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3D Development

9/7/95 2:27PM
3D Development
Administrator
News

We have just added a new conference on the BBS called 3D Development. This conference is a
non-Sony sponsored forum therefore, we will not promise responses here. This area is for the
Developer's use and is hon-PSX specific.

Enjoy

9/8/95 10:04 AM

Time to Break-in the folder!

chris m. coffin

3D Development

Carl Ferreira

Since Carl liked the idea | posted in LIBGTE and it's more towards general 3D than PSX I'll put
it here to break-in our new folder (With some revisions and to be more readable since | was in a
rush before)

>Here's a method that has worked for me in the past. You can create a 3D polygon dome or
cylinder with texture mapped facets to represent your skyline. Build it with shared vertices
quads of course :) >Improvements could be gouraud shading facets on dome to show a
gradation skyline instead of texture mapping or both :)

>Translate the dome's center point to your camera’s location,transform it and then draw it
before and completely separate of your 3d terrain it will work fine.

>Make sure you don't light the dome and since you're always at its center it won't shimmy
when you move through the world. This method works flawlessly provided the dome has
enough facets and its size is reasonably small. There are other ways but they are not true 3D
which is what you wanted.

A cylinder with a polygon 'lid" works as long as its color is the same as the topmost color of the
faceted sides topmost pixel color where it joins the lid. A dome works best when you map
clouds in it starting above your normal skyline towards the dome's top so when you look up it
looks extremely 3D :)

Hope this helps, chris :)

9/8/95 447 PM
3D Recommendations ?
John Brandwood
3D Development

What 3D package(s) are people using out there ?

Is 3D Studio the best choice ?

How do LightWave and TrueSpace compare, if at all ?
Thanks, John.

9/10/95 12:09 PM

Re: 3D Recommendations ?
chris m. coffin

John Brandwood



3D Development

My personal preference is Truespace 2.0 which I use for modeling because of its deformation
tools allowing more organic style modelling and easier manipulation. It models in quads which
is a big plus and you can even color polygon vertices for gouraud shading :)

For texture mapping my models | export them to the Sony version of Truespace(1.0) where |
apply my texture maps (TIM files). It saves out to RSD/GRP/PLY/MAT format which makes
things easier.

We tried using 3D studio but model/texture conversion was more drawn-out and burdensome
with no quad modelling possible or vertices coloring for gouraud shading !!! 3D studio is
nowhere near AUTOCAD accurate so you'll probably have trouble modelling to exact
proportions even with snap mode on.The 3D studio plugin sux also.

Truespace is a better choice because it runs in Windows 95 and your artist can create/edit
texture maps in Adobe Photoshop, save out to TIM format(using the TIM plugins) and switch
back over to Truespace and render with the new TIM textures right away! | can't begin to
express how good this setup is!!!

If your artists havn't used Truespace before it's pretty easy to pick up. It's cheaper than 3D
studio too :)

The main reason | model my geometry in 2.0 because the Sony version does not have a flat plane
primitive (you have to chop up a cube in the sony version) and there are more modelling tools.
Just using the sony version however produces good results.

If using Truespace 2.0 to model : Just dont apply any texture maps until it's put into the sony
version. Truespace 2.0 will not be able to recognize an object file from the sony version with TIM
texture maps applied so keep an untextured copy of your geometry backed up.(you can have
vertices painted and flat color applied)

Hope this helps :) (I'm not a 3D studio hater or anything its just not well suited to sony
development)

9/13/95 T:14PM

Re(2): what's wrong with GsLib?

Blake E. Senftner

David W. Marshall

3D Development

>> | have limited knowledge of PMD's, but | think they are only >> good if you don't need to
do lighting.

I should have said this in my last posting...

PMDs are:

a double buffered set of rendering primitives, grouped by their rendering primtive type.

For example, a sphere model might be composed of quad and triangle polys, some textured,
some not. The PMD would be four banks of rendering prims. as such: 1 bank of flat quads 1
bank of flat triangle polys 1 bank of flat textured quads 1 bank of flat textured trangle polys.
Each bank of rendering primitives is two complete sets, one for sorting and one for the GPU to
access async.

The verticies are organized by faces, and one set of poly verts per each pair of rendering prims.
At first | was concerned that the verticies were organized by face, meaning that shared verticies
are calculated for each face they share... but the bottle neck is not vertex calculations, it's setting
the UVs and other fields in a rendering prim... so now | don't care about the repeated vertex
calcs. In a PMD, all the UVs and other fields are set at PMD creation before the data is
mastered, so our apps do not have to set these fields at all...

The rendering prims are grouped together by their type so that the logic that places them into
the ordering table needs little to no conditional logic when operating on each different primitive
type. The logic just knows "here’s 10 poly_ft4s..." rather than "next primitive is? so now | do..."
FYI.

-Blake



9/13/95 11:37 AM
what's wrong with GsLib?
Blake E. Senftner

3D Development

Since no one else seems to be starting any threads here...

What is it about GsLib that some people, who take the tone they speak for everybody, dislike it
so much?

From what | can tell, GsLib has four basic components: a hierarchy structure: the GsCoordinate2
a camera transform: GsView?2, or other form that converts to this internally object types: TMD
(bad) PMD (very good) asorted geometry/sorting routines for messing around with the above
If one wants a different hierarchy structure than provided, there is nothing to stop one from
using it, our own code sets the matricies into the GTE, so one could just put their own...

The camera transform is a bitch, but we were able to figure out what they were doing, and |
posted that somewhere on the BBS awhile ago. Eventually, after testing various flavors of our
own camera, we went back to just using the GsLib routines that calculated it.

The object types are quite a bit of overkill... I'm hoping that our compiler/linker is able to link
out the routines that are not being called. I've asked for the different PMD sorting routines
(which are assembly) to be each compiled into seperate files, if that's what it takes for the linker
to work smart. But basically, the PMD object type is a pretty optimied means of dealing with the
rendering primitives. I'd like to hear of a better one.

The assorted geometry routines are just that, they don't really depend on the rest of the GsLib to
be used.

Well, how's this for stoking a few fires? anyone else?

-Blake

flame retardent disclaimer: |1 don't really know if my methods are the best, or even very good, |
just know that they're working and we've moved into different things beyond getting our 3D
operating. I'm interested in hearing other peoples solutions and methods to this common
problem.

9/13/95 3:27 PM

Re: what's wrong with GsLib?

David W. Marshall

Blake E. Senftner

3D Development

I have limited knowledge of PMD's, but I think they are only good if you don't need to do
lighting.

9/13/95 6:38 PM

Re(2): what's wrong with GsLib?

Blake E. Senftner

David W. Marshall

3D Development

>> | have limited knowledge of PMD's, but | think they are only >> good if you don't need to
do lighting.

True, the PMD model type was created for situations where lighting can be predetermined...
But for many situations, that is the case.

Also, there is nothing to stop one from going into the PMD and doing lighting calculations. The
real advantage of a PMD is its nature of being based upon rendering primitives, and the
routines that place them into the ordering tables are assembly.



For example: both Ridge Racer and Tekken use PMDs. That's where they came from, when Sony
was working with Namco to get Japan launch titles completed, PMDs were the result of their
cooperation.

-Blake

9/14/95 10:24 PM

Re(3): Line drawing speed? (And quad speed)

Dr. Cat

Bugs

LIBGPU

> Nice idea but even with placing a line texture around the polys edge you'll still get texture
mapping distortion.

I actually was using that approach on the Saturn (am I the only one here simultaneously coding
the same title for Saturn and Playstation both? And on a tight deadline, yet!) and got some
nasty distortion. Which is why | went to actual line drawing there, which they have a nice
primitive for. The only reason | was considering this approach on the Playstation is the
possibility it might be faster.

It looks like the problem I was having wasn't necessarily a speed problem so much as perhaps
some kind of low level timing conflict in the hardware or in the Sony libraries. My code
currently has a 4 level ordering table. If | put the first batch of 121 LINE_F4 primitives in table
2, and the second batch in table 3, | get flicker and a few missing lines. If I swap that, putting
the first batch in table 3 and the second batch in table 2, everything works fine. | have no idea
why.

I needed to make some changes to this whole driver anyway, and I'll be putting the whole batch
of 242 into the same ordering table. |1 hope THAT works ok!

9/14/95 5:52 PM

Re(4): what's wrong with GsLib?

Blake E. Senftner

Carl Ferreira

David W. Marshall

All right! now we have a conversation going...

Carl says:

>> My basic gripe about the GS library (and no, I certainly don't speak for everyone) is that
there is no source code.

| agree, this is a major problem with any software. In fact, my being at my company is exactly
for this reason. We wrote all our own modeler, animation, rendering and compositing software
because when you are under deadlines, and the software you depend upon does not work... you
are shit out of luck!

>> Writing games is usually an exercise in pushing the hardware to its limits, and if you think
you can do that with a generic library you >> are mistaken. LIBGS has to be all things to all
people and if you want to add functionality or remove unnecessary operation (or >> unused
code for size restrictions) you are SOL.

As far as this goes, the GsLib should not be described as a "generic library" intended for all
purposes. It's an implementation of the Painter's algorithm for fast basically 2D rendering. |
should let on that | worked at Sony for a brief time, and during that time | went to Japan and
worked with the authors of the GsLib. My brief opportunities to see the GsLib's source code
were not unpleasant. The engineer doing the low level geometry routines came from a real time
video paintbox background, and the other engineers were all veteran 3D programmers. The
code that | saw was tight, with nothing present inside a routine beyond that routine's purpose.
>> The GS library is fine to get a program running somewhat quickly, but without source code...



| agree that a black box is a scary object to place one's trust in. All | can say there is that I've seen
inside the black box, and what I saw | liked very much. (More background, I've been writing 3D
software since '85 when | was staff at the Boston University Graphics Lab. I've done animation
languages, scanline & raytraced renderers, stochastic post processors and quite a few scientific
animations. | feel like I know 3D methods quite well, and what | saw under the GsHood was
very smart.)

>> Also, there's no telling how much overhead is involved with making a GS function call. Who
knows WHAT is being done when a call >> is made. To add functionality, how do you know
what low-level calls might be compatible with the high-level ones?

From what | saw, when you make a GsLib call, nothing extra occurs. For example, the hierarchy
calculation routine is very fast, and only calculates the minimum required matrix for each object
passed. When | was at Sony, we caught a bug in that routine and | was able to help them debug
what looked like a very over-complicated algorighm; what it turned out to be was one of the
most optimized hierarchy concats I've every seen. The error was one of those "off my one"
calculations, which is now fixed and worked correctly.

After my experiences working on games these last several years, I've come to fear ANYONE'S
software, including members of my own team as far as "who knows what's going on when |
make a subroutine call.” The library authors at Sony are an exception to that feeling. They are
the best Japan has to offer, and Sony has the power to insure that fact. ($$$)

>> What is Sony thinking by not releasing the source to the GS library? Are they afraid that
some competitor will create a chip which >> works like the Playstation just so the GS
convolutions around the hardware will work on their system? Get real.

The people that make this policy are not technologists; they are business managers that do not
understand software, nor the software creation process. As far as that goes, DOES YOU OWN
BOSS UNDERSTAND SOFTWARE? Few do. Many former engineers don't anymore, after the
advances the industry has made these last two years. This brings up the reason I'm not at Sony
anymore... they're a hardware company that is just beginning to understand software, its value
is understood, but not its creation process. The PSX is a great little piece of engineering, but |
had to leave them to make the software that | knew the machine was capable of.

>> And to add injury to insult, | hear that Sony is spending their development time optimizing

hell kind of logic is that?

The assembly routines are the sorting operations that place rendering primitives into the
ordering table. These routines may be used without the GsLib. In fact, almost any component of
the GsLib stands alone and may be used with or without the rest of the GsLib. The low level
routines being left in C are the initializers for GsCoordinate2 structs and such; low level routines
that are only called once or very few times. The assembly routines are the ones called every
refresh.

>> Sony -- Post the damn code for GS, optimize the low-level stuff and leave the programming
to us!

Carl, I'd like the source code too, but don't make the mistake thinking that Sony's engineers
don't know what they're doing.

Now, not to insult anyone, I still have not heard a valid criticism of the GsLib's methods, only
attacks against it's politics. Does anyone have IMPROVED techniques beyond the optimizations
of PMD models, and Sony's hierarchy calculations? I read on the BBs about the Descent team's
b-tree method they're using instead of the ordering table... how fast is that? any negatives
encountered with that scheme?

-Blake

9/14/95 7:45 AM

Re(3): what's wrong with GsLib?
Carl Ferreira

Blake E. Senftner



David W. Marshall

OK. You asked for my gripes and here they are!

[start flame]

My basic gripe about the GS library (and no, I certainly don't speak for everyone) is that there is
no source code.

Writing games is usually an exercise in pushing the hardware to its limits, and if you think you
can do that with a generic library you are mistaken. LIBGS has to be all things to all people and
if you want to add functionality or remove unnecessary operation (or unused code for size
restrictions) you are SOL.

The GS library is fine to get a program running somewhat quickly, but without source code...
Also, there's no telling how much overhead is involved with making a GS function call. Who
knows WHAT is being done when a call is made. To add functionality, how do you know what
low-level calls might be compatible with the high-level ones?

What is Sony thinking by not releasing the source to the GS library? Are they afraid that some
competitor will create a chip which works like the Playstation just so the GS convolutions
around the hardware will work on their system? Get real.

And to add injury to insult, I hear that Sony is spending their development time optimizing the

of logic is that?

Sony -- Post the damn code for GS, optimize the low-level stuff and leave the programming to
us!

[end flame]

Carl

9/14/95 11:31 AM

Re(2): Line drawing speed? (And quad speed)

chris m. coffin

LIBGPU

Dr. Cat

>>Since you are drawing a grid, perhaps drawing POLY_FT4s using a texture that was
transparent apart >>from >>a line around the edges might be faster than drawing lines?

Nice idea but even with placing a line texture around the polys edge you'll still get texture
mapping distortion. Also, the width of the grid line would be dictated by the texture size used
(you'd have to use 64x64 4bit to get decent results).Using polys would be more storage too. Your
grid lines would not be uniformly sized either because they are a texture on a poly with its line
size dictated by distance from camera with grid lines falling out in the distance.

I believe the line approach is better because it produces nice uniform results with no line
fallouts and you could color the lines based on distance from the camera giving a nice feeling of
depth (you could take it to the extreme and use LINE_G4 and set the point colors using the
same approach for best results) Polys might be faster but their weaknesses to this specific
application outweight any speed increase they might have over lines in my opinion. Chow,
Chris:)

9/15/95 2:02 PM

Re(5): what's wrong with GsLib?

Dave R. Scheele

Blake E. Senftner

3D Development

>> Does anyone have IMPROVED techniques beyond the >> optimizations of PMD models,
and Sony's hierarchy >> calculations?



Sure ... I'm using a technique that is not GS-compatible, and thus cannot use any GS lib drawing
calls. 1 think it's an improvement over what Sony has given, because it uses less memory and is
not significantly slower. I'm using what is basically a single-buffer PMD. | can't use actual
PMDs because they're too big. Only half (or so) of the primitives in my game get drawn each
frame (the rest are back-clipped or behind the camera), so | have a master copy of all of them
and a scratchpad where only the changed elements of poly’s that will be drawn are stored. A
quick little routine (soon to be in assembler) copys the fields back into the master as soon as
when the GPU is done with it, and off it goes to the GPU again. I've saved enough memory to
allow much more complex models, and the game looks better because of it.

Now, if someone can tell me how stupid | am and show me how to do this using the GS library,
GREAT!! I've avoided the GS because there was always some stumbling block to using a
routine from there, and have ended up over time looking at it less and less. If it can do what |
do, please tell me!

In the meantime, my comments on Carl's points:

>> 1) No source

I would like source, because then | could pull the PIECES of code that fit my application, and
use them to make it faster. For example, I'd like to know how the PMD etc. calls build their
OT's. If I could create a GS-compatible OT, I could use some GS drawing calls. | could probably
figure out how by studying the documentation and creating test programs, but that takes time |
haven't been able to spare yet. If | knew I could do such a thing, | could stop experimenting and
start coding my game.

>> 2) Little or no explanation of what each function >> call does or how it works

Yes, detailed explanations would help me write my own equivalent pieces where necessary,
without showing me source code. This point will probably be addressed in the future by Sony.
I imagine they have just been too busy to really polish the documentation. To be honest, |
wouldn't want that job!

>> 3) No explanation of how to extend functionality >  such as support for data structures
otherthan >  TMD and PMD.

I wish I could use GS drawing routines on my buffers instead of PMD's double-buffers... how's
that for an example?

>> 4) Mixing low-level calls into the GS library (or at >> least using the Gs prefix) without
clearly >> identifying them.

Since I don't know much about how GS works as a whole, | find it "safer” to avoid it entirely
rather than use bits and pieces of it combined with bits & pieces of low-level. | don't know how
much time I've lost because of this (it would be nice to just "cheat” & use GS ...), but I do know
my routines are exactly specific to my application. Another example besides the polygon
buffering above is my camera routine, which is very different from the GS view stuff. It does
what | need, and no more, with a minimum of data space used.

Does any of that make sense, or am | just showing everyone how little | know about GS??? )
Dave

9/15/95 2:13PM

Re(6): what's wrong with GsLib?

Blake E. Senftner

Dave R. Scheele

3D Development

>> >> Does anyone have IMPROVED techniques beyond the >> >> optimizations of PMD
models, and Sony's hierarchy >> >> calculations?

>> Sure ... I'm using a technique that is not GS-compatible, and thus cannot use any GS lib
drawing calls. | think it's an improvement >> over what Sony has given, because it uses less
memory and is not significantly slower. I'm using what is basically a single-buffer >> PMD. |
can't use actual PMDs because they're too big. Only half (or so) of the primitives in my game



get drawn each frame (the rest >> are back-clipped or behind the camera), so | have a master
copy of all of them and a scratchpad where only the changed elements >> of poly's that will be
drawn are stored. A quick little routine (soon to be in assembler) copys the fields back into the
master as soon >> as when the GPU is done with it, and off it goes to the GPU again. I've saved
enough memory to allow much more complex models >> and the game looks better because of
it.

I'd say that you have a memory optimization that improves beyond what GS can do. PMDs
work very well for my purposes, because I've already removed back faces that would never be
rendered because of my situation/context in the game. But for your situation, with sounds like a
rather general 3D problem, you know that 1/2 of your polys will be clipped, so you only keep
storage for one set, and you're still able to double buffer. 1 like it.

How's your OT not GS compatable? Is it a hash based OT like Sony's , or are you using b-trees
or something other sorting means?

-Blake

9/15/95 8:46 PM

Re(7): what's wrong with GsLib?

Dave R. Scheele

Blake E. Senftner

3D Development

>> >> >> Does anyone have IMPROVED techniques beyond the >> >> >> gptimizations of
PMD models, and Sony's hierarchy >> >> >> calculations?

3 deep! Cool!

>> >> (discussion of my hack .. blah blah .. read it in the earlier post.

>> |'d say that you have a memory optimization that improves beyond what GS can do.

Is this not, then, the improved technique you asked for above? It is, in fact, the application of a
specific solution to a specific problem. I'm sure that the GS lib is excellent at what its designed
to do, as you stated in your earlier post. It's just not what | need to do, and thus I can't use it.
Bummer.

>> for your situation, which sounds like a rather general 3D problem,
NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

your words, my emphasis ... read on ...

>> you know that 1/2 of your polys will be clipped, so you only keep >> storage for one set,
and you're still able to double buffer. I like it.

Thanks. It hit me when | was staring at the "Number of polys rendered"” output | had on my
screen for about 2 months of testing. After seeing it that many times, | realized that it was never
above 1/2 the total number of polys, and often only about 1/3 that number.

Anyways, as you said yourself, my situation is a rather general 3D problem, but I can't use the
"general” library Sony provided. This is what irks the people who are griping, | think. GS has
so much good stuff, but many of us can't/won't use it because it's just slightly different from
what we want to do. If Sony published source to GS, | could make the slight modifications to it
to use my structures, etc., and have much better performance than I'm getting now, I'm sure. As
it is, | spend weeks testing, experimenting, optimizing, etc. until I get acceptable results. This
means longer development times, which translates into a lower number of games coming out for
the PSX, or lower quality games if people just give up trying.

And yes, you could attribute this to simple programmer laziness. Aren't we all? ;-) However,
we also typically like efficiency, and the current situation is very inefficient. "So share your own
code, programmers", the cry went up. Sure, great idea, but people who slaved weeks and
months to get the perfect camera routine, or 165,000 lit gouraud shaded colored/textured
polys/second, don't want to give up something that cost them so much. (I've heard this gripe on
the Internet, not here, but in a PSX-related discussion). Its a catch-22.

That's why I've ended up rolling my own everything. Performance matches fairly well with
what I've heard people are getting with GS, and | know it's as good as it's gonna get (or where to



improve it). There's no "black box" to worry about.

GS is great for what it was designed for. If you're doing something different, you're out of luck.
Sony won't provide source code, and | can see some valid reasons for that. The next best thing
would be providing it in a much more modular manner, where the pieces (ot's, draw routines,
camera routines, whatever) stand completely on their own, come in several flavors (e.g. single
buffer, double buffer ..hint, hint!), and are thoroughly documented. This is probably the
direction Sony's heading in (they'd be silly not to), but it will take time.

>> How's your OT not GS compatable? Is it a hash based OT like Sony's, >> or are you using b-
trees or something other sorting means?

Uh, hehe .. it IS Sony's, it's the good old GTE/GPU OT -- nothing simpler than "ulong
OT[4096];" is there? | looked at the GSOT_TAG, GsOT, GsSortxxx to register stuff, "typical Z
offset"s, etc., and between the sketchy documentation and the BBS discussion at the time of how
slow (and buggy?) GsSortxxx et al were at the time, | decided to shelve the whole thing until
later. The GPU/GTE order table was just too easy and quick to implement; | couldn't be
bothered with all the baggage the GS routines seem to have. If/when I have the time, | do plan
on researching the stuff because getting my own version of an OT to work in a similar way may
let me start to use the PMD routines, which I've heard are "the fastest way to get [polygons] into
an order table". This is attractive to me, and | will look into it, if/when | have time. Another
alternative is to stick with the ulong[] format, but use some sort of radix thingy to get polys into
it quickly. (did I just make a pun?)

Like I said before, this may all just be my ignorance of LibGS, and if there are ways to apply it,
fill me in!!

Dave

9/15/95 3:01PM

Re(7): what's wrong with GsLib?

stephen chaplin

Blake E. Senftner

Carl Ferreira

To tell you the truth, the documentation that we are getting is unacceptably BAD. | mean, even
on the PC/MAC, the documentation is in English! To tell the truth, we haven't coded for any
consoles til now (with the Cyberia port for the Saturn and the Virtual Pool for the PSX). | kinda
like the PC/Mac architectures, because they don't close you in (of course you pay for that with
support issues). Hey, does anyone know if there is a better way to do 64-bit math than on the
R3000? It is really slow (slower than a hypothetical 486-10Mhz). RISC processors were meant to
have fast clock speeds, and 33Mhz just isn't cutting it!

Thanks, Romesh Prakashpalan Celeris Inc.

9/15/95 2:03 PM

Re(6): what's wrong with GsLib?

Blake E. Senftner

Carl Ferreira

David W. Marshall

>> | suppose it all comes down to one major objection: DOCUMENTATION. >> | don't like
using something when | don't understand how it works, how it manipulates data, and how to
extend or modify its >> functionality.

I agree fully. Documentation is the key to this whole situation. | gotta admit, I've always worked
for the companies that created the technology because of a very pessismistic view that the
software industry was FUCKED when it came to explaining itself to itself. After becomming
tired of the "oral tradition" towards documentation that most companies take, | stopped
working for anyone but the hardware/standard creators.



Documentation is SO KEY, what is the problem? Sony's actually doing one hell of a lot better
then 3DO did, and as far as that goes Philips, SEGA, and Nitwitendo. Even the Mac needs all
the tech notes to get things straight. Windows? same boat. The Mac and PC have so many
layers of reference to wade through, | very glad that these game consoles are single purpose
directed.

But bitching gets us little beyond a temporary relief from wading through an ocean of black
boxes that must be decoded for our work to continue...

Oh well...

-Blake

9/15/95 9:22 AM

Re(5): what's wrong with GsLib?

Carl Ferreira

Blake E. Senftner

David W. Marshall

>> All right! now we have a conversation going...

Excellent!

[Selected conversation flow follows -- authors omitted]

>> Writing games is usually an exercise in pushing the hardware to its limits, and if >> you
think you can do that with a generic library you >> are mistaken. LIBGS has to be all things to
all people and if you want to add >> functionality or remove unnecessary operation (or >>
unused code for size restrictions) you are SOL.

>> As far as this goes, the GsLib should not be described as a "generic library" intended >> for
all purposes. It's an implementation of >> the Painter's algorithm for fast basically 2D rendering.
Do you mean 3D or 2D? The library is designed to provide FULL support of PSX hardware at a
high level. In attempting to address the needs of all people (lighting, primitive usage, etc.) the
code is generic.

>> | should let on that | worked at Sony for a brief time, and during that >> time | went to
Japan and worked with the authors of the GsLib. My brief >> opportunities to see the GsLib's
source code were not >> unpleasant. The engineer doing the low level geometry routines came
from a real >> time video paintbox background, and the other >> engineers were all veteran 3D
programmers. The code that | saw was tight, with >> nothing present inside a routine beyond
>> that routine's purpose.

The code may be tightly written for its purpose. BUT, what if its purpose goes beyond my
needs? What if | don't NEED to consider all primitive types; what if | don't need lighting
calculations, or what if | *gasp* want to perform different transform or lighting calculations?
Because the GS library is generic in the sense that it attempts to handle the full functionality of
the PSX even though someone may not need that full functionality, it WILL have unnecessary
code which increases the program size and slows (who knows how little or how much) the
program code.

>> The GS library is fine to get a program running somewhat quickly, but without >> source
code...

>> | agree that a black box is a scary object to place one's trust in. All I can say there >> is that
I've seen inside the black box, and >> what | saw I liked very much. (More background, I've
been writing 3D software since >> '85 when | was staff at the Boston >> University Graphics
Lab. I've done animation languages, scanline & raytraced >> renderers, stochastic post
processors and >> quite a few scientific animations. | feel like I know 3D methods quite well,
and >> what | saw under the GsHood was very >> smart.)

I actually do feel somewhat reassured about the GS library by hearing from someone who's
actually seen the stuff. Still...

>> Also, there's no telling how much overhead is involved with making a GS function >> call.
Who knows WHAT is being done when a call >> is made. To add functionality, how do you
know what low-level calls might be >> compatible with the high-level ones?



>> From what | saw, when you make a GsLib call, nothing extra occurs. For example, the >>
hierarchy calculation routine is very >> fast, and only calculates the minimum required matrix
for each object passed. When >> | was at Sony, we caught a bug in >> that routine and | was
able to help them debug what looked like a very >> over-complicated algorighm; what it turned
out to >> be was one of the most optimized hierarchy concats I've every seen. The error was >>
one of those "off by one" calculations, >> which is now fixed and worked correctly. >> After my
experiences working on games these last several years, I've come to fear >> ANYONE'S
software, including members >> of my own team as far as "who knows what's going on when |
make a subroutine >> call." The library authors at Sony are >> an exception to that feeling. They
are the best Japan has to offer, and Sony has the >> power to insure that fact. ($$3$)

When you say that nothing 'extra’ occurs, you mean that the function does ‘only’ what it is
intended to do. This may be more or less than | need it to do. I'm not convinced that GS
routines can be safely and effectively mixed with low-level routines. While I'm sure that you
can add low-level routines which are self-contained, the process of added low-level
functionality to extend GS routines sound to be a very iffy concept.

>> What is Sony thinking by not releasing the source to the GS library? Are they afraid >> that
some competitor will create a chip which >> works like the Playstation just so the GS
convolutions around the hardware will >> work on their system? Get real.

>> The people that make this policy are not technologists; they are business managers >> that
do not understand software, nor the >> software creation process. As far as that goes, DOES
YOU OWN BOSS UNDERSTAND >> SOFTWARE? Few do. Many former >> engineers don't
anymore, after the advances the industry has made these last two >> years. This brings up the
reason I'm not >> at Sony anymore... they're a hardware company that is just beginning to
understand >> software, its value is understood, but >> not its creation process. The PSX is a
great little piece of engineering, but | had to >> leave them to make the software that | knew >>
the machine was capable of.

| agree that many bosses are so caught up in the corporate environment that they believe if
someone shits that a patent should be obtained on the result. It is much the same situation as
scientists vs politicians. The scientists (we engineers) feel that information should be shared
(within reason) so that greater advances can be realized sooner -- acknowledging that there are
proprietary limits to this policy. Politicians (managers and up) look at the whole world as US
vs. THEM, and are of the opinion that anything WE create was wholly conceived within our
political unit (country / company) from the invention of the lever on up, ignoring the fact that
our work was built upon the work of others, and will form the basis (if we're good) of work that
is yet to come.

>> And to add injury to insult, I hear that Sony is spending their development time >>

What the hell kind of logic is that?

>> The assembly routines are the sorting operations that place rendering primitives >> into the
ordering table. These routines may be used >> without the GsLib. In fact, almost any component
of the GsL.ib stands alone and may >> be used with or without the rest of the GsLib. >> The low
level routines being left in C are the initializers for GsCoordinate?2 structs >> and such; low
level routines that are only called >> once or very few times. The assembly routines are the ones
called every refresh.

This is not at all certain. The impression which | have been left with by Sony is that they are
optimizing many facets of the GS library, in preference to the low-level libraries. While | agree
that this argues strongly for adopting the GS library, it is obviously counter to standard
optimization policies and does not benefit people who do not want to use the GS library
(something which is under debate in this forum)!

>> Sony -- Post the damn code for GS, optimize the low-level stuff and leave the programming
to us!

>> Carl, I'd like the source code too, but don't make the mistake thinking that Sony's >>
engineers don't know what they're doing.

I never said that they didn't know what they were doing, but there's no getting away from the
fact that a general purpose libary (general purpose means supporting a wide range of



functionality) is going to be larger and slower than specialized code written with a very specific
purpose in mind.

>> Now, not to insult anyone, I still have not heard a valid criticism of the GsLib's >> methods,
only attacks against it's politics. Does >> anyone have IMPROVED techniques beyond the
optimizations of PMD models, and >> Sony's hierarchy calculations?

No offense taken. I'm eager to explore this topic to gain better understanding between our
camps. Who knows? | may even decide to use some of the GS calls myself some day...
Granted, | have a BIG problem with Sony's politics in: 1) Not releasing GS source; 2) Primarily
supporting GS functions -- many times I've been told to do something using the GS library
rather that getting information on how to do it with low-level calls; and 3) Optimizing the GS
code over the low-level code. The documentation for all of the code is so sketchy that it is
uncertain how to use some functions at all, let alone interface low-level calls safely with GS
functionality.

It is difficult to criticize GsLibs methods because WE DON'T KNOW WHAT THE HELL THEY

best one for my game?!? | think not. If Sony won't release source to the GS library, then at
LEAST explain in good, comprehensible English exactly what the GS library does and how it
accomplishes its tasks.

Let me summarize my objections to the GS library: 1) No source 2) Little or no explanation of
what each function call does or how it works 3) No explanation of how to extend functionality
such as support for data structures other than TMD and PMD. 4) Mixing low-level calls into the
GS library (or at least using the Gs prefix) without clearly identifying them.

I suppose it all comes down to one major objection: DOCUMENTATION. | don't like using
something when | don't understand how it works, how it manipulates data, and how to extend
or modify its functionality.

| appreciate your comments as well as those from anyone else having an opinion.

Carl Ferreira

9/17/95 12:16 PM
vocabulary & 3D help
Shaival Varma
Dave R. Scheele
3D Development
FYI: ok, instead of saying "triangle polygon"... (follow me here for a sec...)
pentagon quadragon trigon <==
PS. a friend of mine came up with an algorith for calculating vertex/vertices for 3d polygonal
forms. If anyone can put it to use, i'll dig it up.

