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Trademark Acknowledgments

Cashier-in-a-Box is a trademark of Rocky Mountain Multimedia, Inc. Other product and company names mentioned herein may be the trademarks of their respective owners.

Copyright

Copyright © 1996, 1997 by Rocky Mountain Multimedia, Inc. All rights reserved. Reproduction, adaptation, or translation without prior written permission is prohibited, except as allowed under copyright laws.

Software License Agreement

BY INSTALLING OR USING THE ACCOMPANYING SOFTWARE PRODUCT, YOU ARE AGREEING WITH ROCKY MOUNTAIN MULTIMEDIA INC. (“RMM”) TO BECOME BOUND BY THE TERMS OF THIS SOFTWARE LICENSE AGREEMENT AND LIMITED WARRANTY. IF YOU DO NOT AGREE WITH THE TERMS AND CONDITIONS OF THIS SOFTWARE LICENSE AGREEMENT AND LIMITED WARRANTY, PROMPTLY RETURN THE SOFTWARE PRODUCT AND ALL RELATED MEDIA TO RMM FOR A FULL REFUND.

Software Product License

The SOFTWARE PRODUCT is protected by applicable United States copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. The SOFTWARE PRODUCT is licensed only, not sold.

1.  GRANT OF LICENSE. This Software License Agreement grants you the following rights:

· Use of Software Product. You may install one copy of the SOFTWARE PRODUCT onto one computer. If you are deploying a multi-system application roll out, you must purchase a separate license for each single COMPUTER in the system.

· Back-up Copy of Software Product. You may make a single back-up copy of the SOFTWARE PRODUCT solely for archival purposes.

2. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.
· Limitations on Reverse Engineering, Decompilation and Disassembly. You may not reverse engineer, decompile, or disassemble the SOFTWARE PRODUCT, except and only to the extent that such activity is expressly permitted by applicable law notwithstanding this limitation.

· Separation of Components. The SOFTWARE PRODUCT is licensed as a single product. Its component parts may not be separated for use on more than one computer.

· Single Computer. The SOFTWARE PRODUCT is licensed to be used only on a single computer. TheSOFTWARE PRODUCT may not be copied for installation onto another computer. PRODUCT to any other person, except as expressly permitted below under “Software Transfer”.

· Software Transfer. You may permanently transfer all of your rights under this Software License Agreement, provided you retain no copies of the SOFTWARE PRODUCT, you transfer all of the SOFTWARE PRODUCT (including all component parts, the media and printed materials, any upgrades, and this Software License Agreement and Limited Warranty), and the recipient agrees to the terms and conditions of this Software License Agreement and Limited Warranty. If the SOFTWARE PRODUCT is an upgrade, any transfer must include all prior versions of the SOFTWARE PRODUCT.

· Termination. Without prejudice to any other rights, RMM may terminate this Software License Agreement if you fail to comply with the terms and conditions of this agreement. In such event, you must destroy all copies of the SOFTWARE PRODUCT and all of its component parts.

3. UPGRADES. If the SOFTWARE PRODUCT is an upgrade from another product, whether from RMM or another supplier, you may use or transfer the SOFTWARE PRODUCT only in conjunction with that upgraded product, unless you destroy the upgraded product. If the SOFTWARE PRODUCT is an upgrade of a RMM product, you now may use that upgraded product only in accordance with this Software

License Agreement. If the SOFTWARE PRODUCT is an upgrade of a component of a package of software programs which you licensed as a single product, the SOFTWARE PRODUCT may be used and transferred only as part of that single product package and may not be separated for use on more than one computer.

4. COPYRIGHT. All title and copyrights in and to the SOFTWARE PRODUCT (including but not limited to any images, photographs, animation, video, audio, music, text and “applets” incorporated into the SOFTWARE PRODUCT), the accompanying printed materials, and any copies of the SOFTWARE PRODUCT, are owned by RMM or its suppliers. The SOFTWARE PRODUCT is protected by copyright laws and international treaty provisions. You may not copy the printed materials accompanying the SOFTWARE PRODUCT.

5. DUAL-MEDIA SOFTWARE. You may receive the SOFTWARE PRODUCT in more than one medium. Regardless of the type or size of medium you receive, you may use only one medium that is appropriate for your single computer. You may not use or install the other medium on another computer. You may not sublicense, loan, rent, lease, or otherwise transfer the other medium to another user, except as part of the permanent transfer (as provided above) of the SOFTWARE PRODUCT.

