Dread's QuickMAME Launcher v4.64b (DOS 26-APR-2000)
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DISCLAIMER:

I accept no responsibility for any resulting damage or file loss to any given PC.  This is an ongoing project and is subject to “bugs”.  I do “Alpha” test this program on a handful of PC’s before releasing the Beta releases and I have not experienced any negative effects over the entire course of designing and developing this software.  Other than the occasional crash on my own system while testing “work in progress”.
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QM Explained:

This is a front-end launcher for MAME and its ROM sets.  This program is not limited to only MAME, though.  It has been used successfully to launch many emulators such as NESticle, Genecyst, System 16, Callus, Retrocade, Virtual Boy, KGEN, and several others.  It even works for DOS-based games if you assign a directory to contain BATCH files to launch the games.  Also works with Windoze emulators!  (i.e. Just simply specify BAT file types instead of ZIP ROM types.) See the enclosed examples for different emulator usage.

QM is a GUI interface including the following: Customizable sound capability, customizable desktop, customizable fonts, PCX file import/preview ability, full mouse support, and dBASE III (or higher) compatible file support for its database.
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System Requirements:

· MS-DOS 5.0 and higher, Windows 95 4.00.95 and higher, or Windows 98

· VESA 1.2 or higher compliant video card with at least 512KB video memory

· 512KB Of Free Conventional Memory

· 8MB Of Extended Memory (XMS 2.0 or higher, HIMEM.SYS)

· Sound Blaster® or compatible sound card (Optional)

· DOS or Windows 9x Mouse Driver (Optional)
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Included files:

QM.PIF
A PIF (Program Information) file for Windows 95/98 that runs full-screen and disables Windows screen saver as well as stops common Windows shortcut keys so you won't accidentally crash an emulated game in a special VESA mode by hitting ALT+SPACE or something silly like that.

QM.BAT
The actual launcher program. 

QM.DAT
The default resource file.  Contains default background image, default background music, and all fonts.  (This file is required and will produce an error while launching the program if it is not present.)

QMEXEC.EXE
The actual launcher executable file which allows multiple configurations for each ROM set.  Use QM.BAT to start.  (Type QM at the command prompt.)

QMMANUAL.DOC
The QuickMAME manual; this file.  (MS Word 97 format)

QMREADME.TXT
A text-based README file that documents changes & updates to the program on a chronological basis.

QMREADME.EXE
An executable for displaying QMREADME.TXT.

QM.REG
Windows 9x Registry Entry for adding a “right-click” function to folders.
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If you are upgrading from a previous version of QM then the program will automatically upgrade the following files:

QM.DBF
QuickMAME Database (dBASE III/IV/V format.)

QM.INI
QuickMAME Configuration file. (Microsoft INI format.)  This file is editable through any text editor such as EDIT.COM or Windows' Notepad.  Delete this file to reset defaults for the program, or you can manually adjust settings in the INI file for debugging.
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The QM.DBF file is simply a generic dBASE (III or higher) file which contains all of the entries for the ROM directories (or Zipped ROM sets) as well as their proper descriptions (provided by you, the user) and other settings such as switches, etc.  The file can be edited using any dBASE program or can be imported by most other database programs such as Access, Paradox, Excel, etc.

The program never deletes any entries from the database in case it finds a particular ROM set in the future that has been previously defined by the user.  This way it restores the information without having to re-enter it.  Use a dBASE import-capable database application to remove any unwanted entries if desired.  The program simply hides the entries for directories / ZIP files / ROM sets it can not find on your system.  This way every time you upgrade MAME, the definitions will carry over to the next version even if you keep multiple versions in multiple directories.
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QuickMAME supports legacy MAME directories, as well as support for "zipped" ROMs, or any other file extension like (*.BIN) files.  Typically, ZIP files are kept in MAME's default "ROMS" subdirectory.

