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Introduction
Thank you for choosing the Gravis UltraSound™ Plug & Play.
UltraSound Plug & Play works transparently with Windows® 95. All
you have to do is plug it into your system, and you’re ready to experi-
ence dynamic wavetable sound!

Of course, UltraSound Plug & Play also works with DOS and Windows
3.1 systems.

UltraSound Plug & Play is a full-featured 16-bit sound card, featuring:

• A true wavetable music synthesizer with a 16-bit General MIDI
sound set built in to the card.

• Slots for 8 MB of optional RAM memory that allow you add
UltraSound custom instrument and sound effect capabilities.

• Seamless support for all Windows 95 games, UltraSound games
(with optional RAM added) and software support for games
written for Roland® MT-32, SCC-1, Adlib®, and Sound Blaster™.

• Full duplex operation: simultaneous recording and playback for bi-
directional communication in Internet applications.
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...Introduction, cont’d.
• Up to 32 simultaneous voices and 32 digital channels, with full

mixing capabilities.

• ADPCM, A-law, and µ-law sound compression.

• IDE CD-ROM data interface, and 2 CD audio connectors
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Volume Control
The most convenient way to control your UltraSound card’s output
volume is to use the volume dial on your headphones, amplified
speakers, or stereo.

The UltraPnP Mixer in Windows lets you adjust the left and right
channels of each input and output individually. Adjust wave and MIDI
output volume levels; change line, CD, and microphone input levels;
and mute inputs that you aren’t using (a good idea to reduce noise
levels). See Chapter 2 for instructions.

For games, you can still use the volume dial on your speakers or stereo,
of course, but most games also include a volume control option in
their Setup program. See the game’s Help file or manual for instruc-
tions.
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System Requirements
• IBM compatible 386 or greater.

• MS DOS 5.0 or greater

• VGA  or SVGA monitor and video card

• Hard disk drive (20 milliseconds or better seek time)

• For Windows™ applications, Windows™  3.1 in 386 Enhanced mode
is required

System Recommendations:

• 386–25 MHz or greater, with at least 4 MB of RAM

• MS DOS 6.0 or greater

• Microsoft® compatible mouse

• Gravis PC or Pro Joystick, PC GamePad, Phoenix, or Firebird (not
required for sound)

Note!  The requirements for bonus software programs may vary from
UltraSound’s basic system requirements.
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Introduction
In Windows 3.1 and Windows 95, of course, sound support is auto-
matic. With DOS games, a variety of sound support options for games
are available to you.

✳ Please remember, unless your UltraSound Plug & Play has at least 512K of RAM
memory installed on it, you will hear no sound if you choose ”UltraSound“
support in most games.

Read the following sections for the best sound support options.
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Using UltraSound with Windows Programs and Games
Windows 95 auto-detects the card; just run the program as usual.Note: If you have been playing

DOS games, make sure that
IWSBOS is unloaded before you
start Windows, or it may cause
your Windows session to hang.
Type: IWSBOSOFF at any DOS
prompt.
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*To emulate the Roland MT-32, quit the game, type: MEGAEM -MT
and press Enter, then re-start the game and select MT-32.

4. Play the game as usual.

5. When you finish the game, type: MEGAEM -F to unload Mega–Em.

...Using UltraSound with DOS Games, cont‘d.
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Introduction
Gravis WinDecks™ is a complete sound center for your PC. WinDecks is
designed for use with a Gravis UltraSound or any other PC sound card.
You should be able to accomplish all your sound file playing, record-
ing, and mixing tasks directly from this application. The stereo-rack
interface includes four separate components:

• A Mixer for adjusting sound output

• A MIDI player

• A WAV player

• A CD audio player

You can control each component from the rack if you like, or you can
press the rack component’s “Remote” button to use its small, move-
able remote controller instead.

To Start WinDecks:

Double-click on the WinDecks icon in your Gravis UltraSound folder.
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...Introduction, cont’d.
What You Need
IBM® PC or compatible 386 or better

Windows® 3.1 or higher in Enhanced mode or Windows 95

VGA, minimum resolution 640x480x16

Gravis UltraSound, UltraSound MAX, UltraSound ACE, UltraSound Plug
& Play or any standard PC sound card

How to Get Help

For a description of what any button or control does, click your right
mouse button on the control. Press F1 at any time to view the full Help
file.
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The Component Selector Bar

The top bar in the rack interface is the Component Selector Bar. It
contains buttons to display each of the available components. To
display a rack component, click its button.

