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FLIGHT FORCE PRO 64  |Bkiiad

ENGLISH  SV-366
Introduction

Thank you for buying the FLIGHT FORCE PRO 64 programmable Analog Control
System for Nintendo ® 84 Entertainment System. The FLIGHT FORCE PRO 64
consists of two parts, a throtile unit and joystick unit, In addition to the 20

buttons, it is also equipped with 3 analeg axes. With fourteen programmable
buttons, auto-fire, and slow maotion, you can create the ideal button

configuration for each game and meet the damands of the most challznging
games of Nintenda ® 64 Entertainment System now and in the future,

Your FLIGHT FORCE PRO 64 should include a thratlle unit, a joystick unit,
instruction manual. If you are missing any of these items, please contact your
local dealer,
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Product Description
-
The throttls unit teatures elaven buttons, twa slides switches, one friction
control, one analog stick (Z-AXIS) as well as two LED indicators,

Directional Control Knob In the default setting, this contral knob
rapresents UP, DOWN, LEFT and RIGHT . These four buttons can be
pragrammed as other fire buttons, especially on those games which reguire
only LEFT and RIGHT direction. In this case, you can program UP and
DOWN into any fire button function you require,

Slow Motion Button The Stow Motion function is implementad by simulating
the pressing of the START button ON and OFF. Therefore, It will only work
fer games which allow the START ON/OFF to act as a ‘pause’ buttan,

To sel the SLOW MOTION function, the following procedures should
b follawed:

Press SLOW MOTION button once

To cancel slow motien, press SLOW MOTION button agaln

Whan slow motion function is activated, the SLOW LED ON/ OFF indicator
will flash, otherwise it will not be Iit,

START Button Apart from starting a game by pressing the START buttan,
the START button is defined as “space” during programming a saquence of
fire buttons. Details of this function will be explained in the section
Programming the No - Button Time.

Five EXTRA Buttons The five EXTRA buttons are named as B1, B2, B3, B4
and BS and they represent'W & P, Z &« respectively . They are
programmable buttons, Atotal of nine buttons an the throtle unit are
programmable akong with the directional control,

Axls Select Switch As the Nintendo ® 64 Entertainment System only
suppons wo analog axis, only two of the three axes of FLIGHT FORCE PRO
64 can be activated at one time and are salected by the AXIS SELECT
SWITCH,

The configuration of different switch position are listed belowed:

S " oaxis Xand axis Y are selected and axis 2 will not function

" e O ais X and axis Z are selected and axiz Y will not function
" axls Y and axis Z are selected and axis X will not functian

T
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Ploase nobe thal it is not recommanded o swilch between axes during gamoplay, It ks recom-
ménded thal the FLIGHT FORCE PRO 64 be unplugged from the consols boforo axis aro switched,
Whan Z aocs is 10 be used, the £ axis musl be centored by abgning the amows belore plugging the
FLIGHT FORCE PRO 64 o tho console.

Program ON/OFF Switch Sliding the PROGRAM switch to ON will activate
the programming lunction, there will be 2 beep sound and tha PROGRAM
LED will blink. Stiding the PROGRAM switch 1o OFF will end the program
ming function routine, again there will be 2 beep sound and the PROGRAM
LED will ba OFF.

Two LED Indicators For indicaling the PROGRAM function status and
SLOW MOTION ON/OFF,

Z-Axis Analog Controller An exira axis provides an optional configuration
of the controdler o meet your needs.

The FLIGHT FORCE PRO 64 Joystick Unit is very similar to a conventional
joystick.It features nin¢ buttons and two analog axes.

Bullons
At default selting, the lire butions on the Joystick Unit are set as:
A fire bution, B fire bution,L bution, R button, VIEW CHANGE button
( Up, Down, Left & Right ), Z fire button,
Except the four view change butions, these buttons are programmabile and
you can creale your own koy configuration 1o suit ditferent kinds of gamos,

Auto-Fire Control Switches There are 4 Auto-Fire control switches. Three
of the switches control the auto-fire function of A, B, Z and one of them
controts the auto-fire function of L bulton, R button and View change button
4 way view".

To activate tho auto-fire function slide the corresponding auto fire swilch

10 ON.

Shiding the comesponding auto fire swilch to OFF will disablo the auto firp
function, genarating only one shol each lime the bution is pressed.

Axis Setup X-Axis represents Lell and Right movement, Y-Axis represents
Forward and Backward,
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Programming Methods

There are 20 butions on tha FLIGHT FORCE PRO 64 and thoy can be descnbed as
programmable and non-programmable. The non-programmable buttons include
the view change butions, *START", "SLOW", and tha analog stick, throttie which
cannot be set as fire buttons, The other 14 butlons, including tha digital directional
control knob ( 4 buttons ), are programmabile and can be programmed 10 act as any
fire button.