6. U.S. GOVERNMENT RESTRICTED RIGHTS. The SOFTWARE PRODUCT and related documentation are provided with restricted rights. Use, duplication, or disclosure by the Government is subject to restrictions as set forth in subparagraph (c(1)(ii) of the Rights in Technical Data and Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2) of the Commercial Computer

Software—Restricted Rights at 48 CFR 52.227-19, as applicable.

7. REFERENCE OF FUTURE PRODUCTS OR PROGRAMS. The SOFTWARE PRODUCT and accompanying written materials may contain reference to or information about RMM products (equipment or software programs), or services that are not now available. Such references or information must not be construed as a commitment by RMM to provide such products, software programs, or services.

LIMITED WARRANTY

THE SOFTWARE PRODUCT AND ACCOMPANYING WRITTEN MATERIALS ARE PROVIDED BY RMM “AS IS” WITHOUT WARRANTY OF ANY KIND. FURTHER, RMM DOES NOT GUARANTEE, OR MAKE ANY REPRESENTATIONS REGARDING THE USE, OR THE RESULTS OF THE USE, OF THE SOFTWARE OR ACCOMPANYING WRITTEN MATERIALS IN TERMS OF

CORRECTNESS, ACCURACY, RELIABILITY OR TIMELINESS. IF THE INCLUDED SOFTWARE PRODUCT OR ACCOMPANYING WRITTEN MATERIALS ARE DEFECTIVE, YOU, AND NOT RMM OR ITS DEALERS, DISTRIBUTORS, AGENTS, OR EMPLOYEES, ASSUME THE COST OF ALL NECESSARY SERVICING, REPAIR, OR CORRECTION. THE ENTIRE RISK AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE PRODUCT AND ANY FURTHER PROGRAMS OR WRITTEN MATERIALS DEVELOPED UTILIZING THESE MATERIALS IS ASSUMED BY YOU.

EXCEPT AS PROVIDED ABOVE, RMM DISCLAIMS ALL WARRANTIES, EITHER EXPRESSED OR IMPLIED, INCLUDING BUT NOT LIMITED TO IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, WITH RESPECT TO THE SOFTWARE PRODUCT OR WRITTEN MATERIALS. TO THE MAXIMUM EXTENT PERMITTED

BY APPLICABLE LAW, IN NO EVENT SHALL RMM BE LIABLE FOR ANY INCIDENTAL OR CONSEQUENTIAL DAMAGES OF ANY KIND ARISING FROM ANY USE OF THE SOFTWARE PRODUCT OR FROM AN INABILITY TO USE THE SOFTWARE PRODUCT.

Governing Law

This Software License Agreement and Limited Warranty shall be governed by and construed in accordance with the laws of the State of Colorado.

Note: Portions of this software were developed with FXTools. FXTools is the property of and is copyright (c) 1997 by Pegasus Software LLC, ALL RIGHTS RESERVED.

 BASIC FUNCTIONALITY

How Cashier-in-a-Box Works

The basic flow of the program is as follows:

1. Your program (or Kiosk-in-a-Box) sets the fee or suggested donation amount.

2. Your program (or Kiosk-in-a-Box) executes Cashier-in-a-Box.

3. Cashier-in-a-Box begins by executing a smooth, seamless full-screen transition.

4. Cashier-in-a-Box collects the card information and/or collects currency.

5. Prior to termination, Cashier-in-a-Box writes “cbox.txt” - a file containing the transaction status (amount collected / charged and/or card track information).

6. Upon termination , Cashier-in-a-Box elegantly quits by executing another full-screen transition back to your application.

7. Your program (or Kiosk-in-a-Box) processes the “cbox.txt” file and acts accordingly.

Operation Modes of Cashier-in-a-Box
Cashier-in-a-Box has three operations modes: Normal Mode, Accept All Mode, and Donation Mode. Cashier-in-a-Box behaves slightly differently depending upon the current mode. Another mode - Smart Card Mode - is in the works - stay tuned!

Normal Mode

Normal Mode allows you to establish a fee before running the program. If you are collecting paper currency, it also has the built-in option to a user to “reject” or “accept” an overpayment (an overpayment is when, for example, the user inserts a $5 bill when only $1 is the established fee). Cashier-in-a-Box will continue to run until

· the card data is collected

· the appropriate currency has been inserted

· a time-out occurs, or

· the user cancels the application

Accept All Mode

Accept All Mode also allows you to establish a fee before running the program. The only difference between Accept All Mode and Normal Mode is that Accept All Mode takes all paper currency and stacks it, even if the user inserts a bill whose value is higher than the established fee. Cashier-in-a-Box will continue to run until