[image: image8.png]RETRO €
FOM Catalog: Res Format: Other Cptions:
¢ Directories © "—txW" [ Show Hidden Selections

RES (h)x(v)"" [ | Show Commiand Line
RES (h) () [ | Use Full Path RO

niversal Database Path: (For multiple MAE spanning —

[ | Use Lniversal Database
FCX Innge Directory:

- NTHECS5APCX

-k





The GUI & Input Controls
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The GUI should look something similar to this, by default:
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To access the Control Panel, either press the TAB key on the keyboard, or “right-click” with the mouse.  The Control Panel should look similar to this:
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The six buttons Edit, Paths, System, Effects, Custom, & Gamepads, at the top-left open up additional popup windows.  These will be explained with examples in the folllowing pages.

QuickList
Filter games to short lists.  Use “All Of Them” for a complete listing.  Filter options for each entry can be modified under “Entry Properties”.

Use Manual Refresh
When you have several hundred entries, you may want to enable this option to not check for new ROMs/files when the launcher begins.

Manual Refresh
Click this button to “Refresh” the database if you have added new ROMs and have the Manual Refresh checkbox set to “true”.

Kill PCX
Click this button to permanently delete the displayed PCX preview file.  If “Preview Not Available” is shown then this button will not appear.

Force Mouse Pointer
Leave this enabled if running under Windows 9x or there will be no mouse cursor when accessing dialog windows.

Rec# Enable/Disable
Set the checkbox to “false” if you wish to de-clutter the desktop and not have the record status shown.

Text Shadowing
Leave this enabled by default.  Draws a shadow behind each character to contrast for easier reading against the background image.  If you are running a Pentium 100 or less, you may want to disable this to speed things up a little.

MAME 0.35 –stretch
This option is intended only for use with MAME v0.35 or higher.  Previous versions used the –DOUBLE/-NODOUBLE switch,  This simply passes –STRETCH/-NOSTRETCH in place of the old DOUBLE switch to the command line when launching.

Close Control Panel
Click this button to close the control panel, or you can simply right-click the mouse button or press ESC to close any dialog window.

Exit QuickMAME
Take a wild guess…

Current QM Version
The current version of QuickMAME.  Check this to make sure you’ve got the latest version to match this documentation.

“Properties of XXXXX” Example
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Click the Edit button on the Control Panel to access this dialog window.

Under each entry there are several configuration options.  If there is a specific option that is not listed here, you can simply type the additional switch(es) into the “Optional Command Line Switches” field.  Again, most of these configuration options are intended for MAME.  Leave all settings as “Default” for launching other emulators as these switches will most likely not be interpreted by emulators other than MAME.
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( These filters can be applied to any entry for any emulator.

”Path Options” Examples - MAME


Click the Paths button on the Control Panel to access this dialog window.

MAME
Uses shared database for future ROM moves in this example.  (i.e. C:\EMULATOR\MAME035 is where the MAME program resides, however, the QM.DBF file would be in the parent directory C:\EMULATOR)  This way C:\EMULATOR\MAME036 can also share QM.DBF via the Universal Database option for definitions.


Hint: The Universal Switches field is a good place to put arguments like joystick/gamepad type, etc.



”Path Options” Examples - Callus


Click the Paths button on the Control Panel to access this dialog window.

Callus 0.43
Capcom System 1 emulator.  Notice that the Command Line String field is CALLUS instead of the default, MAME.  Also, different is the ROM Catalog which is “Directories” since Callus does not support ZIP ROMs.  ROM extension is blank instead of the default, ZIP, because the ROM subdirectories do not have a file extension.  As well, there are some additional Universal Switches for Callus when launching a game.  (These switches are specific to my arcade cabinet.  Most likely you will not need them.)


”Path Options” Examples - Genecyst


Click the Paths button on the Control Panel to access this dialog window.

Genecyst XXX
Sega Genesis v.XXX DOS emulator.  Notice that the Command Line String field is GENECYST instead of the default, MAME.  Also, different is the ROM extension which is SMD (or BIN sometimes) instead of the default, ZIP.  As well, you must set the Use Full Path ROM option to “true” with Genecyst when launching a game.