Each programmable bution can be programmed 10 act like:
* just one button. This means you can re-allocalo all the fire-butlons
(programmable) in the joystick for your conveniance.

* a series of fire button(s) which activate special moves offered in certain
gameos. Each button can be programmed 10 a minimum of one and
maximum of 75 fire buttons. A step can consist of one or more than one fire
bution pressed al the same time.

Since dynamic memory allocation lechnique is used, the user can make the
mast efficient use of memory. The total number of programmable fire buttons
s 75. For example, if a button has been programmed as 30 fire buttons then
there will only bo 45 fire buttons available 10 be programmed into the
remaining butions.

To set the PROGRAM function, the following procedures should be
followed:
1. Slide the PROGRAM switch to ON. Tha FLIGHT FORCE PRO 64 will beep
twice and the PROGRAM LED will flash, indicating that the program
function is active.

2. Select the button 10 be programmed by pressing that button until the
PROGRAM LED stops flashing and stays kit (which indicales that the button
pressed has been accepted). At the same time, the FLIGHT FORCE PRO
&4 will generate a "beep” sound.

3. Press button(s) desired to be programmed into the selected button untl
all the button(s) intended 1o be programmed aro entered. Each valid button
pressed is acknowladged by a beep and the PROGRAM LED indicator will
blink once. (Note: As there is a maximum of 75 bullons 0 bé
programmed, programming more butions than allowed will cause an error
entry .1t will be wamed by three beeps and the LED will flash threa times.
mFmemncEPHasdmnmmmwmnm bt will ratain the
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buttans already input when memary is full.)

4. Slide the PROGRAM button to OFF after the programming of a bution
was finished. The PROGRAM LED will go cut and the FLIGHT FORCE
PRO will beep twice,

5. Repeal procedures 1 to 4 for pragramming the next button,

Remarks:
1. The FLIGHT FORCE PRC &4 will not function for game play during programming.

2. When mare than ona button is pressed at the same time during programming,
tha FLIGHT FORCE PRO 64 will still generale one beep. Button(s) prassed
after the beap will not be acceptad until butions pressed are releagad,

3. F'r-ngmmm-ing special moves may nol work for some James, as soma moves
dgepend on critical timing betwean sleps, The FLIGHT FORCE PRO 84 allows you
to program such timing in order to enable such special moves to be
programmed successiully,

4. In the programming procedure, the START button (reprasenting SPACE), can
not be the first programming button and can not be programmed into a butten
on its own, This is disccussed further in the next section.

5. The 4 viaw changs buttons on the joystick unit cannot be programmed.

Advanced Programming Techniques

The ability to implament some special moves successfully depends very much

on fhe timing control. The time duration or fime interval in pressing button(s) are
sometimes the two crucial factors for programming special moves successfully. To
get around this problem, the FLIGHT FORCE PRO 64 is equipped with a simple way
to enable you fo et these two time duration's.

Repeat Function
In some gamas, he special move may requira fire button(s) 10 be repeatad
sevaral limes,

For example, if you wanted to program the "B3" button a5 "2, +A+B+Z+L,
R +A+B+Z+L, K +AB+Z4L, A+B", the ordinary program procedures

of the above special move would be very tedious. You need to repeal

the buttons * N +A+B+Z+L" three times togather with other buttans to

complete the move,
Emulation6d.fr
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This type of special move can be easily done using the Repeat function.

Tha" & . PP W , « & START" buttons together have their
awn special ulility for a repeat function. They can repeal the last step
several times during programming. The format will be shown as below:
a) Press * & " & START buttons at the same time = 1tima of the last step.
b) Press * B “ & START huttons at the same time = 2 times of the last step,
¢) Press * W “ & START buttons at the same fime = 4 times of the last
step.
d) Prass * 4 * & START buttons at the same time = 8 times of the last
slep.

The abave spaecial move can be easily achieved by doing the following:

a) Slide the PROGRAM switch to turn the program function en. The PRO-
GRAM LED indicator will flash indicating that the program function is
active, and you should hear two beeps,

b) Pressing the "B3" bulten until the PROGRAM LED indicator stop flashing,
This means the “B3" button has been accepted, At the sama fima, the
FLIGHT FORCE PRO 64 will generate a "peep’.

¢) Press the “2" bulton until a baep is heard,

d) Pressthe * K (€ &+ P ). +A+B+Z+L" al the same time until a
beep is haard.

g) Press buttons START & * P “ at the tima until a beep is heard, (This
step works as repeating step (d) twice)

f) Press buttons “A" + B at the same time until a beep is heard.

g) Slide the PROGRAM switch to off. The program LED will be off and the unit
will beap twice.

