapontupg_reload_start waw

DM projectzilazer skirmishhsoundtWw aveSoundheet2aweaponipg_reload_end way
D:Mprojectzilazer skirmishbeoundtWw aveSoundheet2commonibleeding . waw

DM projectsilazer skirmishheoundtWw aveSoundheetZcommontibleeding?. waw
D:Mprojectzilazer skirmishhaoundiw aveSoundheeteommonibleeding3 waw
[:hprojectsilaser skimishhsoundyyw aveSoundisetXcammonibandage. way
D:Aprojectsslazer skirmishhsoundsw aveSoundiaet2eaommonibandage_complete way
[:Mprojectslazer skirmishieoundssw aveSoundieetZscommonshit_2 way
D:Mprojectzlazer skirmishheoundsyw aveSoundieetZyeommonihit_3.wmay
[:Aprojecteslazer skirmishbeoundsyw aveSoundieetZeommonilow_battery Wil
[:Mprojectzlazer skirmishheoundtw aveS oundieetZvcommontiflazhbang, way

Sound Chip Utilization: B4.70 seconds, 71.89%.

Ligt Contrals -
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Sawve List
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Record Contrals
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Record
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Stand Alone

Record Button

© FragTag 2010

Page 8 of 8