· the card data is collected

· a time-out occurs, or

· the user cancels the application

Donation Mode

Donation Mode allows you to suggest a donation  a fee before running the program. If you’re collecting bills, the user will have the opportunity to insert as many bills as they like, and then terminate their session by pressing the cancel button. If you are {also} collecting card data, the user has the opportunity to set their own charge amount before swiping their card. Cashier-in-a-Box will continue to run until

· the card data is collected

· a time-out occurs, or

· the user cancels the application

Bill Acceptor Hardware Support

Cashier-in-a-Box currently can handle the following peripherals:

1. Mars 3000 Bill Acceptor

2. Rowe RBA-7 Bill Acceptor

3. AstroSys Global Bill Acceptor

Both the Mars and the AstroSys acceptors use Extended Bi-Directional Serial (EBDS) as the interface protocol, while the Rowe acceptor uses the Rowelink Interface. Cashier-in-a-Box assumes that acceptors are connected via an open RS-232 port on a PC. 

If you have an acceptor that you would like added to Cashier-in-a-Box, please contact Rocky Mountain Multimedia and request for the addition.

Card Reader Hardware and Card Types

Cashier-in-a-Box currently can handle any “keyboard wedge” card reader (any reader that sends keystrokes to the controlling application). 

Cashier-in-a-Box can handle any type of two-track card format that follows these standards:


Track 1 Start Sentinel:
%


Track 1 Field Separator:
^


Track 1 End Sentinel:
?


Track 2 Start Sentinel:
;


Track 2 Field Separator:
=


Track 2 End Sentinel:
?


Track 3 Start Sentinel:
+


Track 3 Field Separator:
=


Track 3 End Sentinel:
?

NOTE
You can collect any type of card data - it doesn’t have to be a credit card.

Media File Specifications and Requirements
All media files are “external” to Cashier-in-a-Box. Cashier-in-a-Box reads media files off the hard drive only when it is time to display and/or play them. The two basic object types that use external media files are the graphic-based objects (the backdrop and graphic buttons / messages) and an optional “button click” sound.

Supported file types for a graphic-based objects include BMP and JPG. The size of the picture object (height and width) is always the same size as the graphic file. The file for the optional button click must be a WAV file and must have the name “click.wav”. The sound contained within this file can be any sound you like.

The folder where all graphic and sound files must exist is in the ..\cbox\media folder. If you want to change the sound and/or graphics of any object, you must first locate your new media within this folder before accessing the System Editor to make your changes.

NOTE
Text objects do not require any media file support, but you must make sure that the 

fonts you used to design your text objects are installed on all in-the-field computers.

GETTING STARTED

Installing Cashier-in-a-Box For the First Time

Cashier-in-a-Box was created using Microsoft Visual Basic 6.0. When you install Cashier-in-a-Box, you are also installing some support files and components for Visual Basic. 

Depending upon whether or not you are using Rocky Mountain Multimedia’s Kiosk-in-a-Box program or one of your own will dictate how to install Cashier-in-a-Box. If you downloaded Cashier-in-a-Box as a stand-alone (separate from Kiosk-in-a-Box), you will need to run the “setup.exe” program that is included in the download. If you downloaded a fully functional version of Kiosk-in-a-Box 3.0 or greater, Cashier-in-a-Box is automatically installed.

To install Cashier-in-a-Box in from the Stand Alone download:

1. Download the “stand alone” software and demo version to a temporary directory. This software contains all the support files, components, and demo. 

2. Unzip the zip file in a temporary directory, then run “setup.exe”.

3. The example demo was designed at 800x600, so you should set your computer screen resolution to 800x600, and 16-bit (high color) mode. To do this, right-click on the desktop and select the Properties pop-up menu option. Select the Settings tab from the Display Properties dialog box. 

4. Make sure you also have Small Fonts set on the Font drop-down list on the same Settings tab.

5. Restart your computer if so prompted before running Cashier-in-a-Box.

NOTE
Your final Cashier-in-a-Box application  does not have to be designed in 800x600 resolution. 

The demo was designed in this resolution and hence the requirement of #3 above.

Un-Installing The Software

To remove Cashier-in-a-Box from your system, perform the following:

1. Click the Windows 95/98/Windows NT 4.0 Start button.

2. Click on Settings.
3. Select Control Panel.
4. Click on Add/Remove Programs.
5. Choose Cashier-in-a-Box from the list and select the Add/Remove button. 

6. Finish removal by deleting the installation directory and all residual files / folders using Windows Explorer.

This will remove all references to the software including icons, folders and files. 