Can anyone suggest some good books that would be useful in learning the 3D programming
environment (especially our sony env.)?

9/18/95 1:58 PM

Re(3): vocabulary & 3D help

Mark Beardsley

chris m. coffin

3D Development

I guess 3d transformation math is what I'm looking for, and/or other general 3d info (not psx
specific stuff). Yes, it's a pretty vague question, but since | don't know what I'm talking about,
what else is there?




9/18/95 11:39 AM

Re(2): vocabulary & 3D help

chris m. coffin

Mark Beardsley

3D Development

>>Yes, | would also love to find a good book or something on 3D programming techniques.
Thats a pretty vague question... What specific aspects of 3D programming??? 3D hit testing? 3D
Transformation Math? Texure mapping? Lighting? What do you exactly need to know??

9/18/95 6:14 AM

Re: vocabulary & 3D help
Mark Beardsley

3D Development

Yes, | would also love to find a good book or something on 3D programming techniques. I've
done several games on various platforms (even some psuedo-3d stuff), but have never before
had the chance/need to to any real 3d transformation stuff before (and trying to understand the
2-page explanation of LIBGTE without the necessary foundation is just not possible). If anyone
can recommend a simple/starting text, I'd appreciate it. I'm doing basically 2D stuff for this
game, but I'm sure I'll need 3D for the next one. Thanks.

9/18/95 5:18 PM

Re(2): 3D Recommendations ?

John Brandwood

chris m. coffin

3D Development

Sorry for the delayed reply, I've been suffering terrible troubles trying to get some stuff on our
Saturn port working.

Thanks for the information about TrueSpace, it sounds more useful than I'd expected with its
good integration with the Sony tools.

John.

9/18/95 11:33 AM

Re(8): what's wrong with GsLib?

chris m. coffin

3D Development

Blake E. Senftner

GsLib isn't all that bad since it can get you up and running pretty quickly. Thats why sony
made it in the first place. | was drawn to it in the beginning because they have truckloads of
sample code for it.

[start bitching] Where the hell are the samples that use libGTE???? | find myself suffocating
under the storage of PMD's and using LIBGS forcing me to go to a proprietary compressed
format and using LIBGTE which is a lot nicer. I would like the source for LIBGS too (so | can
butcher it for my own evil ends he he). | agree with Carl that creating a game means pushing the
hardware to its limits and after screwing around with LIBGS | felt an extreme lack of true
control over the hardware. | want to squeeze every last drop of power out of this machine and
LIBGS doesn't cut it! I'm not saying programmers that use LIBGS suck or they're wussin out, |
personally wont be content using it. Update the LIBGTE functions SONY! [end bitching] :) food



for thought: Do you think sony's own games use LIBGS????(I think NOT)

9/18/95 3:58 PM

Re(2): vocabulary & 3D help

Mike McAulay

Blake E. Senftner

Shaival Varma

Foley and Van Damme is the standard starting point, with lots of bibliographical pointers to
more in-depth treatments.

For 3D basics | recommend 3D Computer Graphics by Alan Watt, ISBN 0-201-63186-5. This
book contains the best introduction to transforms, matrices, and spaces that I've seen.

Also invaluable are the Graphics Gems volumes, especially the first 3. (ISBNs 0-12-286166-3, 0-
12-064481-9,0-12-409673-5 respectively). Lots of goodies here. For instance, | got everything |
need for a nice GTE camera module from a gem in Vol 1.

For a more thorough explanation of texture mapping, see Paul Heckbert's 1989 Master's thesis
(available from UC Berkeley via FTP or hardcopy), and Digital Image Warping by George
Wolberg (sorry, no ISBN). Wolberg has the only discussion of real-time perspective
approximations that I've seen in print.

Need more? Surf the Internet to rec.games.programming and look for Brian Hook's 3D book
review FAQ. He posts it semi-regularly. Or, find it archived somewhere, possibly x2ftp.oulu.fi.
BTW, this site is chock-a-block with useful source snippets and docs related to all areas of game
programming.

Hope this helps!

M.

9/18/95 1:59 PM

Re: vocabulary & 3D help

Blake E. Senftner

Shaival Varma

Dave R. Scheele

The "standard" text is "Fundamentals of Interactive Computer Graphics”, by J.D. Foley & A. Van
Dan; Usually referred to as "Foley, Van Dam" by most readers, and any good texhnical book
store will know it by this name also.

This book, 2nd edition now, covers almost everything from image processing, hierarchies,
transforms, coordinate systems, graphics rendering pipelines, object models, light models,
rendering methods and the programming of them all.

-blake

9/19/95 8:32 AM

Re(10): what's wrong with GsLib?

Mark Beardsley

Carl Ferreira

chris m. coffin

If Ridge Racer was done with LibGs, how do you think they got the ground done, without the
polys distorting when they approach the camera? Or is this a stupid question?

9/19/95 6:25 AM



Re(9): what's wrong with GsLib?

Carl Ferreira

chris m. coffin

3D Development

>| find myself suffocating under the storage of PMD's and using LIBGS >forcing me to go to a
proprietary compressed format and using LIBGTE which is a lot nicer.

Just thought I would point out the the LIBGS formats are 'proprietary’ also. There is NO
hardware support for TMD or PMD formats -- just Sony inventing those formats for their 'high'
level library.

>food for thought: > Do you think sony's own games use LIBGS????(1 think NOT)

I could be mistaken, but I'm under the impression that Ridge Racer was produced using LIBGS.
Carl

9/19/95 10:24 AM

Re(11): what's wrong with GsLib?

chris m. coffin

Mark Beardsley

Carl Ferreira

>>|f Ridge Racer was done with LibGs, how do you think they got the ground done, without the
polys distorting when they approach the camera? Or is this a stupid question?

They subdivide the hell out of the slice of road closest to the camera. (hence the cracks in the
road during gameplay) The ground does distort as it approaches the camera but since most
people play the game racing at 200mph so they don't see it happening. Try driving slow you'll
see the distortion! If you drive straight up to a wall in the city in ridge racer the wall will pop
out showing the large buildings behind it floating in space! Ugh! They may have used LIBGS
but since they created it don't you think they'd tweak it according to the game application???? :

9/20/95 10:38 AM

Ginsu those polys

chris m. coffin

LIBGPU

Shaival Varma

One more thing you can do to reduce warpage for those brick wall texture using people(not a
good idea in the first place). Since the longest straight lines in a brick wall run
horizontally(usually) from one end of the poly to another they will distort the most because the
brick wall lines will point into the distance (assuming a doom style game). When drawn in 3D
they will bend into WWWWW.

The way to reduce warpage best for this type of situation is not to use a LIBGS style autodivide
which uniformly divides a wall up (4x4 etc.) The way to go is to only slice the wall horizontally
across (in the direction of those long brick lines). This method of dividing in one direction works
best for specific style textures like brick walls/pipe textures. Hope this helps :)

9/21/95 11:23 AM
Re: Object culling
Dave R. Scheele
Carl Ferreira

3D Development



>> |sn't there a better way to perform object culling?

Maybe you could just transform one point at the center of the object (I track a global x,y,z
location of each of our objects), instead of the entire box around it, and allow some "slop" for
large objects whose center is "behind" the camera but may have pieces sticking in front of it???
Dave

9/21/95 3:25PM

Re: Object culling

Jay Stelly

Carl Ferreira

3D Development

>At this time, | associate a 3D box with the object's local coordinates, transform those 8 points
and see if any >of them either fall within the screen or cross the screen.

>Isn't there a better way to perform object culling?

Yes. Check out foley & van dam, pg. 275-276, clipping in Homogeneous coordinates. Basically,
when you calculate the the World to screen matrix for the object, the translation matrix contains
the object’s center in camera relative coordinates. Precalculate the radius of the object and clip it
against the cannonical view, it's very simple. This will be a bit faster since you don't project any
points. | use this method with much success.

Jay Stelly Tetragon

9/21/95 12:45 PM

Re(3): vocabulary & 3D help

Shaival Varma

chris m. coffin

Mark Beardsley

[re: Good 3d development books]

What specific aspects of 3D programming??? 3D hit testing? yes 3D Transformation Math?
yes Texure mapping? yes Lighting? yes What do you exactly need to know?? yes

all dee above please senior.

-bretto

9/21/95 8:07 AM
Object culling
Carl Ferreira

3D Development

I have a world which consists of many objects (each with their own coordinate system). Since it
takes a significant amount of time to set up polys which are never displayed (off-screen)
anyway, | would like to remove those objects which are outside of the viewing area.

At this time, | associate a 3D box with the object's local coordinates, transform those 8 points
and see if any of them either fall within the screen or cross the screen.

Isn't there a better way to perform object culling?

Carl Ferreira

9/22/95 12:30 PM
Fog FX
chris m. coffin



Shaival Varma

3D Development

FOG FX 9/22/95 --------------- Here's some fog techniques I've come up with and thought I'd
share since this is 3D development kind of stuff :) These methods seem easiest to implement if
you're using LIBGTE(shove shove).

*all examples assume x/y plane extends ahead/back/left/right with z going up/down
Generic Fog ----------- Set a near and far RGB color for your fog. Loop through all visible
polygons and set their RGB value based on Z-distance from the camera.

-A quick and dirty way to get z-distance which is sloppy is to find the sum of the x/y distance
from the object center to the camera. -A quicker and dirtier method is to jump through your
final OT and set the POLY RGB based on its position in OT. (Produces good to bizarre results
depending on your world geometry)

Layered Fog ----------- (Fog with a little twist) 1) Basically what you do is modify the base RGB
color of a poly based on distance from an arbitrary PLANE in 3d space(ground level). Simply
use the z value of a poly vertice to get the distance.

2) Then modify that base color based on distance from the camera using your near/far fog
colors. This works good if you want to portray a water enviroment for example.

3) A further improvement would be to darken the far fog color based on how 'deep’ you go.

z=16k <light blue ( plane) | | (base color gets darker as it goes
‘deeper’) | V (visibility is less as you go deeper) z=0 <dark blue
(ground plane)
Gouraud Fog ----------- Basically what you do here is apply the above techniques to the
individual vertex RGB values producing smoother results than the poly based ‘faceted'look.
Fog Abyss --------- This is where you just make a single pass through your world geometry and

use the Layered Fog method using step 1 only making the ground plane black going to whatever
color as it goes up.

Fog Cluster ----------- Fog an area based on distance from a point in 3D space.

Anybody got any other versions/improvements? These methods can be further optimized of
course. Hope this info is of use to you. Enjoy:) Chris

9/25/95 6:31 AM

Re(2): 3D Recommendations ?

Sky Lounge

chris m. coffin

John Brandwood

>> For texture mapping my models | export them to the Sony version >> of Truespace(1.0)
where | apply my texture maps (TIM files). >> It saves out to RSD/GRP/PLY/MAT format
which makes things easier.

Where does one find the Sony version of Truespace?

Thanx,

Andy

9/25/95 12:04 PM

Re(2): TMD object Z order problems

chris m. coffin

Sky Lounge

3D Development

Make sure also that polygons in your model do not intersect each other since intersections of
polys are not clipped like your 3D modeler program. If you're using humanoid 3D models make
sure the polys around joints where limbs bend/intersect are small so there is less "poly sort pop”



A good way to sidestep the problem is to make the joints which are flat colored only (black for
example) so you see no sorting errors around the body joints. (ZeroDivide by zoom(robot
fighting game) for Playstation does this with good results) Hope this helps :)

9/25/95 11:54 AM

Re(3): 3D Recommendations ?
chris m. coffin

Sky Lounge

John Brandwood

From Sony of course ;) Chris :)

9/25/95 11:26 AM

Re: TMD object Z order problems

Roy Eltham

Sky Lounge

3D Development

The problem is not in the conversion or the TMD itself. It's in the rendering. Z sorting is done
using the "average" Z value for the triangle/quad, because of this small polys in front of large
polys will pop behind the large polys at some view angles.

One way around this is to break apart the object into separate TMDs and render them
separately, e.g. draw the head then draw the eyes. This can work for some cases but not for
others. BTW, you have to use a separate OT for each piece or you'll end up with similar
problems as drawing the object all at once.

Roy Eltham Regal Productions

9/25/95 6:26 AM

TMD object Z order problems
Sky Lounge

3D Development

After having built some models in 3d studio and converting them down to TMD, I've noticed
that in some of the models, the sorting of the pgons in the object have changed from some of the
original models. In particular, in this humanoid object, the eyes do not always project in front of
the main body objects. As far as the TMD is concerned, the eyes and and body are actually part
of the same object. I've check if it's a "normals” problem, but it's not. | also tested several
conversion paths (3DS->DXF->RSD, 3DS->RSD pxp, 3DS->RSD 3ds2rsd.exe) the results have
been the same (or worse in the DXF conversion case).

Has anyone experience this sort of internal pgon/vtx wrong sort with a single TMD object
before?

Thanx,

Andy

9/26/95 11:35 AM

Re: Request for info on Truespace.
Blake E. Senftner

Christopher C. Rywelski

Art Tools



I was only briefly exposed to Truespace for PSX, and during that time | only used it for trivial
modeling. It had a few bad habits like when I'd be dragging a vertex around, if | dropped the
vertex in the wrong place it would start subdividing the polygons to "allow" for the vertex to be
located at that spot. This ment that | had to save my model before every vertex adjustment, just
in case | dropped the vertex in a bad location I could restore to just before that. (Undo failed
after the model had been subdivided.) It also had a habit of creating front and back polygons,
when | only wanted front facing polygons- but that was supposed to be fixed... but | stopped
using it.

Truespace is very difficult to model objects that do not have interior polygons, or
interpenetrating polygons- and the PSX rendering scheme does not like such polygons, it causes
polygon flickering.

My 2 cents.

-Blake

9/26/95 5:38 AM

Request for info on Truespace.
Christopher C. Rywelski

Art Tools

I have been trying to define a method to use 3D Studios here for our model creation for PSX
data. Due to limitations in the 3ds2rsd util and the 3D Studio plug in (hey they are just betas)
the following do not seem possible at this moment: - Tiling of textures. - Mapping of
textures to an object. - Conversion of large models. (3ds2rsd will crash).
I have heard a little about the Truespace version for Sony and would like some more info on it. |
have heard it has a way to output straight to RSD file format(s). If it can solve any of the above
problems it would be very useful.
Therefore | would appreciate hearing from any Developer that has experience using Truespace
or from anyone at Sony on this BBS that might be able to answer these and other questions
about Truespace.
Questions: - What is the cost? - Does it properly handle tiling of textures and the conversion
of this  tiling to PSX RSD file format? - Does it properly handle mapping for textures and
the conversion to PSX  RSD file format? - Will it allow more than one mapping to be
applied to an object? - Will Truespace import 3D Studio 3ds file format? - Will Truespace
import DXF file format?

Thanks in advance.

9/27/95 2:11PM

Re(2): Request for info on Truespace.

chris m. coffin

3D Development

Christopher C. Rywelski

You should use Truespace(both sony's 1.0(rsd output) and the commercial 2.0 version). Thats
my 3 cents worth (no i don't work for Caligari ;) ) Here's the lowdown on it.

>>What is the cost? Cheaper than 3D studio ;) >>Does it properly handle tiling of textures and
the conversion of this tiling to PSX RSD file format? NO! NOTHING DOES THIS
AUTOMATICALLY :( There is no way to infer tiling in your modeling data since UV mapping
coordinates on the sony get turned into 0-255 :( Tiling has to be programmed into the
transformation/link to OT process which means using LIBGTE ;) You have to store your tiling
information separately since you can't directly 'tag’ it onto your objects.

To tile you have to insert texture window primitives in your OT to tell the GPU to tile all
subsequent drawing commands. Setting up texture the window primitive is slow and you pretty



much have to make one for each primitive since every primitive's tiling is unique and when
another primitive gets placed in the list it probably just jumped in between 2 primitives that
could have used the same texture window primitive! Errors in placing the texture window
primitive are visually unpleasant! To say this is a pain in the butt is an understatement. If
anybody knows a better way i'd like to know. Now back to your questions..

>>Will it allow more than one mapping to be applied to an object? Well...on a face by face basis
no you can't even though caligari will let you slap 7 textures on top of each other. Basically
you'll need to detach each face that needs to be specially textured, map it,then glue it back onto
the parent object.

>>Will Truespace import 3D Studio 3ds file format? YES...but everything will be in
triangles(yuck) so your models will take more data whereas you could have built then from
quads in the first place using Truespace.

>>Will Truespace import DXF? YES. Also takes 3D studio ascii files as well

Hope this helps :)

10/2/95 12:06 PM
multiple pmd
cary hammer

3D Development

I'm not sure if this is a 3ds plug-in problem or a general programming problem, but here goes...
We have multiple rectangular solids in 3ds (call them buildings) which we'd like to work with as
a collection (call it city block). Unfortunately, the 3ds plug in spits out a separate rsd file for
each building in our 3ds model instead of just one for the entire collection.

#1 - Is there some way of getting the 3ds plug-in to combine the 3ds objects of a single model
into a single rsd file?

#2 - What is the best way to load and deal with multiple pmd files? All of the pmd sample
routines seem to deal with a single pmd.

Thanks, Mark Nicely

10/74/95 9:39 AM

Re(3): 3D Recommendations ?

Kristine Severson

Sky Lounge

chris m. coffin

The Sony version of TrueSpace is available from Sony. Give your Account Executive a call to
place an order. | believe it is now priced below $1000.

Kris

10/4/95 12:27 PM

Re: Texture tools (UVs)
chris m. coffin

Tim Crossman

3D Development

UV's go 0-255(u_char)




10/4/95 2:58 PM

Re(5): 3D Recommendations ?

Kristine Severson

Silas S. Warner

Sky Lounge

Hmm...we don't have an upgrade path. You might talk to Caligari...see if they would refund
your money. Or talk with your Sony AE...maybe they can cut you a special deal given the
circumstances.

Kris

10/4/95 9:11 AM
Texture tools (UVs)
Tim Crossman

3D Development

Is anyone out there using artwork generated by MultiGen? | am having trouble converting the
texture UVs provided by that program. | sure would like to know the limits of UVs in the PSX,
considering there is virtually no mention of them in the documentation. Tim

10/4/95 4:06 PM

Re(6): 3D Recommendations ?

chris m. coffin

Kristine Severson

Silas S. Warner

FYI: You need BOTH Sony's caligari 1.0 from sony AND Version 2.0 (Truespace) which you get
directly from caligari.

Using just one of these is not a good idea from my experience since 2.0 has MUCH better
modeling/deformation tools. Sony's version 1.0 allows you to map with TIM files/Save to RSD
and accurately see what you'll get on the playstation when converted.

The cost of both is less than a copy of 3D studio. Also version 2.0 has a 3D runtime mode which
lets you model in textured/shaded mode (AWESOME!) Hey sony, how about making your
version updated to 2.0 ? (PLEASE) :)

10/4/95 2:29 PM
Re(4): 3D Recommendations ?
Silas S. Warner
Kristine Severson
Sky Lounge
>The Sony version of TrueSpace is available from Sony. Give your Account Executive a call >to
place an order. | believe it is now priced below $1000.
What do we do if we have already ordered Truespace directly from Caligari?
Silas Warner

10/5/95 10:48 AM

Re(7): 3D Recommendations ?
David W. Marshall

chris m. coffin

3D Development



>>>and accurately see what you'll get on the playstation when converted.

Does 1.0 of TrueSpace interface with the Artist board or the dev boards to let you preview your
models in the Sony World?

If not, what does the above comment refer to?

thanks,

dave

10/5/95 1:59 PM
Suggestions for making a PMD or TMD file?
Silas S. Warner
3D Development
Art Tools
Does anyone have suggestions for a tool that is not part of the Graphic Artist Tools, that will
convert a 3DS or DXF file directly to a TMD or PMD file without going through the RSD stage?
The RSD files are apparently only useful if working with the Graphic Artist tool, which we do
not have. It would be far better to convert our DXF models directly to TMD or PMD data.
If there isn't such a tool, I'll probably write one.
Silas Warner

10/5/95 8:15PM

Re(10): 3D Recommendations ?

chris m. coffin

David W. Marshall

3D Development

>>Do you know if TrueSpace generates G G polygons? These are Gouraud Gradation which
>>contain 3 colors per poly.

YES. It does gouraud tris/quads and lets you paint a vertice at a time and see the results in
truespace( Very cool! :)).

>>Does TrueSpace do animation or only modeling? If it does animation, does 1.0 save TOD
>>format?

It does animation, but that is something best left to 3D studio. Does not save to TOD format :(
Hope this helps :)

10/5/95 12:00 PM

Re(8): 3D Recommendations ?

chris m. coffin

David W. Marshall

3D Development

It does not interface with the sony dev boards.

I'm referring to the texture placement on your models as viewed in truespace is the same when
it ends up on the playstation.(Unlike 3D studio were this does not hold true all the time) When
painting the object's vertices(gouraud shading) in truespace, what you see there is nearly exact
to what you see on the playstation when converted.

Maybe it would be nice if it did interface with the dev boards but what you see in truespace is
pretty much what you get when it goes into the playstation anyway. Sorry about the confusing
statement :)

10/5/95 5:44 AM
Collision Detection
Christopher C. Rywelski



LIBGS

Hi.
Does anyone have any suggestions or help on the following:
I am trying to perform collision detection with my world mesh. For my uses | have to find out if
a destination position xyz is touching or already inside the mesh. | am only really interested if
the y co-ordinate at a given xz location has collided with my mesh. I believe I should proceed in
the following manner: 1) Search all polygons until | find the first one that bounds the xz
location. Ideally this would entail a binary search of the sorted polygon data. 2) Find the
equation for the plane for the found polygon.  3) Find y value for the calculated plane equation
at the given xz location.  4) Compare this y value with the destination position y value to
determine if a collision has occurred.
Searching the polygon data has and will prove to be a problem. I am using TMD data and could
possibly parse the TMD data for my mesh where it is loaded in memory although it is not sorted
here and is not the most efficient. | thought at one time that | might be able to use the sorted
poly data the library uses after the GsSortObject4 call is made by looking through the
appropriate zsort table (struct GsOT object_table->org). The info on how this is laid out is rather
sketchy though.
Maybe | am missing something obvious, don't have enough info or should just try a different
method. | would appreciate any comments and questions that may help.

Thanks.

10/6/95 11:55 AM

Re: Collision Detection

William Botti

Christopher C. Rywelski

LIBGS

Your steps are correct. The only thing | recommend is using primitves instead of tmd for your
polygon data. That way you can keep the mesh organized in X and Z. We went down the TMD
path and had to back track. Cheers, Will Botti Black Ops Entertainment

10/6/95 10:36 AM

Re(12): 3D Recommendations ?

chris m. coffin

David W. Marshall

3D Development

>>Will Truespace save out a model file in .3ds format (if you made your model in tris)?

It will import 3ds but save only to 3ds ascii format. If you build your geometry with quads and
save it to .3ds ascii format it triangulates the quads and then saves it. :)

10/6/95 3:06 PM
multiple tmd/pmd
cary hammer

3D Development

This is a respecification of an earlier question. Any help would be much appreciated. What is
the best way to construct a static world comprised of multiple pmd or tmds (i.e. GsDObj3 or
GsDObj5) using libgs? Loading the pmd data into an object array like
tmdvunew\tmd5view\tutol seems easy enough but it's not clear that | want to have each object
take up it's own sort list. Let's say i have 3 cubes, larry, curly and moe, and | want to have them



in a straight line, east to west in my world, never to move in relationship to each other.
Unfortunately, it is not practical for me to jam all three into the same pmd/tmd file in the first
place, though the effective result would be the same -- each will be fixed position from the
others. Sorry if this seem *really* simple. Thanks in advance. - Mark Nicely

10/9/95 2:28 PM

Re: Suggestions for making a PMD or TMD file?

Blake E. Senftner

Silas S. Warner

3D Development

Write you own conversion program. The knowledge you'll gain from getting that familiar with
PMD models is well worth it.

-Blake

10712795 1:11 PM

Re: multiple pmd

Angus

cary hammer

3D Development

Multiple PMDs is not a big deal. Just sort each object separately. Remember a file is just a
depository for objects. You can have as many PMD files as you wants and as many objects as
you want. They all come together when you call GsSortObject. You will only have 1 sort list. The
sort list does not understand objects, it only understands polygons. You can send separate
objects to the sort routine and it will be sorted appropriately.

Something like for (i=0; i < 10; i++) GsSortObject5();

If you have 10 objects they will handled appropriately.

As far as getting 1 rsd file, you can still have multiple pmd files for each.

Angus

10/26/95 7:52 PM
Texturing RSD files
Silas S. Warner

3D Development

I cannot use MEDITOR to texture RSD files on my PC, because this company does not have an
Artist Board. (I would like to see a version of MEDITOR that will accept a DTL-2000 as an
Artist Board, but realize that this will happen a few months after H*1l freezes over.) Because of
this, I am planning to write a converter which will read the appropriate RSD files together with
a definition file linking RSD texture names to locations in the video RAM, and change the MAT
files appropriately.
1) Has anyone already written a DOS or Windows tool like this?
2) When looking at the MAT file, my texture lines are seriously goofy. They do not quite match
the format shown in the Appendix to the Graphic Tools manual, and in several places on a 128-
by-128 texture they place a corner co-ordinate at 0,128. There also seems to be only one number
where the manual says there should be R,G, and B values.
Can anyone enlighten me on these points?

Silas Warner

10/26/95 3:30 PM



Caligari and Quads
David W. Marshall
Art Tools

Someone posted a while back the Caligari TrueSpace allows you to make models out of true
quads. Is this true?

We have TrueSpace 2.0 (and are waiting for the 1.0 version from Sony). We made a test model,
saved it as a DXF, brought it into the Material Editor, textured it, and saved it into RSD format.
The RSD file contained triangle data.

Is there a button to turn on in TrueSpace to say "make models from true quads and not 2
triangles"? Do we need 1.0 to make quad models?

Any help would be appreciated,

thanks, dave

10/26/95 4:19 PM

Re: Caligari and Quads

chris m. coffin

David W. Marshall

Art Tools

>>Someone posted a while back the Caligari TrueSpace allows you to make models out of true
quads. Is this true? YES it does!

>>|s there a button to turn on in TrueSpace to say "make models from true quads and not 2
triangles"? Do we need 1.0 to >>make quad models? Both version 1 and 2 model in quads by
default, you just need to make sure you save to the appropriate format that does not break the
quads into tris (.cob <-caligari object file).Make/uv map your models in 2.0 and texture them in
1.0.

>>We have TrueSpace 2.0 (and are waiting for the 1.0 version from Sony). We made a test
model, saved it as a DXF, >>brought it into the Material Editor, textured it, and saved it into
RSD format. The RSD file contained triangle data. That conversion process is what destroys the
quads. If you save the model as a .cob(caligari object file) import it into Truespace 1.0(sony)
paint it with your TIM texture maps and save to RSD you get your quads.

| found the best way to go was to model only in version 2.0 and write a tool that took a .cob file
that was textured with TGA texture maps, convert it to RSD format and convert all associated
TGA files to TIMs and be done with it.

Chris :) Tip: (if you use the 3DR mode in Truespace 2.0 it renders all polys non-perspective
texture mapped and as triangles so you can basically see what it looks like on the Playstation
since the textures distort the same) >>>> | call it the sony mode :)

11/1/95 10:48 AM

Re: Texturing RSD files

FLORIA L. ROSS

Silas S. Warner

3D Development

Hi, but I was wondering if you are THE Silas Warner???? Of Castle Wolfenstein fame????

11/3/95 10:47 AM
My 3d acumen

Joe J. Toolman

3D Development



Please put in quaternions instead of matrices. Is the gte going to be replaced with 8x4 matrices
instead of lowlife 3x3 matrices?
J

179796 10:45 AM

MIIME CONVERSION

William Botti

3D Development

Angus

This question is from Maggie, one of our artists: What is the best way to convert an animation
loop I have created using Wavefront Kinemation, to Mime? We are using the mime tool on the
PC, and are having problems retaining the same fluid motion. Is there a secret to choosing the
keyframes? Is there a way to set the waveforms in mime? Right now | can't seem to avoid jumps
and glitches in the loop. -Maggie

1/16/96 10:40 AM
Transluscency
Paul Masters

3D Development

How does one set multiple levels of transluscency on a single poly using LIBGPU and avoiding
LIBGS? Any advice would be greatly appreciated.
Paul and Company

1/19/96 4:.07 PM
Lightwave?!

Jay Ryness

3D Development

Is anybody out there using Lightwave for 3d models with textures? What's the best
conversion process? Are there any plug-ins to save RSD's directly? Thanks for the help.
-- Jay Ryness, Semi Logic Entertainments

1/26/96 1:22 PM
Hey! Slower Libs?
Paul Masters
LIBGTE

What gives? we downloaded the new libraries and lost framerate in our 3D engine. We're not
doing anything that tricky and indications were that we should have gained some ground. Any
advice would be helpful...

Tim Ray (Speaker for The Pablo)

2/4/96 T7:.05PM



TOD2TEXT.EXE
Silas S. Warner
Art Tools

TOD2TEXT.EXE 15K
3D Development
I have attached to this file a simple reader for TOD files. The program takes a TOD file and
transfers its information to a text file with the default extension of TLS. It is a DOS utility
program written in Microsoft Visual C.
This software is NOT guaranteed by Velocity, Inc., the undersigned, or any other party with
respect to utility, fitness of purpose, integrity of code or data, program maintenance, or in any
other way whatsoever.
However, if you are stuck figuring out the data in a TOD file, this program can convert it into at
least a somewhat more readable form.
If you notice bugs in the program's interpretation of the data, please tell me on this forum. |
woud not exactly welcome suggestions for improvement or other comments, but | wouldn't
totally ignore them either.

Silas Warner

2/8/96 852 AM
Strange TMDs
Paul Masters

3D Development

Is it possible to build a TMD file with no polys only vertices? Will thelibraries handle such
abuse? Has anyone tried it? Thanks. Pablo IPicasso

2/9/96 11:34 AM

Re: Lightwave?!

Christian F. Aubert

Jay Ryness

3D Development

JR> Is anybody out there using Lightwave for 3d models with textures? JR>What's the best
conversion process? Are there any plug-ins to save JR> RSD's directly? Thanks for the help.
JR> -- Jay Ryness, Semi Logic Entertainments

Jay, Just thought I would let you know that yes, it's possible. | don't know of any plug-ins
that will save RSD's directly, but we are creating our models in LightWave, texturing them
there, and converting them to RSD with software we wrote for that purpose. Motion captured
animation will be converted as well.

The formats are all fairly well documented, so you shouldn't have too much of a problem
writing conversion utilities. When we started we had hoped there would be better tools
available, but since there were not, we "rolled our own"

It's our opinion that using LightWave makes much more sense than using 3DS.

Good Luck!

2/20/96 10:40 AM
Help Caligari!

Jay Ryness

3D Development



oes anybody know how to weld two vertices of different polygons together in truespace so the
faces can share that vertex?! It seems like it should be easy, but we can't figure it out.
Thanks, Jay R.

2/26/96 6:22 PM

Re: Help Caligari!

Michael Koziniak

Jay Ryness

3D Development

>0es anybody know how to weld two vertices of different polygons together >in truespace so
the faces can share that vertex?! It seems like it should >be easy, but we can't figure it out.

I was not able to figure out how to do this either. | suspect there is another way to go about this.
I'm waiting to hear back from the people at Caligari. I'll let you know what I find out.

Thanks, Michael

3/14/96 3:54 PM

RSD Files, and Line Segments
Jason G. Andersen

3D Development

Does anyone out there know a way to get a LINE_F? Primitive to be exported into an RSD?

3D Studio can't do it, | was wondering if Caligari can?

I would greatly appreciate it if someone could get a 3-d model to export just using line segments
Its important that the primitives are not poly's, but lines, so they won't disappear when scaled
into the distance. If you could actually upload the RSD,PLY, and MAT files it would be very
helpful.

Thanks in advance,

Jason Andersen Tiburon Entertainment

3/19/96 12:00 PM
3d sources

Robert w. Calfee
3D Development

Hi all!