”Path Options” Examples – NESticle


Click the Paths button on the Control Panel to access this dialog window.

NESticle XXX
Nintendo NES v.XXX DOS emulator.  Notice that the Command Line String field is NESTICLE instead of the default, MAME.  Also, different is the ROM Extension which is NES instead of the default, ZIP.



”Path Options” Examples – Retrocade


Click the Paths button on the Control Panel to access this dialog window.

Retrocade 1.2
Multi-Game DOS emulator.  Notice that the Command Line String field is RETRO –G instead of the default, MAME.  Also, you can specify additional Universal Switches such as –16BPP for Retrocade.


”Path Options” Examples – SYSTEM16


Click the Paths button on the Control Panel to access this dialog window.

SYSTEM16
Sega System 16 Arcade emulator.  ROM Directory is ZIPROMS instead of the default ROMS.  Notice that the Command Line String field is SYSTEM16 instead of the default, MAME.  Also, you can specify additional Universal Switches such as –ESCEXIT for SYSTEM16.



”Path Options” Examples – ZSNES


Click the Paths button on the Control Panel to access this dialog window.

ZSNES
Super Nintendo SNES 9.15 emulator. Notice that the Command Line String field is ZSNES instead of the default, MAME. Also, different is the ROM extension which is SMC instead of the default, ZIP.  As well, you must set the Use Full Path ROM option to “true” with ZSNES when launching a game.



”System Options” Example


Click the System button on the Control Panel to access this dialog window.


The three radio-button options on the left, Sound Card, View Angle, and VESA mode are all MAME related, although some other emulators accept one or more of these swtiches.  Leave them set to Default if you’re not sure.

The remaining options are all for configuring QuickMAME.

Button Color
No brainer.  Just mix the amounts of red, green, and blue to get the desired button color.

Force Keystroke Break
Use this if you have a slower machine.  Clears the keyboard buffer inbetween each action to avoid “beeping” from the PC when the keyboard buffer is full.

Ignore Menu Keys
OK… This is really only needed when using JOYEMU in conjunction with QuickMAME to emulate keystroke presses.  Don’t enable it unless you are using JOYEMU in conjunction with also using Joystick/Gamepad input for QuickMAME.  ‘Nuff said.

Joystick Delay
Play around with this a bit if you’re using a joystick or gamepad for input and you want to scroll faster or slower through the list.

Reset All Defaults
Should re-initialize the QM.INI file if you really mess it up.  If you can’t get QM started because of messed up settings then simply delete QM.INI before starting QM.

Erase Database
This “toasts” the entire QM.DBF database.  Don’t use this unless your database is really, really messed up!

Resort Database
You will only really need to set this checkbox to “true” if you answered “No” to resorting the database when the last new ROMs were found.  Feel free to resort anytime.

Pause Before Return
Used for debugging in conjunction with Show Command Line under the “Paths” window.

Always Show SysInfo
This is simply used to display your video card type, available memory, sound card settings, etc. upon startup.

Main Window Title
Set this to whatever you want.  The default is “Dread’s QuickMAME Launcher”.

”Effects & Properties” Example


Click the Effects button on the Control Panel to access this dialog window.

Pretty basic stuff here:

Font
Just pick one and click “OK”.  You’ll see the differences immediately.

Font Color
Again, a no-brainer.  Just pick the RGB value you want and you’re set.

Font Size
Your choice.  1x (default), 2x (doubled), 3x (tripled).

Background Sound
No sound, if you find it annoying.  Built-in is the default.  You can pick your own WAV or VOC file by choosing Other: here.  Just make sure to type in the filename (and path if needed) for a custom sound file.

Start From Beginning
Every time the launcher is restarted, the background sound will start from the beginning.

Continuous Loop
Disable to play the background sound file once only.

Remaining Options
Fool around with them if you’d like.  You’ll see the effects and decide for yourself.