Press the Power button to shut down the program.

Press Min to minimize the program to a small icon at the bottom of
your Windows screen.

Press the Help button to view the WinDecks Help file.

Press Setup to open the Configuration Options window.

This window allows you to define Default Directories to make it easier
and faster to find your WAV, MIDI, and Playlist files. Type the complete
path to the directory where you keep most of your files of each type.
For instance, your might type C:\ULTRASND\MIDI for your MIDI file
Default Directory.
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Playlist files are WinDecks playlists (lists of WAV and MIDI files and CD
tracks) that you have saved to play back later.

The Component Order section allows you to define the order that the
WinDecks components will appear on your screen when you start the
program. Press the down arrow and select from the drop-down listbox
to select components 1 (top component) through 4.

Press the Playlist button to turn Playlist control off and on. When the
Playlist is selected (with the button’s green LED lit up), the controls on
each of the components (Play, Stop, Next Track, etc.) actually control
the Playlist, even if the file or track currently playing is using a differ-
ent component. So pressing Play on the CD Player will start the Playlist,
even if the first entry in the Playlist is a WAV file.

The Playlist button does not open the Playlist for editing. To open the
Playlist, click the Program button on one of the components.

The Selector Bar also displays the current time, based on the time set
in your Windows Date/Time Control Panel.

...The Component Selector Bar, cont’d.
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The Standard Control Buttons
The rack components and Remotes use some common buttons.

Play. Clicking this button starts playback from the current position in
the file or track (the beginning if you just loaded the file or track).

If the Playlist button is active (with the green LED lit), and you have
programmed files or tracks into the Playlist, the Play button will start
from the current position in the Playlist, even if the file uses a different
rack component. For instance, if you press Play on the CD player, and
the current position in the Playlist is the beginning of a WAV file, the
WAV file will begin playing.

Stop. Stops playback and returns to the beginning of the current file
or track.

Rewind. “Rewinds” or goes backwards through the file or track. If you
press Rewind while a file or track is playing, you will hear the file play
backwards while it rewinds; if you press Pause first, then Rewind, it
will rewind in silence.

Skip to Beginning/Previous Track. Skips to the beginning of the active
file or track or, if the Playlist is active, skips to the previous track.
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Skip to End/Next Track. Skips to the end of the active file or track or, if
the Playlist is active, skips to the next track.

Forward. Speeds up playback. If you press Forward while a file or track
is playing, you will hear the file play rapidly; if you press Pause first,
then Forward, you will hear nothing as you move forward through the
file or track.

Pause. Pauses playback at the current position in the file or track.

Program. On the MIDI, WAV, and CD components only. Opens the
Playlist, where you can use standard file dialogs to load a single file
into the component or to create a “play list” of files. See Chapter 4,
The Playlist for detailed instructions.

Remote. Removes the component from the rack and displays its small
Remote controller.

...The Standard Control Buttons, cont’d.
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The Remote controllers are equipped with the main controls for the
component, and they are small enough that you should be able to
keep them on screen to control audio playback while you work in
other applications.

Random. Press the Random button to play files and tracks from the
Playlist in random order.

Repeat. If you press the Repeat button while a Playlist is active, it will
repeat the entire Playlist over and over until you Press Repeat a second
time. If you press Repeat while a single file or track is playing, it will
repeat the file or track over and over until you press Repeat a second
time.

Display. The display button toggles through several display options. By
default, the display shows the current track or file and total number of
tracks or files, and shows the time remaining. Each press of the button
will change the display: view the time remaining or elapsed in the
current track or in the component‘s files or tracks in the Playlist.

...The Standard Control Buttons, cont’d.
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The Playlist

Pressing the Program button on any of the components opens the
Playlist Editor.
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The Playlist is a list of files or CD tracks that you want to play, in order
or randomly, on one or all of your WinDecks components. You can
create and save as many Playlist files as you like. The Playlist also
allows you to enter and save information about your audio CDs: CD
title, artist, and the names of all tracks.

The standard file dialog allows you to select .WAV, .MID, and Playlist
files from any directory. By default, the Playlist Editor displays the
directories specified in the Setup/Configuration Options window.

Opening Playlist Files

1. Choose Playlist files (.pls) from the File Types listbox.

2. Choose the directory where your Playlist files are stored, then
double-click the file to open it.

Adding Files to the Playlist

1. Choose the file type you wish to display from the File Types listbox.

2. Choose a directory, select a file or files, and click Add Selected Files
to Playlist (or double-click on files to add them to the Playlist). Or

...The Playlist, cont’d.
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select a track or tracks from the CD Tracks listbox, if a CD is cur-
rently loaded.