Yaou can use different combinations of the “ & , B, W | 4 * butons to get different
times for Repeat function in order to save programming fime.,

Remarks:

a) The Repeat function will nat work as the very firs! step nor can it be
1he only fire butlan to be programmed info a button,

b) The Repeal function will onty work for tha fire button(s) you have
entered in the last step. You cannot repeal the Repeat function itself.
But they can be acoumulatad. For example, inputng START & o g
times will repeal the last action steps by 16 times.

¢) The Repeat function also work for the "space” function of the START
butten during programming. It saves a lot of time for any specsal move thal

neads & long "no-buttan time®, f ;
& & long "no-button time ( Emulation64.fr




In arder 1o clearly explain the procadures, Wwo pre-defined terms are used
to represent these two time durations.
“Button-hold time" is defined as the length of time during which a bution
i5 kept pressed.
"No button time" is defined as tha length of time during which no Button
is pressed batore the next button is pressed.

Programming the Butten-Hold Time

In some games, the special moves require a garticular fire button to be held
for a certaln period followed by pressing a combination of fire buttonis).
This can be achlaved by programming bution-hold time into the step.

Programiming button-hold time can be done by programming the same fire button
& number of imes iNlo a button.

For example, the procedures for programming the “B1" butten as pressing €= for a
period, then pressing N, then pressing |, | then pressing - , and then
pressing A + B s shown below:

1. Slide the PROGRAM switch to ON. The PROGRAM LED will flash and the
unit will beap twice indicating that the program function is activated,

2. Press the "B1" button until 2 beep is heard. At the same time, the
PROGRAM LED will stop flashing and becomes illuminated. This indicates
that the button pressed has been accepted.

3. Prass the 4= button until a beep is heard.
4. Repeat procedure (3) ten imes,

5. Press W (Jy +=>) until a beep is heard,
6. Preas the | buttan until a heap is heard.
7. Press the =) buiten until a beep is heard,

8. Prass the "A" button and the “B" button at the same ime until & heep is
heard.

9. Slide the PROGRAM awitch 1o OFF. Tha PROGRAM LED will extinguish

and the unit will beep twice. !
| Emulation64.fr
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The above programming example gives the button-hold time for the &
putton about one-guarter of a second. Although this hold time could be fine
for most games, it may ba teo lang or too short for some games. The length
of hold time can be adjusted by adding or reducing the number of &
buttons programmed in procedure (4) above.

[Hints: In gtep 4, repeat inputting the €= button for ten times is too

tadious to implemant and also wastes memory space. These can be resclved by
using the Repeat Action function by pressing "START “+ 4 to repeat the

action eight times and then “START" + P to repeat the action two imes

giving the tolal repeated action to be tan timas.

Programming Hold-Button

In some games, the special moves may require fire button(s) 1o be pressed
while pressing a combination of ather fire button(s). This type of special
mova can also be easily implementad in the FLIGHT FORCE FRO &4. The
following example shows the procedures for programming the "Z" button as ”

Hold R and at the same time, pressing |, button and then pressing "A”
button.,”

1. Slide the PROGRANM switch o ON. The PROGRAM LED will flash and the
unit will beep twice. This indicates that program function ig active.

2. Prass the “Z" button until a beep is heard. At the same time, the

PROGRAM LED stops llashing and stays (it, indicating that the button
pressad has been accepted.

3. Press the "R™ button and  J,  button at the same time until a beep is
heard,

4. Press the "A” button and "A" bution &t the same time until a beap is heard,

5, Slide the PROGRAM switch to OFF. The PROGRAM LED wili shwt off and
the unit will besp twice.
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Programming the No-Button Time

There is no time interval between consecutive programmed sleps. However, some
special moves require thal there Is at least some time interval belween two
consecutive steps during which no fire bullon is pressed, In order 1o assure

that such moves can be done, the FLIGHT FORCE PRO &4 is equipped with a
programmable “pause” period which is defined as the time intecval betwoen

wo conseculive steps in which no bution is prossed.

The START bution rapresents one “pause” period during programming. The lollowing

example shows the procedures for programming a special move as* N +A,AA,B",
However, the actual sequence while playing shall be as foliows:

1. Prass N (& +=>) * + “A” buttons.

2. Waiting for a short panod & press A" button.

3. Waiting again & press "A” button,

4. Waiting for a longer penod & press the "B" bulton.
Tha above spacial move cannol be achieved by normal programming procedures
as described before, but it can be achieved by using the foflowing procedures,
e.g.1o "B2" button.

1. Stida the PROGRAM switch 1o ON. The PROGRAM LED will flash and the
unit beep twice indicating thal program function is active.

2. Press the "B2" button until a beep sound is heard, Al the same tme, the
PROGRAM LED siops flashing and becomas Mumdnated. This indicates
that the bution pressed has been accepted.