”Custom Settings” Example


Click the Custom button on the Control Panel to access this dialog window.


Basically, this is where you customize the desktop.  You can manually “punch in” some numbers (screen dimensions are 640x480) or simply click the corresponding Set… button for one of the three items.

With Set… you can just point-and-click on the desktop as to where you would like these windows and what size you would like them.

Background Image
Use the built-in one, or stick your own in.

”Joystick Use” Example


Click the Gamepads button on the Control Panel to access this dialog window.


Here you can specify whether you would like to use joystick/gamepad input for one or two joysticks.  QuickMAME automatically enumerates the number of gamepads you have attached upon startup.  

If you don’t want to use joystick input then just select No Joystick Control -  which is the default option.

Click the “Adjust” button to get the following onscreen instructions for calibration:



Sound Support:

The program uses a raw DMA access routine to play WAV files directly to the sound card - So any Sound Blaster® or compatible card (within DOS mode – some cards such as Creative 64 & 128 PCI cards do not function correctly with DOS apps even with their respective DOS-compatible drivers) should work provided that your BLASTER environment settings are correctly set.  AUTOEXEC.BAT should contain a line such as: SET BLASTER=A220 I5 D1 (I/O Port 220h, IRQ 5, DMA Channel 1).  Type SET at the DOS prompt to determine whether this environment variable is already defined.  Under Windows you do not need the set the BLASTER environment setting, it does this for you.  However, it is required in pure DOS mode.

Best soundcards to use: All ISA SB models including SB 1.0, SB 2.0, SB Pro, SB Pro 2, SB16, SB32 AWE, and SB64 AWE.  Some supported PCI models with Legacy DOS compatibility including SB 256 Live, SB 512.  Unsupported: Ensoniq / Creative SB 64 PCI, SB 128 PCI.

To disable sound support, press “Tab” for the Control Panel, click the “Effects” button, and choose the “No Sound” option.  Or edit the QM.INI file and set the “Sound Option=n” line to read “Sound Option=0”.

When using a custom sound file it must be in “8-Bit, Mono, 11KHz or 22KHz” format for now.  Sorry, I’ve tried to program the sound card for dealing with both mono & stereo settings and/or higher frequencies like 44KHz, but got too frustrated and abandoned it for now.  Hopefully this will be fixed in a future release.  However, the bright side of it is that this format allows for maximum compatibility across all sound cards since all are capable of 8-bit, mono, 11-22KHz format going back to the Sound Blaster® 1.0 card.


Mouse Support:

Hmmm…  I had a lot of trouble emulating a mouse cursor without destroying the background on VESA banks greater than 0.  Therefore, I found that by loading a VESA-compatible mouse driver such as Logitech’s DOS mouse driver 8.00 did produce a DOS mouse pointer.  However, by just using Windows 95’s mouse driver, I could not get a mouse cursor to show.

This really is nothing to worry about though.  Although the “Control Panel” can be accessed via clicking the “left-mouse” button you can also access it by pressing the “TAB” key.  The dialog windows can be navigated with the same keys as “Windoze®” uses.  (i.e. Tab, Shift-Tab, Arrow Keys, SPACE, ENTER, ESC, etc.)

Never mind the above stuff, I’ve got it working in QM 4.11.  Mouse cursor is emulated with a little “Asteroids” ship now.


Joystick Support:

This is really a “no-brainer”.  Just click the “Gamepads” button on the Control Panel to calibrate single or dual gamepads/joysticks. 


PCX Support:

Just start loading up your PCX subdirectory with lots of PCX previews.  I don’t have enough room to post them on my website, but if anyone cares to offer me some space I’d be more than happy to.  About 20MB worth so far.  

Your PCX file flavor should be version 5, any resolution, and can be 2, 4, or 8-bit.  24-bit files are not supported basically because QuickMAME only supports 256 colors at any one given time itself, so it seemed pointless to create 24-bit images which just end up taking up way too much space on your hard drive.  They’re about 3 times the size of an 8-bit PCX.  Start “snapping” them from your emulator or just simply grab them from a web site.