Purchasing the Software
Pricing for Cashier-in-a-Box is $195 for the Master License (first copy), $45 for each Site License (each additional license) and free to all Kiosk-in-a-Box licensed users. Purchasing Cashier-in-a-Box and/or Kiosk-in-a-Box will remove the initial modal pop-up dialog that display the “unlicensed” status of the software.  

Once payment is received by RMM, you may license your copy of the downloaded software via email. To license a paid copy:

1. Enter Cashier-in-a-Box Design mode by either pressing F3 (or right-click the backdrop).

2. Execute another right-click on any foreground object to produce the System Editor dialog box.

3. Select the System tab, then click on the Unlock tab.

4. Send both the Serial Number and PIC to Rocky Mountain Multimedia (see the following section) to receive the Unlock Code for the software.
5. Enter the unlock code in the space provided, and click the Unlock Now  button.



Figure 1-2. Unlocking the Software

NOTE
If you have a licensed version of Kiosk-in-a-Box, Cashier-in-a-Box will be automatically unlocked.

Contacting Rocky Mountain Multimedia, Inc.

Rocky Mountain Multimedia, Inc.

Littleton, CO 81301 USA

Voice (303) 933-7300 / Fax: (303) 933-7301  (6am - 6pm Mountain Time)

E-Mail: heyliger@rockmedia.com
Visa / MasterCard / AmEx accepted.

SCREEN AND OBJECT COMPONENTS

In order to understand the Cashier-in-a-Box application, and before you begin customizing your application, you need to become familiar the basic screen and object components that make up the application. These components consist of the following:

1. The backdrop object

2. Foreground objects

3. The Select Payment screen (may or may not be displayed)

4. The  Insert Bills screen (if bills are accepted)

5. The Swipe Card screen (if cards are accepted)

The Backdrop Object

The backdrop is a graphic object that is behind all objects. This object displays a graphic designed specifically to occupy the entire screen of your chosen application resolution (640x480, 800x600, 1024x768, etc.).  You may create and assign a unique backdrop graphic for each screen. The backdrop is always repainted using its special effect when going from screen to screen - even if two screens share the same backdrop graphic. This repainting creates the “cool” special effects desirable in a full-screen application.

Foreground Objects
Foreground objects are pre-defined graphics and/or text objects that are placed “on top of” your backdrop{s} (in other words, “on the foreground”). Each foreground object has its own set of unique parameters, including a name, when it is displayed, how it is displayed, and what happens to it when it is touched (clicked). 

Each pre-defined screen contains all the necessary foreground objects to perform the required function{s}. 

Graphic objects are either “buttons” and/or “messages”. The objects that are buttons contain both normal (non-pressed) and inverted (pressed) graphic assignments. This allows your Cashier-in-a-Box interface to contain cool 3D effects. You may modify the position, size, and content of these objects to suit your application and/or language

Text objects are used to display the current state of the system - including the bill acceptor / card reader status, the monetary amount required, and the current amount of money collected. You may modify the position, size, and content of these objects to suit your application and/or language.

Donation Mode has 5 additional text objects that are “touchable”, and are displayed if you are collecting credit card information. These text objects allow the user to select amount of money they wish to have charged to their card. The values may be assigned via the System Editor. 

The “Select Payment” Screen in either Normal, Accept All, or Donation Mode

The Select Payment screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

bills button

graphic

go to the “Insert Bills” screen

card button 

graphic

go to the “Swipe Card” screen

cancel button

graphic

terminates the application

The Select Payment screen is displayed if and only if bills and cards are an acceptable format of payment. This screen allows a user to select the mode of payment by providing button-like objects that allow them to make their selection. This screen will be the first screen presented if both payment methods are acceptable.

NOTE
All objects are not shared between screens except for the Cancel button - this button is shared 

on all three screens - meaning that the location of this button is “shared” between all screens.

Moving this button on any one screen sets the position of this button for all screens.

This was done to help you create a consistent interface.

The “Insert Bills” Screen in Normal Mode

If the program is Normal Mode, the Insert Bills screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

accept button 

graphic

takes the bill even though it’s more than required

decline button 

graphic

returns the bill since it’s more than required

cancel button

graphic

terminates the application

overpay message

graphic

no action / shown if overpayment occurs

acceptor status 

text

no action / shows state of bill acceptor

amount required

text

no action / shows amount required

amount collected

text

no action / shows amount collected

The Insert Bills screen is displayed if either the user presses the “bills” button of the Select Payment screen, or you have Cashier-in-a-Box set up to accept bills only. If you have Cashier-in-a-Box set to accept bills and bills only, this will be the first screen presented when the application begins.