3. Pressthe %y (J +=>)button and "A” button at the same time
until a beep is heard,

4. Press the START button until 2 beep is heard.
5. Pross the "A” button until a beep is heard.
6. Press the START button until a beap i5 heard.
7. Prass the “A” button until a boep is heard.

B. Prass the START button until a beep 18 heard.
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9. Repaat procedure (8) tour mas.
10. Press the "B" button until a beep is heard.

11. Slida the PROGRAM switch 10 OFF. The PROGRAM LED wall be ol and
the unit will baep twica,

[Hints: In procedure (9), repeat inputting the START button four tmes can
ba replaced by using the Repaal Action lunction by pressing START+ W o
repeal the action four times.

The ability 1o implemant such special moves successhully depends very much
on user's familianty with the liming of the moves. However, using thase
programming techniques with the FLIGHT FORCE PRO 64 enables any special
movie 10 be programmed successiully. You can just adjust the timing by

varying the number of times the START bution pressed.

Remarks:
Ploase note that the START button cannol be programmed as the very first
step nor can it be the only fire bution 10 be programmed into & bution.

Default Button Resel

To return the FLIGHT FORCE PRO 64 to its defaull setting, you have to switch the
Ninlondo 64 sysiem OFF and then pross the buttons™R”, "L” and “A” for about two sec-
onds and then switch the system back ON, until the FLIGHT FORCE PRO 64 genorate
three beeps lo acknowledge defaull butlon configuration is sot.

Ploase note that all the programmed information will be lost!

Memory Capacily

The FLIGHT FORCE PRO 64 providas a dynamic memory allocation
technique. You can program different numbars of bullon(s) into different
step(s) as desired, bul you may not exceed the memory capacily.

The total memory capacity of FLIGHT FORCE PRO 64 is 75 and the rela-
tionship are shown as below:

A.(Programmed steps comlaing only 1 fire buttons) X 1 < 75
e.g. To program A,B,L,R into B1
The memory used is 4 (steps) imes 1 (memory used lor every 1
button) = 4 oul of 75.
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B.(Programmad steps contains 2 fire buttons) X 1< 75
9. ToprogramA+L,B+R,A+Binto BY
The memory used is 3 (steps) times 1 (memory used for every 2 buttons)
= 3 out of 75.

C.(Programed sleps contains 3 lire buttons) X2 < 75
eg Topogram & (€& + L)+AL+R+L A+B+LinoB1
Tha mamory used is 3 (steps) times 2 (memory used for every 3 buttons)
= 6 out of 75.

D.(Programed sleps contains 4 or more fire butlons) X 3 < 75.
0.9. Toprogram & (€ + ¥ )+A+B,L+R+L+A+B+LinoB1
The memory used is 2 (steps) times 3 (memory used for every 4 or more
buttons) = 6 oul of 75.

if you program different butions(s) into dfferent step(s), the lollowing example will tell
you how 1o calculate the memory that will be used.

09 Toprogam A, L+B,L+R+B,A+R+L+B, ¥ (&+ $)+Z+A+L+R+
B. the use of mamory will be:

1 (step consists 1 button) times 1 (memory used for evary 1 bution) +

1 (step consists 2 buttons) times 1 (memory used lor every 2 buttons) +

1 (step consists 3 buttons) times 2 (memony used lor every 2 bullons) +

1 (step consists 4 or mora buttons) times 3 (mamory used lor évery 4 or more
buttons) +

1 (step consists 4 or more buttons) times 3 (memory used lor every 4 of more
buttons) .

Therelora, the tolal memory being used for the above special move would be
1+1+42+3+3 =100ut ol 75
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Care for the Unit & Troubleshooting

The FLIGHT FORCE PRO 84is an elactronic unit, and should be trealed with

care when handing. InterAct Accessonas recommends that you do not

disconnect or connect the FLIGHT FORCE PRO 64 1o your Nintendo® 64 whan the
syslem is swilched on. We also recommend that you do not place the unit in

direct suniight or under axtreme lemperaturas, or spill any liquids on the
unit. Do not open the case of the FLIGHT FORCE PRO 64,

If your FLIGHT FORCE PRO 64 slops working or cannol be reprogrammed properly,
piease check the following:

a) Maxe sure the FLIGHT FORCE PRO 64 is plugged in firmly 1o your
Nintando ® 64

b) Ba sura that the FLIGHT FORCE PRQO 84is not in PROGRAMMING
maode. The FLIGHT FORCE PRO 64 will not work for game playing during
programming to resuma the game playing.

W your FLIGHT FORCE PRO 64 stops working, please contact your local dealar,

Nentendo® is a regesianed trademark of Nintendo, Co., Lid.
Mintendo™ 64 is a trademark of Kinsendo, Co., Lid,
Printad in Hono Ko
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