3. Continue loading as many files and tracks as you like. Files are
always added to the end of the Playlist.

To delete files in the Playlist, select them and press Delete or double-
click them. To clear the entire Playlist and start over, click Clear Playlist.

4. When you are finished, click OK

Saving a Playlist

To save a Playlist file to use again later, click Save Playlist. A standard
Save dialog opens, using the Default directory you chose in the Setup/
Configuration Options window.

Editing CD Data
Click Edit CD Data to edit the CD title, artist, and track information.
Click OK when you’re finished.

WinDecks ”remembers“ this CD information and displays it automati-
cally in the Playlist Editor the next time you insert the CD in your drive.

...The Playlist, cont’d.
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Click Eject CD to eject the CD from your CD-ROM drive.

Select the Stop CD on exit checkbox to stop CD playback when you
quit the WinDecks program. If you leave this checkbox deselected, the
CD will continue to play until it ends or, if you have selected the
Repeat option, until you exit Windows.

...The Playlist, cont’d.
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The WAV Player
The WAV Player allows you to load and play WAV files.

The display on the WAV component shows current track and, while the
track is playing, shows the time elapsed and time remaining in hours,
minutes, seconds, and tenths of a second.

The WAV player’s display shows the Time Elapsed and Time Remaining
in hours, minutes, seconds, and tenths of seconds.
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The MIDI Player
The MIDI component allows you to load and play MIDI music files.

The MIDI component’s display shows the current track, and time
elapsed or remaining.

The Tempo slider allows you to increase or decrease the MIDI file’s
playback speed by as much as 50%.

The MIDI player’s display shows the Time Elapsed and Time Remaining
in hours, minutes, seconds, and tenths of seconds.
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The CD Audio Player
The CD player allows you to play CD audio disks in your CD-ROM drive.
The CD component offers a custom play list and allows you to label a
compact disc with a title that the software displays automatically every
time you click the Program button while that CD is in the tray. It also
allows you to label individual tracks and disable or ”skip“ tracks.

Use the Playlist (by pressing Program on any of the components) to
enter and edit the CD‘s title, artist, and names of tracks.

The Eject button ejects the CD from your CD-ROM drive.

The CD player’s display shows the Time Elapsed and Time Remaining in
hours, minutes, seconds, and frames.
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The Audio Mixer
The features of the audio mixer depend on your sound card‘s capabili-
ties. If you are using a sound card other than the UltraSound Plug &
Play, some of the features described here may not be available to you.

The Audio Mixer allows you to adjust volume levels and panning for
MIDI, CD, and WAVE playback, Line-in and Mic-in, and recording gain.
The Mixer also allows you to mute inputs and outputs to keep noise to
a minimum. You can save as many as three Mixer ”presets“ to restore
the Mixer controls to specific settings with the press of one button.

Adjust levels for each input and output using the level sliders. Adjust
left and right channels separately by dragging the two sliders indepen-
dently, or click the Lock button to adjust them together.

Click the Mute button beneath an input or output’s level slider to
mute it, or click Master Mute to mute all inputs and outputs.

To set Mixer settings to one of the Preset buttons, click on one of the
Preset buttons, adjust the Mixer settings, then click the Set button. To
use the preset Mixer settings, just click the appropriate Preset button.

Select a recording source for recording by clicking Line, Mic, MIDI. Or
choose Mixed to mix the sound recorded from more than one source.
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...Introduction, cont’d.
• UltraSound cards with RAM are able to cache, or preload, patches

from the General MIDI set into onboard memory. For applications
that do not yet use patch caching, the UltraSound software also
allows you to load a small General MIDI set or manually load
specific patches.

• Supports full MIDI IN and MIDI OUT capabilities.

The UltraSound driver works with Windows 95 and with Windows 3.1 in 386
Enhanced Mode only.
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UltraSound Windows Drivers
Driver Configuration

Windows® 95 selects the appropriate settings for your sound card
automatically.

If you are running Windows 3.1, you can use the Driver Configuration
window (in the Drivers Control Panel) to define custom settings for the
UltraSound Windows driver. When you press the OK button, your
changes are saved in the Windows SYSTEM.INI file. The next time you
start Windows, the new selections will be in effect. If you change the
Baseport, DMA, or IRQ, you will have to restart Windows.