Upon initial presentation, the amount required object displays the amount of money Cashier-in-a-Box is expecting to receive, and the acceptor status object displays the current state of the bill acceptor. The amount collected object initially displays “0”.

When a bill is inserted into the acceptor, one of two actions occur

1. If the bill in escrow is less than or equal to the amount required, it will automatically be accepted. If the total amount collected is equal to the amount required, the application terminates. If the total amount collected is less than the amount required, the amount collected object reflects the current running total.

2. If the bill in escrow is more than the amount required, or if the bill in escrow plus the amount collected is greater than the amount required, Cashier-in-a-Box will not automatically accept the bill, but instead display the accept, decline, and overpay graphics. At this point the user has two options:

· They can “accept” the overpayment by touching the accept button, at which point the application accepts the bill and terminates, or

· They can “reject” the overpayment by touching the decline button, at which point the application will return the current bill in escrow, and also will hide the accept, decline, and overpay graphics.

The application continues to run until the user presses the cancel button or a time-out occurs.

NOTE
The AstroSys bill acceptor is incapable of holding a bill in escrow (waiting for an “accept” or

“reject) for longer than 5 seconds. Therefore, if the user does not press either the accept button

or decline button within 5 seconds, the AstroSys will automatically decline the bill.

The “Insert Bills” Screen in Accept All Mode

If the program is Accept All Mode, the Insert Bills screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

cancel button

graphic

terminates the application

acceptor status 

text

no action / shows state of bill acceptor

amount required

text

no action / shows amount required

amount collected

text

no action / shows amount collected

The Insert Bills screen is displayed if either the user presses the “bills” button of the Select Payment screen, or you have Cashier-in-a-Box set up to accept bills only. If you have Cashier-in-a-Box set to accept bills and bills only, this will be the first screen presented when the application begins.

Upon initial presentation, the amount required object displays the amount of money Cashier-in-a-Box is expecting to receive, and the acceptor status object displays the current state of the bill acceptor. The amount collected object initially displays “0”.

When a bill is inserted into the acceptor, it is accepted. If the total amount collected is greater than or equal to the amount required, the application terminates. If the total amount collected is less than the amount required, the amount collected object reflects the current running total.

The application continues to run until the user presses the cancel button or a time-out occurs.

The “Insert Bills” Screen in Donation Mode

If the program is Donation Mode, the Insert Bills screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

accept button 

graphic

takes the bill in escrow

decline button 

graphic

returns the bill in escrow

cancel button

graphic

terminates the application

confirm message

graphic

no action / shown to confirm donation

acceptor status 

text

no action / shows state of bill acceptor

amount required

text

no action / shows suggested donation amount

amount collected

text

no action / shows amount collected

The Insert Bills screen is displayed if either the user presses the “bills” button of the Select Payment screen, or you have Cashier-in-a-Box set up to accept bills only. If you have Cashier-in-a-Box set to accept bills and bills only, this will be the first screen presented when the application begins.

Upon initial presentation, the amount required object displays the suggested donation amount, and the acceptor status object displays the current state of the bill acceptor. The amount collected object initially displays “0”.

When a bill is inserted into the acceptor, the confirm message, accept button, and decline button are presented on-screen. At this time, the user has two choices:

1. They can “accept” the donation amount by touching the accept button, at which point the application accepts the bill and hides the accept, decline, and overpay graphics, or

2. They can “reject” the donation amount by touching the decline button, at which point the application will return the current bill in escrow, and also will hide the accept, decline, and overpay graphics.

The application continues to run until the user presses the cancel button or a time-out occurs.

The “Swipe Card” Screen in Normal or Accept All Mode

The Swipe Card screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

cancel button

graphic

terminates the application

card  status 

text

no action / shows state of card reader

amount required

text

no action / shows amount expected {optional}

The Swipe Card screen is displayed if either the user presses the “card” button of the Select Payment screen, or you have Cashier-in-a-Box set up to accept cards only. If you have Cashier-in-a-Box set to accept cards and cards only, this will be the first screen one sees when the application begins.

Upon initial presentation, and if a fee is required (versus just gathering card track data) the amount required object displays the amount of money Cashier-in-a-Box is expecting to receive, and the card  status object displays the current state of the card reader. If the amount required (as defined via “fee.txt”) is “-1”, then the amount required object is not shown and only the track information is deemed necessary.