We're at a crossroads in development, and | wanted to know what 3d modelling programs are
supported for the sony libraries. If I go with the low level libgte instead of libgs what format
does the data need to be in/come from?

Robert W. Calfee

3/20/96 2:25PM

Re: My 3d acumen

Michael Koziniak

Joe J. Toolman

3D Development

>Please put in quaternions instead of matrices. Is the gte going to be replaced with 8x4
>matrices instead of lowlife 3x3 matrices?



If you used quaternions wouldn't you deny yourself access to the GTE functions since it works
with matrices?
Michael

3/20/96 3:33 PM

Re: 3d sources

Michael Koziniak

Robert w. Calfee

3D Development

>We're at a crossroads in development, and | wanted to know what 3d modelling programs
>are supported for the sony libraries. If I go with the low level libgte instead of libgs what
>format does the data need to be in/come from?

Model data for our libraries comes from PMD and TMD. Both binary. The authoring/ascii
format is RSD. Here is the support we have for RSD. Caligari trueSpace reads and writes this
directly. 3DStudio can write out RSD and animation(TOD) format.

P.S. In the coming weeks we will have two more 3rd party tools. One for Alias | Wavefront and
another for 3DStudio.

Michael

3/20/96 4:54 PM

Re: RSD Files, and Line Segments

Michael Koziniak

Jason G. Andersen

3D Development

>Does anyone out there know a way to get a LINE_F? Primitive to be exported into an RSD?
>3D Studio can't do it, | was wondering if Caligari can?

Doesn't look like Caligari can do it either?

Michael

3/20/96 6:41 PM
Re: 3d sources
player 1
Robert w. Calfee
3D Development

Well, the GTE and GPU don't really have a file format, you make up your own. Whether you
want to use an existing file format or come up with a new one is up to you, but I've written tools
(and most are really easy to do) to convert files from 3d studio, Wavefront, and Alias to both
TMD and our own custom file formats.
Tom Ketola PSX Lead Engineer Player 1, Inc.

3/20/96 3:21 PM

Re: MIIME CONVERSION

Michael Koziniak

William Botti

3D Development

>This question is from Maggie, one of our artists: >What is the best way to convert an animation
loop I have created using >Wavefront Kinemation, to Mime? >We are using the mime tool on
the PC, and are having problems retaining the same fluid >motion. >Is there a secret to choosing
the keyframes? >Is there a way to set the waveforms in mime? >Right now I can't seem to avoid



jumps and glitches in the loop. >-Maggie

There is now way to take kinemation data and apply that to MIMe data. You would have to
write a tool to do that. As | understand kinemation there are some very complex formulas
which are applied to make motion for example, very natural. Say if you had a hand make a fist
with all the finger closing at seperate speeds you would need multiple waveforms to accomplish
that. The best you could do is save out your model data as seperate RSD files and then bring
them into the wave editor and make make seperate waves for that data.

If you are interested in making a tool you might want to see if Nichimen Graphics could give
you some advice on this subject. There animator can write out MIMe format files.

Michael

3/20/96 3:34PM

Re(2): Help Caligari!

Michael Koziniak

Michael Koziniak

Jay Ryness

>>Does anybody know how to weld two vertices of different polygons together >>in truespace
so the faces can share that vertex?! It seems like it should >>be easy, but we can't figure it out.
>| was not able to figure out how to do this either. | suspect there is another way to go about
>this. >I'm waiting to hear back from the people at Caligari. I'll let you know what | find out.
You can't weld vertices with Caligari.

Michael

3/27/96 10:48 PM

Re: Softimage

Brett Bourbin

John Woznack

3D Development

We are using Softimage at Z-Axis for 3d model design. We have our own tools for getting the
data out into the Playstation.

Kevin Parker, Z-Axis LLC

3/27/96 2:06 PM
Softimage

John Woznack
3D Development

Is anyone out there using Softimage?
-IWW

4/3/96 11:24 AM

Re(2): RSD Files, and Line Segments

Jason G. Andersen

Michael Koziniak

3D Development

Thanks. Its all documented in 3d Graphics Tools Manuals, however, the Gs 3-d object library
chokes on line segments in a tmd, when you use pre-set packets. (not using preset packets is
not an option for me, so I didn't try it ...



4/18/96 11:28 AM
Re(2): tim utility
Brett Butler
Carl Ferreira
Graphic Art Tools
i filled out my resume. check it out.
ps. I'm about to complete a DOS version tool of "VAGS2VAB.exe"
This would allow you to take your vags and pack them together into a vab FROM DOS. Then
from there, just run VABSPLIT .exe to get your .VH and .VB files.
So, if anyone out there is tired of leasing a Mac just to do sound,...here's your tool.
Is anyone interested in this VAB tool?
Send me mail.
:) Bretto

4/18/96 8:47 AM

Re: tim utility

Carl Ferreira

Brett Butler

Graphic Art Tools

This is a cruel joke in the worst possible taste. As every PSX programmer knows, VRAM is
worth its weight in gold and to taunt us with the posssibility of having a noticeably greater
amount of it is a torture beyond words.

Don't toy with me. | know that Black Magic exacts a heavy toll.

Now-- on the off-chance that you are serious, why not post the methodology used and we'll let
you know if it would actually help us in a real situation.

BTW-- Who the Hell *are* you, anyway? This seems to be your first posting and there is no
resume on file for you.

Carl Ferreira (resume on file, albeit brief) >Just a little feeler here.
> >Would anyone be interested in a Sony Utility that would allow you >to go through your
texture art files and replace those Vram & Dram >memory eating textures with just a few bytes
of data? [snip] >This package would include all structure formats, examples how to >load in,
AND the tool is Visual in nature. You could take all your >textures that your artist or your
publisher dumped on ya, and toss >out the unneeded ones. > >This puts a major smile on your
face when it comes time to make >room in Dram & Vram for all those model textures you're
using. > >-Lemme know if this is something you would be interested in.

4/18/96 8:19 AM
tim utility

Brett Butler
Graphic Art Tools

Just a little feeler here.

Would anyone be interested in a Sony Utility that would allow you to go through your texture
art files and replace those Vram & Dram memory eating textures with just a few bytes of data?
ex: converts .tims to a new file format that only a few of the new files actually contain a texture,
which saves memory BigTime.

1. Texture remains the same (keep this texture). 2. Texture and Texture (keep this texture, and
reference another one that would be on top of it  at a varied translucency level. Which is all



stored in the new file.) (This is Great for Gun shots/burns/holes on textures & saves
memory!) 3. Texture combined with flat shade data to create darkness level in file. 4. Texture
combined with gouraud shading data stored in file. 5. Texture tossed, store flat shade data in
file instead. 6. Texture tossed, store gouraud shading data instead.

Instead of your models reading .tim files, they would read this new .JAT format.

This package would include all structure formats, examples how to load in, AND

the tool is Visual in nature. You could take all your textures that your artist or your publisher
dumped on ya, and toss out the unneeded ones.

This puts a major smile on your face when it comes time to make room in Dram & Vram for all
those model textures you're using.

-Lemme know if this is something you would be interested in.

:) Bretto

8/23/96 6:29 PM

3D Studio Developers
Dane Emerson

3D Development

Does Anyone use 3D Studio or MAX for Developement? If so what tools to you use to export
(or convert) to a TMD (or other PSX file)? How well does it work and what kind of problems do
you encounter? Where can | look for these tools? Do | have to write my own? --MAC.

9/9/96 5:04 PM
Collision Detection
Dane Emerson

3D Development

I am attempting to detect collisions between my hero and a maze of walls. There are no
restrictions to the width, length, position, or direction the wall faces (there are no horizontal &
vertical restrictions... that would be easy!) For ease of presentation, let my hero be a single point
in space represented on a single Y plane as (x, z) or (Px,Pz). Points A=(Ax, Az) & B=(Bx, Bz) are
the endpoints of each wall in the loop. 'distance’ is the final value calculated to determine the
hero's distance from each wall in the loop. When distance is 0, a collision has occured. All
formulas were derived from the well-known Graphics Gems book by Andrew S. Glassner (pp.
9,10).

I pose the following questions: -Without regard to the overhead of such a process, is this
completely over the top of what I should be doing? Perhaps using bounding rectangles and
keeping it simple? (How is that possible?) -WITH regard to the overhead, how can I simplify
this formula and optimize each operation? | am fairly new to most any optimization technique,
meaning | am open to any suggestions.

int HeroCollision() { int Ax, Az,Bx, Bz, intPx,Pz; intVx,Vz;, intNx, Nz, intQx, Qz;
intt, intdistance, dist; inti;

for(i=0;i<scn.nWalls;i++)  { Px = salinas.cord[0].coord.t[0]; Pz =
salinas.cord[0].coord.t[2];
Ax =scn.wall[i].x1; Az = scn.wall[i].z1; Bx = scn.wall[i+1].x1; Bz =

scn.wall[i+1].z1;

dist = SquareRoot0((Bx-Ax)*(Bx-Ax) + (Bz-Az)*(Bz-Az)); Vx = (Bx-Ax)/dist; Vz =
(Bz-Az)/dist; Nx =-Vz; Nz = Vx;

t = ( (NX*Px+Nz*Pz)-(Nx*Ax+Nz*Az) ) / (Nx*Nx+Nz*Nz);

Qx = Px-Nx*t; Qz =Pz-Nz*t;

distance = SquareRoot0( (Qx-Px)*(Qx-Px) + (Qz-Pz)*(Qz-Pz) ); if(distance == Q)



returnl; }
return 0; }

9/18/96 2:11PM
3D Texture mapping
Mark Harmon

3D Development

I am new to PSX devlopment. | am wondering what is the preferred method of setting up
texture maps for a 3D model. | don't have the graphic artist tools or hardware and I don't have
Truespace 1.0(Sony). | DO have Truespace2 and Photoshop with the .tim plug-in.

Do I need to use one or the other of these tools or is there another way, like editing the .mat file
by hand or writing a routine to map the textures at runtime. Again, | am new to this so if | have
missed something obvious then please let me know.

10/2/96 9:52 AM
Caligari TrueSpace 1.0
Mark Harmon

3D Development

I just received the Sony version of truespace 1. It came with 4 disks, 3 of them for the actual
program and 1 more for the video for windows program. | have installed the software and am
trying to save an object in a PSX format. | don't see any options to do this in the save or saveas
filetype drop-down combo list.(whew!).

I also can not use .tim files as textures. The reason | bought the package from sony was so that |
could do these things. What is the deal? Is there some secret command line switch | have to
enter or something. | have been calling tech support for days and have not been called back yet
and | need to finish a demo and can't until I get some models texture mapped. HELP!

Am | missing some disks??

10/7/96 5:05PM

Re: Caligari TrueSpace 1.0

Brian Dawson

Mark Harmon

3D Development

F.Y.L

It turns out Mark had been sent Ver. 1.4 of truespace. The correct version should be identefied
in the Help\About box as PS 1.4. In this version *.RSD is offered as a save option in the save
dialogbox. And Tims can be assigned as textures in the same way as other image formats are in
the commercial versions of truespace.

Brian Dawson@SCEA

10/10/96 9:43 PM

Re: Collision Detection

Jeff Lander

Dane Emerson

3D Development

Since you are doing a guy in a maze type of game, a lot of times the it can be more simple.
Many times you can reduce the problem to a 2D one. This makes the math much more simple.



If this is not possible, there are a couple of things you can do.

Break the areas down into regions. This will allow you to reduce the number of walls you need
to compare to. This is easier to do at the level design stage. After the fact it takes a bit more
time to mark them all.

Also, it is not neccessary to computer the exact distance to the wall. By only solving for the
Squared distance, you can eliminate the Sgrt's. They are a MAJOR slowdown. You can then
adjust your threshold to take this into account.

Without knowing more about your world restrictions, that is about all I can offer.

Jeff

10/10/96 11:05 AM
Caligari Truespace
Mark Harmon

3D Development

Why is it that I can select multiple faces with some models and can't with others?

10/10/96 5:59 PM
near clipping in tutol
Bob Polaro

3D Development

is there way to make the globe in tutol in psx\sample\graphics\tmd not prematurely clip the
near polygons when zooming in?

10/23/96 7:27 PM

Re: Caligari Truespace

Michael Koziniak

Mark Harmon

3D Development

Why is it that I can select multiple faces with some models and can't with others?

There is no easy way to do the UV projection you are trying to do on a face by face basis.
-Michael




CD Creation

3/20/95 4:31PM

*Re: sio functions
BillE"Angus" Guschwan
CD

Sample code would help me here.
Send me something.
ANgus

3/20/95 5:37 PM
*CD serial numbers
Noah J. Stein

CD

Is there a way to retrieve the unique serial number off the CD?

3/20/95 3:30 PM
*sio functions
Dave Berrisford
CD

We are having problems with the sio functions (e.g open ,cd) If we pass a valid device name it
crashes but if we send garbage it returns an error .
What are we doing wrong ?

3/21/95 1:41PM
*movieconv outputing bs files
Borden Covel Il

CD

We are having problems converting rgb files to bs files.it seems that the movie converter tool
generates an invaid file name when trying to convert a number of files. conversion to str works
just fine.

anyone know a way around this?

borden

3/22/95 8:.04 PM
*Interleave with < 5 sectors
Administrator

CD

It is possible to interleave 30fps(5 sectors video) with audio. Then the resulting frame rate
would be 2x fps. But if you do so, the video playback ocurs at a slower speed, than the actual
speed, and consequently sysnchronization between audio and video would be destroyed. At



present MOVCONY does'nt allow creation of such kind of str data. However you can create this
kind of data with the interleaving capabilities being offered on the CD-ROM generator software
(done only during the process of actually burning the CD) and also with CD-EMULATION Dos
utilities (setup your desired control file in the BUILDCD process). Hope this helps..

3/22/95 2:33PM
*Fwd: sio sample code
Dave Berrisford

CD

IOTEST.ZIP 1K

CD Creation

Hi Here is the sample code trying to open afile and read it ,with the makefile in case there are
any problems with that . It doesn't crash now as we put _96_init() in ,even though 2.6 isn't
supposed to need it , but it still won't read.

3/22/95 12:32 PM

*Re: Pentium CD Emulation
BillE"Angus" Guschwan
CD

Are you having any problems?
Angus

3/22/95 12:25 PM

*Pentium CD Emulation

Jose R. Villeta

CD

Administrator

Has anyone succesfully hook up a CD ROM Emulation system on a Pentium-based system. If
so, any pointers to follow? jose boe

3/22/95 5:40 PM
*Debugging Stations Status
BillE"Angus" Guschwan
CD

1. When will the "debug"” Playstations be available in the US? We should have some available in
April. The issue involves approval by the FCC. So until then we will allow developers to come
to Foster City and try it out here.

3/23/95 6:02 PM

*Re(2): Pentium CD Emulation
Sam Black

CD



I haven't been able to make it work on my Micron Pentium; so far, I've only posted to the BBS
and ignored it, hoping that it would get fixed before | needed to use it... ;)

Symptons were that all of the cd related tools would hang, usually causing my local drives to be
inaccessible when | dumped out of the tool and into DOS.

Identical configs worked fine on our 486s...

3/24/95 11:01 AM

*Re: Interleave with <5 sectrs
Blake E. Senftner

CD

When will MOVCONYV allow for creation of str or bs data that is less than 5 sectors a frame?
Currently, setting sector limits or byte limits per frame is ignored. The only thing that seems to
make a difference is the 30fps/15fps "easy" setting.

Is the information about the MDEC frame format being released to any tool development
companies? | heard that the author of the SGI DeBabbelizer was talking with SCEA about
getting that information for inclusion into DeBabbelizer. Any word on that?

-Blake

3/24/95 8:26 AM

*Re(3): Pentium CD Emulation
lan McGee

CD

Does your Micron use SCSI for the internal drive? If so, is it onboard or a separate card?
What IRQs, DMA and SCSI IDs are you using? Include all other equipment onboard.

I haven't had the joy of a Pentium install yet, but I've had good fun getting it to work with an
on-board Compag SCSI. I'd be inclined to think it's something other than just it being a
Pentium...

3/27/95 7:56 PM

*How to make Debug Station CD
BillE"Angus" Guschwan

CD

To make debug station cds:

1) Get rid of PCread, pollhost, etal 2) Link with 2mbyte.obj 3) Do a cpe2x on the .cpe file 4a) Add
files to the CDGEN. 4b) Choose correct file type for XA stuff. Use Mode 2 Form 1 for game data.
Use Mode 2 Form 2 for XA files. Use the File Type button to set it for each file. Standard file is
Mode 2 Form 1. 5) In Additional Information button dialog of Volume panel of CDGEN, set
System Area File to the path of your company's license.dat file. For example,
c:\cdgen\licensej.dat 6) In Master button dialog of Layout panel of CDGEN, set License Area
to Jif you have a Japanese debug station. If you have an American one, setitto A. If it is
European, set it to E. 7a) Set the minutes to 74 minutes. You should use 71 minute media. 74
minute might work but we don't support it. Use it at your own risk. 7b) Hit RECE button.
Double speed record should work OK. 8) Always Verify after you bake a disc. It is that easy.
Angus

PS: We need to get you the license.dat file. I know. Bug your Account Executive for it. PSPS:
Note you will not see the license.dat file on final discs because it is stored in the system area.



System area is in the leadin area and you don't look at the leadin area.

3/27/95 11:36 AM

*Re(2): Interleave with < 5 sctors
BillE"Angus" Guschwan

CD

For question about MovConv...

> When will MOVCONYV allow for creation of str or bs data that is less than 5 sectors a frame?
> Currently, setting sector limits or byte limits per frame is ignored. The only thing that seems
to > make a difference is the 30fps/15fps "easy" setting.

MovConv 1.8e ignore limits you specify on the [MDEC Parameters] dialog box. It is a bug of
MovConv 1.8e. It will be improved at the next release. > Is the information about the MDEC
frame format being released to any tool development companies? > | heard that the author of
the SGI DeBabbelizer was talking with SCEA about getting that information > for inclusion into
DeBabbelizer. Any word on that? > > -Blake

Information about bs format (== MDEC frame format) has not been released to any tool
development companies and licencies.

Angus

3/27/95 9:59 PM

*Fwd: Hey Mon, CDMON
Administrator

CD

> Second, do you actually use the interrupt for anything other than cdmon? > | can't seem to get
the interrupt to work correctly. Can you > explain how the emulator uses the interrupt?
Currently only CDMON will make use of this interrupt. When you are using boot image 2.3 (the
one that can drive CDMON) the emulator will regularly disconnect from the HD, connect to the
PC, send CDMON info to the PC then disconnect from the PC). For this version of the boot code
to work at all you must have a fast interrupt response - no response or a slow response (e.g. if
running it under windoze) will not turn the SCSI bus around fast enough.

3/27/95 10:00 PM
*Emu & Memory
Administrator

CD

> Third, | assume the emulator runs off 8 megs no problem. Correct?

You mean 8MB of PSX RAM or 8MB PC RAM? The emulator is completely independent of PSX
memory configuration and it doesn't make use of any PC high memory so either way the answer
should be yes.

3/27/95 11:09 AM
*MDEC playback
Dave Berrisford
CD



Is it possible to playback a .str file from anywhere within the file, other than just from frame
one?
Also, has there been any progress on my problems with CD and OPEN?

Thanks.

3/27/95 951 PM
*Speed of CD?
Administrator
CD

Hi, Bill

>What is the arm movement track to track stepping time for the CD? Do you know?

A seeking action is not repeat of single track seek. So, the spec of a CD-ROM drive is described
by "minimal access time". A minimal access time of PlatStation is as follows.

minimal access time = 1/3 seek + settling time = 500msec

short seek(5min) + settling time = about 300msec long seek(60min) + settling time = about 1000-
1300msec

But, if the seeking distance is very short (less than 30 sec), the stepping action will be very fast.
Bcause it goes without a pick-up unit moving. (only moving of the lens.)

>2) How many Megabytes can you seek per second on the cd?

Please refer to the description about long seek (above).

3/27/95 9:59 PM

*Problems with multi-parts ems
Administrator

CD

> We've been having problems with getting more than 1 partition to work on a 4

> GIG drive. The drive is > Description: Micropolis 3243 AV Ext SR2000 >

4 GB Hard Disk, including SCSI cable > ..... > > The led will blink then lock a solid green. cddisk
-al 3 will make it work. > Partitions are about 1 GIG in size. We use the whole hard disk. >
There should be no problem with this drive. I think we'll have to see if Martin or Paul have any
ideas. Are you using the latest CD-emu boot image?

3/27/95 11:37 AM

*Re: MDEC playback
BillE"Angus" Guschwan
CD

Your original reply was cryptic and | sent this message. Please send me more information.
Here's the previous email:

Sample code would help me here.

Send me something.

ANgus

3/27/95 10:07 PM



*MDEC format
Administrator
CD

Questions:

I want to generate a large quantity of movie data. It is expected to take considerable time to
compress image data using Movie Converter, which utilizes software for compression. It takes
about thirty minutes to generate 100 frames of data using the currently available movie
converter.l want to compress data using any other system. According to newspapers and
documents distributed in briefings last year, the compression method is designated as JPEG.
Does it comply with JPEG Standard?l am not familiar with the details of algorithm. In
magazines featuring articles on JPEG, | have never seen the coding method VLC in the
algorithm DCT+IQ+two-dimension VLC described in the manual.ls the compression method
for PlayStation closed within PlayStation?

Answers:

Fundamentally, only "MPEG macro-block layer" level compression is performed in
PlayStation.The encode/decode in a MPEG macro-block consists of:

DCT+1Q+Two-dimension VLC

It has the same composition as the one used with PlayStation.It differs from the MPEG macro-
block in the following points:

1) A MPEG macro-block performs VLC in the order of Y, Cb, and Cr. PlayStation do so in the
order of Cb, Cr,and Y. 2) A MPEG macro-block outputs the values of Y, Cb, and Cr.
PlayStation outputs them in RGB.The specification of the 1Q table and VLC code book are the
same as MPEG.If you are going to use a commercially available encoder, we recommend MPEG
because it seems more suitable than JPEG.The compression speed of MovConv version 1.5 has
been almost doubled.

Although dependent on the contents, 320x320 data can be compressed at a rate of less than six
seconds per frame.

Keywords: Movie, MovConv

3/28/95 9:01 AM

*Re(3): Interleave with < 5 sctors
Borden Covel Il

CD

I'd like to add my vote for getting at least a library of routines that one coule call to do
compression. Thios would allow us to create a DOS based batch file oriented conversion
capability. This need would be removed, of course, if Sony provided such a tool. What do ya
say???

3/28/95 6:55PM

*Re(4): Pentium CD Emulation
Unni Pillai

CD

There's been lot of speculation regarding CD-emulation not working with Pentiums. I just
assembled my Playstation development environment on my new P90, and | experienced no
problems whatsoever. In my current P90, | have successfully installed DTL2000 boards, the
graphic artist card, and also the CD-emulation card. All my systems are up and running. My
advice to people experiencing problems, is the following... Be patient and systematically trouble
shoot conflicts with IRQ's, Addresses, DMA's etc. GOOD LUCK



3/28/95 2:48 PM

*Re(4): Interleave with < 5 sctors
Administrator

CD

I would reply but you're in the penalty box.
We are looking in to windows dlls. I'll keep you posted.
Angus

3/29/95 4:09 PM

*Re(2): Certified hard drivesfor CD emulation

Christopher Deel

CD

BillE"Angus" Guschwan

Is there an updated list of drives that will work with the CD emulator?

3/29/95 2:34 PM

*Why 71 minute? Why 900e?
BillE"Angus" Guschwan

CD

>| had 2 CD questions: >1) Can we use the CDW950E with the CDGEN software? Why or why
not?

CD-ROM Generator doesn't support CDW-950E. CDW-950E doesn't have compatibility in SCSI
protocol and doesn't have capability to create master disc.

>2) Why do we need to use 71 minute media? Some people like to use the cheaper >74 minute
media. Can you tell me why we need the 71 minute CDRs?

The 71min disc is different from 74min at the dencity. PlayStaion is tuned up for 71min and
make reliability for data read. A 74min disc makes error rate more higher.

3/29/95 3:29 PM

*CD Times
BillE"Angus" Guschwan
CD

.................... K ANSWEE **F commmmeemmemeeeeee

>Hey could you fill out the questions and chart below? Joe Developers is doing a new title
>and needs the precise CD info. | appreciate the help.

I can not explain about *precise* or *fix* value of the seek time of a CD-ROM drive.

The action of the mechanism is not logical. So, to calculate the seek time, you must simulate
from many parameters such as a temparature, a vibration, an aging, errors in manufacturing
etc... So, I can tell you only about rough spec of seeking time.

It is very dangerous to create an application program critically depends on the seek time.
>minimal access time = 1/3 seek + settling time = 500msec >### What is 1/3 seek?
SH#H what is settling time?

1/3 seek means the movement for 1/3 distance from top sector(Omin 0sec Osector) to last
sector(70min 59sec 74sector for 71min disc).

The settling time means the time to stable the tracking servo and focusing servo.



>### How do | determine the length of (5min) is the following formula correct >### 1 second
is 75 frames at 2048 (other frame sizes available) bytes per frame

A position of the pick-up (=head) is specified by ATIME (absolute time). See CdILOC in libcd.h
ATIME ="min:sec:sector" from the top of the disc (min = 50sec, sec = 75sector)

Each sector has 2048Byte of user data.

--------------------- *** End of Answer *** ---eeeeoeeoeoo-

3730795 6:39 PM
*Playstr example problem
Michelle Feraud

CD

I've been trying to get the UK streaming example (playstr) to work - it works fine with the
example .str file they sent but blows up in the first call to DecDCTvlc (with a bus error) when |
try to play a .str generated by the movie convertor supplied by Sony. There was a similar
problem report back around 3/13 - was it ever resolved?

3/30/795 11:.05 AM
*Building a CD image
Mark Beardsley

CD

I'm having some difficulty in building a working CD image on my emulator. I can run the
RCUBE demo without problems, but | can't seem to get any of my own code to execute. |
suspect that my files are not in the proper format or something. I've been using CPE2X to
convert my CPE file to an EXE and then replacing the RCUBE.EXE with my file, and running
BuildCD. Even the simple BALLS demo won't execute this way. Am | using CPE2X incorrectly
(the doc file I have is in Japanese) ? What exactly is the file PSX.EXE doing in the RCUBE demo
? Shouldn't there be a SYSTEM.CNF file there ? I'm so confused!

3/30/95 7:19 PM

*Re: Building a CD image
Administrator

CD

To build a cd, you have to run the cdexec.cpe file after running snpatch.cpe and resetps 1. Rcube
is a bad example because it was built with lib2.0 which does not need the snpatch.cpe. So it can
run with a resetps 0.

3/31/95 9:46 AM
*S10 sample code
Dave Berrisford
CD

IOTEST.ZIP 1K

CD Creation

Here is the sample S1O code that we can't get to work with either v2.6 or v3.0 of the libraries.
What are we doing wrong?

Thanks.



3/31/95 2:53 PM

*Re: Playstr example problem
Mark Beardsley

CD

I have been able to take an AVI file created here and play it with playstr (just by replacing
example.str). It took a few tries. Be sure to select 24-bit(MDEC) as the ouput file type (not 24bit
direct). I've also had the movie converter crash on me a couple times. Also, make sure that your
avi has no audio and does not have an "alpha channel”. | have now been trying to get the same
file running off the emulator instead of from memory (so far no luck). I'm also trying to get it
run with audio interlaced but | don't think I'm using the movie converter properly for that. Does
anyone know if it expects the audio source to be in a different file or inside the avi file?

3/31/95 10:43 AM

CD Emulation Problems
Mark Beardsley

CD

DISK.ZIP 5K

CD Creation

I still have been unable to run even the simplist program from the CD emulator, other than the
RCUBE demo. | am using RUN 2.30, RESETPS 1.02, DEXBIOS 1.22, CDBIOS 1.02, CPE2X 1.3,
BUILDCD 1.16, and my SELEMU is dated 3/3/95, CDEXEC is 2/6/95 and SNPATCH is
3/3/95. 1 believe these are the latest.

I have attatched the batch file that I'm using along with the CD control file. I'm just trying to
get the original BALLS demo running (I put that in too). Please see if you can give me a pointer
or two. I'm probably just running things in the wrong order or something, but I've tried all the
combinations | can think of.  Thanks.

4/1/95 11:32 AM
*MovConv Issues
Mark Beardsley
CD

In converting an avi file using MOVCONV (I was playing with playstr), | found that if I specify
the output str file to be 15fps, the size of the generated file is double the size of a 30fps str file.
This seems a bit unusual, I would have thought it would be smaller (or at worst the same size).
Is there a reason for this? Secondly, in the windows help file for MOVCONV and MOVPACK,
the instructions for interleaving seem to be strange (the fourth step is a repeat of the second
step). | think that this is a text-edit "block copy" error (either that or I'm completely confused).
Thirdly, I know that I've been posting several "I don't understand" messages lately. Please
understand that they are not meant as complaints. So far I've been amazed at the amount of
support Sony has provided to us. I'm used to dealing with those other manufacturers who hand
us a japanese manual, a non-working development system and no libraries.

4/3/95 10:59 AM
*Re: MovConv Issues
Blake E. Senftner

CD



Mark:

When you set the frame rate to 15, rather than 30, in MOVCONYV you you get larger files. This is
because the current version of MOVCONYV assumes that you want to play your data at full
bandwidth. Basically, you're saying "convert these frames into X frames per second, when |
have 300K per second.” So to ask for 30 frames a second is to ask for frames around 300/30=10K
per frame, where asking for 15 frames a second is 300/15=20K.

The current software ignores when you set the byte limit for a frame, so the 15/30 frames per
second is the only control we currently have...

-Blake

4/3/95 11:34 AM
*Re: MovConv Issues
Scott Berfield

CD

Wanna bet that MovConv is assuming mono audio for 30FPS and stereo for 15FPS? -sb

4/3/95 10:31 AM
*S10 problems solved!
Dave Berrisford

CD

We've found out what we were doing wrong with READ. It seems that the read size has to be a
multiple of 2048 bytes.

4/3/95 11:18 AM

UK BBS discussion resolved to...

Blake E. Senftner

CD

BillE"Angus" Guschwan

Angus:

In the UK BBS a discussion about the emulator drives resolved to the fact that "any SCCI AV
hard drive" will work correctly for emulation purposes. I'd like to hear from you about that fact.
-Blake

4/3/95 12:01 PM
Emulator SCSI cable?
Dean M. Grandquist
CD

What is the external connector to the Emulator card look like? Is it DB25 (mac like), Cetronics
50 pin, or the SCSI-2 mini connector type?

Thanks --Dean "go E3 go" Grandquist What is the external connector to the Emulator card look
like? Is it DB25 (mac like), C

4/3/95 2:18 PM
Re: Movie Streaming Issues



BillE"Angus" Guschwan
CD

Try the new movconv. | posted in Art Tools. It is version 1.9
ANgus

4/3/95 10:47 AM
Movie Streaming Issues
Mark Beardsley

CD

I have our CD emulator working now. The problem was that scsi ids 0-2 don't work (I found
this info buried in an old message). It would work with the RCUBE demo, but thats all.
Anyway, in playing a movie from the emulator (using code from the posted streaming example)
I've found a few problems. First, there are bad frames displayed occasionally (usually it
contains garbage pixels on the right side of the screen). Second, it drops a large percentage of
the frames (about 20%). | assume this is due to speed issues. This occurs on both the posted STR
file from playstr and from a movie converted here from an avi. Both movies are 320x240, 24-
bit, 30fps without sound. Is this frame rate/resolution not a realistic expectation? Are there any
official rates that the streaming library will support? P.S. I am using lib 3.0

4/3/95 8:.04 PM
test.cti for DA
BillE"Angus" Guschwan
CD

Disc CDROMXA_PSX

Leadln XA Empty 1350 PostGap 150 EndTrack

Track XA Pause 150 Volume 1ISO9660 PrimaryVolume  Systemldentifier PLAYSTATION
Applicationldentifier PLAYSTATION  LPath  MPath  Hierarchy File DATA.XA
XASource CATMP\DATA XA EndFile File PSX.EXE XAFileAttributes Form1l
Data Source C:\TMP\PSX.EXE EndFile  EndHierarchy EndPrimaryVolume
EndVolume PostGap 150 EndTrack

Track Audio Empty 150 Source C\TMP\DATA.DA EndTrack

LeadOut Audio Empty 150 EndTrack

EndDisc

4/4/95 2:09 PM
MOVCONV 1.9
Mark Beardsley
CD

| tried using the new MOVCONV. It doesn't seem to help much. I still get about 25% of the
frames dropped, and I still have occasional glitches in some frames. The glitches resemble the
glitches in the demo movie shown at the CD conference in NY. Since these glitches only show
up sometimes (a particular frame will usually appear fine, but sometimes will have glitches), I'm
would think that the problem is in decoding, not in MOVCONV. A related problem is that when
frames are being dropped, if the last frame of a movie is dropped, it will go on beyond the end
(not knowing the movie is over). Adding a couple of extra frames will keep it from crashing,
but I'm surprised that the MDEC format doesn't have an end sentinel or something. | tried



using a larger ring buffer as well as limiting the frame size to 4 sectors. When I tried limiting the
frame size to 9000 bytes, | got a stream of error messages in kanji. Any helpful hints? P.S. Is
there any documentation on MOVCONY and MOVPACK besides the help file? The help file
says to refer to the documentation, but I can't find any.  Thanks.