If the UltraSound driver has been installed, Audio for UltraSound Plug
& Play will be listed in the Installed Drivers box in Windows 3.1.

Manually Changing Driver Settings in DOS or Windows 3.1

Run UltraSound Setup (SETUP.EXE) from the ULTRAPNP directory. See
Appendix H for instructions.
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Introduction
Your UltraSound card’s software includes a few DOS-based programs.

IWINIT.EXE

PLAY.EXE

IWSBOS.BAT



Chapter Topics

4

Book Topics

UltraSound Plug & Play
User’s Guide

Chapter 5 – DOS Utilities

Play
The DOS Audio Player (PLAY.EXE) is installed in the ULTRAPNP direc-
tory. This simple command-line program allows you to play any .WAV
or MIDI file. To play a file:

Type: PLAY filenames

PLAY.EXE accepts DOS wildcards (e.g., *.wav).
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IWSBOS.BAT
The IWSBOS program allows the UltraSound Plug & Play to emulate a
Sound Blaster card for sound support in DOS games. For more informa-
tion, see Chapter 2, Sound for Games.
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Wavetable Sound Basics
UltraSound uses wavetable synthesis to recreate the sound of an
instrument by recording (digitizing)  the actual instrument and playing
it back. The result is a precise electronic reproduction of real instru-
ments, far superior to the artificial sound produced by older sound
technologies.

Recording Sound Waves

Digital recording captures sound by storing a sound wave‘s amplitude
values at regular time intervals. The amplitude (height) of a sound
wave determines its volume; its frequency (measured in Hertz, or Hz)
determines its pitch.

Sound waves are continuous (analog), but computers can only work
with digital information. So the computer stores the recorded signal’s
amplitude at precise intervals. It plays back the sound by converting
the digital samples to a smooth analog signal through a DAC (Digital
to Analog Converter). The more samples the computer takes per
second (the sampling rate), the better the sound quality. (This is why
your UltraSound Plug & Play generally sounds better with RAM
added—RAM-based samples can be larger than the compressed
samples in the card‘s base ROM chip.)

Time (Sampling Rate)
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How Digital Recording
Works

The end point of each vertical line
represents a single sample of the
wave’s amplitude (loudness) at
that time. The computer records
this value at a constant rate,
many times per second. At a
sampling rate (frequency) of 22
kHz, 22,000 samples are taken
per second. The computer can
then re-construct the recorded
wave exactly by converting each
sample (one at a time at the same
rate as recorded) back into an
audio wave.
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...Wavetable Sound Basics, cont’d.
UltraSound Plug & Play can record and play back at sampling rates of
up to 48,000 times per second, or 48 KHz (DAT quality). For the best
sound quality, sampled sounds should be recorded at twice the fre-
quency that they occur in nature (or greater). Since humans can hear
from 20 Hz to 20 KHz, 48 KHz sampling reproduces excellent sound
quality.

The sampling resolution, or bit depth, also influences recording accu-
racy. Bit depth refers to the number of measurable steps, or levels of
sound loudness. An 8-bit sample can have up to 256 levels of sound; a
16-bit, CD-quality sample can have 65,536 levels.

UltraSound can play both 8-bit and 16-bit WAV and SND digital sound
files.
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Avoiding Recording Problems
Aliasing is unwanted mixing of frequency information that often
manifests itself as a harsh, high-frequency distortion.  Recording at 22
KHz or higher virtually eliminates aliasing.

Clipping is distortion that occurs when the recording level is set too
high. You will hear loud pops and clicks when the recorded signal
exceeds the limits of the analog to digital circuitry. Reducing the
record level eliminates clipping.

Quantization errors and noise may result from the rounding off that
the computer may do to store data. UltraSound greatly reduces round-
ing off errors by a process called interpolation, where values are
generated between each sample, resulting in smoother, more natural
sound reproduction.  HDD transfer rate limitations may also cause
quantization errors.

Noise refers to digital hiss or pops and clicks. You can reduce hiss
significantly by recording near, but never exceeding, the maximum
sound level. Most recording software includes recording level VU
meters, or another method, to make this easy to accomplish.

A small amount of digital hiss is unavoidable with 8-bit recording,
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although it is usually masked by the recorded signal. One major cause
of digital noise is stray radio frequencies from your power supply or
other computer components that produce a few steps of random
numbers. Because 16-bit recording allows 65,536 steps of loudness,
compared to the 256 steps allowed with 8-bit recording, the  few
random steps of digital noise produce much less audible noise.