When a card is swiped into the reader, the card status text changes to the Processing caption, and then one of three possible actions may occur:

1. If a “good read” occurs, the program records the amount required and the track information to the “cbox.txt” file, and the program terminates, or

2. If a “bad read” occurs (from a bad swipe or simply a poor read), the program will first display the Bad Read caption for three seconds, then it will re-display the Ready caption., or

3. If a “wrong card” is swiped (i.e., a non-credit card is swiped when Cashier-in-a-Box is expecting a credit card), first the Wrong Card Type caption will display for three seconds, then the Ready caption will be displayed.

The application continues to run until a successful card read, the user presses the cancel button, or a time-out occurs.

The “Swipe Card” Screen in Donation Mode

The Swipe Card screen is comprised the following components:

Object


Type

Behavior
backdrop 

graphic

no action

cancel button

graphic

terminates the application

card  status 

text

no action / shows state of card reader

amount required

text

no action / shows amount expected

donation 1 .. 5

text

sets the charge / donation amount 

The Swipe Card screen is displayed if either the user presses the “card” button of the Select Payment screen, or you have Cashier-in-a-Box set up to accept cards only. If you have Cashier-in-a-Box set to accept cards and cards only, this will be the first screen one sees when the application begins.

Upon initial presentation, the amount required object displays the suggested donation amount, and the card  status object displays the current state of the card reader. In addition, five text buttons (donation 1 … donation 5) are displayed, providing a mechanism by which the user can set their desired charge / donation amount.

The user optionally presses one of the five donation buttons to set their fee, which is then reflected in the caption of the amount required object. When a card is swiped into the reader, the card status text changes to the Processing caption, and then one of three possible actions may occur:

1. If a “good read” occurs, the program records the amount required and the track information to the “cbox.txt” file, and the program terminates, or

2. If a “bad read” occurs (from a bad swipe or simply a poor read), the program will first display the Bad Read caption for three seconds, then it will re-display the Ready caption., or

3. If a “wrong card” is swiped (i.e., a non-credit card is swiped when Cashier-in-a-Box is expecting a credit card), first the Wrong Card Type caption will display for three seconds, then the Ready caption will be displayed.

The application continues to run until a successful card read, the user presses the cancel button, or a time-out occurs.

 COMMUNICATING WITH CASHIER-IN-A-BOX

Setting the Contents of the “cbox.ini” File

When Cashier-in-a-Box begins execution, it attempts to read a file named “fee.txt” located in the \cbox sub-directory. This file is created by the calling application (your EXE) and is used to set the fee or donation amount (the amount to charge / collect from the user). This file may also optionally “over-ride” the current settings of the “cbox.ini” file.

The format of this file consists of at least one line (Amount), and optionally may contain up to two additional lines (billType and cards). The basic format  consists of keyword = value, with a space on either side of the “=” sign separating the keyword from the value:

Amount = #
billType = acceptorType
cards = boolean

More likely than not, your application will probably only require a single fee amount and not require any over-ride setting. However, the additional lines provide increased flexibility and are available for use at any time. For billType, use the keywords Mars, Rowe, AstroSys, or None (none will make cbox take credit cards only).

Example 1: Request $5 from the user, credit cards only:


Amount = 5


billtype = none


cards = true

Example 2: Request $3 from the user, and make sure the credit card option is off regardless of the cbox.ini settings:


Amount = 3


cards = false

Example 3: just read the card track information (assumes no bill acceptor is enabled):


Amount = -1

Reading the Execution Status via “cbox.txt”

When Cashier-in-a-Box terminates, it creates a text file called “cbox.txt” that may be processed by your application. The file format for “cbox.txt” consists of keyword = value, with a space on either side of the “=” sign separating the keyword from the value:


Amount = #


Track1 = #


Track2 = #

The Amount value will be the amount collected by Cashier-in-a-Box. This amount may be “0” if, for example, the user presses the cancel button or the application times out. This amount may also be greater than the amount expected if bills are used and the user opts to “over-pay”.

The Track1 and Track2 values may or may not be blank, depending upon whether or not cards were an acceptable form of payment.

The Daily Transaction File “mmddyy.dat”

Cashier-in-a-Box may optionally store all daily transactions in a text-based file. The naming convention of the file has the month / day / and year connotation (mmddyy.dat). Each day this filename changes to reflect the current date. This file comes in handy to verify that the money collected from the bill stacks equals the amount of money actually collected by the system.

This file may optionally be encrypted for security purposes. If you decide to encrypt the file, remove the decrypt.exe file from the in-the-field installations, and then use your in-house decrypt.exe to process the individual records.

If you are using Kiosk-in-a-Box to execute Cashier-in-a-Box, the location of the daily transaction file is in the “..\kbox_v3\upload” folder, ready for FTP updating.