Tips:
Don’t store “huge” PCX files in the PCX subdirectory.  They just have to be sized down to fit into a little preview window anyway.  It takes longer to load them and generally just wastes your hard drive space.


If your PCX files are already 24-bit try using Paint Shop Pro’s Shareware version of their great image manipulation program.  It supports “Batch Conversion”.  First, convert all of your 24-bit PCX files into GIF 87a non-interlaced format since GIF’s already have a color-limitation of 256 (8-bit).  Second, convert all the GIF’s back into PCX’s.  Now they will all be 16 or 256 color images.



Customizable Files:

Obviously, sound files must be uncompressed (PCM) WAV files and must be an 8-bit, mono, 11KHz or 22KHz format.

Custom background PCX images must be either 640x480 or scalable to this resolution (i.e. 320x240) to fill the screen with keeping a 4:3 aspect of an image, and also 8-bit or less in color-depth.  This will be changed in a future release.

Custom font files must be 4096 bytes in size and can have any file name or extension.  The format is as follows:

- All 256 characters must be defined (0 – 255)

- All characters are defined as 8x16 pixels

- 1 bit for each column ---> 8 bits (1 byte) for each row

- 1 byte for each row ---> 16 bytes for each character

- 256 characters X 16 bytes = 4,096 bytes (4KB)

Example:  a 16 byte definition of character 65 (“A”)

        76543210

Byte 0 [--------]     00h

Byte 1 [--------]     00h

Byte 2 [--------]     00h

Byte 3 [--------]     00h

Byte 4 [--XXX---]     38h

Byte 5 [-X---X--]     44h

Byte 6 [-X---X--]     44h

Byte 7 [-XXXXX--]     7Ch

Byte 8 [-X---X--]     44h

Byte 9 [-X---X--]     44h

Byte A [-X---X--]     44h

Byte B [--------]     00h

Byte C [--------]     00h

Byte D [--------]     00h

Byte E [--------]     00h

Byte F [--------]     00h


Frequently Asked Questions (FAQ)


Q: How do I run the program from Windows?

A: The program is installed in a common directory defined by the PATH statement in your AUTOEXEC.BAT file.  Typically, C:\QMLAUNCH.  You do not have to place or copy the program files in the same directory as MAME or any other emulator such is the case with other front-ends.  This gives the user a single location to update the front-end and at the same time allows QM to be used with virtually any DOS emulator regardless of which directory/folder it may reside in.  All QuickMAME program files, and other files such as README’s and docs wll be located here.

Just Right-click the directory you want to start QuickMAME in and click “QuickMAME Here...”. Simply double-click the QM.REG file to add a “right-click” function for directories/folders if you did not choose this option when installing.


Q: How do I run the program from DOS?

A: Just type “QM” while in your emulator directory (i.e. C:\MAME) and press the enter key.


Q: I can’t start the program from Windows or DOS like you’ve explained above.  What’s up?

A: Most likely, the installation program was not successful in adding the line PATH=C:\QMLAUNCH;%PATH% to your C:\AUTOEXEC.BAT for some reason.  Check AUTOEXEC.BAT to make sure it’s in there.  You can even just add …C:\QMLAUNCH… to the existing PATH statement if it’s already there too.


Q: Why don’t games launch when I try and run QMEXEC.EXE?

A: QMEXEC.EXE must be run from QM.BAT.  The batch file is what makes the whole program work.  You must run QM.BAT not QMEXEC.EXE.


Q: Why do you use a batch file instead of a COM file as in previous versions?

A: The QM.COM file was not releasing memory properly under DOS when more than one menu was nested.  Also, I need to customize my QM.BAT file for joystick TSR’s to enable and disable keyboard vs. joystick support on my cabinet since some emulators accept keyboard input only.  You may also want to customize the batch file for special functions like keyboard/joystick emulation if you have an arcade cabinet.