Move your UltraSound to a slot as far as possible from the power
supply, hard disk controller, and video cards to reduce noise in your
digital recording.

...Avoiding Recording Problems, cont’d.
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Improving Your Recording Results
Recording to disk requires high data transfer speed (throughput)
between your sound card and your hard disk. If you have difficulty
with pops, clicks, or gaps in your recordings, try these suggestions.

Optimize your hard drive. Optimize the free space on your hard drive
so that recorded data can be placed in one contiguous area of the
disk. Use a program like Norton Utilities‘ Speed Disk,  PC Tools‘ Com-
press,  Golden Bow‘s V-Opt, and DOS 6.x‘s DEFRAG. You have to
optimize only the free space, so this should take only a few minutes.
Optimize between takes when using high sampling frequencies or
recording in stereo.

Do not record to a compressed disk. DoubleSpace, Stacker, and other
disk compression schemes limit disk data throughput because data
must first be compressed before writing to disk. At high sampling
rates, your disk subsystem may not be fast enough to allow recording
without glitches.

Do not use a memory manager while you are recording. EMM386,
QEMM, 386MAX, and other memory managers add processing time to
disk reads and writes, which may result in problems getting your data
onto the disk fast enough.
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Use as fast a processor as possible for recording. You can compensate
for some of the above conditions with a faster CPU.

Use sound compression. UltraSound Plug & Play offers 4:1 ADPCM and
2:1  µ-law and A-law compression to help alleviate throughput prob-
lems by reducing the amount of data before sending it to your disk
subsystem.

Try a 16-bit DMA channel. Because some motherboards do not have
working 16-bit DMA channels, UltraSound’s default DMA is an 8-bit
channel. (The 8-bit channels are 0–3; 16-bit channels are 4–7.) If the 16-
bit DMA channels work on your computer, use one—performance,
especially stereo recording, will be better. If strange things happen
with the 16-bit channel, switch back to a free 8-bit channel.

...Improving Your Recording Results, cont’d.
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UltraSound and Music
UltraSound can play simultaneously up to 32 notes from any combina-
tion of 32 real or digitally synthesized voices. With your UltraSound,
you can create and mix sounds into studio-quality musical arrange-
ments. The sounds that UltraSound uses to play back MIDI files are CD-
quality voices (patches) digitized from real musical instruments (or
synthesized using digital wavetable synthesis) so that what you hear
through your stereo or headphones is incredibly real and dynamic.

MIDI
MIDI (Musical Instrument Digital Interface) is a digital communication
standard that lets you connect MIDI-equipped music devices to each
other to transfer music and performance data. This lets you control
keyboards, synthesizers, drum machines, etc., from your UltraSound-
equipped computer.

For example, connecting a MIDI keyboard via the (optional) MIDI
Adaptor lets you ”play“ any of your UltraSound‘s instruments
(patches) an acoustic piano or snare drum, or any of the myriad of
digitized sounds supplied. Of course, you don‘t need a keyboard to
play your UltraSound: it is a self-contained music studio you can play
with your computer‘s MIDI software.
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MIDI is also a file format that records sound events such as a note
being played, the instrument playing, how long the note plays, and
how loud. These events can then be reproduced exactly as they were
entered, with the flexibility to change things such as the instrument,
loudness, or note. MIDI music files conserve disk space: only the events
are recorded, not the actual sounds.

...UltraSound and Music, cont’d.
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Introduction
UltraSound Plug & Play‘s 15-pin connector is a combination game and
MIDI port. It supports all PC-compatible joysticks and works with the
Gravis GrIP MultiPort™ and the Gravis Y-cable (or any Y-cable designed
to work with joystick/MIDI ports).

If you choose to use the UltraSound Plug & Play game port, you must
be sure to remove or disable any other game ports in your computer.
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Enabling and Disabling the Game Port
The UltraSound Setup program lets you choose whether to enable or
disable the game port on the UltraSound Plug & Play card.

In Windows® 95

If Windows 95 detects an existing game port in your computer (many
multi-I/O cards include a game port), it will disable the game port on
your UltraSound card—even if you chose to enable it during the
UltraSound Setup. If you wish to use the game port on your
UltraSound, you must disable the other game port in your system.

1. Use the Windows 95 Device Manager (in Settings/Control Panel/
System) to ”remove“ the existing game port.

2. Shut down your computer and disable the game port (usually done
using an on-board jumper—see your game port‘s manual for
instructions).