MODIFYING CASHIER-IN-A-BOX

Accessing the Cashier-in-a-Box System Editor

Cashier-in-a- Box is a fully modifiable software application that may be manipulated via the System Editor. To access the System Editor, execute a right-click on the backdrop (or press F3) – you will notice a change in the appearance of the cursor. This is called Design mode. Once in Design mode, you may then right-click the backdrop again to produce the System Editor. This editor allows you to modify a given screen, object and/or system setting.

To close the System Editor, press the “Apply” button (if you want to save your changes), then the “Close” or “Go !” button. While the System Editor is present, you may discover what a specific component does by holding the mouse over the component for a moment – a “tool tip” will appear describing the component’s functionality.

Selecting a Screen / Selecting an Object

The Screen and Object drop down lists - located at the top of the System Editor - allow you to reference the desired screen and/or object. Refer to the figure below:




Figure 1: The Cashier-in-a-Box System Editor

To display / edit a specific screen, access the System Editor, then select the screen via the Screen drop-down list. To access a specific object on the current screen, access the System Editor and select the object via the Object drop-down list. 

Notice that as you change screens, the contents of the Object lists changes as well. Also notice that as you change your object selection, the “selection” rectangle surrounding the current object is updated. All objects have a border except the backdrop.

Changing an Object’s Graphic

To change an object’s graphic, access the System Editor and then select the screen on which the object resides via the Screen drop-down list. Select the object via the Object drop-down list. The border of the object will be updated (assuming the object is not the backdrop, which has no border). 

Now click on the Object Properties / Content tab. The object’s current graphic file assignment will be reflected on this tab. Click the desired new graphic you wish to assign and then click the Apply button located on the Content tab. Your graphic object will display your new assignment. Optionally click Cancel prior to the Apply if you want to reset the graphic to it’s original setting. Click the Apply button located on the bottom of the dialog box to make your changes permanent. Refer to Figure 1.

If a graphic object is a “button” (has an action), then you may optionally assign an additional graphic to the object - the Depressed Graphic. This graphic will appear upon a mouse-down event on the object, and provide your application with a cool 3D effect. If you choose to assign an inverted graphic, make sure the inverted graphic is the same size as the normal graphic.

Changing an Text Object’s Appearance

To change a text object’s appearance, access the System Editor and then select the screen on which the object resides via the Screen drop-down list. Select the object via the Object drop-down list. The border of the object will be updated. 




Figure 2 - Text Object Property Tabs

Now click on the Object Properties / Content tab. The object’s current text style assignment will be reflected on the Appearance / Colors / BackStyle  and BorderStyle tabs. Use these tabs to set the colors, fonts, size, and other text-based  options. Click the Apply button to make your changes permanent. Refer to figure 2 (note: the Colors, BackStyle and BorderStyle tabs are not shown).
Moving an Object to a New Location

You can re-locate all objects except the backdrop, which is in a fixed position at (0,0) on your screen, and sized to the current full-screen graphic assignment. 

There are two ways to move an object: either via the System Editor or by dragging selected objects via the mouse when in Design mode (the first press of F3 - when the mouse cursor has changed to the arrow with the “block” attached to it).

To change any other object’s location via the System Editor, first access the System Editor and then select the screen on which the object resides via the Screen drop-down list. Select the object via the Object drop-down list. The border of the object will be updated (assuming the object is not the backdrop). 




Figure 3 - Moving / Changing Effects

Now click on the Object Properties / Location / Effects tab. Use the arrow keys to move the current object. Hold the Shift key for larger / faster moves; hold the Ctrl key for smaller / slower moves. Refer to figure 3.

To move one or more objects via the mouse, enter Design mode (press F3, or Close if the System Editor dialog box if visible). Now click and drag a single object, or, hold down the shift key and click two or more objects to select multiple objects. Move the entire collection of selected objects by releasing the Shift key and then clicking and dragging one object within the group of selected objects. Although it will look like you’re only moving the single object while dragging, all objects will be relocated when you release the mouse. You can move your selected object{s} via the arrow keys as well.

Changing an Object’s Special Effect

Each object within Cashier-in-a-Box may have a optional “special effect” assign to it. This effect causes the object to appear on-screen with neat transitions, fades, and/or wipes.

To change an object’s special effect, access the System Editor and then select the screen on which the object resides via the Screen drop-down list. Select the object via the Object drop-down list. The border of the object will be updated (assuming the object is not the backdrop, which has no border). 