4/4/95 8:47PM

MOVCONV 1.9 vs. 1.8

Blake E. Senftner

CD

BillE"Angus" Guschwan

After running some simple tests, | have generated the following stats:

200 frames compressed as decDCTvlc max time  decDCTvlc mintime average time

rl buffer size 5 varying sectors, version 3 570 500 559
6784 4 varying sectors, version 3 508 488 497

5920 3 varying sectors, version 3 408 395 399

4672

5 varying sectors, version 2 268 253 260 6784
4 varying sectors, version 2 220 196 208 5568
3 varying sectors, version 2 154 139 142 4192

These frames were all compressed with version 1.9¢e, but the rows labeled "version 2" were
created by setting the "version 2" button- which should revert back to the 1.8e algorithm.

The time measurements were made using the VSync(1) routine and are assumed to be scanline
counts. (is that true? this fact has never been confirmed by Sony documentation.)
As one can see, the new version takes alot of r3000 time to process the data before we can hand
data over to the MDEC chip.

| propose that the DecDCTvlc() routine be rewritten in assembly, at the very least.
As is, version 3 is unusable. What are the plans for MDEC routines between now and launch?
Additionally, I'd like to point out that this is not a gripe. | fully expect the Sony engineers to
solve these issues, as they have previous issues, with the quality that is evident in the
PlayStation.

-Blake

4/5/95 11:55 AM

Using audio in MOVCONYV and MOVPACK
Mark Beardsley

CD

I'm trying to build an str file with audio interleaved. If I have an avi file with both audio and
video, how can | get the interleaved str. I've tried various combinations of MovConv with
MovPack, but I can't get anything useful out of it. Is there any documentation on this other than
the windows help file? The text files | have are in kaniji.

4/7/95 8:20 PM

*Re: cd emulator problems
BillE"Angus" Guschwan
CD

1) Don't use SCSI ids 0-2 2) To reset the emulator, use cddisk -a ActivePartition# SCSIID 3)
Make sure you change the SCSI id on the emulator card so as not to conflict. 4) Please use the



latest tools from Psyq Tools folder.
Angus

4/7/95 T:10 PM

*cd emulator problems
Jim Rogers

CD

I'm trying to set up my cdemu environment. I'm using the microp 1.6 MB AV drive. whenever
I try to start cddisk (ie: cddisk -n 0) I am getting Error in opening SCSI device 0, Error 0x02F0.
Is this a cddisk error or a scsi error code from the drive. Has anyone else had similar problems.
I was able to connect to the drive once and created two 71min partitions but I can't seem to
reconnect.

What is the most current version of the cd emu tools? I'm using the 2/6/95 beta release from
floppy as I cant get to the EMU folder.

Thanks In advance Jim Rogers Electronic Arts

4/7/95 8:26 AM
Conflict with CdSearchFile and playing DA tracks

Travis Hilton

CD

BillE"Angus" Guschwan
TEST.C 3K
CD Creation

I am having trouble with the combination of CdSearchFile and playing DA tracks. Enclosed is
the bare bones code. Without the CdSearchFile it plays just fine. As soon as | insert the
CdSearchFile line the CD continues to read sectors but no audio is output. This one is critical
for all of our file 170 in its current state. Once the data is concrete we will use exact locations for
file access, but until then we have to use file names.

Why does CdSearchFile conflict with the audio?

Thanks in advance.

-Travis

4/7/95 8:22 PM

*Re: cd emulator problems
Administrator

CD

Also, there is a new cdemulator upload in the Psyq Tools conference as of today. Please try that.
Angus

4/10/95 2:46 PM
UpdateCD problem
Mark Beardsley
CD

I'm having a problem in using UPDATECD. 1 can build a complete CD image using BUILDCD
and it runs fine. However, if | try to update it using UPDATECD, the image won't run (the drive
in-use light stays on). UPDATECD says that it has read the map and that the image has been



correctly updated. This happens even if the files have only had their dates changed (i.e. the data
is the same). I'm using UPDATECD version 1.09 which | believe is the current one, and | am
creating a map file with BUILDCD. Please tell me if I've got the wrong version or something.
Thanks.

4/11/95 4:04 PM
DCTout callback problems
Borden Covel Il

CD

I am trying to integrate our movie player code into our multi-tasking environment. The movie
playing code, which is based on the playstr code that I got from the BBS, works just fine when it
is called as a subroutine from the main program. It defines a callback for the DCTout completion
and everything moves along just fine. When | move the player into a separate thread everyting
works up to the point of getting the DCTout completion callback. The program hangs waiting
for the callback routine to be called.

btw, we can create vbl callback routines which work just fine under out multi-tasking system.
My first question is this: are the DCT callback routines exactly the same as the vbl (root counter)
callback routines? IF not, what is the difference? If they are, why would they not work when our
multi-tasking system has been addedto the mix???!!!

HELP!

borden

4/13/95 11:37 AM

Sound in str files The Sequel
Joe J. Alemanni

CD

We are another voice in the chorus expressing our desire to get more information about how to
use MOVCONYV or MOVPACK to weave our XA audio into our video streams. The error
messages from the tools don't give us enough clues.

4/13/95 4:49 PM

Re: CD emulator

Christopher Deel

Mark Beardsley

CD

Yes it did help! Thank you!

I am now having trouble reading files from the CD. Are there any tricks | need to know?

4/13/95 11:56 AM

Re(2): Building a CD image

Christopher Deel

CD

Administrator

To build a cd, you have to run the cdexec.cpe file after running snpatch.cpe and resetps 1. Rcube
is a bad example because it was built with lib2.0 which does not need the snpatch.cpe. So it can
run with a resetps 0.

------ Can you give us a good example. Complete with a BAT file that goes all the way from
compile to running on the CD Emulator?



4/13/95 12:34 PM

Re(3): Building a CD image
Mark Beardsley

CD

NEWCD.BAT 1K

CD Creation

Here is a batch file that will compile a MAIN.C program, build a CD image, and boot it.
Examine the commands (the paths may need to be altered based on your setup). When BuildCD
runs, it will give a couple of warnings, but it should work ok. | found this procedure mainly by
trial and error, but it seems to work. Hope it helps.

4/13/95 5:26 PM

Reading from CD

Christopher Deel

CD

BillE"Angus" Guschwan

I am having trouble reading files from the CD. Here are my Examples. Any suggestions?
/*************************************************/ #InC|Ude <SyS/typ€Sh> #|nclude <||betch>
#include <libgte.h> #include <libgpu.h>  #include <libgs.h> #include <libsn.h>

/*
*/ initSystem() { PadInit(0); GsInitGraph(320, 240, 0, 0, 0); GsDefDispBuff(0, 0, 0, 240);
GslInit3D(); }

/* TestCDFile ~
------------------ */ void TestCDFile(void) { int fd; inti; char *fname ="sim:TEST.TXT;1"; fd=
open( fname, 1); printf("fd = %d\n", fd); for (i=0; i < 11000; i++) pollhost(); }

/*
*/ main() { inti; initSystem(); /* grobal variables*/ printf("Main\n\n"); for (i=0; i < 11000;
i++) pollhost(); TestCDFile(); while(1){ pollhost(); }}

/*********** program Output ******************/

Psy-Q Message buffer test program - press a key to exit

ResetCallback: 96 _remove .. TYPE : 6 free button or flying-V form PS-X Control PAD Driver
Ver 3.0 Main

fd=-1

/******************* CD Map Flle kkkkkkkkkkkkkkkkkkkkk /

= Generated Map File CD.MAP =

Leadin 0 XA

Empty 00:00:00 1350 PostGap 00:18:00 150
Track 1 XA Pause 00:20:00 150 TrackDef
SystemArea 00:22:00 16 O PrimVol 00:22:16 1 16 TermVol
00:22:17 1 17

Lpath 00:22:18 1 18 OptLpath 00:22:19 1 19 Mpath
00:22:20 1 20 OptMpath 00:22:21 1 21 Dir() 00:22:22 1
22 File(PSX.EXE)  00:22:23 13 23 00:22:22 04-13-199517:01:52 26624 Forml
D:\BBALL\TEST\TEST.EXE File(MADO.TIM) 00:22:36 6 36 00:22:22 02-08-1995
14:49:10 10304 D:\BBALL\TEST\CDFILES\MADO.TIM  File(MADO.TMD)

00:22:42 1 41 00:22:22 02-08-1995 14:49:10 1712
D:\BBALL\TEST\CDFILES\MADO.TMD  File(TEST.TXT) 00:22:43 1 42 00:22:22
04-13-1995 16:13:36 28 D:\BBALL\TEST\CDFILES\TEST.TXT EndTrackDef
Empty 00:22:44 300 PostGap 00:26:44 150



LeadOut 2 XA Empty 00:28:44 500

4/13/95 5:03 PM
Re(2): CD emulator
Scott Berfield

CD

There seem to be severe limits on the numbers of files in a directory on the CD. If you seem to be
able to load some but not all of your fies, try splitting them into subdirectories. 35 files per
directory seems to work.

-sb

4/13/95 9:38 AM
Sound in str files
Mark Beardsley
CD

Could you please explain the procedure for embedding XA-PCM sound into a str file? The
windows help file for MOVCONV/MOVPACK is very cryptic. Is there any documentation for
it beyond this? | have an uncompressed avi (that i can convert to an str and play), and | have an
xa audio file, but I can't seem to get them merged. Do | use Movconv or Movpack or some
combination of the two? Also, if | have an avi with audio included, can | use that somehow?
Finally, is it best to address questions to Administrator, Angus or Unni?  Thanks.

4/14/95 1:.00 PM
Re: Sound in str files
Buzz Burrowes

CD

I've successfully interleaved XA audio with strs. | probably can't answer all of you questions,
but I can describe the process I've used and that | have actually seen work.

Uncompressed AVI WITH audio: Not only does the AVI need to be uncompressed, but the
audio needs to be 16 bit. I've successfully generated an STR using an uncompressed AVI with
16bit,44.1k, stereo audio as input with MovConv.

Interleaving with an existing STR: I've created 44.1k, 16 bit stereo audio (in WAV format) and
converted it to XA using MovConv. (BTW: MovConv is MUCH faster at doing XA conversion
than RAW2XA on the MAC!)

- specify your WAV file as the input. - be sure to select .wav from the "Format" drop down
menu. - enter an ouput file name. - select xa from the "Format” drop down list. - select the
"Detail" button and specify the desired output format. (37.8 /7 18.9 / stereo / mono) - click the
>> putton and your off!

Now, to interleave into an STR...

- select "Interleave Video with Audio” from the "Convert" menu. - specify you str file name. -
select str(MDEC) from the "Format” list. - select "Video with Audio” from the "Type" box. -
select the correct "Frame Rate" and "# of Channels" (I've been using 15fps and
1(150Sectors/Sec)) ( this should be the same as when the str was created) - enter the name of
your XA file in the Audio section. - be sure the Freg. and Type buttons are set correctly. (I've
been using 37.8 and stereo) - enter an output str name - select OK!

NOTE: I have had some odd problems that SEEM to have to do with trying to interleave audio
with an STR that already has audio interleaved. | stay away from that now! | have clean strs



and then interleave.
I hope some of that helps. Again, I'm not saying these are the only methods that work... these
are just the methods I've used successfully!

4/15/95 10:43 AM
Re(2): Sound in str files
Mark Beardsley

CD

I tried the method suggested here, and I still get various error messages from MOVCONV
when | try to interleave the audio. Usually it claims "Frame XX is too Large, It must be less than
X sectors.”, at which point it causes a "General Protection Fault" or simply crashes Windows.
This seems to occur at both 15fps or at 30fps. | can build and play movies fine as long as | stay
away from using audio. Does anyone else seem to have this problem?

4/17/95 3:02 PM
Using CDGEN
Mark Beardsley
CD

I have found some strange things in trying to use CDGEN to burn a disk. | have been able to
complete all the setup tests in CDREC, so | believe that my hardware setup is ok. However...
1) we have been told to use only 71 minute disks (others are not supposedly reliable), but the
CDGEN program only allows us to select 18, 63, or 74 minute disks. This seems strange.

2) each time we add files to the disk (in the directory mode), a window appears with a title of
"Warning & Error Message", but there is no text in the window. Does this mean it is ok (i.e. no
error), or is the error text missing for some reason?

Also, I'm assuming that the disks we burn can be booted in the black cd rom drive attatched to
the development system. Is this true or do we need to wait for a debugging station to test the
disks? And when will the debugging stations become available? | believe we will need a few
for E3. Thanks.

4/17/95 9:11 AM
Sound in str files
Mark Beardsley
CD

Using MOVCONV, | have taken an uncompressed avi with audio (44.1K,16bit) and generated
an str file (15fps). It seemed to be processed ok (at least MOVCONYV didn't complain, and
seemed to realize that there was audio there). However, when | try to play it (using playstr), it
just crashes. So...
1) Should this use the 15fps or 15fps(2ch) selections for the output details in MOVCONV? | tried
both, with identical results. 2) Does there need to be additional code in playstr to handle the
ADPCM audio? The docs seem to say that the audio data will be routed "without processor
intervention”, but this seems too easy. Isn't there at least some initialization stuff that needs to
be done? If so, what is it?
I'm sorry to keep bringing this up, but | need to get this working right away to have all my stuff
ready for E3.

Thanks.




4/17/95 12:01 PM

CD: Need access to the CD folder
Thomas Engel

CD

Hi, this is thomas of LucasArts. We need access to the CD folder, if there is any tool - software
to use with the emulator, because we seem to have a software problem with our CD emulator
we got abut a week ago. After installing the BIOS and starting CDDISK -n <SCI-ID> we got the
error message: 'SCSI error reading disk sector per track. error 0x300' Does anyone know what to
do about this? Thomas

4/18/95 12:24 PM
Read Data from CD?
Christopher Deel
CD

CDTEST.ZIP 3K

CD Creation

/************************************************************************ CD Read Test SO Far I haVe
been unable to get CD reading to work. Here is my test  project. If anyone has any suggestions
let me know. Christopher Deel
*kkkkkkkkkkkkkkkkkkkkkkkkkhkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkkk /

#include <sys/types.h> #include <libetc.h> #include <libgte.h> #include <libgpu.h>

#include <libgs.h> #include <libsn.h> #include <libcd.h>

#define MAXSECTOR 256 #define NSECTOR 32

#define Cmarker() printf("#%d ", _LINE_ )

CdIFILE fp; CdILOC pos; int mode = CdIModeSpeed; int nsector; static u_long
sectbuf[2][MAXSECTOR*2048/4];

/*~~ */ void DumpMemory(unsigned char *data, int
lines) { intn; printf("\n"); while (lines--) { printf("%08x: ", data); for (n=0; n < 16; n++) {
printf("%02x ", *data); data++; } printf("\n"); }}

/* Test2 ~
---------- */ void Test1(void) { 7/ char *file = "cdrom:\\TEST.TXT;1"; // char *file =
"//PSX.EXE;1"; char *file = "PSX.EXE;1"; inti,cnt, ipos; intresult; printf("Testl\n");
CdInit(0); 7/ CdInitFileSystem(); // This causes Vsync timeout CdSetDebug(2); Cmarker();
CdSync(0, &result); result = CdSearchFile(&fp, file); printf("Search = %d\n", result);
Cmarker(); if ((nsector = (fp.size+2047)/2048) > MAXSECTOR) nsector = MAXSECTOR;

// nsector = MAXSECTOR; /* for debug */ CdControl(CdlISetloc, (u_char *)&fp.pos, 0);
Cmarker(); CdRead(nsector, sectbuf[0], mode); Cmarker(); while ((cnt = CdReadSync(1, 0)) >
0){// printf("Reading(1) ...%d Sectors\n", cnt); i++; } DumpMemory((unsigned
char*)sectbuf[0], 10); Cmarker(); }

/*
*/ void Test2(void) { int fd; inti; char *file = "cdrom:\\PSX.EXE"; printf("Test2\n");
Cmarker(); CdInit(); CdSetDebug(2); Cmarker(); fd = open( file, 1); // program hangs here
printf("fd = %d\n", fd); }

/*
*/ main() { inti; printf("Start\n"); Test1(); Test2(); printf(" The End.\n"); while(1) {
pollhost(); }}

/* Program Output === */ Psy-Q
Message buffer test program - press a key to exit

Start Testl #65 CdlSetloc... CdISetmode... CdIReadN... CdIPause... CdlSetloc... CdlSetmode...
CdIReadN... CdlPause... CD_newmedia: sarching dir.. 00000016,0001,0001, CD_newmedia: 1 dir




entries found Search = 0 #69 CdlSetloc... #77 CdlISetmode... CdIReadN... #79 80085ad0: 00 00
00 00 00 00 00 00 00 00 00 00 00 00 00 00 80085ae0: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00
80085af0: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 80085b00: 00 00 00 00 00 00 00 00 00 00
00 00 00 00 00 00 80085b10: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 80085b20: 00 00 00 00
00 00 00 00 00 00 00 00 00 00 00 00 80085h30: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00
80085b40: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 80085b50: 00 00 00 00 00 00 00 00 00 00
00 00 00 00 00 00 80085b60: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 #86 Test2 #99
CdIReset... #102
/* CD.CTI */ Disc CDROMXA_PSX
MapFile cd.map CatalogNumber 0000000000000  LeadIn XA  Empty 1350  PostGap
150 EndTrack

Track XA Pause 150  Volume ISO9660  PrimaryVolume Systemldentifier

PLAYSTATION Applicationldentifier PLAYSTATION Hierarchy
XAFileAttributes Forml Data File PSX.EXE Source PSX.EXE
EndFile EndHierarchy EndPrimaryVolume  EndVolume  Empty 300

PostGap 150 EndTrack
LeadOut XA  Empty 500 EndTrack
EndDisc
/* Makefile.mak */
Prog = test
.C.cpe: ccpsx -comments-c++ -O -X0$80080000 $*.c -0$*.cpe,$*.sym
.cpe.exe: cpe2x $*.cpe
Hmmeeee Main Target ----- all: cd.map
cd.map: cd.cti $(Prog).exe copy $(Prog).exe psx.exe - buildcd -1 -m cd.cti -s3:1 dir *.exe RUN:
batcmd printtime resetps 1 run /w10 c:\psx\cd_utils\selemu run /w10
c:\psx\patch\snpatch run /w10 c:\psx\cd_utils\cdexec - messl - tee testmess > output.txt # -
dbugpsx -messl Partition: cddisk -n 3

4/18/95 10:22 AM
Re: Using CDGEN
Unni Pillai

CD

Ignore the warning message window, also ignore the fact that CDGEN allows 18,63,74min CD's
(you can burn those CD's right now, but eventually for the mastering process and production
runs you would need to burn on 71 min CD-R). Good Luck...

4/19/95 6:46 AM
access to emu etc.
Andrew Summerfield
CD

Could you please give me access to the EMU and CDEGEN sections Thanks.
Andrew

4/19/95 6:45PM

CD switching between data and audio
scott s. patterson

CD



After | do CdRead calls | can only get CD-DA audio to play if | do the CdInit call before my
CdSetMode and CdPlay commands. What does a CdRead call do to inhibit CdPlay calls??
- Scott Patterson

4/19/95 3:16 PM
Re: CD Times
David R. Sullivan
CD

TEST.OUT 4K
CD Creation
The Attached file has a report generated by a CD seek test

4/20/95 10:45 AM
MovConv problem
Dean M. Grandquist
CD

OK, I can get playstr to play the example.str from memory. But when I try to convert an
uncompressed AVI to str(MDEC) format one of three things happens. Windows slows down
and is almost impossible to exit. The application crashes with a General Protection Fault or It
seems to finish processing the file and | exit fine. When it seems to process the AVI fine, the
STR file | get crashes playstr(). What am | doing wrong? Is there any way | can get the .AVI
that was used to make example.str? Is this going to be addressed on the 24th?

frustrated.

4/20/95 12:16 PM

Re: Read Data from CD (Works)
Christopher Deel

CD

CDTEST.ZIP 15K

CD Creation

I managed to get CD reading to work As long As I use the Low level calls.
I could not get open() to work.

I have included my project in case it is helpful.

Chris

4/20/95 1:12 AM

please give me access to EMU & CDGEN
Alex Dommasch

CD

Please give me access to EMU & CDGEN.
Thanks, alex

4/20/95 4:54 PM



Re(3): Sound in str files
Noah J. Stein
CD

I just determined a couple of hours ago that the MDEC stream has to be version 3; version 2
will not work. Be sure to set the sound parameters identically on all dialogs. My only problem
now is finding source for playing version 3 streams. Anyone?

4/20/95 12:42 PM
Update CD not working
Mark Beardsley

CD

I'm still unable to get UPDATECD to work properly. I can use BUILDCD to create a working
image (along with a map file). If I simply recompile my PSX.C file and produce a new .EXE file,
and then tell UPDATECD to update the image, UPDATECD will tell me correctly that only one
file has changed and will claim to have updated the disk image correctly. However, the new
image will not run. This occurs even with the new 1.5 release of the EMU stuff. | can get a
usable disk image back by running BUILDCD again. Has anyone been able to use UPDATECD
effectively? Oram I just an idiot?

4/20/95 4:57 PM

Re: MovConv problem
Noah J. Stein

CD

| have been unable to convert an AVI file to STR. | have had to convert to individual TGA files
and then to TIM's. I'm running MOVCONY on a Pentium and it slows to an absolute crawl for
30 minutes when | make our streams, but it works.

4/21/95 6:29 PM
Making Playstation master disc
Administrator

CD
Here are general notes on making a Playstation master disc. Comments?
Angus

Special notes for PlayStation master disc creation 1. IDs for Master Disc 1) License
Data -> Please use "License Data File" (floppy disc) 2) System ID / Boot
environment -> Those have to be settled in programs -> As for 1) and
2), if it can boot, that means the disc can be clear those checkings. 3)
Disc Name -> Product number "XXXX-xxxx" issued by SCEA/SCEE Disc creation
date/time Copy Right holder Producer Name
Area Code -> "A" for USA/Canada "E" for Europe (Capital letter)
->0On CD-ROM generator, read "ccs.file", click "Layout” command in left upperhand
corner of the screen, click "Master" command in right lower hand corner of the screen.
Then the window where abovementioned 5 items can be input is opened. 4)
Memory Card File Name ->Top 12 byte -> BEXXXX-xxxxx for SCEE

BAXXXX-xxxxx for SCEA (Comment to SCE groups)



XXXX-xxxx part is the software title's Model No. As for the Model
No., we'll send separate fax. 2. Other comments
(Especially on memory card) 1) On Screen Display for Memory card is all right?

2) Memory card can be formatted? 3) Process and its display in the case there is no
enough space for memory card is all right? 4) Process and its display in the
case Memory card is not inserted is all right? * Since PlayStation is designed under
the policy that the memory card CAN be inserted or removed even during game playing,
2), 3) and 4) have to be checked every time just before saving and loading. * Please
settle reconfirmation stage in the formatting process such as "Do you really want to format
this memory card? Yes?/No?". Please do not let the program start formatting just after
choosing "Formating" without asking it's reconfirmation. It is for avoiding the risk of
re-formatting cards and erasing data by any un-intended reason such as a small electric
shock etc. 3. When writing Master CD-R - Please choose normal speed. (Not
double speed) - Please verify the disc. That means please check the data on the

disc with its original data on hard disc. -> Please use CD-ROM generator
for the check. 4. Other rules - When data volume is less
than one minute -> Please add dummy data and make the total data volume
volume more than one minute. - Please make each Track more than 4
seconds. - All the DATA track have to be in No.1 track. - Since noises might
also be generated in the case that CD-DA data with header is convereted on
writing CD-R, please use CDDA data without header. -> As for the method of
omitting header, please follow SCE suggestion. 5. Treatment on read error
judgement and read error - Please use Library ver 3.0 for the process.

Best Regards,

1. (From) Thereis a bug to report with the Master information as mentioned in Step 1. If
you modify the Area Code to 'J' and save the .CCS file, then the 'J'  will not be there after
reloading the .CCS file.

(Reply) According to our engineer. It's not a bug. It's a part of features. Area Code cannot be
saved. Please input Area code every time before mastering. Since CCS file is not dedicated to
PlayStation, additional data dedicated PlayStation format cannot be added into CCS. Our
engineer knows it's a little inconvenient.

2. (From ) Why must we choose normal speed (Not double speed) as in Step 3? We have run
tests here with double speed and had no problems. Also, wouldn't any problems be caught in
the verify step?

(Reply) Double speed writing often causes Read errors. The most frequent symptom is ADPCM
sound interrupted.

3. (From) Step 4 mentions using "CDDA data without header.” Please explain this statement
and detail the SCE suggestion as to how to achieve this. Our CDDA data has no header that we
are aware of...

(Reply) Some sound format such as AIFF has header part. Then the header is often read as a
part of sound data and causes noises. That means 16 bit straight PCM data is most favourable.
In order to avoid abovementioned problem, we'd like to suggest:

For Mac user, Sound Designer 2 format For PC user, WAVE format

4. (From) I do not understand Step 5. Could we receive more information about what process
we should be using Library ver 3.0 for?

(Reply) Retry function is newly added into our Library in Lib ver 3.0 and our engineers would
like to recomment to use the Retry function. In previous version, even in read error, program
didn't retry.

4/21/95 7:10 PM
Loading CD Data & CDDA
Administrator



CD

Looks like people have problems with playing CDDA on emulator after doing CDReads. CDDA
would not play after the reads. Weird huh?

So, please call the SpuSetCommonAttr() with the CDMix set after you do the CDReads. It seems
to work.

Let me know if it fails.

Angus

4/21/95 9:35 AM

Re: Using MOVCONYV with sound
Mark Beardsley

CD

One more note regarding my previous message.

The Version 3 MDEC option seems to work, but the conversion process takes much longer, and
it seems to have problems maintaining the frame rate (frames get dropped). It also appears to
create more glitches in the output video. There are occasional glitches using Version 2, but they
are rare.

It would seem that version 3 has no advantage over version 2. | had heard that the image
quality on 3 was supposed to be better, but | haven't seen that.

4/21/95 11:52 AM
Debugging Station CDs
Mark Beardsley

CD

We just got in a couple of Debugging Stations (the blue looks pretty cool). The station can play a
Ridge Racer disk fine, but.... It doesn't want to play a disk that I've burned myself. My disk will
boot fine from the black CD drive hooked to the development system, but on the Debugging
Station it just hangs on the Sony Computer Entertainment Logo Screen. Is there something
special that the disk needs in order to run on the Debugging Station? | thought that if it played
on the Black CD drive that it should be ok.

4/21/95 T7:11 PM

Re: Update CD not working
Administrator

CD

Martin Day will be here next week. I will try to do a BBS private conference with him next week.
Get your questions ready. Also come Monday to the Game Develepers Conference.

Angus

I'm still unable to get UPDATECD to work properly. I can use BUILDCD to create a working
image (along with a map file). If I simply recompile my PSX.C file and produce a new .EXE file,
and then tell UPDATECD to update the image, UPDATECD will tell me correctly that only one
file has changed and will claim to have updated the disk image correctly. However, the new
image will not run. This occurs even with the new 1.5 release of the EMU stuff. | can get a
usable disk image back by running BUILDCD again. Has anyone been able to use UPDATECD
effectively? Oram I just an idiot?




4/21/95 2:12 PM

Re: Debugging Station CDs
BillE"Angus" Guschwan
CD

LICENSEJ.DAT 28K

CD Creation

Hey Mark,

Thanks for the posts on streaming.

Getting a CD to work on a Debugging station needs additional information added to the
System area, specifically licensej.dat. You won't see this on the black cds because on a Mac or
PC they won't show what is in the system area. The rules are at the bottom of this link.

If you only get the SCE logo, and you do not get the black PSX logo, it means you did not add
the licensej.dat file and did not specify "J" as your country code. It hangs on the Gold SCE if you
don't add this.

If you make it to the black PSX;, it means then that there is a problem in your code, like you left
in a pollhost or PCRead or something.

For E3 we have Japanese debugging stations, so you must use licensej.dat and the letter J. Later,
for the US machines, you need to use the letter A and the license.dat for America. You need to
wait on that. Sound good?

To make debug station cds, you need to use CAGEN but first:

1) Get rid of PCread, pollhost, etal 2) Link with 2mbyte.obj 3) Do a cpe2x on the .cpe file

GOTO CDgen: 4a) Add files to the CDGEN. Use the insert key in the Directory window of
CDGEN. 4b) Choose correct file type for XA stuff. Use Mode 2 Form 1 for game data. Use Mode
2 Form 2 for XA files. Use the File Type button to set it for each file. Standard file is Mode 2
Form 1. 5) In Additional Information button dialog of Volume panel of CDGEN, set System
Area File to the path of your company's license.dat file. For example, c:\cdgen\licensej.dat 6) In
Master button dialog of Layout panel of CDGEN, set License Area to J if you have a Japanese
debug station. If you have an American one, set it to A. If it is European, set it to E. 7a) Set the
minutes to 74 minutes. You should use 71 minute media. 74 minute might work but we don't
support it. Use it at your own risk. Using 74 minutes is weird for a 71 minute cd. Oh well, you're
getting paid right? 7b) Hit RECE button. Double speed record should work OK. 8) Always
Verify after you bake a disc. It is that easy.

Angus

PS: We need to get you the license.dat file. I know. Bug your Account Executive for it. PSPS:
Note you will not see the license.dat file on final discs because it is stored in the system area.
System area is in the leadin area and you don't look at the leadin area.

4/21/95 6:.04 PM
>1Gbyte Emulator Fix
BillE"Angus" Guschwan
CD

Greetings

We have found a problem with the image build tools with hard drives >1Gbyte (this is the
problem that Angus reported to me when | saw him in America a few weeks ago). The problem
is in the image build programs and there should be new versions on our BBS by the time you get
this.

In the process of looking for this bug | found a small bug in the emulator code that would make
it impossible to seek to 1 sector in 65536 (a carry wasn't being propogated). This has been fixed



in versions 1.5 /7 2.5 now on our BBS in CDBOOT15.ZIP

4/21/95 6:.04 PM

What Hard Drive for Emulator?
BillE"Angus" Guschwan

CD

We have recently had an American developer contact us about the hard drive he should use
with the PSX CD emulator. This is the reply I sent and IMO this is what you should pass on to
other developers who ask :

You can use any modern SCSI drive as long as you have cd emulator boot code 1.3 or later
(current is 1.5). If the drive performs a thermal recalibration that breaks the data flow for a long
time then your program will see what appears to be a cd read error and the normal recovery
sequence should occur. If for some reason you need to be absolutely clear of these errors then |
would recommend any of the Micropolis hard drives with the AV designation, e.g. 3243AV.
Unless you are trying to develop your own fmv streaming code | would think it unlikely that
you'll need an AV drive.

If anyone has any questions or points to raise about this then please let me know.

