



  
  
    

  

  
    	About
	
        Features 
        
          Personal and corporate archive
          Private social network
          Securely receive documents
          Easily share your files
          Online PDF Toolbox
          Permanent QR Codes
        

      
	Premium account
	Contact
	Help
	Sign up
	

  
 Sign in


  



    


  

    
      
        2017 > 
        October > 
        October 30, 2017
      

    


    





    
      SCStandards (PDF)


    

    
      









        File information

Title: 00_Tab1.book
Author: culptr

  This  PDF 1.2 document has been generated by FrameMaker 5.5 / Acrobat Distiller 3.01 for Power Macintosh, and  has been sent on pdf-archive.com on 30/10/2017 at 20:17, from IP address 95.145.x.x.
  The current document download page has been viewed 3285 times.

  File size: 3.27 MB (136 pages).

   Privacy: public file
  
 







        
        
          

          

          

          

          

          

          

          

          

        
        


File preview

Sega Dreamcast

Software Creation

Standards



Technical



3Ð45



Sega Dreamcast PublisherÕs Guidebook



3Ð46



Technical



Front Matter



Preface



The standards documented in this guide were developed to provide users of the Sega Dreamcast system

with a uniform, easy-to-use interface for all Sega Dreamcast applications. Requiring and recommending

certain non-gameplay interface standards can give the user an important sense of immediate familiarity

and comfort with your application’s interface. We have designed these Software Creation Standards to

provide as much flexibility as possible, making it possible for you to create titles that are easy to use

without sacrificing your own creativity or your ability to be innovative.



P.1 Indicators

There are four indicators of standards documented in this guide: Required, Recommended, Standardized, and Prohibited.

Required

Required items must be strictly complied with during the creation of Sega Dreamcast titles.

Violating a required standard constitutes cause for Sega to refuse to accept a titled for ROM release.

Recommended

Recommended items are suggested to enhance user-friendliness.
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Standardized

The Standardized indicator means that a game is based on past games. Refer to standardized items if you

experience problems.

Prohibited

A prohibited item is one that cannot be used in an application. The reason for the prohibition is provided

at the same time as the prohibition.

The Unmarked, Required, Recommended, and Standardized indicators apply both to the Sega Brand

trademark (Sega Manufacturing or Sales trademark) and to third-party trademarks.



P.2 Use of the Sega Brand

Sega Brand (the Sega Manufacturing or Sales trademark) is an indicator that is specific to Sega products.

Manufacturers of products with third-party trademarks are under no obligation to apply the same

restrictions specified for “Sega Brand” items, but to avoid potential problems, it is suggested that “Sega

Brand” restrictions also be followed by third-party manufacturers.

When you develop versions of applications that are not intended to be commercially sold—such as test

versions of products—there are test version development standards that must be adhered to. Please keep

these test standards in view and refer to them while developing titles.

Note: Sections labeled “Required” are (as their name states) mandatory requirements, and non-compli-



ance with them will be regarded as A-level Bugs. Non-compliance with sections labeled “Recommended” will be regarded as B-level Bugs.
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Chapter 1



Controller

Functions



Required

Use the A button to Accept (perform) an operation and the B button to Cancel (reject) an operation.

Allocation of “Accept” and “Cancel” to the A and B buttons, respectively, is always assumed to be the

default configuration. However, if a user chooses to redefine the uses of these two buttons using a configuration menu, it is permissible to allow the buttons to be redefined as requested.

Recommended

Allocate the A and B buttons first, and then the X and Y buttons.

Recommended

Set buttons to act when pressed instead of when released, except for special operations, such as rapid fire

in a shooting game.
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1.1 Various Controller Exceptions

Recommended

In virtual arcade games, settings for the A and B buttons and the START button should conform to the

arcade settings if the original button settings still exist and a special controller is being used. (See “Pause

Operation” on page 3–91.)

Note: For standard controller operations, observe their respective rules.



1.2 Cancel Operations

Recommended

In an application that uses a large number of spoken or displayed messages, a Cancel button can be used

to speed up message processing.

Recommended

An application that uses voice can be supplied with a Voice Cancel button.

Recommended

An application that includes demo scenes other than in title loops (that is, demos that use movies or polygons) can be equipped with a Demo Cancel button. (This exception does not apply when demos are

required to advance the game.)