3. Restart your computer. Windows 95 auto-detects the game port on
your UltraSound Plug & Play and asks you to install a driver; choose
the default Windows driver.
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In Windows 3.1 or DOS

If you chose ”Yes“ to use the UltraSound game port in the UltraSound
Setup, but decide to use another game port in your computer, you
must disable the UltraSound Plug & Play game port. If you keep more
than one active game port in your computer, you will likely have
conflicts.

To disable the UltraSound Plug & Play game port:

Run the UltraSound Setup (SETUP.EXE) program from your \ULTRAPNP
directory. Accept the current settings, then choose No when the Setup
program asks you whether you wish to enable the game port.

To enable the UltraSound game port:

Run the UltraSound Setup (SETUP.EXE) program from your \ULTRAPNP
directory. Accept the current settings, then choose Yes when the Setup
program asks you whether you wish to enable the game port.
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GravUtil
GravUtil, a DOS-based joystick testing utility, is installed with your
UltraSound Plug & Play software. This software is not necessary for
using a joystick; it is provided only for testing and troubleshooting
purposes. If your joystick does not work in the UltraSound Plug & Play
game port, or if you experience problems with joystick drift or erratic
control, run GravUtil.

To run GravUtil:

Type: GRAVUTIL and press Enter.

Click on the image of a controller to test, or click Test Gameport.

Follow the on-screen instructions to test and calibrate your controller
(instructions are often located in the status bar at the bottom of the
screen). For context-sensitive help, press F1 at any time.

After you have calibrated your joystick and tested the game port, click
the Speed Compensation button. (This option applies only if you are
using the game port on your Gravis UltraSound card.) The software
determines the correct game port speed compensation setting for your
computer system.
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To use this speed compensation setting every time you start your
computer:

Substitute GravUtil‘s recommended setting for the value in the line
”ULTRAJOY=27“ in your AUTOEXEC.BAT file.

If you experience problems with a specific game, you can experiment
with different ULTRAJOY settings. You can change the ULTRAJOY
setting in DOS at any time by changing to your UltraSound directory
and typing ULTRAJOY [#] <Enter>. You can use any value from 2 to 31.
The default is 27.

If you find a setting that works well with a specific game, you can also
use the ULTRAJOY # line in a batch file with the game‘s .EXE command
and path to start the game.

...GravUtil, cont‘d.
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DOS Troubleshooting
My UltraSound isn‘t producing sound.

Your UltraSound may not be connected securely, and may not be
seated properly in the bus slot. Reset the card, or try a different bus
slot.

If you are running sound through your stereo:

Make sure that your stereo is working correctly and connected prop-
erly. Make sure that you have selected the correct input at the back of
your stereo and that the correct input selector switch is set at the front
panel of your stereo. Use any input on your stereo except the phono
input—it will sound terrible, and could damage your speakers and
phono input!

Is there a conflict with another device or card?

Change the settings of the conflicting card. To identify conflicts,
remove all the non-essential cards from your machine and re-install
them one by one. After installing each card, run the software that is
giving you trouble, and note whether the problem occurs. When you
find the card causing the problem, check its DMA channel, IRQ, and
Baseport. Once you have identified the conflict, change the appropri-
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...DOS Troubleshooting, cont‘d.
ate setting. Be careful not to cause a conflict with any other card in
your system.

Is your UltraSound in a 16-bit slot?

Make sure that the UltraSound card is in a 16-bit slot in your computer.

I can‘t record sounds from my microphone.

Your microphone may be plugged into the wrong connector. Check
that it is plugged into the Microphone In connector, that it is a com-
patible dynamic or condenser microphone, and that it is turned on.

My sound is playing in starts and stops. It sounds jerky.

Your hard disk is probably fragmented or too slow.  This is most often
a problem when recording at a high sample rate and resolution. To
prevent this problem, obtain and run a disk defragmenting utility. (If
you have DOS 6.0 or later, you can use DEFRAG.) It is only necessary to
optimize the ”free space“ on your hard disk, so look for this option in
your  disk optimizing software.

When errors occur in a part of a recording, they can almost always be
corrected by simply re-recording the same material—as long as the
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second recording is no longer than the first.

I‘m having trouble with my game using IWSBOS. It either
makes no sound at all, or it sounds garbled and funny.

A number of problems could cause this.

1. Make sure that IWSBOS was loaded successfully. Type: IWSBOS.

IS IWSBOS loaded and running?