4/21/95 6:.00 PM
About CDboot 1.4
BillE"Angus" Guschwan
CD

This version fixes a bug that was stopping file access to a disc containing cd-rom or cd-rom XA
together with audio tracks.
The distinction between v 1.4 and v 2.4 is the same as between 1.3 and 2.3.

4/21/95 9:30 AM

Using MOVCONV with sound
Mark Beardsley

CD

I have MOVCONYV producing usable movies with sound now (much thanks to Erick S. Dyke)!!
Since some people are still having trouble, maybe I can provide some info.

This example assumes creating a 15fps movie (24bit). Step 1. Use MOVCONV to create an str
file from an uncompressed avi file. a) in MovConv specify the input file name. b) specify input
file format as avi (uncompressed) c) specify the output file name d) specify the output file
format as str (MDEC) e) specify the detail parameters as follows: Enable Easy Setting

Disable Audio in Output Type Set CD-ROM speed to Double Use MDEC image version 2
set frame rate to 20 (yes 20, not 15 !! this will leave space for the audio later) f) click on center
button to start conversion

Step 2. Use MOVCONYV to create an XA file from Wav file a) specify the input file name b)
specify the input file format as wav c) specify the output file name d) specify the output file
format as xa e) specify the detail parameters as folllows: use 37.8 Khz and Stereo (other
settings probably work also) f) click on center button to start conversion

Step 3. Use MOVCONV to combine the audio with video (creating a new str file) a) from the
convert menu, choose Interleave Audio with Video b) specify the input video file name (the str



file created in step 1) c) specify the input video file format to str (MDEC) d) Enable Video with
Audio e) set CD-ROM speed to double f) set frame rate to 15fps (Yes, now use 15) g) set #of
channels to 1(150sectors/sec) h) specify the audio file name (xa file created in step 2) i) specify
audio parameters the same as used in step 2 (37.8khz and stereo) j) specify the new output str
file name (do not use same file name as step 1 str file) h) click ok.

You will then have a file which can be played by the PLAYSTR example.

Special Note: When using a movie with audio, make sure that in your cd CTI file that the str file
uses XAsource, not just source for the str file. If the movie has just video, use source. Don't
ask me why, but that's the way it works.

Hope this is useful to someone. If people have trouble, let me know, I'll try to help if I can.

4/21/95 7:12 PM
Re: Using CDGEN
Administrator
CD

If you add the licenseh.dat to the System Area, the warning should go away.
Angus
Use 74 minutes for 71 minutes is still weird. Accept it.

I have found some strange things in trying to use CDGEN to burn a disk. | have been able to
complete all the setup tests in CDREC, so | believe that my hardware setup is ok. However...
1) we have been told to use only 71 minute disks (others are not supposedly reliable), but the
CDGEN program only allows us to select 18, 63, or 74 minute disks. This seems strange.

2) each time we add files to the disk (in the directory mode), a window appears with a title of
"Warning & Error Message", but there is no text in the window. Does this mean it is ok (i.e. no
error), or is the error text missing for some reason?

Also, I'm assuming that the disks we burn can be booted in the black cd rom drive attatched to
the development system. Is this true or do we need to wait for a debugging station to test the
disks? And when will the debugging stations become available? | believe we will need a few
for E3. Thanks.

4/22/95 3:53 PM
BS Files Correct?
Borden Covel I
Art Tools

Is there anyone out there who is using Movie Converter to generate BS files? If so, and you think
that the files are being produced correctly, please let me know. I'm having a problem with all of
my BS files and would like to know for sure that the problem is not in the movie converter tool.
thanks!

4/24/95 2:34 PM

Can't read cd-emu files anymore
Alex Dommasch

CD

Last week, everything was going great. | was reading files from the CD-emulator with no
problems. This week, | started up right where | left off, and whole thing is being flaky.
So exactly what is the recommended procedure for reading off the emulator?

What was working last week was:



_96_init(); . . . f = open("cdrom:filename.ext"); read(f, buffer, 2048); close(f);

Now it hangs on the _96_init(). Is there something wrong with how I'm
doing things? | am using the 3.0 Libraries.

Thanks for any help alex

4/24/95 9:40 PM

Re: Update CD not working
Alex Dommasch

CD

I, too, am having bad luck with updatecd. It was working fine when | had just a few files, but
now it causes problems. Just out of curiosity, one time after running updatecd, | ran cddisk and
looked at the contents of my partition - the first time I tried this it took about a minute, and
came back with an error - | tried it again and the file list came up fine. Updatecd is doing
something really screwy to the system. I've resorted to running buildcd every time. (This is
EXTREMELY TEDIOUS!)

Another related point is how buildcd and updatecd always return a nonzero exit code, making
them useless in makefiles. (Psymake presumes a nonzero exit code means an error and it
quits.)

alex

4/25/95 5:11 PM
UpdateCD
Thomas Boyd

CD

Some people have been having problems getting UpdateCD to work correctly. I am working
with UpdateCD right now. For updateCD to work correctly, the replacement files must be
exactly the same size as the original files. To ensure this will be the case, you can pad your
original files you expect to change in size by using MINSIZE when you buildCD (in your .CTI
file). Choose MINSIZE to be the maximum size you expect the file in question to ever be.
This may not answer all of the UpdateCD problems, let me know  Tom Boyd

4/25/95 6:24 PM
Access to folders.
Dean M. Grandquist
Administrator

I need access to EMU CDGEN folders. We have purchased 3 emulators.

4/26/95 9:30 PM
MovConv 2.0

Dean M. Grandquist
CD

Hi, Where can | get the latest version of Movie Convert? All | have been able to find is the
update to 1.9e and that doesn't have all the required files for installing it.



Is there a newer version than 1.9e? We purchased a few art boards but received no movie
converter.

4/26/95 1.23PM

Re: Movie Converter Redux
Mark Beardsley

CD

Have you made sure that your source avi does not have either audio already in it, and that it
does not have an "alpha” channel (whatever that is). Either one may screw up the conversion
process. Also, I am having a problem with an str that is especially large. | think it may be a
problem on my end, on the other hand, it may be movconv. Try a short avi first (about 20
seconds).

4/26/95 6:08 PM

Re(2): Movie Converter Redux

Joe J. Alemanni

Mark Beardsley

CD

Thanks for the quick response Mark,

Your question tells me that your conversions are not starting from RAW RGB frames as are
ours. We start with Raw RGB files and create audioless .STRs and then attempt to interleave the
audio. | have discovered the VFD tool to create .AVI files, which | will test tonight.

We also discovered today, that "Raw RGB" format from Debabelizer is not the "Raw RGB"
format required by Movie Converter. Movie Convertor didn't complain about the fact that
Debabelizer Raw RGB prefaces the pixel data with 12 bytes of info including the height and
width. As Debabelizer is such a commonly used tool, we were surprised that Movie Converter
didn't work right (output BSs or STR frames were created that caused the rightmost 4 horizontal
lines of pixels to be appended to the left side of the frame). DeBabelizer is great in its ability to
automate the conversion we go through with source art.

This should not be so difficult!

Thanks, Joe Alemanni

4/26/95 5:16 PM

UpdateCD problem #2 (solved)
Thomas Boyd

CD

ROTTEN.CTI 1K

CD Creation

If you use CCS2CTI to make your CTI file (as | did in Monday's demo), BuildCD will function
properly, but UpdateCD will not work correctly. The problem has something to do with
UpdateCD's interpretation of "XA Model, data" files. It treated my .STR file (which contained
no interleaved sound) as if it had interleaved sound.

solution: Edit the .CTI file before BuildCD to refer to "standard" data files as Model, not XA
Model data. | am including two files with this to demonstrate the changes. The first is the rotten
.CTI file, and the second is the working .CTI file. Both files are designed to work with that
spaceship demo | showed Monday which you all should have with your development goodies.
(you may have to shuffle directories a bit).




4/26/95 10:04 AM
Re: UpdateCD
Thomas Boyd

CD

Ooops, that is MinLength, not MinSize  Tom

4/26/95 11:34 AM
Movie Converter Redux
Joe J. Alemanni

CD

Using the step by step instructions presented both by Mark Beardsley and Buzz Burrowes, |
have tried interleaving audio and video using MOVCONYV a variety of ways without success.
The most obvious inconsistency is the number of sectors (fourth word) in the first header. It
shoud be around 10 and it's above 32K ($8042 to be exact). The high bit does not seem to signify
anything. Successive sector headers are similar to the first, including the sector counter.

Any ideas??

Thank you, Don Cherf Visual Integration, Inc.

As an aside, is there any way to foretell the final sector of an unknown length .str file?

4/27/95 12:05 AM
Sound in movies
Brian C. Lewis

CD

HELP! Has anyone been able to get movies streaming off of the emulator with sound? | have
been trying to get this to work and have no idea where my problem is, because there are so
many steps from AVI to building the CDEMU and no way to check the results other than it
crashes the machine.

If any one has gotten this to work could they post the steps in building the .str file and the .cti
file they are using to load it onto the emulator or any peice of those two.

frustrated-

4/27/95 9:13 AM

CD emulator locking up
Dave Berrisford

CD

I've been having problems playing movies using the emulator If | leave it running the reading
dies any time between 30 seconds and 4 hours . What happens exactly is that the strNext fails
to return as command received and CdRead? locks up if called to try and kick start the cd again
. This does not happen when running from a real cd so it is definitely an emulator problem.

4/27/95 7:15 AM
Re(3): Movie Converter Redux



Mark Beardsley

Joe J. Alemanni

CD

Everything I've done so far has been using AVI files straight from DOS Premier. | haven't
needed to worry about either RGB files or BS files, hopefully | won't need to. Sorry.

4/28/95 554 PM
CdRead

Dave Berrisford
CD

I'm having problems using CdRead after playing a movie (using streams). The first sector | read
is always garbage , this replaces the first sector | request rather than being before it . I'm getting
round the problem by doing a dummy 1 sector read , but I'd like to know if this is a bug or
whether I'm doing something wrong .

4/28/95 2:13PM
Access to EMU folder
Todd Blackburn

CD

| would like access to the EMU folder.
Thanks,
Todd

4/28/95 11:26 AM

CD reading & callbacks
Daniel L. Berke

CD

Hello all,

I've just started to fart around with the CD and, needless to say, | have a whole bunch of
questions...

(1) What is the difference between CdlSetloc vs CdlSeekL? (2) As far as | can tell, the
CdSyncCallback is called when a CdControl command completes, and the CdReadCallback is
called when a CdRead completes. What is the CdReadyCallback for? What does it mean for the
CD to be "ready"? (3) I'm currently using the SyncCallback and ReadCallbacks... however, they
seem to get called at times other than when | issue a CdControl or CdRead, perhaps by lower
level actions. What's going on? How can | be certain that the callback is being called as a result
of *my* seeks and reads rather than any internal ones?

Thanks for the info, Dan

4/28/95 4:45PM

CD CTI2CCS.EXE?
David R. Sullivan

CD

BillE"Angus" Guschwan



With lib 1.5, CCS2CTIL.EXE was included....for easy development, it would be nice to be able to
go in the opposite direction, from CTI to CCS (note: origional CTI file created from CCS).

The point is, | do not wish to have a 900E on my desk, after starting the initial CTI from CDGEN
--  would like to use BuiildCD until my product is ready to burn and then be able to transfer the
CTl into CCS format.

How can I do this? Is there a CTI to CCS converter? Docs on the CCS format??? etc.?

Dave Sullivan.

4/28/95 10:09 AM
access to EMU please
P. (Leake / Scharnberg)
CD

Sony folks -

We still don't seem to have access to the EMU directory. any chance somebody could grant us
access? we have three CD emulator systems.

- Brian LEake Viacom New Media

4/28/95 4.03 PM

Access to EMU and CDGEN
Gene Sewell

CD

Hi,

I would like access to EMU and CDGEN please!
Thanks

Gene Sewell Minds EYe Games

4/28/95 9:36 AM

interleaving a/v strms w/ MOVCONV
Don E. Cherf

CD

Thank you to everyone who has posted help msgs re: MOVCONYV and streaming data. I've read
all of it and have succeeded in getting a movie (without sound) to play using PlaysStr.
BUT! I have been unable to generate a stream with audio and video interleaved which works.
The resulting file does not even look close. The header of the first sector is always:

00 01 42 80 00 01 42 80 60 01 01 80 00 00 09 00
This will not work as | understand streams. This is what | am doing. (Perhaps something will
ring a bell with someone.)
(The version of MOVCONV | am using is 1.9e. | am not currently using MOVPACK. | tried with
No success.)
I am starting with 40 .rgb files and using MOVCONYV to convert them to a stream. | can view
this stream with no difficulty using PlayStr. (I modified the ConcatEncodedFile routine to
concatenate variable sector length frames as the frames were coming out 7 and 8 sectors long
using the 20fps setting.)
I have converted a 2 second .wav file to .xa format using MOVCONV.
Following the steps from Mark Beardsley, | tried interleaving the two. The file is absolutely



unplayable and begins with the header | mentioned above which implies the first sector is sector
#256 (0x0100) of 32834 (0x8042). Successive sectors have the same header.
I have tried Mark's suggestion of creating the first stream at 20fps and then interleaving at 15fps
as well as both streams at 15fps with identical results.
I also tried converting the .rgb sequence to an .avi file and then to a .str (using MOVCONYV for
both conversions). The .avi file looks valid through Media Player and the stream it produces
runs fine using PlayStr.
I have done perhaps 3 dozen tests with various setups and have no difficulty producing a valid
stream without audio, but have not yet created a working interleaved stream.

1) Is the above header example valid?

2) Should I be using .rgb files? (they produce a valid stream before interleaving)

3) Am | missing something obvious? or not obvious?

4) Is my .avi conversion valid?
Thank you for any help.
Don Cherf

4/29/95 449 PM
CDW-900E Troubles
David Foley

CD

We are trying to burn some CD's and our CD burner from Sony doesn't want to take the discs
we are putting in. It will flash the disk light for about 15 seconds and they stay off. We have
tried a number of disks. Has anyone had this problem?

David

4/29/95 8:40 AM

Re: interleaving a/v strms w/ MOVCONV
Mark Beardsley

CD

SAMPLE.CTI 1K

CD Creation

How are you putting the str files into your disk image.

The commands for including a str file with audio are different from thise for one without audio.
I've attatched a sample.cti file that shows both. Note the difference between the two str entries.
One uses the XAsource command, the other just Source. Give itatry.

4/30/95 6:15PM

File size > 512k from CD
Heather Barclay

CD

I am trying to read a file > 512k from the CD Emulator. | can read the first 256 sectors fine, but
the subsequent sectors are not read correctly. | am using a CdRead()/CdReadSync() loop to
read each chunk of data, with a maximum read of 256 sectors at a time. | have verified that the
sector sizes and the destination buffer addresses are correct. 1 am not getting errors reported.
After a CdRead()/CdReadSync(), where is the next CdRead() position? Do | have to manually
reposition the CD for each subsequent read? Is there up-to-data documentation on LIBCD? |



can't find any...
HB

5/1/95 12:33PM

Re(3): New CD Emulator blues
Dave Berrisford

CD

IOTEST.ZIP 23K
CD Creation
Here's a ZIP file with some OPEN & READ code that works.
Also in there is VERSIONS.TXT, so that you can make sure that all of your tools are the same
version numbers as mine. (RESETPS.EXE is version 1.03). I'm using LIBS 3.0
From power-up:- 1. RUN SELEMU.CPE 2. RESETPS 1 3. RUN SNPATCH.CPE 4. RUN
IOTEST.CPE
Make sure there is a PSX.EXE file in your active emulation partition.
Sometimes, it may need a couple of downloads to get it to work (?).
Hope this helps, Dave.

5/1/95 11:37 AM
Can | play too??
Dave R. Scheele
CD

Gee, everyone here seems to be having so much fun!! 1 finally got my CD emulator today, and
would love to join in. Can | have access to the EMU folder?

Seriously, would it be possible for someone to gather all the tidbits, code and examples in this
conference into a zip file and post it? It'd be great for beginners like me, we could learn from the
experiences of others without having to wade through all the messages ...

Dave

5/1/95 5:47PM

CD Questions
BillE"Angus" Guschwan
CD

Question #:

Q. 1. When do the events (CD) events occur ?

A. ‘'dataready' occurs when one sector of data is in the CD-ROM buffer.  'data end’ occurs
when the track ends.  ‘error’ and ‘completition’ after the command completes.

Q. 2. There are callbacks (CD-ROM ) CDSYNC, CDREADY, CDREAD, do they use the

events in question #1 ?

A.  Yes, events use callbacks.

Q. 3. If we use CD callbacks can we also use CD events ?

A. Well yes and no. Events are handled by a default event handler. When

you use callbacks you are supplying a routine to use in lieu of this default handler. It may
be possible to call the default event handler after your routine is completed, passing along

the arguments (unmodified) to the default handler.



Q. 4. Isthere a callback when a CD error occurs ?

A No.

Q. 5. Is there a way to wait for an event instead of just polling it ?

A.  No, but as a standard practice it's a good idea to put your error checking in the (CD)
callback.

Q. 6. Where on disk is the TOC ?

A.  We are still researching this answer, expect to have an snwer by the end of this week.
Q. 7. How can | tell the track type, i.e. data, CDDA, etc. ?

A.  The philosophy is that the system is to be used as a delivery system,

with known file types, so you as the creator of the CD-ROM disk should know the contents
of your disk ! and therefore no allowances have been

made to provide this level of functionality to the programmer.

Q. 8. How can I tell the the mode and form of an individual file ?

A.  Seethe answer to question number 7 above.

Q. 9. What happens if I try to read a CDDA sector using CDREAD() ?

A.  Asyou reported the system currently locks up !, it is undefined and

therefore returns garbage.

Q. 10. What is the proper conversion between sector numbers and time code on tracks other
than zero ?

Time code -> sector: (minutes * 60 + second ) * 75 + sector - 150.

. Can I access subcode of CDDA, sync info sector #'s etc. ?
No.
. Can directories be mode 2 form 2 ?
No, dirctories are mode 2 form 1 only.
Currently, mode 1 data tracks work fine. Will they be supported in the future ?
No, they will not be supported.
. What actually happens when a 63 or 74 minute CD write once media is used ?

The PSX has been optimized to use 71 minute media and although | know of at least one
occurance of 74 minute media being successfully used for debugging purposes, SONY claims
that the density ( bit) is not up to specifications. So the answer is that you may in fact get
unrelated CD errors from out of spec media.

Q. 15. What is the proper way to abort a CD function ?

A To reissue a CDINIT() function call. This will bring things back to a ‘power on' state.

Q. 16. What is the right name to find a file whose name is unknown ?

A This question falls under the same catagory as questions 7 & 8. But you may be able to
use the Firstfile() and NextFile() functions. | unfortunately was unable to find any
example code demonstrating this tho.

Q. 17. Do callbacks need to be reset every callback ?

A Yes.

Q. 18. FntFlush() some or all of the screen seems to be cleared - what is being cleared and when
’
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A From the question, if this is flickering problem, be advised to update both buffers that
the font is being renderd into.

Q. 19. Where is the CLUT in relation to font sprite ?

A It is 32 (decimal) below the bottom of the font sprite, in VRAM.

5/1/95 5:51PM
CDGen Font Bug
BillE"Angus" Guschwan
CD



> | wonder if you could pass this message (from one of our developers) on > to whoever deals
with CD-ROM generator bug fixes. > > ->When the 'REC' button is pressed, the dialog boxes
which > ->appear mess up the display. I'm running 0124*768 with large fonts.

It is a known bug about version 1.1. It dependes on a font size. Please set up the size of system
font into 16pixel.

We will fix this bug in the next release of CD-ROM Generator.

5/1/795 3:52 PM
UpdateCD
Thomas Boyd
CD

Many have noticed that updatecd does not work correctly with the emulator. SN Systems is
busy fixing it as you read this. If you NEED to make it work for the next day before it is
repaired, you can hack your way around the problems like so:

1. do buildcd with an image file (hooray! this means you have to have enough room on your
hard drive for the image)

buildcd -s3:1 -mtom.map -itom.img tom.cti

2. now when you updatecd, it will update the image and the disk file correctly (by forcing
image update, it works. Without image update, it fails)

updatecd tom.map

This bug will be repaired quickly, and I will post the updated version ASAP. Tom

5/1/795 10:42 AM

Re: New CD Emulator blues
BillE"Angus" Guschwan
Todd Blackburn

CD

I'll give you emulator access.
Angus

5/1/795 10:13 AM

Update interleaving chapter 2

Don E. Cherf

CD

Mark Beardsley

Here's some additional info.

WHen | use MOVCONV to create the first (video only) conversion to .str format, the sectors are
2048, which is in line with the documentation. When | then try to interleave the .xa file with this
.str file, the sectors become 2336 as if a subheader has bee added. This is a big reason why
PLAYSTR barfs. Is this correct?

Also, do we need to be running in CDROM emulation mode or should PLAYSTR be able to play
these interleaved .str files as they come from the PC into memory?

thanks Don

5/1/95 10:.01 AM
Re: CD CTI2CCS.EXE?
BillE"Angus" Guschwan



David R. Sullivan

CD

There is no CTI2CCS.exe. You can still use the CDGEN tool to make the CTI file, and then
cti2ces to convert for buildcd. You DON'T need a CDW900E for it. That is our recommended
way.

Angus

5/1/95 10:29 AM

New CD Emulator blues
Todd Blackburn

CD

I am trying to use my new CD Emulator and am having lots of problems reading data files from
the CD emulator. | have read the messages in this conference and have tried the solutions
presented, but none are working.

If 1 do a_96_init and try open/read, | can open the file, but my read fails. | have tried reading
all of the file in one read -- return status of -1; reading in blocks of 2048 -- some of the reads
complete, the number varies, but finally fails.

I tried using the low level CdSearchFile and CdRead, but I can't even get past the CdInit; it fails.
Some of the messages in the conference suggest that | need newer versions of the CD emulation
software tools, i.e. CDBOOT, BUILDCD, etc., but I don't have access to the EMU folder.

I am at my wits end. Please help. By the way, |1 am using a Micropolis AV 1.9GB drive.
Thanks,

Todd

5/1/95 11:06 AM

Re(2): New CD Emulator blues
Todd Blackburn

CD

Thanks for the quick reply. I really appreciate it.
Todd

5/1/95 853 AM

Working example of CD reading with callbacks
Borden Covel Il

CD

Does anyone have an example of code that reads from a file on the CD using the asyncronous
callback procedures? We would appreciate it if someone would post it to us!
Thanks, Borden Covel Il Visual Integration, Inc.

5/1/95 12:18 PM

Still Using Sound in MovConv
Mark Beardsley

CD



| posted directions for creating movie streams with audio a week or so ago. | have since found
a slightly easier way of doing this. And since several people still seem to be having difficulty
with it, | thought that another attempt might be helpful.

The video source that I'm using is an uncompressed avi file from Adobe Premiere. The audio
source is a 16bit WAV file.

This example assumes creating a 15fps movie (24bit). Step 1. Use MOVCONYV to create an str
file from an uncompressed avi file. a) in MovConv specify the input file name. b) specify input
file format as avi (uncompressed) c) specify the output file name d) specify the output file
format as str (MDEC) e) specify the detail parameters as follows: Enable Easy Setting Enable
Audio in Output Type Choose Audio parameters (choose the correct parameters for the
sound that will be added later) Set CD-ROM speed to Double Use MDEC image version 2

(don't trust version 3, it tends to drop frames) set frame rate to 15 f) click on center button to
start conversion
Step 2. Use MOVCONYV to create an XA file from Wav file a) specify the input file name b)
specify the input file format as wav c) specify the output file name d) specify the output file
format as xa e) specify the detail parameters as folllows: use 37.8 Khz and Stereo (or other
settings as specified in step 1, part E) f) click on center button to start conversion
Step 3. Use MOVCONV to combine the audio with video (creating a new str file) a) from the
convert menu, choose Interleave Audio with Video b) specify the input video file name (the str
file created in step 1) c) specify the input video file format to str (MDEC) d) Enable Video with
Audio e) set CD-ROM speed to double f) set frame rate to 15fps g) set #of channels to
1(150sectors/sec) h) specify the audio file name (xa file created in step 2) i) specify audio
parameters the same as used in step 2, part E (and step 1, part E) j) specify the new output str
file name (do not use same file name as step 1 str file) h) click ok.

You will then have a movie file, with audio, which can be played by the PLAYSTR example.
Special Note: When using a movie with audio, make sure that in your cd CTI file that the str file
uses XAsource, not just source for the str file. If the movie has just video, use source. Don't
ask me why, but that's the way it works.

Hope this is useful to someone. If people have trouble, let me know, I'll try to help if I can.
Answers to frequently asked questions : 1. No extra code is needed to play the sound. The
sound data gets routed automatically to the Audio hardware. 2. Movpack is not needed for this
at all. 3. The str file created this way cannot be played from memory, it must come from the CD
(or emulator).

5/1/95 9:26 AM

Update interleave w/MOVCONV

Don E. Cherf

CD

Mark Beardsley

Thanks for responding Mark, but I think you're way ahead of me.

I am referring to your message posted April 21 "Using MOVCONYV with sound.” You stated
you have MOVCONYV producing usable movies with sound which can be played using
PLAYSTR. | am unable to do even that. I've tried following your procedure with no luck, but |
do have some info which may (or may not) be useful.

The file which MOVCONYV produces for me is not usable by PLAYSTR. It is incorrect data
which PLAYSTR simply fails with. We did have some luck using 18.9khz and stereo instead of
37.8khz. MOVCONYV was then able to create an interleaved file. (This was at 15 fps.) Do you
have any ideas why 37.8khz doesn't work but 18.9khz does?

PLAYSTR is still unable to play the resulting file, but | was able to modify PLAYSTR to ignore
the sound data (it treats the entire file as video) and play the movie (w/out sound). It appears to
me (and you had the same question in one of your posts) that PLAYSTR needs to be modified
in order for it to play sound. Is that correct? Where do | look for those modifications?



BTW, the interleaved file which gets produced has the following format: the first frame is 10
sectors of video; the second frame is 9 sectors of video with one sector of audio tossed in at the
6th sector position - in other words V0,V1,V2,VV3,V4,AV5V6,V7,V8, where V is V stands for
video sectors (the digits represent the sector number found in the header) and A is the audio
sector. The frames then alternate: 10 V sectors for the 3rd frame, 9V and 1A sector for the 4th,
and so on. Does this sound correct? If so, how is it possible for PLAYSTR to know which is the
sound? My modification currently skips the audio sectors.

Thank you for any assistance.

Donald E. Cherf Jr.

5/1/795 10:38 AM

Re(2): CD CTI2CCS.EXE?
Thomas Boyd

CD

But you can use buildCD to output a ccs file using a cti file. The following works:

Buildcd -mtom.map -gtom.ccs -s3:1 tom.cti

This will take tom.cti, make an emulation image on SCSI drive 3, partition 1, output a map file
for use with updatecd (which is currently being repaired and updated by SN systems), and spit
out a corresponding ccs file for burning. Some older versions did not support this option, but
1.5/2.5 does.

5/1/95 9:20 AM

Re: CDW-900E Troubles
John Phua

CD

Hi David,

To make sure the system worked out ok before burning any CD's, | went through the "System
Setup" process as mentioned in the CD-ROM Generator manual. This will test the connection,
read, write and verification test. If this all goes well then the system should be ready to burn.
Also, what type of media are you using? | have only used the CD-R 71P (71 minute media).
Please let us know if there are still problems.

Thanks, John Phua

5/1/95 554PM
Streaming Transparent
BillE"Angus" Guschwan
CD

If you want to transparent back ground image out of MDEC , you must set the mode of
DecDCTin()

DecDCTin() has two arguments , first is the top address of input data , and the secound is the
mode.

the mode is 32 bit unsigned data , and the format follows.

bit0 output mode 0 16bit direct color 1 24bit direct color

bitl STPO 0 BGis TRANSPARENT1 1 BGisBLACK

STP is the MSB of color data , and if you set the STP the pixcel have the color even if the RGB



values of the pixel are all 0 (BLACK) .

5/2/95 3:19 PM
Update Ver 1.12
Administrator
CD

Please look in the CDEMU folder for the update version of 1.12

5/2/95 8:34 AM

Movie conversion and CDGEN Q+A
Thomas Boyd

CD

AV_INT.CTI 1K

CD Creation

The following are answers to a number of movie conversion, CDgen, and CD emulation
questions I have found over the last several days. An example CTI file for emulation using
interleaved audio video playback is attached. Tom Boyd

Q: What's the difference between MDEC 2.0 and MDEC 3.0 ??? A: MDEC 3.0 produces slightly
higher quality than 2.0, but is slower, resulting in reduced frame rate. It is usually recommended
to use MDEC 2.0

Q: Should I use movie converter at 15 fps or 20 fps if | plan to add in the audio later? A: If you
plan to add audio after conversion, use 15fps and enable audio (in movie converter) even
though there is no audio yet. You can use 20fps with audio off to make room for audio, but it
turns out that 15 fps is more efficient (20 fps conversions end up with occasional blank sectors)
Q: PLAYSTR doesn't seem to do sound. What is going on? A: PLAYSTR doesn't do sound, only
video. there is an example program with a subroutine called anim(). The anim subroutine plays
audio and video (anim is in a main.c with a header that says "movie sample program.” You
want version 1.30.) Version 1.30 of anim() is in the SAMPLES\EXEC\MENU\ANIM directory.
There is an older version that produces glitches also included in one of the directories, use the
newest version described above.

Q: What is the latest version of movie converter and where is it? A: 1.9¢, the art tools conference
area

Q: Why wont my CTI file work once my sound has been interleaved? A: In the CTI file, you
must specify XASource instead of Source for audio/video XA files.

Q: In CDGEN, what is the difference between standard and subheader (forms 1 and 2) options?
A: Standard means that the source file (on your PC) has no pre-added subheader information.
CDGEN will add the subheaders as it constructs the disk image. Data will be divided into 2048
byte chunks from the original file and the subheader info and the error correction info will be
added on. Use standard mode for files such as executables and video with no sound. Standard
mode corresponds to "XAFileAttributes form1 data" and "Source <fname>" in the CTI files"
Subheader files have subheader information pre-added to the PC source file. When you
interleave audio and video together for XA source files, subheader data (and ECC data) is
added to the resulting PC file. Audio and video are interleaved on a sector-by sector basis.
Audio sectors are form 2, and video sectors are form 1. When using CDGEN, you select the
subheader info on a file-by-file basis, so check the Form 1 box AND the form 2 box for XA files
with interleaved audio and video. The "Interleave" check box does not work. It seems to be a red
herring of sorts. In these PC source file containing the subheader information, sectors
containing video data (form1) will have the ECC area left blank, because CDGEN adds this



later when burning the CD. The error correction data is location dependant and gets added on
the fly, replacing the blank area in the PC source file. In the CTI file, Interleaved audio and
video files will be specified without the XAFileAttributes command, using "XASource <fname>"
Finally, the CDDA button is for red book audio.

Q: I am having problems with Movie converter. Any ideas? A: Start by making sure you have
the files THREED.VBX and GUAGE.VBX from the BBS.

5/2/95 9:30 AM
MakeCT]I - A must have tool!

Erick S. Dyke

CD

MAKECTI.ZIP 9K

CD Creation

This tool takes and generates a cti include file of a whole directory tree.
Enjoy!

Erick

5/3/95 2:13PM

Re: CDW-900E Troubles

David R. Sullivan

David Foley

CD

Yes, we had tghe same problem when using Generic disks -- though there should be no
difference when we switched to a higher quality brand -- no prob. (So Far). | did not spend the
time to identify if the generic was acutally the problem.

DavesS.

5/3/95 9:45PM

HELP ... Problem with file seeks AFTER flic plays!
Mark W. Kelly

CD

Hi,

We are having a few minor problems when it comes reading / seeking large files after playing a
flic. After getting a flic with audio working (Well almost ... It clicks like crazy) we have lost the
ability to seek for large files on the EMULATOR

Does any one have any ideas on this one?

Cheers,

Mark Kelly VIE Inc.