Standardized

The A button causes rapid message processing, the B button cancels voice and rapid message sending,

and the START button cancels movies.



1.3 Analog Direction Keys and Digital Direction Buttons

Standardized

Even in games that mainly make use of the analog keys, the player should be allowed to make digital

selections, such as selecting a mode, using the digital direction buttons.
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Controllers and

Control Ports



The Sega Dreamcast controller is not identified by an ID. Instead, controller ownership information is

returned together with a key (or button) signal that specifies whether the signal is coming from a keyboard (system), a gun (system), or a control (system).

By using this kind of controller identification, instead of using a control-by-ID system, Sega is addressing

account compatibility issues that might arise with the appearance of new kinds of controllers. The system used by Sega Dreamcast ensures that ways can be found to support new types of controllers as well

as the controllers used in today’s titles.

In this chapter, a compatible controller is one that has the necessary keys (or buttons) for the operation

of current applications.

Note: The first part of this chapter focuses on controller configurations for single-controller, single-player



games. For information on controller configurations of single-player, multi-controller games and

multi-player games, see Single-Player and Multi-Player Games on page 3–53 .
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2.1 Minimum Controller Functions for a Sega Dreamcast Title

The guaranteed minimal controller functions for a Sega Dreamcast title are:



• The A/B and START buttons

• The ten digital keys.

Functions not guaranteed to be present are:



• The X/Y buttons of the standard controller.

• The L/R trigger.T

• The ten analog keys.

Settings for the minimal keys or buttons that are required to operate an application with the standard

controller (see preceding paragraphs) are stored in IP.BIN as 16-bit data. (This group of keys includes

A, B, X, Y, and START for soft reset.)

There is no specification that can be used to assign a key on the keyboard to an existing control; for

example it is not possible to reassign the setting of the standard controller A button to the Space Bar on

a keyboard. Consequently, operations using a hardware keyboard are limited to key input, with other

operations performed by other controllers separately connected.

When more key combinations are offered than the required minimum keys provide, the additional settings should be based on the contents of the initial settings.

The following are controller-related standards for Sega Dreamcast titles:

Required

It is not permissible for a game to stop when an incompatible controller is inserted in the control port.

Under past development standards, applications were not allowed to start or operate when an incompatible controller was used. This restriction has now been relaxed. If an application does not stop and continued operation is possible when a nonstandard controller is inserted, continued operation is allowed.

However, if a game allows the use of nonstandard controllers, the application’s instruction manual must

warn that “operation with incompatible controllers is not guaranteed.”

Recommended

If a game makes it possible to operate the Sega Dreamcast with an incompatible controller, buttons or

functions on the controller must be equipped with enough keys (or buttons) to ensure correct operation.
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Controllers and Control Ports



2.2 Single-Player and Multi-Player Games

The preceding sections focus on controller configurations for single-controller, single-player games. This

section describes controller configurations for both single-player and multi-player games.



2.2.1 Single-User and Multi-User Applications

The standards described in this section apply to games that can be played by one or more persons.

Required

In games that can be played by only one person, as well as in multi-player games, it must be possible to

start and operate the game from any of the four front-panel ports (A through D) to which a compatible

controller is connected.

2.2.1.1 Example



The default Sega Dreamcast browser assumes it is possible to create a screen display using either the

standard controller or character input from a keyboard. Note that Sega does not impose any standards

regarding which port should be used for the standard controller and which port should be used for a

hardware keyboard. For example, there is no standard mandating that a standard controller should be

connected to port A or that a keyboard, if used, should be connected to port D.



2.2.2 Multi-Player Games

This subsection describes the standards for a game that can have more than one player.

Recommended

When a game has more than one player, the general rule is that Main Unit port A should be used for

player 1, port B for player 2, and so on. In a multi-player, multi-controller game, the first controller

should be plugged into the first port, the second controller should be plugged into the second port, and

so on, from port A to port D.

Required

Unless an expansion socket is used (as described in Chapter 12, ”Pause,”) the number of ports from

which games can be started or operated must not exceed the number of users playing a game. (When an

expansion socket is used, it doesn’t matter if the ports being used exceed the number of players. Even if
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