Now click on the Object Properties / Location / Effects tab. The object’s current special effect assignment will be reflected on this tab. Select the new desired effect you wish to assign to the object via the Special Effect drop-down list. Use the Grain and Speed settings to fine-tune the effect. Click the Test button to experience your new assignment. Click the Apply button to make your changes permanent. Refer to figure 3.

Bill Acceptor Settings

The Peripherals /  RS232 Bill Acceptor tab is used to establish / enable / disable paper currency settings. Refer to figure 4.



 

Figure 4 - the Peripherals / RS232 Bill Acceptor Tab

Choose None to disable / remove the Insert Bills screen and default to cards only. Alternatively, choose the supported bill acceptor you have installed on your system, and set the COM port for this device via the Port drop-down list.

You may opt to customize the bill acceptor status phrases by first selecting a specific state of the acceptor (like Bill in Escrow) and then modifying the text component of the phrase via the Caption textbox. When the acceptor changes states, it will display your custom phrase via the acceptor status object of the Insert Bills screen.

If you are using either a Mars or AstroSys acceptor, set the currency value for bit (0) through bit (6) to the correct denomination. The default values are set to US dollars - your values may differ depending upon your currency (Rowe does not support international currencies). These values will be used to calculate the amount of money deposited by the end-user, and they will also be displayed in conjunction with the Bill in Escrow state of the acceptor. For example, if your Bill in Escrow phrase is “Current Bill in Escrow = $”, and a user inserted a $5 bill, the entire phrase for Bill in Escrow would be “Current Bill in Escrow = $5” Only the Bill in Escrow message behaves in this manner. All other messages are displayed as assigned.

Card Reader Settings

The Peripherals /  Card Reader tab is used to establish / enable / disable card reader settings. Refer to figure 5.




Figure 5 - Peripherals / Card Reader Tab

Choose None to disable / remove the Swipe Card screen and default to bills only. Alternatively, choose the Keyboard Wedge to enable card processing.

Check the Read as Credit Card checkbox if you want to restrict cards to credit cards only. Uncheck this option if you are reading a custom two-track card or any non-credit card. If you have this option checked, optionally check the Auto Verify Date checkbox to make sure the card swiped has a valid expiration date.

You may opt to customize the card reader status phrases by first selecting a specific state of the card reader (like Processing) and then modifying the text component of the phrase via the Caption textbox. When the card reader changes states, it will display your custom phrase via the card status object of the Swipe Card screen. Refer to figure 5.

System / Options Settings

The System  / Options tab is used to establish global system settings. Refer to figure 6.

System / Options: Hide Cursor
Check this option if your calling application is a touch screen application. 

 System / Options: Maintain Daily Transaction File
Check this option if you want the “mmddyy.dat” file to be created. Optionally check the Encrypt Data option if you want this information encrypted. 

System / Options: Donation Mode
Check this option if you want Cashier-in-a-Box to run in Donation Mode. If check, also fill in the 5 suggested donation values. These values will appear on the text-based buttons on the Swipe Card screen, allowing the user to set their donation amount via these objects.




Figure 6: System / Options Tab.

NOTES ON USING KIOSK-IN-A-BOX

Accessing Cashier-in-a-Box via Kiosk-in-a-Box v 3.0 or higher

1.  Create a new Special Text object and assign it the Cashier Widget setting. Set the fee for this object to be the fee you want Cashier-in-a-Box to collect (or recommend if you use Donation Mode). If you want to collect card data only, set the fee to be “-1” and disable all bill acceptors.

2.  “Play” the object via another object OR assign the desired Play / Layer order. When the Cashier Widget “plays” it doesn’t really display on-screen, but rather it fires up Cashier-in-a-Box.
3.  When Cashier-in-a-Box terminates, the Kiosk-in-a-Box will examine the outcome of the session and if the proper payment is met, it will execute the Action assigned to the Cashier Widget. The Cashier Widget can optionally have data reset / writing (if a Goto action is assigned) and/or shopping cart actions as well (like “charge $5.00”), just like with any other object.
4.  Note that you will never “see” the Cashier Widget unless you are in Design mode of Kiosk-in-a-Box.
Cashier-in-a-Box may optionally update a daily collection file (name format: mmddyy.dat) that contains each transaction for that day. You may optionally have Cashier-in-a-Box encrypt this information. If encrypted, use the supplied “decrypt.txt” to decode the file. If you are running this application via Kiosk-in-a-Box, the mmddyy.dat file is placed in the ..\kbox_v3\data folder. Kiosk-in-a-Box may then archive and/or send this file to you daily via E-Mail or FTP.
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