5/3/95 8:33PM
This is getting silly.
Dean M. Grandquist
CD



Can we get access to the CDGen folder, we have the CDGen software.

What point is it to deny access to sectoins on this BBS when you need a Sony password to get on
anyway. Why would Sony care if | get the sound board files when we haven't got the sound
board?

Thanks --Dean "having a bad hair day" Grandquist 8-)

5/3/95 5:45PM
Transparent Movie
David Foley

CD

How do we define what is the transparent color in a movie that will be converted to a .STR from
an AVI file? We are going to experiment with this but haven't figured out how to explain to
MOVCONYV where to get transparent information.

David

5/4/95 11:15 AM
Re: SCSI Card?
Mark D. Hirsch
CD

You also have to get a specific adaptec card, i think any of the 1540 series, though I think it is
AHA-1542CF

5/4/95 9:44 PM

Re: SCSI Card?

Unni Pillai

Christopher Deel

CD

Yes you need to purchase the Adaptec SCSI card. The CDW900E or the CD Generator manual
refers to the ADAPTEC SCSI family 1542xx series of SCSI cards to be compatible. We have had
success with the following Adaptec card: 1542CF. Thanks Unni

5/4/95 10:27 AM

Basic "How to burn a CD" question
Montgomery Singman

CD

To make a CD, you use CDGEN to setup the disk layout.

When you say REC to burn the CD, is it pulling the files off of a DOS drive, or do you need to
have the external SCSI drive used for emulation hooked to the burner?

Is the external SCSI drive involved at all in the CD burning process?

thanks

5/4/95 9:24 AM
Re: This is getting silly.
Kristine Severson



CD

Access is given to different tool sections as you purchase the tools. This is the way our business
is organized. It's unfortunate that our accounting database is not integrated with this bbs (hence
allowing for automated access once you've purchased the appropriate tools), but then, just
blame it on Sony having a bad hair day.

By the way, if any of you out there have purchased various tools and need access to the
corresponding areas on this bbs, please send private email to the bbs administrator. No need to
waste public space for private issues.

Kris

5/4/95 10:11 AM

SCSI Card?

Christopher Deel

CD

Kristine Severson

We received our CD-ROM burner from Sony last week. In the documentation it mentions "the
Adaptec SCSI card" several time.

We did not get a SCSI card with our burner. Should we have gotten one or is this another thing
we have to buy?

5/4/95 10:25 AM

Re: CDGen and Dates

Administrator

David R. Sullivan

CD

There have been no changes or updates to the CDGEN file. | had to repost it because the system
went down and it was magically deleted.

Kathleen

5/4/95 9:16 PM

HELP ... Flics and Audio
Mark W. Kelly

CD

Can you help...

1. We are trying to find a simple way to detect the end of our stream. Currently we are using a
frame count, by as our flics change in size, we have to keep altering the counter value. Any
ideas how to detect the end of a flic stream.

2. We have not problems, playing flic at 15fps (version 2) with 37kHz Stereo XA, but that seems
to be the only method that we can generate that it stable. Any ideas or comments on getting
30fps with audio.

Cheers,

Mark.

5/4/95 10:20 AM
Re: HELP ... Problem with file seeks AFTER flic plays!
Dave Berrisford



CD

I haven't had any problems seeking after playing movies , but I have found that the first sector
read after playing a movie is rubbish , so | have to read a dummy sector before doing anything
else.

5/4/95 10:49 AM
Re: SCSI Card?
Thomas Boyd

CD

You must buy the SCSI card in addition to the 900E burner.  Tom

5/4/95 10:09 AM

CDGen and Dates

David R. Sullivan

CD

Administrator

Ok, whats the deal with the magical changing dates on stuff. This time CDGen appears new,
(by date) but it's still version 1.10...right? Is there something new in the NEW .zip file ??

Just Asking, Daves.

5/4/95 10:47 AM

Re: Basic "How to burn a CD" question
Thomas Boyd

CD

The CD emulator is not involved in burning a CD. The data burnt onto the CD is taken from the
PC hard drive. In fact, there is currently no way to stream info from the emulator hard drive to
CD (or anywhere else). the emulation system is a one way trip for data. Tom Boyd

5/5/95 9:38 AM
Does Iseek() work???
Montgomery Singman
(0N

Does the Iseek() routine work? Whenever I try to seek to the end of a file to get the length, the
routine always returns a length of 0.

fp = open("sim:test.tim",0_RDONLY);

len = Iseek(fp,0L,SEEK_END);

len is always 0.

thanks

5/5/95 4271 AM



Why doesn't this work?

Daniel L. Berke

CD

BillE"Angus" Guschwan

Hello all, it's 4:20 AM.

This code works on the development boards, but not on the debugging station:

CdControl(CdlISetloc, (u_char *)(&(cd_fp.pos)), 0); CdRead(num_sectors, (u_long *)buf,

CdIModeSpeed); CdReadSync(0, 0);

cd_fp.pos (type CdILOC) has been set to an absolute time on the CD. We don't use CdSearchfile
to get it, it's just hardcoded. We know the time is valid since the CDs we burn work just fine on
the black cd drive hooked up to our development boards.

num_sectors is the filesize (again, correct) divided by 2048. (Yes, | added 2047 before dividing.)
Buf is a valid malloced region of memory. It's a valid pointer (we check). Yes we're linking
with 2mbyte.obj.

Our code runs and never returns from the CdRead on the blue box. It works with no problems
on the development boards., both off the emulator and a real CD drive.
We've burned 8 disks tonight and I'm very tired. If someone knows why this code isn't
behaving properly on the blue box, I'd sure like to know.

By the way, similar code which uses the CdReadCallback instead of CdReadSync works just
fine. How odd.

I'm going to sleep now. Thanks for the help.

Dan

5/5/95 9:41 AM
DecDCT... Functions
Alex J. Garden

CD

I have been experiencing considerable problems trying to get MDEC movies working
correctly. I am unable to find any documentation for the DecDCT... functions contained in
LIBPRESS.LIB. Using MOVCONYV, I have converted some test .TIM files into both MDEC
movies and 24 bit direct movies. In both cases, when I try to load and play these movies using
the test code we downloaded from this BBS, we receive a runtime error of "Invalid VLC code."
This is incredibly frustrating. If anyone has any insight into where | can find this
documentation, or what | may be missing, please, let me know.
thanks in advance...

Alex Garden@Radical Entertainment.

5/5/95 9:39 AM

Re: Does Iseek() work???
BillE"Angus" Guschwan
CD

Unfortunately, SEEK_END does not work.
ANgus

5/5/95 10:29 AM

Re: HELP ... Flics and Audio
Dave Berrisford

CD



1. The only way we've managed to catch the end of video is to put a dummy file after the film
then wait until the frame number drops to stop . Not very elegant but it works. 2. What size
video are you playing ? 320x240 won't work reliably at 24bit 30fps , try 256x240 .

5/5/95 2:58 PM
MovConv Anomalies
Mark Beardsley

CD

I believe I've found some peculiarities in MovConv. | have a movie which fades to black at the
end (it actually has about 20 completely black frames at the end). This is because the music
continues on for a bit after the video is over. However, when playing the movie, the last 10
frames or so are not black, but show as multicolored vertical lines (the audio continues as
expected). If I stop the movie 10 frames early, | won't see the lines (but then I don't get to hear
the end of the audio). The audio file I am using is 37kz Mono. Please note that it is not that the
video is missing in the source (the original .avi file actually has 20 black frames at the end).
Secondly, what should happen if your source audio is longer than your source video? When I'm
using Stereo sound, it seems that the excess audio is dropped. However, when | use Mono
sound, it seems that the video is padded (with garbage) to the length of the audio.

Neither of these is immediately critical, because | have work arounds that I can live with for E3.
However, when things have calmed down a bit, maybe someone can look into this. Thanks.

5/5/95 10:47 AM

Re(2): HELP ... Flics and Audio
Don E. Cherf

CD

Re: Q1. We were under the impression the best way to check for the end of the video is to
insert the number of frames directly into the code and keep track.
Don

5/7/95 10:58 AM
Movie Glitch Problems
Mark Beardsley

CD

I had thought that the problem with small square glitches on the playback of str files had gone
away once | figured out how to use the audio options correctly. However, | have one movie
that still displays this problem. It appears that the compression is faulty. Once the conversion is
done, the movie will always have the identical glitches in identical frames each time it is played.
However, if | re-run the conversion | will get different glitches in different frames (sometimes
more, sometimes less).

I am also still having some trouble with the other type of glitches (the dash pattern on the right
side of the screen). These only seem to appear when using the emulator (I have not seen it occur
on a burnt disk). | am not currently using an AV spec drive, so this may be part of the problem
(but I was under the impression that other drives should only cause frames to skip due to read
errors).

Lastly, thanks for all the help in getting this movie stuff going. Things are starting to look good.




5/8/95 12:45 PM

Re: MovConv Anomalies
Borden Covel Il

CD

vertical bars sound like the original test pattern. are you double buffering correctly?

5/8/95 6:47 PM

Re: HELP ... Flics and Audio
Jim Rogers

CD

I have found if | take the file size of the XA file that is returned by cdsearchfile and divide it by
21225 it pretty closely gives the number of frames contained in the movie. Of course cdsearch
file is a bit flakey so there is a downside to this approach.

Hope this helps Jim R

5/8/95 12:52 PM

CD Emulator runs at 1/2 to 1/3 speed of real CD
Borden Covel Il

CD

We have noticed that when running on the Debug Station we gat CD access performance about
2x or 3x the speed of accessing the CD under emulation. Is there some reason for this?

5/8/95 2:41PM

Re: HELP ... Flics and Audio
Thomas Boyd

CD

Due do the nature of the movie converting and playing process, there is no easy way to detect
the end of the movie. You must either know the frame count, or find away around it. =~ Tom

5/8/95 11:25 AM

URGENT: CDGEN information
Thomas Boyd

CD

When cutting CDs with CDGEN, use the single speed option (do not cut with double speed
option). There are problems with CDs cut with the double speed option. After the playstation
has been running for a while with a CD cut with double speed, you may get video synch
problems. Tom

5/8/95 5:26 PM
FAQ: burning debugging station CDs
Thomas Boyd



CD

BillE"Angus" Guschwan

As the news article stated, most of our staff will be at E3 starting tomorrow (Tuesday the ninth)
so here is a list of the most common solutions to burning CDs for the debugging station.

Basic problems going from emulation (dev system) to debugging station (blue playstation):
Two meg problems Make your program fit into two meg minus 64K used by the  Rom kernel.
Generate and check your map file to be sure  executables fit if you are unsure. Check your
malloc() calls  to be sure they succeed. Remove references to memory outside  the 2Meg
memory map. Your 2Meg memory map is between 0x80010000 (the 0x10000 is the 64K used
by the kernel) and 0x801FFFFF. Either link with 2MBYTE.OBJ or use _ramsize and _stacksize
(specify as externs). Just because it compiles with 2MBYTE.OBJ does not mean it will fit in
2Meg. That is up to you.

Burning with CDGEN.EXE Put LICENSEJ.DAT into the system file area using the  "additional
information" button on the "volume" screen of CDGEN. You do not need to include
LICENSEJ.DAT inyour list  of files on the "directory" screen. Put a "J" in the System area
box under the "master” button on the bottom of the "layout” screen of CDGEN. Be forewarned
that this "J" is not saved with  the rest of the information when you save your .CCS file in
CDGEN. You must reenter it every time. If you get the license information entered correctly,
the  debugging station (not a development system) will display a black  screen with the "PS"
logo and licensing text after the white screen  with the gold logo. If the system hangs on the
black screen, the  problem is in the program, not the licensing information.

Development system to debugging station transition Remove Pollhost() calls. Remove PCIO
calls. Beware CdSearchFile(). CdSearchFile() may work under emulation and the black
development CD-ROM drive, but fail on the debugging  station. A solution is to hard code
your files and their locations  into your program. Although this is less flexible, the location of
the files will be fixed on the final CD-ROM anyhow. You can use  CDGEN to do a mock
layout with your file structures built in, then  go back and fill them in with the correct
locations. If you need it, the formula for converting between time and absolute sector is as
follows: Absolute sector = (minutes * 60 + seconds) * 75 + sector -150

5/8/95 12:42 PM

Re(2): Does Iseek() work???
Borden Covel Il

CD

we use the PC family of routines. PCSeek works for us.
Borden

5/8/95 146 PM

Re: Acceptable CDs for burning
Thomas Boyd

CD

74 min CDs work, but are not supported. They cause problems with final mastering (for
production). | have tested, and had no problem with, CD-R 74 disks in the debugging station. If
you can, save your 71 min CDs for your final E3 copies, and burn 74 min CDs for intermediate
testing. Tom

5/8/95 12:43PM



Re: DecDCT... Functions
Borden Covel Il
CD

we have docs that seem up to date. we got them from Sony quite a while ago.
If you can't get any help from them, I'd be glad to fax you a copy.
Borden

5/8/95 3:19 PM

Re: CD Emulator runs at 1/2 to 1/3 speed of real CD
Thomas Boyd

CD

I will check it out... Sometimes it is the PC and DTL2000 interaction that slows things down. It
may not be the emulator. If you run PC processes with the DTL2000 running, things will bog
down. Toml will check it out... Tom

5/8/95 4:.05PM

Re(2): CD Emulator runs at 1/2 to 1/3 speed of real CD
Scott Berfield

CD

My developers, n-Space, also report considerable timing differences between the emulator and
the gold discs. They also report a lot of trouble with the emulator causing error flags to be set
wrong on loads - ie: it reports a file loaded when it is not. They have basically stepped away
from the emulator for any timing critical work. -sb

5/8/95 12:53 PM
Acceptable CDs for burning
Borden Covel Il

CD

What media can we use to create CDs for use on the debugging stations. We are running out of
the 50 that we got from Sony and we need to burn a bunch of CDs for E3. Can we use TDK
#CD-R 74B disks???

5/8/95 9:38 AM

read() and getting data from the CD
Montgomery Singman

CD

Are CDInit() and CDInitFileSystem() needed anymore? Some of the demo code still uses these,
but there is no documentation that I can find for these routines.

Does anyone use open() and read() for getting files or are these not the best way to get data?
When you say open(fp,...), what is the system actually doing?

Does the system have a concept of "tracks"? If you want to play a redbook track can you just tell
it to go play redbook track 5 or do you have to actually manually seek the head to the time
stamp for the start of track 5.

What does CDPlay() do when it gets to the end of a redbook track?

Does the system read in the default TOC? Do you have to handle the TOC differently if you are



using read() or if you are using CDRead()?

Does having subdirectories on the disk layout mean that a different TOC will be generated for
each subdirectory? If this is true, then does that mean you have to send the head back to track 0
to read a new TOC every time you need to change subdirectories?

thanks

5/9/95 11:18 AM
Re: CD Boot

lan McGee

CD

The PSX.EXE with the RCUBE demo loads RCUBE.TMD and RCUBE.TIM and then calls
RCUBE.EXE.

Rename your program to PSX.EXE and it should load.

Take a look at CPEXEC.C and you'll see that all it does is execute PSX.EXE from the CD.

5/9/95 11:04 AM
CD Boot

Matt S. Arrington
CD

I have a few questions requarding boot-up from CD. First, the RCUBE demo works fine, but
when | try to substitute RCUBE.EXE with say, BALLS.EXE it doesn't work. | typically, do the
following:

resetps 1 run seleemu run snpatch run cdexec

I've tried many other variations on the above with delays, etc, but with no success. The above
steps work with RCUBE.

Last, what is PSX.EXE and what determines what EXE file gets loaded in off the CD at boot
time? Is it always the program that follows PSX.EXE??

5/10/95 11:48 AM
Re(2): CD Boot
Buzz Burrowes
CD

Also... You mentioned balls.exe... You did convert it from balls.cpe using CPE2X didn't you?
1) CPE2X you .cpe file 2) rename it PSX.EXE 3) burn your CD (or build your CD emulator
image)

5/11/95 1:55PM

How to find out the end of a sound track on a CD?
Mark D. Hirsch

CD

Is anyone knows how to find out the end of a sound track on an audio CD? | had used "tuto4.c”
sample program in the downloaded "movie30" zipfile. | found that when I play a sound and
when it reaches to its end, | can hear several notes of the next sound track. I use



"cdRepeat(CdPosTolnt(&toc[thistrack]), CdPosTolnt(&toc[nexttrack])));" function to play a
sound track repeatly. | checked the CdILOC structure. It only tells us the beginning of each
track.

-Mark

5/12/95 2:19 PM

Re: How to find out the end of a sound track on a CD?
Mark Beardsley

CD

| cut and pasted code from that same demo, and it seems to repeat the song properly. Does the
CD you're using have blank gaps between tracks (some audio CDs sort of fade into the next
song)? Either way, have you tried adjusting the endpos? It seems that the callback function
decides that the song is over when the CD position gets to the endpos (ie. the start of the next
song). You could tell it to end a second or two earlier. 1 may try that anyway just so that the
dead time between repeats is less. Don't know if it will work though. Good Luck.

5/16/95 5:20 PM
FAQ: CD emulator
Thomas Boyd

CD

Answers to "my CD emulator wont work" questions. These tips are in addition to the basic
instructions in the manual.
When installing hardware:

Make sure that the CD emulator card is set at the default SCSI address of 7. Although other
addresses work, set the CD emulator hard drive to address 3,4, or 5. Nobody has had problems
with address 3,4, or 5. People have reported problems with addresses 0 through 2 (although
they usually work). Addresses 6 and 7 are used by the board. Hook the internal cable up to the
DTL2000 boards as shown in manual (don't laugh, it has been forgotten). Choose a base
address, interrupt, and DMA channel that does not conflict with other cards. Choosing the
wrong DMA channel will occasionally take your BIOS out. It is a great idea to back it up first if
you are unsure which DMA channels are available.

When installing software:

Some users have found that they need to set the /s option in their call to CDBIOS. Uther users
have found that setting the /s option in their CDBIOS call inhibits CDDISK. Try calling CDBIOS
without the /s option first, and then as a last resort (after trying the rest of the steps listed
below), try using it. The /s option is called in the following form: CDBIOS /a388 /17 /d6 /s3
where /s3 means that the drive is located at SCSI address 3. Only one person | have talked to to
date has reported needing this option. On other occasions, it has inhibited CDDISK. When
calling CDDISK, remember that the number passed as a parameter is the SCSI ID of your CD
emulator hard drive. For the example of initializing a hard disk with SCSI ID 3 the call would be
CDDISK -n 3 where the -n option specifies initialization or re-initialization. You only need the -n
option once. When you load the system area, load CDBOOT15.BIN or CDBOOT25.BIN
(available in the CDEMU15.ZIP file of the BBS). These are the current versions of the boot
programs. Do not use the old versions. When calling BUILDCD, the -s option specifies the SCSI
ID and partition of the emulator hard drive you wish to access. For example: BUILDCD -s3:1
CD.CTI will access SCSI address 3, partition 1.

When running RCUBE or any other program:

RCUBE is ancient, and the RESETPS 0 call that brings it to life does not work for every
program. Here is a list of commands that will launch anything: RESETPS 1 (Version 1.03 is the
newest) Pause RUN SNPATCH (Currently better than PATCHX) Pause RUN SELEMU (You



only need to call this once after power-on or after a SELCD command) Pause
RUN CDEXEC (instead of RESETPS 0) The pause commands indicate that you should wait for
the commands to complete, or you will get "Cannot connect to target" error messages. | use the
DOS batch file command PAUSE and hit keys between each command. Needless to say, you
will have to insert path names where appropriate to access RESETPS, SNPATCH, and SELEMU.
Under normal circumstances, RCUBE takes a max of 20 seconds to begin execution. Finally, if
you have just installed your emulator card, changed SCSI IDs, reset the DTL2000 a zillion times,
re-installed your BIOS after the emulator lunched it, kicked the CPU a few times while
launching multiple DOS sessions with complicated communications packages, loaded RCUBE
from different SCSI IDs, and had 106 "Cannot connect to target" messages all in one power-on
session, it is advised that you power everything down, power it all up again, and start by
rerunning CDDISK -n ## fresh. A cold boot does wonders for this process.

5/16/95 5:57 PM

Re: FAQ: CD emulator
lan McGee

CD

>> A cold boot does wonders for this process.

So does a cold shower. <g>

I know it goes without saying, but most SCSI controllers are set to id 7. So if you have a SCSI
hard drive, you probably can't use id 7 without changing your HD setup.

Personally I'm using SCSI id 6 for the CD emulator card. Do you know of any problems with
this?

5/17/95 7:42 AM

Re(2): FAQ: CD emulator
Thomas Boyd

CD

I have had no problems with SCSI ID 3,4,5, or 6, even though 6 is supposed to be the ID of the
channel between the DTL2000 and the CD emulator adapter card.

5/17/95 3:48 PM
SNPATCH vs PATCHX
Paul A. Wilkerson

CD

Is there a difference? What are the differences? What are the current versions? Where can | find
them?

5/17/95 9:54 AM
CDReadSync bug fixed.
BillE"Angus" Guschwan
CD

> Can you help me with this CD question. > > [Libcd] > > - CdSync() returns CdlComplete
when a CD command is finished. > CdReady() returns CdlDataReady when sectors of data



are ready in the CD > buffer > CdReadSync() returns 0 when reading of sectors is complete.
> > However, CdReadSync() seems to return 0 when the last sectors have been > read into
the CD buffer. > If | am reading sectors from the CD, how can | detect when the sectors > are
ready in main RAM (not the CD buffer), as > all of the syncing functions above work with the
CD buffer, not main RAM. >

This is a bug in ver3.0 . Finally | found the cause. This is because the DMA from CD-ROM
subsystem to main memory is not asynchornous. | fixed it at ver3.1.

5/17/95 1:52 PM
CD Emulator Speed
Borden Covel Il

CD

Since out title is so dependant on the speed of the CD, we need to get an answer on why the
emulator is 2-3 times slower than the real CD. We can not burn CDs every time we want to test
a change. Any ideas???

HELP! Borden

5/17/95 4:09 PM

Re: SNPATCH vs PATCHX
Thomas Boyd

CD

PATCHX does not flush the cache of the old kernel when it loads a new one. SNPATCH does
Tom.

5/17/95 6:53 AM

Re: FAQ: CD emulator
Mark Beardsley

CD

An easier way to run the various commands, rather than using pause and hitting a keystroke, is
to use the /7w option on the run command.

for example: RESETPS 1 RUN /w10 SNPATCH RUN /w10 SELEMU RUN /w10 CDEXEC
This seems to be much more reliable than using pauses. | don't think that I've had a "cannot
connect to target" message in weeks. Also, the command RUN /w without a file name can be
used to create a "pause” that will wait until the DTL2000 has responded. Be aware though, |
believe that the /7w option only works on the newer versions of RUN.EXE, some of the old
versions don't support it.

5/17/95 9:55 AM
CdRead Bug
BillE"Angus" Guschwan
CD

> One of our developers has reported this feature of CdRead - it always > leaves the head of
the CD on the last sector read. > Is this a bug, or will it always be like this ? > For example: >
u_long buf[2048], buf1[2048]; > CdRead(l, buf, 0); > CdReadSync(0,0) > CdRead(1, bufl, 0);
> CdReadSync(0,0); > > After the code runs, bufl and buf contain the same sector. This is not



a> problem, so long as it does not change at some pointin the future. > Please could you let
me know whether this will change ? >

This is a bug. Finally | found the cause. This is becasue asynchronous DMA from CD-ROM
subsystem to Main memory. | fixed it in ver3.1. ver3.0 remains this bug.

5/18/95 2:02 PM

Re(3): SNPATCH vs PATCHX
Thomas Boyd

Paul A. Wilkerson

MESS1.COM 1K

CD Creation

>>>|s there a difference? What are the differences? What are the current versions? Where can |
find them?

>>PATCHX does not flush the cache of the old kernel when it loads a new one. >>SNPATCH
does

>Thanks for answering part one. (...and two. Now | will skip part three and proceed directly to
four)

>Where do get SNPATCH? | have looked all over the place and cannot find it. | can't find it on
the BBS either. It is rumoured to be in one of the ZIP files, but | downloaded and searched them
all and it is not. | attached it to this document.

>In addition where do find the following 'messl.com’ and 'testmess.com’ + accompanying
documentation? TESTMESS.COM is in the PSX.ZIP file under the PSYQ TOOLS folder in the
TOOLS subfolder. It is also attached handily to this message.

As for the documentation... I am still searching for it. When 1 find it, | will EMail you on the
BBS. SNPATCH.ZIP contains its own documentation.

Finally, part three: The versions | have sent you are the current versions. Tom

5/18/95 12:31 PM

Re(2): SNPATCH vs PATCHX

Paul A. Wilkerson

CD

Administrator

Thanks for answering part one. Where do get SNPATCH? | have looked all over the place and
cannot find it.

In addition where do find the following 'messl.com’ and 'testmess.com’ + accompanying
documentation?

5/19/95 7:33 AM
CDBIOS/Alchemy conflict?
David Minogue

CD

I've recently installed a CD emulator and the associated software, and find that alchemy crashes
my PC, sometimes reporting a memory fault. The problem goes away if I don't run CDBIOS in
my autoexec. Any ideas?

5/19/95 9:16 AM



Re: CDBIOS/ Alchemy conflict?
lan McGee
CD

I'm seeing the same problem on my machine (Compag p90).

Alchemy only crashes when trying to display something, not when displaying the help message
or converting file formats.

The crash appears to be right around when Alchemy queries the VGA card, but before
switching video modes.

It doesn't appear to be related to having NCC or MGAVESA (Vesa driver) loaded. 1 still get the
crash.

I noticed also that CDBIOS (and | believe DEXBIOS) conflict with DOS 6.2's MEMMAKER
utility. If they are loaded, MEMMAKER is unable to come up with a suggested LH setup. If
they are rem'd out, then it works fine.

I do not have DEXBIOS or CDBIOS loaded high.

Because of these two problems (MEMMAKER & ALCHEMY), my guess is that CDBIOS is

being sloppy about something.

Any ideas?

5/23/95 6:36 PM

Video capture services?

Dean M. Grandquist

Non-tech talk

CD

What video capture methods are being used for live video? Does Sony recomend a video
capture service?

We tried Radius Video Vision board on the Mac to capture real time JPEG. The quality is low
coming through JPEG in real time.

Thanks --Dean Grandquist Spectrum HoloByte Inc.

5/23/95 7:.09 AM
MovConv Anomalies
Mike Bartholomew
CD

Hi Mark, Tom, & Unni:

We believe we have seen similar problems when attempting to synchronize audio and video.
We were using 44.1 kHz audio and Adobe Premiere to synchronize audio hits with video
actions. We then converted the audio to 37.8 kHz before running the Raw2XA and MovConv
tools. The audio was out of synch, and ran longer than the video. We also tried timing the
audio and video using 37.8 kHz source audio, and running it through as 37.8 XA. This track
also did not synch. The audio gets further out of synch the longer the FMV runs. HAS
ANYONE BEEN ABLE TO KEEP AUDIO AND VIDEO CUES SYNCHRONIZED? Please let us
know how or what step(s) we are missing.

Thanks, Sandi Geary (via Mike Bartholomew's account)

5/23/95 5:58 PM

Re: MovConv Anomalies
Buzz Burrowes

CD



I've done a few 15fps STRs with sync'd audio for Razor Wing, and we used this procedure...

- Create movies from raw frames selecting 20fps as the output rate (YES, 20fps!) disabling audio
in the output. Using 20fps will leave room for the audio later.

- Take any audio file and convert it to the .xa format of choice (the format you will use for the
final audio.) We used 37.8K STEREO.

- Interleave this temp audio with the str using MovConv, but this time select 15fps as the output
rate. Keep the 20fps version with no audio around for later use. Note: we interleave the dumby
audio just to be sure no timing issues creep in when we interleave audio later.

- Play the movie off the CD emulator and record it onto video tape with SMPTE timecode. Use
this tape to do post production. (I use a Sony V0-9850 3/4" U-matic machine which gives me a
nice timecode window to spot my effects to.)

- Dump final stereo post dub to 44.1k, 16bit stereo. | post using ProTools Il then mix to DAT. |
then dig. copy the DAT back into SoundDesigner Il for mastering (compress, eq, etc.) Then |
save a copy from SDII in .wav format (still 44.1k, 16bit stereo.)

- Bring that .wav file to the PC and convert to XA using MovConv (use the same xa format as
used for the dumby audio track!)

- Now interleave with the original 20fps str again selecting 15fps as the frame rate.

I've only done ~1 minute movies using the method described above, but I've had no sync
problems at all.

5/23/95 6:00 PM

Re: MovConv Anomalies
Buzz Burrowes

CD

Also, search the archive for 'movconv' and you'll find a bunch of posts regarding movie
generation.

5/24/95 6:19 PM

Using 525mb disk on cde
Borden Covel Il

CD

My 2gig drive died so I'm trying to use an older 525mb Seagate drive. | can get cddisk to
recognize it, but it senses that there is no space on the drive. The drive had been used on a PC
and was formatted and partitioned for DOS. Any hints on how to use this drive???

thanks!

5/25/95 10:45 AM
CD EMulator problems
Steve DeFrisco

CD

PSX CDEMU problem:

OK, I've read all the on-line messages regarding booting off of the cd emulator, and | just can't
seem to get it to work.

DELL PENTIUM SYSTEM P90 Number Nine SVGA PCI Internal IDE Hard / Floppy /
CDROM interface System Setup: PCI gets no IRQs COM1, COM?2 internals are off. parrallel is



on.
PSX CDEMU BOARD SETTINGS: ADDRESS =390 DMA =d7 IRQ =11 SCSI ID =6 DTL-2000
BOARD SETTINGS: ADDRESS = 1340 DMA =6 IRQ = 10

Emulation Hard Drive: Micropolis 2210 AV SCSI ID =4

autoexec.bat setup: REM ===== Development Environment Variables ===== path
c:\psx\bin;c:\psx\cdemu\psyq_cd;c:\psx\psyq;%path% set
COMPILER_PATH=c:/psx/compiler set PSYQ_PATH=c:/psx/psyq set
C_INCLUDE_PATH=c:/psx/include set C_PLUS_INCLUDE_PATH=c:/psx/include set
LIBRARY_PATH=c:/psx/lib set DEX2000=0x1340 dexbios /a1340 /b8 /i10 cdbios /7a390 /d7
/i11 messl cdmon

REM ===== GNU C/C++ set GO32TMP=C\tmp
set TMPDIR=c./TMP

Versions:

dexbios --- version 1.22 cdbios --- version 1.02 mess1 --- version 1.01 cdmon --- version 1.00
run  ---version 2.30 resetps --- version 1.03

Symptoms: | can use cddisk to initialize the Emulation drive, set up partitions, load in
cdbios25.bin for the boot code, and set partition 1 to the active partition. I can build the
\sample\rcube disk using: buildcd -m cd.cti -s4:1 | use cddisk to look at the contents of the
partition and the files are there.

If | tell the cdbios that the emulation drive is 4 (with the '/s4' switch), it has the same problems.
NOTE: If I tell the cdbios what the scsi address of the emulation drive is, cddisk will not work if
I call it using ‘cddisk 4', but it will work it I call it using ‘cddisk 0". It looks at the correct drive,
and all of the functionality seelms to be working. IS THE /S SWITCH FOR CDBIOS A SCSI
ADDRESS OFFSET?

From a cold boot, after re-loading cdboot25.bin using cddisk, I run this batch file from a DOS
prompt (Not under Windows).

resetps 1 run /w4 snpathc.cpe delay run /w4 newdex.cpe delay run /w4 selemu.cpe delay 8
resetps 0

All seems fine, the various programs tell me they are starting, no ‘cannot connect to ' messages.
At the resetps 0, the screen flashes (the system is resetting), | get colorbars, and there are short
accesses to the emu drive (approx 2 seconds apart, less than 1/2 second duration) which go on
forever (more than 5 minutes if I leave it alone). The program never runs. | have tried also not
running the cdmon TSR, because it doesn't seem to do anything at all. No messages on screen
whatsoever.