2. If you are trying to use a game in Sound Blaster or Adlib mode,
make sure that you run IWSBOS first—before you start the game. If
you‘re not sure, exit the game and type IWSBOS again.

Did you select a sound card?

3. Check the game‘s setup. Did you select a sound card? Most games
have a specific configuration step where you have to ”tell“ the
game to use a specific sound card. Usually, this step is called Setup
and is available from the game‘s main menu. Sometimes you select
the sound card by running a separate program called Setup or
Install.

...DOS Troubleshooting, cont‘d.
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4. Some games require you to enter an additional parameter for
sound board support when starting the game. For example, you
may have to type C:\KILLERCOWS SBLASTER. (Killer Cows is not a
real game.) If your game requires this, load IWSBOS first, then start
the game with this additional parameter.

Is your MIDI IRQ compatible?

5. This problem could also indicate that the MIDI IRQ variable (the
last one) in the SET ULTRAPNP string in your AUTOEXEC.BAT file is
incompatible with IWSBOS. The MIDI IRQ must be either 2, 3, 5, or
7 (5 or 7 recommended). CAUTION: Be careful not to select a
variable that is used by one of your other devices.

Some programs require IRQ 7 as the default IRQ. Run Setup to
change your MIDI IRQ to 7.

Some programs look only at the BLASTER environment string for
IRQ and DMA. Make sure that SET ULTRAPNP and SET BLASTER
commands in your AUTOEXEC.BAT file have the same IRQ and
DMA channels selected.

...DOS Troubleshooting, cont‘d.
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Do you have enough free conventional memory?

6. Check that the application has enough conventional memory to
run with audio after loading IWSBOS. You may need to change
your system configuration (i.e., by loading drivers high, removing
drivers, etc.) to free more memory. See your DOS manual for more
information on memory management.

If you are using QEMM, run Optimize to locate more free memory.
If you have DOS 6.0 or later, use MEMMAKER.

Are your IWSBOS files in the right directory?

7. Make sure that the files required for IWSBOS are in the same
directory, and that the directory is in the IWSBOS path.

Is your UltraSound in a 16-bit slot?

8. Make sure that the UltraSound card is in a 16-bit slot in your
computer.

My sound plays, but it has lots of static.

Check the connections.

...DOS Troubleshooting, cont‘d.
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I‘m having problems with the 16-bit DMA channels

UltraSound‘s default DMA channel is a 16-bit channel. For best perfor-
mance, try to run UltraSound on a 16-bit channel: using a 16-bit
channel allows the UltraSound to transfer data twice as fast. If your
motherboard does not have working 16-bit DMA channels (some do
not), you will have to switch to an 8-bit channel.

The 8-bit channels are 0–3; the 16-bit channels are 4–7. Stereo record-
ing will be better on 16-bit channels.

...DOS Troubleshooting, cont‘d.
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Windows Troubleshooting
I have problems playing MIDI and .WAV files.

If no sound occurs when you play MIDI files, or instruments seem to be
missing:

Make sure that the UltraSound setup is selected in the MIDI Mapper.

Set the MIDI Volume scroll bar to the top (Win 95 Multimedia Drivers
control panel) or far right (Win 3.1 Drivers control panel)—the highest
volume.

Pause or stop playing the MIDI file, stop any .WAV file that is playing,
and restart the MIDI file.

I received a Windows Initialization Error.

An error may have occurred in the GRVSULTR.386 driver. Make certain
that the line DEVICE=GRVSULTR .386 is in the [386ENH] section of the
SYSTEM.INI. Also make sure that the GRVSULTR.386 file is in your
\WINDOWS\SYSTEM directory.

The UltraSound driver requires Windows 95 or Windows 3.1, running
in Enhanced mode.
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The UltraSound driver may not have been initialized because of a
DRAM failure or a base address conflict.

During Windows initialization, the driver may have been unable to
validate the UltraSound hardware. Run SETUP from the \ULTRAPNP
program group. This diagnostic tool will verify that your hardware
settings are correct and report any hardware failures.

1. Exit Windows (or Restart in DOS Mode from Windows 95).

2. Set the DOS environment variable ULTRADIR to the UltraSound
directory. For example: Type: SET ULTRADIR=C:\ULTRAPNP <enter>

(This is set only until you turn off your computer.)

3. Verify that the IW.INI file exists in the \ULTRAPNP directory.

4. Restart Windows.

The driver needs the IW.INI file to initialize itself to play MIDI files.)