Q: Why does it lock up when I start it?

A: Check your sound setting environment string BLASTER= in AUTOEXEC.BAT and make sure they match your sound card.  If you’re running under pure DOS you may need to set up a DOS driver for your sound card first.  If you can not make it work, disable the sound by modifying the QM.INI file and change the “Sound Option” line to read “Sound Option=0”.


Q: I tried your “sound card disable” suggestion and it still locks up!  What now?

A: If you have the line DEVICE=C:\WINDOWS\EMM386.EXE or something similar in C:\CONFIG.SYS try REM-ming out this statement.  It’s for EMS (Expanded Memory Services) which as far as I know hasn’t been required for apps or games developed in the last few years, so it’s probably safe to remove.  I know for sure QuickMAME doesn’t like QEMM (Quarterdeck Expanded Memory Manager) very much.  If you have to keep this line in CONFIG.SYS then try adding the following switch: -DMA 64  (For EMM386 add the switch: -D 64)


Q: Nope, that didn’t work either.

A: Try it under pure DOS mode and disable sound support as described above.  E-mail me with the exact problem and I’ll see if I can help you out.  No one has reported a problem like this yet, but I’m sure it’s coming with all the “oddball” hardware out there.


Q: Why is the background screen all garbled?

A: Make sure your video card is VESA 1.2 compliant or higher.  You may need a VESA TSR to extend the BIOS and make it display correctly.  Try downloading UNIVESA.ZIP from my web site, unzip to C:\ and add the line UNIVESA to C:\AUTOEXEC.BAT.


Q: Why is only half of the control panel showing and pushed way up on the screen?

A: I have encountered this problem with Matrox video cards.  I have no idea why.  Everything else works fine except for the dang control panel shifting up.  I don’t have one to debug it on either.  So unless you want to send me one to test, or work on the assembly code yourself my best guess is this: The “VESA granularity” or the “VESA Bank Number” doesn’t correspond to other VESA compliant video cards on Matrox-based cards.


Q: Why can’t I see the mouse cursor?

A: Windows doesn’t add DOS VESA support to the mouse cursor.  You may have to load a VESA DOS mouse driver in AUTOEXEC.BAT or DOSSTART.BAT for MS-DOS mode, first.  If that doesn’t work, use the “Force Mouse Cursor Emulation” checkbox in the control panel.


Q: Why can’t I see the mouse cursor under DOS with a mouse driver loaded?

A: The DOS mouse driver may not be VESA compliant.  Ask your computer manufacturer for an updated mouse driver or search the net.  Logitech’s MOUSE.EXE 7.xx or higher works great.


Q: Why is the bloody emulated mouse cursor so “jumpy” under Windows?

A: No idea.  The mouse interrupt seems to return values not for “every 1 pixel” but for “every 4 or 8 pixels” only.  I tried to get around this by programming the DOS mouse resolution to 1 pixel for every “Mickey” movement of the mouse, but to no avail.  Seems to work just fine under DOS though.  Windoze!  )c8<


Q: How do I work the thing?

A: Arrow Keys
– Up, Down, Left = Page Up, Right = Page Down

   ENTER
- Launch selection

   ESC

- Quit program, close dialog window.

   TAB

- Show Control Panel (Can also click left-mouse button)


Q: Can I use a joystick to work the menu?

A: Yes, with QM 4.10 or higher.  Grab Simone Zanella’s JOYEMU program off of any major emulation site to emulate the keyboard if your version is prior to this or your joystick/gamepad is buggy when used with QM.


Q: What kind of graphic files can I use for backgrounds, previews, etc.?

A: They must be PCX files, preferably “PCX Version 5” or higher.  Monochrome (1-bit), 16-Color (4-bit), or 256-color (8-bit) files are all supported.  24-bit PCX files are not supported as of yet.


Q: What kind of sound files can I use for background music?

A: 8-Bit, mono, 11KHz or 22KHz Uncompressed (PCM) WAV files can be used.