At this point | *MUST* Cold boot in order to try anything else. If I use 'resetps 1', It takes
approx. 8 seconds to reset, and | get ‘cannot connect’ messages from then on, no matter how
many times | ‘resetps 1'. | can, at this point, run cddisk and look at things, and update the boot
code, etc., but it does nothing for being able to connect to target again.

If, from a cold boot, after re-loading cdboot25.bin using cddisk, | run any of these batch files it
does the same thing.

resetps 1 run /w4 snpathc.cpe delay run /w4 newdex.cpe delay run /w4 selemu.cpe delay 8
run /w4 cdexec.cpe

OR: resetps 1 run /w4 selemu.cpe delay 8 run /w4 cdexec.cpe

OR: resetps 1 run /w4 selemu.cpe delay 8 resetps 0

HELP!

Steve DeFrisco Digital Pictures

5/25/95 9:15 AM

Re: Using 525mb disk on cde
Dave Berrisford

CD



You can initialise the drive for emulation by using the -n option with CDDISK:-
CDDISK -n 2

where 2 is the SCSI ID of the emulator drive.

Dave.

5/25/95 9:44 AM

Re: Using 525mb disk on cde
Thomas Boyd

CD

are you using the -n option for initializing new disks?

5/30/95 1:16 PM

Re: CD EMulator problems
Jeff Davies

CD

I also had problems with the emulator using cdboot25.bin. | switched to cdboot15.bin and
everything has been working fine.

Thomas, any ideas why?

-Jeff

5/31/95 2:16 PM

CDBIOS/MESS3 conflict

Paul A. Wilkerson

CD

Kristine Severson

I have just spent the last 2 hours tracking this one down. | was using cdbios 1.02, dexbios 1.22
and mess3 3.01. | tried to perform a CDDISK -n 0 to update my boot partition, but CDDISK
reported that CDBIOS was not loaded, thus I could not touch the disc. I replaced mess3 with
messl and the problem went away.

But I would still like to be able to view and capture my printf's. Can CDBIOS be made to work
with MESS3? Any word on the new version of messl that works in windows window? | heard
last month that this was in the works.

5/31/95 12:02 PM

Re: CD EMulator problems
Dean M. Grandquist

CD

Be sure and use cdboot15.bin. The 15 doesn't mean 1.5, it means cdbootl v5, so cdboot25.bin is
not the latest version. Also, don't use the /S switch in cdbios. If you get the disk using
CDDISK 0, somethinig is wrong.

The batch file you run to reset the emulator is using some things | have never heard of, what is
newdex.cpe? Take out newdex.cpe and resetps 0, they are not used in emulation. If you want
to execute what you have loaded on the emu as PSX.EXE, after selemu.cpe run cdexec.cpe, or if
only the .cpe has changed just run <name of your file>.cpe instead of using cdexec.cpe.



P.S. Steve D, I have exactly the same machine setup (Dell P90 no sound) as you , so any
questions feel free to ask.
aka dand@netcom.com

6/2/95 8:22 AM

Re: CDBIOS/MESS3 conflict
Mike Benna

CD

What's the difference between MESS1 and MESS3? Where is MESS3? I'd like to be able to send
debugger messages to a named pipe under OS/2 (I could probably do it with unbuffered file
redirection from DOS). Is there a MESS program which will send messages to a file and flush
the output after each line?

6/2/95 8:34 AM

Re(3): CD EMulator problems
Thomas Boyd

CD

>| am using just plain old cdboot.bin. Where can | get cdboot15.bin? in the ZIP file in the
emulator folder

>Also, | read here that scsi id's 3,4,5 seem to work better than 0!? Is this true? yes. For some
people, zero does not work. Tom

6/2/95 10:42 AM

Playing XA Interleaved Audio
Todd Blackburn

CD

CD.CTI 2K

CD Creation

I have a lot of digitized speech samples that | want to play from XA interleaved audio files. |
cannot find any examples of how to do this. From reading all of the docs I can find, | put
together the attached sample program. This, of course, is not working. | have also attached the
CTI file I am using with BUILDCD. The audio source file that | am using is a VAG which is
37.8KHz mono. From what | understand, the interleave rate for 37.8KHz mono played at
normal speed is 1-8.

Would you please answer the following questions?

1. What is the sequence of things | need to do in a program to tell the CD subsystem to play my
XA interleaved audio?

2. What are the correct definitions needed in the CTI file to generate an XA interleaved file
composed of only audio channels?

3. What type of source files are needed? I tried a VAG and an XA file created by AIFF2XA,;
neither worked. If the source file must be only the ADPCM data without any headers (i.e.
VAG, XA), how do I create such a file?

Thanks,

Todd




6/5/95 9:26 AM
Access to EMU Folder
Mark DeSimone

CD

Please give me access to the EMU and CDGEN Folders Thank You
Jim Hatfield

6/5/95 11:42 AM

CD Master Information
BillE"Angus" Guschwan
CD

= How to specify the Volume Descriptor and Master Information

1.Volume descriptor ------------------- The fields in the Volume-mode. NECESSARY
[Application] Always "PLAYSTATION" [Creation date] Automaticaly filled, but can be
modified. NOT NECESSARY [Volume],[Volume set],[Publisher],[Data Preparer],
[Copyright],[Abstract],[Bibliography],[Modification date], [Expiration date],[Effective date]
2.Additional Information The fields in the dialogs that appears when you
press "Additional information" button in Volume-mode screen. NECESSARY [System
Identifier] Always "PLAYSTATION" [System Area File] The full path for license data file.
(licencej.dat/licencea.dat/licencee.dat) NOT NECESSARY [Volume Descriptor File]
3.Master Information -------------------- The fields in the dialogs that appears when you press
"Master" button at the bottom of the Layout-mode screen. NECESSARY [Disc Name] Product
number ("SLPS-****"in Japan) [Producer Name] The name of the licensee company.
[Licence Area] One character that means license area. ("J'=Japan / "A"=US / "E"=Europe)
[Creation Date] The time to create master disc. It is necessary to identify the revision of a
master disc at the re-mastering. (automaticaly filled, but can be modified) NOT
NECESSARY [Copyright Holder]

6/5/95 3:.01 PM
off by one when using CdReadyCallback
Paul A. Wilkerson

CD

BillE"Angus" Guschwan
OUT.txt 16K
CD Creation

Enclosed is example that uses the diffrent forms of DISC 10 (read,CdRead,etc..).

To run, modify G.BAT for your system then type G to compile and run. Requires a CD or
Emulator with PSX.EXE on the disc image.

All read functions worked, but in using CdControl( CdIReadN, (u_char *)loc, 0 ) or CdControl(
CdIReads, (u_char *)loc, 0 ) with a callback function cbdataready(), | discovered that | was
losing a buffers worth of data. | was able to fix this by seeking -1 sector (See Enclosed MAIN.C).
The questions are as follows: Is this is bug? Am | doing something wrong? (See attached
MAIN.C) If so what am | doing wrong?

6/6/95 7:38PM
Re: CdInit: What it does



David R. Sullivan

Thomas Boyd

CD

What does CdInitFileSystem do? and why does it hang. (uses VSync commands is all I can tell
from the debugger).

You listed CdIReset, is this documented? where?

DaveS.

6/6/95 3:31PM

FAQ - CD emulator and CD burning
Thomas Boyd

CD

This FAQ covers the CD emulator and CD burning issues

CD EMULATOR: Answers to "my CD emulator wont work™ questions. These tips are in
addition to the basic instructions in the manual.

**NEW! Q: "My CD emulator runs 2 to 3 times slower than the debugging station." A: We are
working to repair this problem. ***

When installing hardware:

Make sure that the CD emulator card is set at the default SCSI address of 7. Although other
addresses work, set the CD emulator hard drive to address 3,4, or 5. Nobody has had problems
with address 3,4, or 5. People have reported problems with addresses 0 through 2 (although
they usually work). Addresses 6 and 7 are used by the board. Hook the internal cable up to the
DTL2000 boards as shown in manual (don't laugh, it has been forgotten). Choose a base
address, interrupt, and DMA channel that does not conflict with other cards. Choosing the
wrong DMA channel will occasionally take your BIOS out. It is a great idea to back it up first if
you are unsure which DMA channels are available.

When installing software:

Although it normally should not be needed, some users have found that they need to set the /s
option in theircall to CDBIOS. Uther users have found that setting the /s option in their CDBIOS
call inhibits CDDISK. Try calling CDBIOS without the /s option first,and then as a last resort
(after trying the rest of the steps listed below), try using it. The /s option is called in the
following form: CDBIOS /a388 /17 /d6 /s3 where /s3 means that the drive is located at SCSI
address 3. Only one person | have talked to to date has reported needing this option. On other
occasions, it has inhibited CDDISK. When calling CDDISK, remember that the number passed
as a parameter is the SCSI ID of your CD emulator hard drive. For the example of initializing a
hard disk with SCSI ID 3 the call would be CDDISK -n 3 where the -n option specifies
initialization or re-initialization. You only need the -n option once. When you load the system
area, load CDBOOT15.BIN or CDBOOTZ25.BIN (available in the CDEMU15.ZIP file of the BBS).
These are the current versions of the boot programs. Do not use the old versions.
CDBOOT25.BIN allows you to monitor the emulator for debugging. Some people have trouble
with it. Try CDBOOT15.BIN first to make sure your system works, and then use
CDBOOT25.BIN. When calling BUILDCD, the -s option specifies the SCSI ID and partition of
the emulator hard drive you wish to access. For example: BUILDCD -s3:1 CD.CTI will access
SCSI address 3, partition 1.

When running RCUBE or any other program:

RCUBE is ancient, and the RESETPS 0 call that brings it to life does not work for every
program. Here is a list of commands that will launch anything: RESETPS 1 (Version 1.03 is the
newest) Pause RUN SNPATCH (Currently better than PATCHX) Pause RUN SELEMU (You
only need to call this once after power-on or after a SELCD command) Pause
RUN CDEXEC (instead of RESETPS 0) The pause commands indicate that you should wait for
the commands to complete, or you will get "Cannot connect to target" error messages. | use the



DOS batch file command PAUSE and hit keys between each command. Needless to say, you
will have to insert path names where appropriate to access RESETPS, SNPATCH, and SELEMU.
Under normal circumstances, RCUBE takes a max of 20 seconds to begin execution. Finally, if
you have just installed your emulator card, changed SCSI IDs, reset the DTL2000 a zillion times,
re-installed your BIOS after the emulator lunched it, kicked the CPU a few times while
launching multiple DOS sessions with complicated communications packages, loaded RCUBE
from different SCSI IDs, and had 106 "Cannot connect to target" messages all in one power-on
session, it is advised that you power everything down, power it all up again, and start by
rerunning CDDISK -n ## fresh. A cold boot does wonders for this process.

CD BURNING Here is a list of the most common solutions to burning CDs for the debugging
station.

Basic problems going from emulation (dev system) to debugging station (blue playstation):
Two meg problems Make your program fit into two meg minus 64K used by the  Rom kernel.
Generate and check your map file to be sure  executables fit if you are unsure. Check your
malloc() calls  to be sure they succeed. Remove references to memory outside  the 2Meg
memory map. Your 2Meg memory map is between 0x80010000 (the 0x10000 is the 64K used
by the kernel) and 0x801FFFFF. Either link with 2MBYTE.OBJ or use _ramsize and _stacksize
(specify as externs). Just because it compiles with 2MBYTE.OBJ does not mean it will fit in
2Meg. That is up to you.

Burning with CDGEN.EXE Put LICENSEJ.DAT into the system file area using the  "additional
information" button on the "volume" screen of CDGEN. You do not need to include
LICENSEJ.DAT inyour list  of files on the "directory"” screen. Put a "J" in the System  area
box under the "master” button on the bottom of the "layout” screen of CDGEN. Be forewarned
that this "J" is not saved with  the rest of the information when you save your .CCS file in
CDGEN. You must reenter it every time. If you get the license information entered correctly,
the  debugging station (not a development system) will display a black  screen with the "PS"
logo and licensing text after the white screen  with the gold logo. If the system hangs on the
black screen, the  problem is in the program, not the licensing information.

Development system to debugging station transition Remove Pollhost() calls. Remove PCIO
calls. Beware CdSearchFile(). CdSearchFile() may work under emulation and the black
development CD-ROM drive, but fail on the debugging  station. A solution is to hard code
your files and their locations  into your program. Although this is less flexible, the location of
the files will be fixed on the final CD-ROM anyhow. You can use  CDGEN to do a mock
layout with your file structures built in, then  go back and fill them in with the correct
locations. If you need it, the formula for converting between time and absolute sector is as
follows: Absolute sector = (minutes * 60 + seconds) * 75 + sector -150

6/6/95 11:07 AM
Playing XA audio files
Matt S. Arrington

CD

There is tutorial code that plays XA files directly. | was unable to get the sample code to work
correctly. The file played through too fast. | am guessing that XA files that come from the
RAW?2XA utility need to be interleaved before they can be played, is this true? If XA files must
be interleaved with empty data, then it seems to me that XA has no advantage over DA. Is this
correct?

Matt

6/6/95 4:53PM



CdInit: What it does
Thomas Boyd
CD

I have been asked by several people what CdInit does. Here is a loose interpretation:

It tries this several times { init some hardware/library variables ResetCallback Hook CD
system callback reset SPU volume reset CD-ROM volume reset SPU CdIReset CdSync } if
successful above, it calls these functions, hooking default callbacks { CdSyncCallback
CdReadyCallback CdReadCallback }

Tom

6/8/95 5:20 PM

Re(2): CdInit: What it does
Thomas Boyd

CD

> You listed CdIReset, is this documented? where?

Itisin LIBCD.H (not quite documentation per se - It is also in the lib 3.0 docs, but no
information is added to what's in the header). In my "loose interpretation” | did not mention that
it is not a function, but only a command call sent to the CD.

>What does CdInitFileSystem do? and why does it hang. (uses VSync commands is all I can tell
from the debugger).

I will see what I can find...

6/8/95 558 PM
CDGEN basics
Matt S. Arrington
CD

When booting from a CD (not the emulator) does the OS automatically execute PSX.EXE? |
remeber reading somthing about a SYSTEM.CNF file, but have seen no mention of it here. Is this
used?

Thanks

6/8/95 6:40 PM
CDGEN 1.10 Problems
David Foley

CD

Has anyone experienced this one and found a way around it. When we load up our CDGEN
and prepare to burn a disc, it prompts us telling us that there are some files that need updating,
would we like it to update them. If we say yes, it clobbers a bunch of the files and directories
from our structure!

any suggestions.

David




6/8/95 3:14 PM

Converting to str movie format.
Mike Bartholomew

CD

Message from Polly Harris via Mike Bartholomew...

I am trying to write a converter for the sgi which creates str format movies. | think | understand
the headers str uses, but | don't have much experience with data compression. Could someone
explain the compression routines that the movie converter tool uses to create str movies, and
how | can recreate them on an sgi in "C". Thank you.

6/9/95 8:42 AM

PSX frame rate answer
Thomas Boyd

CD

> How does PSX know a movie is 30 frames per second or 15 frames per second? Is > it
imbedded in the STR?

Frame rate is not imbeded in STR format. PlayStation never knows frame rate. PlayStation
simply reads the data from CD-ROM and shows it on TV. Frame rate is defined in encoding
process in MovConv. MovConv defines the data size of encoded image. In other words, we can
say frame rate is defined at this time, because data transfer rate from CD-ROM is fixed.

6/9/95 8:45AM

JPEG/MPEG movie compression
Thomas Boyd

CD

> | have been asked the following: > ---------------------- > | am considering playing animation in
JPEG/MPEG on the playstation. | am > wondering whether the decoding functions in
libpress.lib support third party > JPEG/MPEG format, for example: if | compress my data into
JPEG/MPEG using tools > like Alchemy on IBM PC. (It will be hard to compress my data
using the encoding > functions supplied by libpress.lib, which needs to be run on playstion). |
> appreciate any guidance on this. > -----------=-----m----

We have no plan to support third party JPEG/MPEG format with libpress.lib now. But they can
make their own tools like Alchemy, as long as they use it personaly and they use our liraries.

If they want to sell it or distribute it to anyone else they need to let us know.

I think libpress.lib doesn't have encoding functions now while we have the documentation of
them. So, I think it is impossible to implement Alchemy.

Koji

6/12/95 5:55PM
CD Commands
David R. Sullivan
CD

Angus,

Can you please tell me about CD_isopen, etc. within libcd ... this stuff is in 1ib30 and not
documented in the 1ib30 docs (amoung other things like CdGetSector)...

I would like to use CD_isopen .. in my product, is this going to remain in the library through



future revs? what are the parameters? | knoiw it returns a 1 if the door is open.

Where is the docs for CdGetSector, yes, | know that CdGetSector(buffer, 2048/4) works and
returns a 1 on success...what are the other parameters for size.

Why do most of the Cd commands call CD_ -- and some even directly -- it seams that if the CD_
is documented, | could save a layer of code.

How do I get the time back from the CD, it might be nice to know. Is it set properly upon
factory shipping? Can the user set it somehow? | know there is a clock -- I'd like to see if it is
useable.

Can we separate CdRead, CdRead?2, CdReady, etc. from the rest of the module so that they are
not included is | only use CdInit and CdControl, etc.
What is CdReset !!! NOT CdIReset! There is now a CdReset, what does it do?

It would be real nice if there were docs that told about all of the functions -- not just those that
we seem to be happy talking about.

DavesS.

6/13/95 6:33 PM

Re: Slow emulator

Borden Covel Il

Thomas Boyd

CD

Isn't the info needed to use the debug station's serial port available on the BBS. We have
downloaded some example programs from the SIO conference.

Thanks. I'll be in touch tomorrow to discuss the rest of our problems.

Borden

6/13/95 2:22 PM

Slow emulator

Thomas Boyd

CD

Kristine Severson

Update: here's what SN Systems wrote to me about the emulator problem (We are asking Sony

Japan to send us firm hardware specs urgently to solve this problem) Tom
We think it's just that we emulated the timing of our external PSX CD
drive and ours is very slow.

Only problem now is determining exactly how fat the real PSX CD is. We've never been given
any performance figures for PSX CD seeks and we're afraid that if we make the emulator seek
too fast then we'll do more harm than good because developers will be able to write software
for the emulator that would then be very slow & jerky on the real CD

We can't profile a real playstation drive like we did the external black one because we cannot
run a program on a real Playstation that we can get any useful output from. We considered
piping the necessary info out of the debug station's serial port but unfortunately we do not
know how those serial ports work.

So we're still trying to decide the best way to go about this.

6/13/95 9:40 AM

Re(2): CdInit: What it does
Thomas Boyd

David R. Sullivan



CD

>What does CdInitFileSystem do? It is very similar to CdInit. It calls the same initialization
routine that CdInit does, but CdInit tries 4X before bailing out. It does not work reliably. Do not
use it. Tom

6/13/95 10:32 AM

Re: CD EMulator problems (in archive)

Robert w. Calfee

Steve DeFrisco

CD

Hey!

I'm having the *exact* same problems!!! I've also got a pentium system. Our settings are pretty
much the same, but I've got SCSI id 3 set. I'm not using cdmon or mess-- (what are they?) run
selemu seems to completely lock up the devStation.

John Phua suggested that the EMU card might be bad--It's not the drive though, he tested it on
his own system.

If you get a fix on this problem *please* let me know.

Thanks rwc

6/13/95 3:39 PM

Re(3): CdInit: What it does
David R. Sullivan

CD

You say do not use CdlInitFileSystem, the 3.0 manuals say definately to use it if you plan on
using any of the Kernel CD stuff -- is this correct, if not then why the conflict? | am using
CdINit right now -- though when it fails | would really like a result code...

Thanks.

DavesS.

6/14/95 7:.09 PM
Changing disks
Dave Berrisford
CD

A couple of questions here. Is there anyway to tell if the disk tray is open ? Is there anyway of
flushing the directory cache ? Thanks

6/15/95 5:08 PM
CD FAQ (6/15/95)
Thomas Boyd

CD

This FAQ covers the CD emulator and CD burning issues

CD EMULATOR: Answers to "my CD emulator wont work™ questions. These tips are in
addition to the basic instructions in the manual.

***NEW! Q: Which SCSI addresses are taken by the PC? A: SCSI address 6 is reserved for the
communication channel on the disk side of the emulator. SCSI address 7 is used on the PC side



of the emulator by default. This can be changed, but CDMON and CDBOOT25.BIN require the
address to be set to 7.

Q: What is the difference between CDBOOT15.BIN and CDBOOT25.BIN? A: CDBOOT25.BIN
allows feedback to be sent using CDMON to see what the emulator is doing.

Q: What is the The /s switch? A: The /s switch is *not* for telling cdbios what the scsi id of the
drive is. It is for setting the scsi id of the pc side of the system. In general people don't need this
option at all. It may be deleted from future versions of cdbios to avoid confusion.

Q: "My CD emulator runs 2 to 3 times slower than the debugging station.” A: We are working
to repair this problem. ***

When installing hardware:

Make sure that the CD emulator card is set at the default SCSI address of 7. This is the address
of the PC on the bus. Although other addresses work, set the CD emulator hard drive to
address 3,4, or 5. Nobody has had problems with address 3,4, or 5. People have reported
problems with addresses 0 through 2 (although they usually work). Addresses 6 and 7 are used
by the board. Hook the internal cable up to the DTL2000 boards as shown in manual (don't
laugh, it has been forgotten). Choose a base address, interrupt, and DMA channel that does not
conflict with other cards. Choosing the wrong DMA channel will occasionally take your BIOS
out. It is a great idea to back it up first if you are unsure which DMA channels are available.
When installing software:

When calling CDDISK, remember that the number passed as a parameter is the SCSI ID of your
CD emulator hard drive. For the example of initializing a hard disk with SCSI ID 3 the call
would be CDDISK -n 3 where the -n option specifies initialization or re-initialization. You only
need the -n option once. When you load the system area, load CDBOOT15.BIN or
CDBOOT25.BIN (available in the CDEMU15.ZIP file of the BBS). These are the current versions
of the boot programs. Do not use the old versions. CDBOOT25.BIN allows you to monitor the
emulator for debugging. Some people have trouble with it. Try CDBOOT15.BIN first to make
sure your system works, and then use CDBOOT25.BIN. When calling BUILDCD, the -s option
specifies the SCSI ID and partition of the emulator hard drive you wish to access. For example:
BUILDCD -s3:1 CD.CTI will access SCSI address 3, partition 1.

When running RCUBE or any other program:

RCUBE is ancient, and the RESETPS 0 call that brings it to life does not work for every
program. Here is a list of commands that will launch anything: RESETPS 1 (Version 1.03 is the
newest) Pause RUN SNPATCH (Currently better than PATCHX) Pause RUN SELEMU (You
only need to call this once after power-on or after a SELCD command) Pause
RUN CDEXEC (instead of RESETPS 0) The pause commands indicate that you should wait for
the commands to complete, or you will get "Cannot connect to target" error messages. | use the
DOS batch file command PAUSE and hit keys between each command. Needless to say, you
will have to insert path names where appropriate to access RESETPS, SNPATCH, and SELEMU.
Under normal circumstances, RCUBE takes a max of 20 seconds to begin execution. Finally, if
you have just installed your emulator card, changed SCSI IDs, reset the DTL2000 a zillion times,
re-installed your BIOS after the emulator lunched it, kicked the CPU a few times while
launching multiple DOS sessions with complicated communications packages, loaded RCUBE
from different SCSI IDs, and had 106 "Cannot connect to target" messages all in one power-on
session, it is advised that you power everything down, power it all up again, and start by
rerunning CDDISK -n ## fresh. A cold boot does wonders for this process.

CD BURNING Here is a list of the most common solutions to burning CDs for the debugging
station.

Basic problems going from emulation (dev system) to debugging station (blue playstation):
Two meg problems Make your program fit into two meg minus 64K used by the  Rom kernel.
Generate and check your map file to be sure  executables fit if you are unsure. Check your
malloc() calls  to be sure they succeed. Remove references to memory outside  the 2Meg
memory map. Your 2Meg memory map is between 0x80010000 (the 0x10000 is the 64K used
by the kernel) and 0x801FFFFF. Either link with 2MBYTE.OBJ or use _ramsize and _stacksize
(specify as externs). Just because it compiles with 2MBYTE.OBJ does not mean it will fit in
2Meg. That is up to you.



Burning with CDGEN.EXE Put LICENSEJ.DAT into the system file area using the  "additional
information" button on the "volume" screen of CDGEN. You do not need to include
LICENSEJ.DAT inyour list  of files on the "directory"” screen. Put a "J" in the System  area
box under the "master” button on the bottom of the "layout” screen of CDGEN. Be forewarned
that this "J" is not saved with  the rest of the information when you save your .CCS file in
CDGEN. You must reenter it every time. If you get the license information entered correctly,
the  debugging station (not a development system) will display a black  screen with the "PS"
logo and licensing text after the white screen  with the gold logo. If the system hangs on the
black screen, the  problem is in the program, not the licensing information.

Development system to debugging station transition Remove Pollhost() calls. Remove PCIO
calls. Beware CdSearchFile(). CdSearchFile() may work under emulation and the black
development CD-ROM drive, but fail on the debugging  station. A solution is to hard code
your files and their locations  into your program. Although this is less flexible, the location of
the files will be fixed on the final CD-ROM anyhow. You can use  CDGEN to do a mock
layout with your file structures built in, then  go back and fill them in with the correct
locations. If you need it, the formula for converting between time and absolute sector is as
follows: Absolute sector = (minutes * 60 + seconds) * 75 + sector -150

6/15/95 2:17 PM

emulator board config notes
Thomas Boyd

CD

BillE"Angus" Guschwan
Here is some additional information about emulator configuration:
Question 1:

>We have emulator hardware problems where, after setting everything up, and you >call
RESETPS 0, the hard drive green Icd blinks for a few seconds, and then >holds at solid green.
The RCUBE demo will then not load. On the SCEE BBS there >is a report (it describes the
problem as a failure of the seek for PSX.EXE to

>work), and below is a descriptive account of the problem from another >developer. We have
at least 2 other developers with the problem.

Which version of the boot code are you using (1.5 or 2.5) ?

If you're using 2.5 can you see the emulator feedback info using CDMON ? If not then there's
probably something not set up right somewhere along the line. Possibilities are : interrupt clash,
interrupt not specified to cdbios, old version of cdbios, old version of resetps. If you are getting
feedback then what do you see the emulator doing.

Question 2:

>PSX CDEMU problem: > >0OK, I've read all the on-line messages regarding booting off of the
cd >emulator, and I just can't seem to get it to work.

[text deleted]

>PSX CDEMU BOARD SETTINGS: >ADDRESS =390 >DMA =d7 >IRQ =11 >SCSI ID = 6
ANNNANNNNNNAN Ths s the problem. The PC side of the cd emulator should be configured to
scsi id 7 (actually any number except 6 and the id of the drive but 7 is the default). The cd
emulator side of the system uses scsi id 6. This cannot be changed. When two devices have the
same scsi id this can cause strange effects with some things working and some not. -----------------

------------------ Question 3:

>DTL-2000 BOARD SETTINGS: >ADDRESS = 1340 >DMA =6

nnnnnnni Y ou should tell developers not to bother setting the dma on the dex-2000 boards.
The dma on these boards does not work (unless they fixed it without telling us). dexbios does
not use dma. Setting the dma jumpers just has the effect of wasting one of the dma channels in
the pc.




Question 4.
[text deleted] >I can build the \sample\rcube disk using: >buildcd -m cd.cti -s4:1 >I use cddisk
to look at the contents of the partition and the files are there. > >If | tell the cdbios that the
emulation drive is 4 (with the '/s4' switch), it

NANNNININNNNNNNNNNNNNNN The /s switch is *not* for telling cdbios what the scsi id of the drive
is. It is for setting the scsi id of the pc side of the system. In general people don't need this
option at all. | may delete it from future versions of cdbios to avoid confusion.

Question 5:

>All seems fine, the various programs tell me they are starting, no ‘cannot >connectto'
messages. At the resetps 0, the screen flashes (the system is >resetting), | get colorbars, and
there are short accesses to the emu drive >(approx 2 seconds apart, less than 1/2 second
duration) which go on forever >(more than 5 minutes if | leave it alone). The program never
runs. >I have tried also not running the cdmon TSR, because it doesn't seem to do >anything at
all. No messages on screen whatsoever.
NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN ThIS |S because Of the SCS' |d

problem. cdboot 2.5 required the pc to be set to scsi id 7.

6/19/95 10:34 AM

Need help with CD-Emulator

Yoram Berkowicz

Thomas Boyd

CD

Dear Thomas

1. We are unable to work with the CD-Emulator at all. 2. First we could not format the HD. The
CDDISK (v1.11) program stated that the HD has 0 MB on it  This happened with 2 different
1GB HD's an IMPRIS and an HP-C2247-300. 3. After not being able to use the IMPRIS and HP
hard drives, we switched to the recommended MICROPOLIS 4221 drive. Now we are finally
able to issue 'CDDISK -n 3' and define a partition.

Issuing a 'buildcd’ for the RCUBE demo seems to work, but when executing 'resetps 0', the
disk's LEDs flash, then the screen blanks, but the demo itself does not appear. Secondly, when
attempting to examine the partition table and contents using the ‘cddisk 3' command, an error
is displayed stating that 'some values are clearly invalid'. Please find the error screen below:
CDDISK Error Screen
CD Disk Information

This program has read the partition table from the SCSI disk specified and has found
some values that are clearly invalid.
This could be due to the disk not having been initialized properly :- Please

re-run this program with the /n option
or a data error from the SCSI bus has not been detected correctly :-
Please re-run this program allowing the SCSI bus to re-orientate itself

Before running BUILDCD, 'CDDISK 3' work fine!  (We are using BUILDCD v1.18 and
RESETPS v1.03)
4. Please advise us with the current list of compatible drives for the emulator. It might be
useful to have this updated list posted on the BBS for everyone's benefit.
Thank you,
Yoni Owen and Yoram Berkowicz VIP

6/19/95 5:28 PM
Re: Need help with CD-Emulator



Thomas Boyd
CD

It sounds like your communication channel between the emulator and the DTL-H2000 boards is
in conflict. The jumper setting on the card should be seven (all three jumpers crossed). Did you
load CDBOOT15.BIN into the boot sector of the partition? Have you tried other interrupt
channels? Make sure that your CDBIOS command matches the current configuration of the
jumpers on the board. Do you have two cards so you can swap out and be sure the card is not
bad? | am assuming you have gone through the FAQ | posted. Let me know what all you have
tried.

There are newer versions of the emulator tools being posted soon, but they involve solving
problems with Seagate Hawk drives and stuff not related to your case.

There is no real list of acceptable drives. SN Systems says that any SCSI drive should work. |
stick with the micropolis, because | know it does. Tom

1. We are unable to work with the CD-Emulator at all. 2. First we
could not format the HD. The CDDISK (v1.11) program stated that the HD has 0 MB on it  This
happened with 2 different 1GB HD's an IMPRIS and an HP-C2247-300. 3. After not being able to
use the IMPRIS and HP hard drives, we switched to the recommended MICROPOLIS 4221
drive. Now we are finally able to issue 'CDDISK -n 3' and define a partition.

Issuing a 'buildcd’ for the RCUBE demo seems to work, but when executing 'resetps 0', the
disk's LEDs flash, then the screen blanks, but the demo itself does not appear. Secondly, when
attempting to examine the partition table and contents using the ‘cddisk 3' command, an error
is displayed stating that 'some values are clearly invalid'. Please find the error screen below:
CDDISK Error Screen
CD Disk Information

This program has read the partition table from the SCSI disk specified and has found
some values that are clearly invalid.
This could be due to the disk not having been initialized properly :- Please

re-run this program with the /n option
or a data error from the SCSI bus has not been detected correctly :-
Please re-run this program allowing the SCSI bus to re-orientate itself

Before running BUILDCD, 'CDDISK 3' work fine!  (We are using BUILDCD v1.18 and
RESETPS v1.03)
4. Please advise us with the current list of compatible drives for the emulator. It might be
useful to have this updated list posted on the BBS for everyone's benefit.
Thank you,
Yoni Owen and Yoram Berkowicz VIP

6/19/95 9:00 AM

MinLength in build files and changes to CDGEN

David W. Marshall

CD

Tom Boyd

I know that when you make a script file to build images to the external hard drive, you can
insert a MINLENGTH statement to make the build allocate more space for your files.