...Windows Troubleshooting, cont‘d.
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The volume increases after I pause and restart some MIDI
files using Media Player.

Some versions of Media Player send MIDI controller messages only the
first time a MIDI file begins to play. Since the MIDI controller messages
that affect volume are not sent when playback is resumed, a default
volume is used, and this may be louder than the composer intended.
This is a bug in Media Player.

When I use Windows for Workgroups, I need more PC
memory than I did with a standard Windows installation.
If you have installed Windows for Workgroups, note that it typically
requires twice as much PC memory to regain the performance that you
had with a standard Windows installation. An option is available to
disable resource sharing under Windows for Workgroups. This option
will conserve memory.

When I play a .WAV file, it doesn‘t make any sound.

A .WAV file uses extended RAM. For example, a 2 MB .WAV file uses 2
MB of extended RAM. If you don‘t have enough extended RAM

...Windows Troubleshooting, cont‘d.
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available—which varies with the number of applications you have
open—you’ll have problems.

Quit as many applications as possible to free extended RAM.

Is the Wave Volume set too low?

Use the WinDecks or UltraPnP Mixer to set the Wave Volume to the
highest volume.

Is another sound card conflicting with the UltraSound card?

If another audio card is installed, check that the UltraSound is set up as
the first Wave device in the SYSTEM.INI. The [DRIVERS] section of the
SYSTEM.INI should have the following line:

WAVE=INTERWAV.DRV

Other audio cards will be designated as WAVE1, WAVE2, etc.

...Windows Troubleshooting, cont‘d.



Chapter Topics

Book Topics

UltraSound Plug & Play
User’s Guide

Chapter 9 – Technical Support

Technical Support Instructions

Support by Telephone

Support by Electronic Mail

Technical Support

Click on a Topic or click on
the arrow at the bottom of
the page to continue reading
through the book.

Throughout this book, you
can click on green-high-
lighted text to jump to a
related topic.

 To return, click the Back
button in the tool bar.

Chapter 9



Chapter Topics

Book Topics

UltraSound Plug & Play
User’s Guide

Chapter 9 – Technical Support

Technical Support Instructions
Technical support is available to all registered owners of Advanced
Gravis products. Before you call, please read the README file on your
the MultiPort CD. There is no charge for technical support, except
possible long distance charges.

Technical Support Tips

• If only certain programs are affected, read their manuals for
information relating to joysticks and game cards.

• Call from a phone where you have access to your computer so you
can test suggestions and provide any additional information that
may be required.

• Please be prepared to provide the following information:

Name, address and telephone number
The name of the Gravis product
Make and Model of your computer
Your system software and version
The MultiPort software version number
Names and versions of all affected software programs
Symptoms of the problem, and what led to them
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Support By Telephone
Technical support is available by telephone 8:00 AM–4:30 PM Pacific
Coast Time Monday–Thursday, 8:00 AM–3:30 PM Friday.

In the United States, Canada, and Mexico, please call:

Phone: (604) 431-1807 Fax:   (604) 431-9358

In Europe, please call one of these numbers:

Austria 0660-5791 Luxembourg 0800-2778
Belgium 0800-16778 Netherlands 31-36-536 4443
Denmark 800-17838 Norway 800-11335
Finland 9800-13228 Portugal 05-05313318
France 05-906053 Spain 900-993129
Germany 0130-810654 Sweden 020-795845
Hungary 00800-11727 Switzerland 155-8605
Ireland 1800-553168 UK 0800-894383

If your country is not listed, please call either (604) 431-1807 (Canada)
or +31-36-536-4443 (Netherlands).

If telephone support is not convenient, we welcome questions sent via
fax or e-mail.
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Support By Electronic Mail
Contact Advanced Gravis at the following addresses:

Internet Web Site: http://www.gravis.com

Internet E-mail: tech@gravis.com (Canada)

gravis@euronet.nl (Europe)

Internet File Server: ftp.gravis.com
-or - archive.epas.utoronto.ca
pub/pc/ultrasound

Internet Mail List: gus-general-request@mail.orst.edu
subscribe

CompuServe®: Go PCVENB area #14

Advanced Gravis BBS: (604) 431-5927  V32bis N81

Advanced Gravis Europe BBS: +31-36-536-0379  V32bis N81

America On-Line: email Adv Gravis
go keyword: Gravis

This Web Site is the hub of Gravis‘
online support network. For the
most current and detailed
information and files, look here.