Q: Why does the database load so slowly under pure DOS but seems so fast under Windows?

A: By default there is no disk caching under pure DOS unless you enable it.  You must add the line: “LH SMARTDRV” to C:\WINDOWS\DOSSTART.BAT to enable DOS disk caching if restarting in MS-DOS mode.  If you are not loading Windows at all then place this line in C:\AUTOEXEC.BAT instead.  You may also need DEVICE=C:\WINDOWS\HIMEM.SYS included in CONFIG.SYS as well if it’s not there by default.  Type SMARTDRV /? At the command prompt by itself to get a list of switches valid for your operating system.


Q: Why are the colors not as detailed in the preview window or the background image compared to when I view or edit them?

A: Because I’m using the 640x480 256-Color (101h) VESA mode.  Try using an image-editing program to reduce your background image to 256-color “Standard Palette” using “error diffusion” or “dithering”.  This will give a more uniform effect although it may be somewhat “grainy”.


Q: Why the hell are you using that mode?  Why don’t you use hi-color and better resolution?

A: I really like the fade in/out effects.  This is not feasible with hi-color or true-color modes since they do not include a palette and therefore cannot be faded.  So, I’ve created two separate palettes covering a fairly good range of all possible colors.  Every shade has 4 brightness levels, and seems to work fairly well.  I can keep one palette visible while I fade the other and vice versa.  Therefore any 256 color PCX image displayed is actually getting dithered down to 125 colors which about half the original palette.  Not bad though.  I’m able to import a PCX file, decode it, rescale it, and dither the palette down in a fraction of a second with ASM code.  Be thankful.

I don’t use higher resolutions for two reasons… [1] My original arcade monitor only supports 640x480 via the NTSC video card so anything else is just useless, and [2] because virtually everyone should be able to use it regardless of hardware since you only need 512K of video memory to display that particular VESA mode.


Q: What’s the deal with PCX previews?  How come there aren’t any?  )c8<  

A: I don’t supply those.  They can take up a lot of room and basically I don’t have enough room on my web page to upload them.  If you want to make your own, just simply follow the instructions with any given emulator on how to generate PCX screenshots so you can use view them with the preview.  Don’t ask me how to do it.  A few of the more popular ones you simply press the “F12” key to “snap” a pic.  Remember, the PCX filename prefix has to match the corresponding ROM’s filename.  (i.e. For “rampage.zip” you need a matching “rampage.pcx” file.)


Q: How can I change the “No Preview Available” image to something else?

A: Just toss in a NOPIC.PCX file into your emulator directory.  QM will always look for this file first before it uses the built-in default.  Remember, all PCX files must be 2, 16, or 256 (2-bit, 4-bit, or 8-bit) color depth.  True color (24-bit) images are not read by QuickMAME.  Also, you should try and keep the resolution low on this file since it is usually loaded quite often.


Q: What’s the deal with PNG (Portable Network Graphics) files?  Does QuickMAME support them?

A: No, not yet, unfortunately.  I would appreciate some easy reference code for decoding these files.  As of MAME v0.35 (Beta 13) all screen “snapshots” are now saved in this format instead of the legacy PCX format (as in previous versions) via MAME.  As of this writing, QuickMAME does not support PNG importing yet.  I know that the PNG code is available, but I need someone to convert it to a Microsoft 16-bit Language Library for me, since none of my coding is in C/C++.  All my code is assembly or MS QuickBasic 4.5 format.  Can anyone help me on this one?


Remember - If you don’t like something, then change the code (it’s available on my site too) or tell me how to do it and I’ll attempt to make the changes.

I don't know what else I can put in this document.  The program seems to be fairly easy to use.  Of course, I created it so I know how to use it.

Got questions?  Figure it out yourself if you can.  It ain't rocket-science.  If you're really stuck then e-mail me.  

dreadboy@hotmail.com
Or you can visit me on my website:

http://members.home.net/dont-bug-me/arcadia
Later.  Dread.
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