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ABSTRACT

The exi stence of sone nenory cards which did not operate normally in
cases where the nmenory card was accessed when the controller was not in
an operative state has been confirnmed in the libraries prior to Ver.
3.5. Please nake sure when accessing the nenory card that the
controller is also in an operative state.

Pl ease pay particular attention when there are functions such as nenory
card data readi ng during gane activation and auto-save/l oad.

Si nce these problens have been corrected in the libraries fromVer. 3.6
onwar ds pl ease use those as nuch as possible.

Furt hernore, please note that handling nethods, when using a multi-tap
or gun, are slightly different.

RECOMVENDED PROCEDURES

Example 1

Padlnit(); /*Initialize before menory card */
I ni t CARD(1); /[*Argunment is ‘1"*/

Start CARX() ;

Access to nenory card /*Controller is not stopped */

Exampl e 2 VWhen using libapi.lib
I nitPADX(...);

St art PAIX) ;

I nit CARD(1);

Access to nenory card /*Controller is not stopped*/

VWhen using a nulti-tap or gun, the InitCARD() argunent nust always be
set to ‘0.
Exampl e 3
Init TAP(...); /*Initialize before menory card*/
(or TnitGIN(...);)
Start TAP() ;
(or StartGUN(...);)
I ni t CARD(O0); /*Argunment is ‘0" */
Start CARX() ;

Access to nenory card /*Mul ti-tap/gun is not stopped*/