Is there a way, or can one be added, in CDGEN to specify MINLENGTHS for files? This would
allow the SCSI disk image and the CD-ROM image to look the same. It would also allow more
options for reading data off of the CD.

Does CDGEN save the J in the License Area yet?
When you make a track CD/DA (redbook) does CDGEN still put all the tracks in track 2 or does
it make a seperate redbook track for each CD/DA track selected (which is what it should do)?
Can CDGEN or the CTI convertor put the files in the correct order so the build program doesn't



keep saying that files are in the wrong order and it has reordered them for you?

Is there an FAQ available for reading data from the CD? Right before E3, there was discussion
on the BBS because things like SearchFile() did not work and routines like open(), read(), and
seek() were buggy. Seek() did not work when you wanted it to seek to the end of a file. At the
time, one of the suggestions was to hardcode the sector locations of the files. Allowing
MINLENGTHS in CDGEN would seem to make this task easier.

thanks,
dave

6/19/95 9:52 AM

Re: CD FAQ (6/15/95)
Jeff Davies

CD

Tom, in your CD FAQ message you say...

>Try CDBOOT15.BIN first to make sure your system works, and then use CDBOOT25.BIN.

I can get everything to work with CDBOOT15, however I still can not get CDBOOT?25 to work at
all. Is there anything special that must be done differently to work with CDBOOT25?

6/19/95 9:59 AM

Re: MinLength in build files and changes to CDGEN
Thomas Boyd

CD

>|s there a way, or can one be added, in CDGEN to specify MINLENGTHS for files? >This
would allow the SCSI disk image and the CD-ROM image to look the same. >It would also
allow more options for reading data off of the CD.

Not currently, | passed the request along. For now, you might just pad your files with blanks if
you wanna do this.

>Does CDGEN save the J in the License Area yet? >When you make a track CD/DA (redbook)
does CDGEN still put all the tracks in track 2 >or does it make a seperate redbook track for
each CD/DA track selected >(which is what it should do)?

no and yes, we have no new release of CDGEN.

>|s there an FAQ available for reading data from the CD? Right before E3, there was
>discussion on the BBS because things like SearchFile() did not work and | am building onto the
CD FAQ now.

Tom

6/20/95 8:36 AM

CDWA900E w/ other SCSI cards
Thomas Boyd

CD

Another note for those who do not want to use the recommended SCSI card (Recomended =
adaptec AHA 1542CF) for the CD burner. Tom You may have already
discovered this but just in case:-

We could not get the CDW900 to work with the relatively new (but very popular, especially in
Pentium machines) Adaptec 2940 PCI SCSI card. We messed some more with the Adaptec
configuration utility and eventually discovered that it is necessary to turn off Adaptec's sync




negotiation for the target ID that is the CDW900.
After that everything is fine.
-- Andy

6/22/95 2:49 PM
Wildcard search
David Minogue
CD

Is it possible to traverse the CD directory tree using wildcard filenames? ‘firstfile' and 'nextfile’
in LIBAPI sound right, but they crash and burn when | specify the device ‘cdrom:’. Any
suggestions?

-- David.

6/22/95 5:18 PM
CdRead failures
Thomas Boyd
Crystal Dynamics

Info from a message from SCE Japan: The reason of CdRead
failure are followings.

1) The write once problem The write once disc is not stable,and if you write dowble speed the
case is worse. PLEASE WRITE NORMAL SPEED !

2) Debug Station problem The cd drive of the debug station is weak when it gets hot. There are
some variations for each debug station , so please select the strong debug station for that
problem. And we do not fix that problem yet. And cool it down when you don't use the debug
station.

You can easily find out the bug which is caused by the temputure,

1 the bug never occuers when the debug statin is cool. 2 the bug never occures if you use DEX-
2000 board.

3) The outer 3 minutes access problem. The sub cpu for the cdrom can't access outer 3 minutes
to the plain area (the data are not written area).

Please write 3 minutes dummy data in the last data area, if you access that last area.

Finnally, The bug dosn't occur when on the DEX-2000 I think 1) or 2) , if it is that case, the bug
dosn't occur when burned on the BLACK CD.

If the bug occures on the DEX-2000 board, | think the bug is the software. Let me know the
version of libcd.lib , plase.

> 2) Interrupts are being lost occcasionally. >

If you use the ROOT COUNTER interrupt by handling the EVENT , it can be possible to occure.
We are solving that problem now.

6/23/95 11:.07 AM
Re: CdRead failures
Scott Berfield

CD

My debug station behaves much better witha simple kludge to keep the lid open. Take a pencil
eraser and tape it in place holding down the drive motor cutout button (where the post on the



lid sticks down). This will let you run with the lid up which makes everything much cooler.
-sb

6/23/95 11:.03 AM

CDGEN: "Output may be failed"
Thomas Boyd

CD

Dear everybody, Heres info on CDGEN from SCE Japan: Tom
-------------- >We are having problems with the CDGEN >program when large numbers of files,
in subdirectories, are put onto the CD.

>When the files are added, a message "output may be failed #####" appears in the >warning &
error box. The files are not correct, and the disk cannot be made >successfully. It appears to
take about 600 files in a small directory >structure, and fewer the deeper the directory structure
is nested. They need

>this limit to be increased, or removed, so that they can easily burn a game >disk. To
reproduce the problem, I simply added the WINDOWS directory structure >within cdgen, and
the error occurred, though any directory structure should do >the same. They can occasionally
get it to work by adding single files or di >rectories at a time, but not consistently. Please let me
know what can be done >to allow this type of operation to work, and how long it will take to
get it.

Specified error must be occurred in the case of the speed of file reading is not enough to writing
speed.

If writing data is consists from many small files or subdirectories, the open/close of files will be
frequently executed and it takes more load of the CPU. And also, the fragmentation on the HDD
causes similar situation. It depends on a performance of the file system of the PC. (Please refer
CD-ROM Generator Manual 3.1.3 "About the source files")

To avoid this error, you should create CCI file. When you save the format information by "Save"
command, you can select the file type (CCS/CCI). CCl file has format information and a whole
image of the CD-ROM.

After the saving of CClI file, data will be read from CClI file instead original source file. And
reading speed will be more high. But, it is *recommended* to also save as CCS file not only CCI
file. You can save the disk space by deleting CClI file.

6/23/95 9:15 AM
Re: CdRead failures
David W. Marshall
CD

How much extra for a "strong debug station”

6/23/95 10:29 AM
Re(2): CdRead failures
Thomas Boyd

CD

> How much extra for a "strong debug station”
You never know 'till you buy and use the thing for a few zillion hours. (It is like buying $1700
packs of baseball cards).



Tom

6/27/95 6:43 PM

Re(2): CD FAQ (6/15/95)
BillE"Angus" Guschwan
CD

Try resetps version 1.03.
Angus

6/29/95 11:31 AM
Re(3): CdRead failures
Kirk Bender

CD

I notice that the debug station runs on 100v. The power in the US is 110-120volts. Could this
cause overheating? Is the power supply officially OK'ed for 110-120volts instead of the typical
Japanese 100 volts? Should we use stepdown transformers? Is the power supply in the blue
debug station the same as in the grey Japanese station? domo

6/30/95 4:21 PM
CdSearchFile
Todd Blackburn
CD

Some messages have been posted in this conference stating that CdSearchFile may be unreliable
on the debugging stations. Is this true for the consumer units as well? Is CdSearchFile more
reliable in version 3.1? Can | read the directory and subdirectory sectors myself and extract the
position information for my files? If so, where can I find the directory sector format?

Thanks,

Todd Blackburn

7/4/95 11:.02 AM

Which CDROM burners work?
Mike Benna

CD

We've got a Pinnacle and a Yamaha CD-ROM burner and we'd like to know if we can burn CDs
for the PSX using them. Our Debug Stations haven't arrived yet so we are unable to test and
we'd like to know if there are problems we need to plan for. Thanks in advance for any info you
can provide.

7/5/95 4:54 PM

simple answer, complex question
Blake E. Senftner

CD



LIBGS

I have the following situation:

Because CD emulation does something that makes printf() stop working, I've been trying to get
the FntPrint() routines to work while I'm loading my emulated data. Without printf()'s and
inside timing critical code, | don't want to use the debugger- rather | want to FntPrint() my
logical situation to the PSX display screen.

(You may remember that this is the method that the CD tuto programs use for their status
display.)

But here's the problem: I'm using the GsLib to handle my draw/display buffer rotations and all
examples showing the usage of FntPrint() for screen display do not use the GsLib to handle
buffer display rotation.

I have FntPrint() working in my other code, but for some reason | can not get FntPrint() to work
on ajust initalized display environment. The logic goes like this:

/* program has just begun */ ResetCallback(); Cdinit( 0 ); PadInit( 0 ); ResetGraph( 0 );
SetGraphDebug( 0 ); GsInitGraph( 512, 240, 0, 0, 0 ); GsDefDispBuffer( 0, 0, 0, 240 ); GsInit3D();
/* ordering table initalization omitted */ FntLoad( 960, 256 ); gFontld[0] = FntOpen( 0, 16,
512, 24, 0,512 ); gFontld[1] = FntOpen( 0, 240 + 16, 512, 24, 0, 512 ); setDumpFnt( gFontld[0] );
VSync( 0); GsSwapDispBuff(); FntPrint( "this should, but does not display\n" ); FntFlush( -1);
As can be seen, this logic simply initalizes the PSX, like any program running from emulation.
Can you see any reason why the FntPrinting should not work?

What does GsSwapDispBuff() do anyway?

I've gone underneath GsLib everythere except where it swaps my buffers for me... And at this
point in the logic, | have not gone underneath GsLib at all, so no conflicts could be triggered
yet...

So, can | get a simple answer to this? I'd love something complete where | won't have to look up
functionality that | don't have documentation to... I quess what I'm saying here is that I'm trying
to understand why this is not working, and I'd prefer a non-cryptic reply.

Thanks very much. -Blake

7/5/95 8:27 AM

Re: Which CDROM burners work?
Thomas Boyd

CD

Unfortunately, the sony CDW-900E is the only burner that works for the PSX. Tom

>We've got a Pinnacle and a Yamaha CD-ROM burner and we'd like to know >if we can burn
CDs for the PSX using them. Our Debug Stations >haven't arrived yet so we are unable to test
and we'd like to know if >there are problems we need to plan for. Thanks in advance for any
>info you can provide.

7/6/95 10:57 AM

Re: simple answer, complex question

Thomas Boyd

CD

Dan Burnash

Blake, I read your question. I am trying to find out. It will probably be two or three days for me
to finish my answer.

>...and I'd prefer a non-cryptic reply.

Welll..... I guess. | WAS going to reply in mime and send you a video with Tagolog subtitles, but
if you insist!



Tom

7/6/95 2:17 PM

Re: simple answer, complex question

david eader

Blake E. Senftner

CD

I noticed there's no DrawSync() call in your code outline. Could that be the problem?

I know I've had to do some juggling of my initialization code to get FntPrint to work. Just
hacked variations until it worked, not being very systematic (too may combos!) But I've
definitinely seen the first call to LoadClut() fail due to missing DrawSync(), as well as
FntPrint().

7/6/95 2:19PM

Re(2): simple answer, complex question

Blake E. Senftner

CD

LIBGS

Tom:

Well, I figured it out, and here's what | did so others can too:

just after the call to GsSwapDispBuff() | added the following code:

if (GetDrawEnv( &drawEnv )) {setRECT( &drawEnv.clip, 0, 0, 512, 240 ); drawEnv.dfe =1,
PutDrawEnv( &drawEnv); }

And, of course, | had to add this declaration to the beginning of the function:

DRAWENYV drawEnv;

What this does: When the GsLib initalizes, it sets up for a double buffer rotation. For FntPrint
output without a rotating double buffered display (such is the situation for program
initalization) one needs to retrieve the draw environment that the GsLib set up, and change it to
allow for rendering in the currently visible display buffer.

Because this change only takes place on a copy of the data that GsLib maintains, once you start
rotating buffers the changes you made are lost. Just the behavior one wants.

Chow, -Blake

7/6/95 2:22 PM

Re(2): simple answer, complex question
Blake E. Senftner

CD

| figured out how to make it work, but to answer the question about a possibly needed
DrawSync() call:

Because this is the first thing ever displayed/rendered, there is no drawing to sync with. Hence
no call to DrawSync().

-Blake

7/6/95 1:30 PM
CD-Emu demo fails
Thomas Boyd



CD

Ideas:

1 check the cable between the emu and the DTL-H2000 2 SCSI address of emu card should be
jumpered to 7 3 Do not set address of HD to 6 4 Play with IRQ/ADDR/DMA settings in that
order 5 use CDBOOT15.BIN instead of CDBOOT25.hin 6 try swapping with a working emulator
in your dept (if possible) to be sure board is good 7 make sure DTL-H2000 has an external
(black) CD-ROM drive or a blue terminator chip installed 8 make sure that your CDBIOS call in
AUTOEXEC has the correct values if you have been switching jumpers about 9 what drive are
you using? there is a special new version of emu tools for seagate hawk 10 take out a card with a
known working IRQ (soundblaster, net card, ...) and use that IRQ temporarily to see if that is the
problem 11 pull out hair and release a primal scream (welll.... it helps me sometimes) 12 let me
know if you are still stuck Tom

I have not been able to get the CD-Emu demo program (RCUBE) to run.

Yes DexBios is installed, yes CDBios is installed, yes BuildCD worked (at least using CDDisk |
can view the dir structure)

Run.exe v2.30 ResetPS v1.03

After 'run‘ing selemu and a 'resetps 0', the emulation HD flashes for ~1 second and then
nothing.

Worse yet, | am unable to 'run’ anything after 'selemu’ has been installed.

Ideas?

7/6/95 2:54 PM
use RESETPS 1.03 with emulator
Thomas Boyd

CD

Some developers are still using RESETPS 1.02.

Don't.

Version 1.03 resets the emulator as well as the DTL-H2000 (see below)
Tom

Note also that RESETPS.EXE is currently version 1.03 and
has been for some time. | expect you probably already have this - I'm just checking. It differs
from 1.02 in that it will also reset the CD emulator (if CDBIOS is present) at the same time it
resets the DTL-H2000 cards. This is particularly essential if using the version of the CD emulator
that provides text feedback on CD activity to the PC.

7/6/95 10:58 AM

Re(3): Which CDROM burners work?
Thomas Boyd

CD

>>Unfortunately, the sony CDW-900E is the only burner that works for the PSX.
>Really? Why? What's special about the discs that burner spits out compared to other burners?
GDGEN is hard coded to only work with the CDW-900E.

7/6/95 9:43 AM



Re(2): Which CDROM burners work?
Mike Benna
CD

>Unfortunately, the sony CDW-900E is the only burner that works for the PSX. > Tom
Really? Why? What's special about the discs that burner spits out compared to other burners?

7/7/95 440PM

Re: error messages from CD

Thomas Boyd

Borden Covel Il

CD

ummmmm, | can find out.

SN Systems will have the new improved CD emulator available next week (finally) which is
clocked off of the debug station and will run at the correct speed! | wonder if this will clean the
problem up. In the meantime, | will find out what the error messages mean.

Tom

7/7/95 358 PM

error messages from CD
Borden Covel Il

CD

We are getting the following error messages when we try to read from our cd-rom emulator.
Does anyone know what they mean???

CD_init:addr=80032d2c CdlIPause: DiskError(03) Ready=DiskError(03) CdlPause: DiskError(03)
Ready=DiskError(03) Ready=DiskError(03) CdlPause: DiskError(03) Ready=DiskError(03)
Ready=DiskError(03) CdlPause: DiskError(43) Ready=DiskError(43) Ready=DiskError(43)
CdlPause: DiskError(43) Ready=DiskError(43)

7/7/95 417 PM

Re(3): Which CDROM burners work?
David Foley

CD

one is made by sony ;-)

7/10/95 8:00 AM
Looping CD DA
Randy X. Thompson
CD

Is there any OS support for looping a CD DA track, or do | have to check for the end of the track
by polling the CD's head position and then restart the song myself with another CdIPlay
command?

-Randy Thompson



7/10/95 11:26 AM

Painfully slow CDGEN verify
David Minogue

CD

Tom,

Verifying CD's burnt with CDGEN is painfully slow; maybe 1/4th speed. Is there something
wrong with our configuration? At this speed, releases will take several days to prepare (ie. 8
disks burnt at single speed and verified). Any ideas on speeding it up? Is it possible to verify
disks using regular CD drives (as opposed to Sony writers)?

Getting worried...

-- David Minogue, Acclaim Entertainment.

7/10/95 8:42 AM

Re: Looping CD DA

Thomas Boyd

CD

Randy X. Thompson

>|s there any OS support for looping a CD DA track, or do I have >to check for the end of the
track by polling the CD's head position and >then restart the song myself with another CdIPlay
command?

Randy, The only way | know is by setting up a callback to do as you have described (as used in
/psx/sample/movie/cdtuto/tuto4.c , repeat.c). Tom

7/11/95 11:59 AM

Re(2): Still Using Sound in MovConv

Mark Beardsley

Dave Elton

CD

It looks like you're doing it right, however, when you build the avi in Premiere, make certain
that you select "Millions of Colors", not "Millions of colors+". The plus sign will add an alpha
channel that will screw up MovConv. We always used a frame size of 320x240. | don't know
your variable size frames could be the problem. Try it with a short movie of a constant frame
size first. Hope this helps.

7/11/95 5:31PM

IMPORTANT MASTERING NOTE
Thomas Boyd

CD

There has just been a new version of CPE2X.EXE given to us from Japan today. You need to use
it to append the correct header for the US of A. it has a /C option which lets you choose a
country. Itis in the DTL release area (see news).

Download it.

Read the readme.

T




7/11/95 9:05 AM

Re: Still Using Sound in MovConv

Dave Elton

Mark Beardsley

CD

>>The video source that I'm using is an uncompressed avi file from Adobe >>Premiere. The
audio source is a 16bit WAV file.

We are also try to use the uncompressed avi files from Adobe Premier as input to MovCon. We
are using Adobe Premier 4.0, frame rate is 30 fps, size varies from 256x176 to 640x480,
compression mode is set as none. For some reason, when we use MovCon. (v1.93), the preview
only give us the size and frame rate of the avi files, nothing really shows up. When we go ahead
to convert it (setting as easy set, no audio, 15 fps, MDEC str), the images played back are all
scrambled. Can you tell me eaxctly how you get your Adobe .avi files. Maybe we are missing
something when we make uncompresse avi files (although it looks pretty straightforward to
me), because we could not preview the avi files. Thanks.

BTW, I can also be reached at simon@readysoft.com.

Simon Lai

7/12/95 3:19PM

Re: error messages from CD

David R. Sullivan

Borden Covel Il

CD

Ok, You'll have to confirm with sony on error numbers (or SN systems on emulator errors),
however, the following may help:

Cd_Init: address=xxx, xxx is the address of an internal table that sony uses, this address
contains 6 pointers. #3 & 4 (0 based) are data Sync Result and data Ready Result vars.
Ready=DiskError(errornumber) is printing the valid within ReadyResult. | have never seen
those disk errors (03, and 43).

What your list would tell is that you did not pass the init stage. However, the sony code calls
Cd_init from within several functions (ie Read) when a timeout occurs.

Does this happen after a video playback? or is this always, even in test code?

DavesS.

7/12/95 8:55 AM

Re: mastering note

Thomas Boyd

David Minogue

CD

>Question regarding the cdmaster.txt procedures. In section "6) Special >Notes Before Creating
CD-ROM Disc" the procedures state "Currently, >seeking in the area covering the last 3 min.
(the very outside edge of the >data writing area) may be unsuccessful.” Is this refering the the
last 3 >minutes of the 1st track (ie. the data track) or the last 3 minutes of the >disk as a whole?
That is, do we need to add a 3 minute (27MB) file to the >end of track 1, or do we need to add a
dummy 3 minute audio track to the >end of the disk? If it's the later, do you have any
suggestions on what >the audio track should contain?

Add dummy data at the end of (or in a track following) your last track. I think the reason will
make sense if | explain it in detail:

The CD ROM drive in the PSX was chosen to be affordable (cheap!). When seeking to a location,



the head may overshoot. If it overshoots into data (which contains indexing information) it
knows where it is and can adjust. If it overshoots into the no-man's-land after the lead out, it
cannot recover. Putting three minutes of blank data after the LAST POSITION TO WHICH YOU
WILL SEEK solves this. Notice that this means that you can put a DA audio track of length
greater than or equal to three minutes last on your CD and not have to pad with dummy data (if
you ONLY seek to the beginning of the DA track), because the last position you seek to on the
disk is the beginning of the DA track, which is three minutes or more away before the end of
your data.

>Secondly, what's going on with the last second release of CPE2X? Is it >critical that we use it
for the product we are about to turn over to you???

I am sure the change is because the old version of CPE2X put a header on the executable it
created which said "Sony Computer Entertainment Inc., for Japan area.” | will be hex dumping it
to be sure that is the only difference later today. If you need to know before then, check it and
see.

Tom

7/12/95 1:46 PM
Re(2): mastering note
lan McGee

CD

Well, | ran the old CPE2X.EXE on SAMPLE\GRAPHICS\BALLS and then the new one set for
Japan. | found quite a few differences that | can't explain.

It looks like several values in the old CPE2X result are now largely set to nulls. Any idea
whether this is an inadvertant side effect, or might be something to cause problems later?
Otherwise, the new CPE2X with /CA just says "for North America area" instead of "for Japan
area"

Here's my difference file:

Comparing files O.EXE and J.EXE 00000008: D2 00 00000009: 09 00 0000000A: 09 00 0000000C:
3A 00 0000000D: OF 00 0000000E: 70 00 0000000F: 1D 00 00000014: 04 00 00000016: 4F 00
00000017: 47 00 00000030: 70 FO 00000031: 47 FF 00000032: 7E 1F 00000033: EF 80 00000034: AA
00 00000035: 36 00 00000036: A8 00 00000037: 01 00 00000038: A8 00 00000039: 01 00 0000003A:
B4 00 0000003B: 06 00 0000003C: A8 00 0000003D: 01 00 0000003E: 74 00 0000003F: OF 00
00000040: BO 00 00000041: 1C 00 00000042: 60 00 00000043: 33 00 00000045: 14 00 00000046: 06 00
0000004 7: 9F 00 00000048: FF 00 00000049: 9F 00 0000004B: 14 00 0000007C: 05 00 0000007E: A8
00 0000007F: OF 00 00000080: 8E 00 00000081: 15 00 00000082: 70 00 00000083: 33 00 00000084 05
00 00000086: FE 00 00000087: 04 00

7/12/95 11:21 AM

Re: URGENT! CD mastering information

Thomas Boyd

CD

News

Please note that all licensees MUST adhere to this convention in order to pass our final testing
approval.

7/12/95 5:44 AM
mastering note



David Minogue
CD

Hi Tom.

Question regarding the cdmaster.txt procedures. In section "6) Special Notes Before Creating
CD-ROM Disc" the procedures state "Currently, seeking in the area covering the last 3 min. (the
very outside edge of the data writing area) may be unsuccessful.” Is this refering the the last 3
minutes of the 1st track (ie. the data track) or the last 3 minutes of the disk as a whole? That is,
do we need to add a 3 minute (27MB) file to the end of track 1, or do we need to add a dummy 3
minute audio track to the end of the disk? If it's the later, do you have any suggestions on what
the audio track should contain?

Secondly, what's going on with the last second release of CPE2X? Is it critical that we use it for
the product we are about to turn over to you???

-- David.

7/12/95 10:43 AM

URGENT!! CD mastering information
Thomas Boyd

News

Late Late Breaking News from Japan: Do not name your
executable PSX.EXE Name your executable after the following convention:

Use your product code (AAAA-XXXXX) and turn it into a file name by inserting a period after
the eighth character.

Example: AAAA-XXXXX = SLUS-12345

Product code: SLUS-12345 Executable name on CD: SLUS-123.45;1

To run the main file, build SYSTEM.CNF and put it in your root directory. SYSTEM.CNF should
look like this:

BOOT=cdrom:\AAAA-XXX.XX;1 (in the example this TCB=4 would
be SLUS-123.45;1) EVENT=10 STACK=801fff00

NOTES:

The current emulator tools will not let you put this filename on the emulator (it contains an
illegal 1SO character). For now, use a different name and change it when you burn.

CDGEN gives an error message based on the illegal character in the filename. You can ignore
this error.

| just tried this - it works.

Tom Boyd

7/13/95 8:05 AM
Re(3): Still Using Sound in MovConv
Dave Elton
Mark Beardsley
CD
Thanks for the info, it IS because of the depth in compression setup was set as millions+.
Now we can convert the movie we want now.

As | learned from your message, the movie with sound cannot be played from memory and
need to be played from CD or emulator board. | don't know where I can find the playstr demo
you said. Is it in somewhere on BBS | can download? Is there any other way we can play the
movie with sound form memory, | mean either there's some other way to play or other way to
generate the movie so we can actually play not using CD emulator? Thanks!

Simon Lai



7/13/95 10:12 AM

sound after 24 bit movie fix
Thomas Boyd

CD

All,

Ever have intermittant problems (changing from compile to compile, seemingly at random)
playing sound after running a 24 bit movie? This was caused by a bug in the streaming library
which has now been fixed. The new version of libcd (which contains the streaming library) will
be released by the administrator soon. I just tested it. It solves the problem.

Tom

7/13/95 9:03 AM

Re(4): Still Using Sound in MovConv

Mark Beardsley

Dave Elton

CD

There used to be a playstr example posted on the board (but this was months ago). Try looking
in the archives of the CD conference. There are two problems with playing from memory
instead of the CD emulator. First, the whole movie must fit into the 8 megs of ram on the
development system (so it has to be short). Second, you cannot play the XA sound with it (the
sound data gets taken directly from the CD read process and is routed to the sound processor),
so if you are reading the movie from memory, the sound chip never receives the sound data (I
also think that if you run from memory, the sound data will be considered part of the video data
and will probably screw it up, but I don't know this for sure). Overall, if you're going to be
working with a lot of movies, you should probably get a CD emulator and do it the right way.
Hope this helps.

7/13/95 1:30 PM
MovConv slows down vertical retrace
Dave Elton
CD
Art Tools
I am trying to use vertical blank as a time counting base and | found when the movie is

played, some interrupt are cancelled. Is anybody there know how | can choose a time base
counter not affected by movie decoding?

Also I am considering embedded the joystick move information in the movie in future, so I can
basically get information at the right frame in movie, does anybody know how to do it?

Thanks!
Simon Lai ReadySoft Inc.

7/14/95 4:59 PM
about CdReadCallback()
Blake E. Senftner

CD



Support;

Does it matter when the CdReadCallback is set? For example, can | execute CdRead() and then
depending upon that calls success set the callback? Or does it need to be set before the call to
CdRead()?

Minor point, but it allows for streamlined logic.

-Blake

7/14/95 10:06 AM

Re: URGENT! CD Mastering info
Thomas Boyd

News

Ammendment:
Please use the underscore character instead of the hyphen character in the file naming

convention. If you have just burned masters for launch with the hyphen, you do not need to
change it. Here is the memo describing this change: Tom

To
whom may concern: In my first fax dated July 12, | showed the naming rule of the file which is
currently known as "PSX.EXE". In the rule, | explained it using an file name "XXXX-AAAAA".
However, SCEA informed us that "-" (hyphen) will not be in the 1ISO-9660 standard. Therefore
we would like to recommend you to use "_" (underscore) instead. As for this example, the file

name should be "XXXX_AAA.AA;1". |would like to apologize your inconvenience, however, |
would like to ask your collaboration on this once again. Best Regards, Shin‘ichi Okamoto

7/14/95 12:46 PM

CDGEN SCSI driver

Christopher Deel

CD

Administrator

When | run the CD Controller software that came with CDGEN | get an error message.
SCSI Device Driver not found.

Which device driver do | need to load?

I have an Adaptec AHA-1540CF.

7/14/95 3:12 PM
Re(5): Still Using Sound in MovConv
Dave Elton
Mark Beardsley
CD

I know XA sound track can be routed directly to SPU and played. But if | use pgbload to load
a small movie into memory, is there anyway to figure out which sector has audio data and then
transfer them to SPU by DMA and play the audio? | want to figure this out because | want to get
sound played before our ordered CD emulation board shipped to us. | figure maybe | need the
specs of sector structure for interleaved movie.

BTW, I went thru the archieves in CD conference and couldn't find the playstr demo. Could

you send me the playstr sample source code if you have it, Mark? Thanks in advance!
Simon Lai ReadySoft Inc




7/17/95 3:44 PM

Re: Printfs embedded in libcd

David R. Sullivan

Mike Bartholomew

BillE"Angus" Guschwan

The embedded printf's you spoke of are printed if CdSetDebug(x) is called with x being greater
than zero. If you are calling CdSetDebug, use CdSetDebug(0) and the'll go away, if you are not
calling it, look more carefully or add a CdSetDebug(0) into your code.

(SONY READ HERE) Although a good point to SONY is please provide a version of the library
(example 3.1.final) that does not include any printf's or logic to bypass them, and removes extra
debugging stuff. The reason for this is that the current lib 3.1 has many many printf's,
exspecially in the CD code, and it would be real nice to NOT HAVE them or any code to check
CD_debug (CdSetDebug value) at all in our final products. Were not talking about a small
ammount of memory, printf's add up quick.

DavesS.

7/17/95 2:29 PM

Printfs embedded in libcd
Mike Bartholomew
BillE"Angus" Guschwan

Evidently the function CdSearchFile has embedded printf statements that are causing some
delays in our code execution. Any chance to have the printfs taken out in the very near future?
Thanks, Mike Bartholomew

7/17/95 10:55 AM
CdReadCallback() errors
Blake E. Senftner

CD

All;

I get errors when | use CdReadCallback() from the callback:

void readCB( unsigned char status, unsigned char *result ) { if (status != CdIComplete) {
error state that is always true } code that never gets executed }

My setup looks like:

CdReadCallback( readCB ); CdControl( CdlSetloc, &pos, NULL ); if (CdRead( readSectorSize,
buffer, CdIModeSpeed )) { return OK; } else { return error; }

Has anyone had success with this functionality?

-Blake

7/17/95 5:34 PM

Re(2): Printfs embedded in libcd
Kristine Severson

CD

The next library release, 3.2, will alleviate this problem. | am trying to find out a release date
from Japan now...It should be very soon as many complaints have come up about this.
Kris



7/17/95 6:41 AM

Re(6): Still Using Sound in MovConv

Mark Beardsley

Dave Elton

CD

I don't know if it is possible to do what you want regarding the audio (and if it is possible, |
haven't looked at it). Sorry. The code that you want is in with the samples posted on the BBS. |
don't remember exactly which sub-directory it is in, but as I recall, it is in two different places
(one is an old version, the other is a newer version). | think one is under movie and the other is
under CD. If you can't find it, try doing a text search for ANIM (that's a subroutine in the
player). Sorry I'm not being more helpful, I don't have the original code anymore, | only have
my highly modified version.

7/18/95 6:16 PM

Re(2): open("cdrom:") & read() are bad w/ 3.1
David R. Sullivan

CD

CdInitFlleSystem DOES NOT WORK, the japanese engineers states this when we met with
them, in addition, it differs from CdInit only in that it calls VSync(0) allot, and changes one
addional vector.

DavesS.

PS. The Emulator has problems with seek times, open(),read() Iseek() and coded in such a way
that read() will do alot of seeks()...the emulator will not work well with this. Look to
SNSystems for an update to the emulator code for proper CDSeek times.

7/18/95 6:17 PM
Re: CdReadCallback()
David R. Sullivan

CD

Yes,

Are you having problems...I have used CdReadyCallback, CdReadCallback, CdSyncCallback
and CdDataCallback all successfully.

DavesS.

7/18/95 10:24 AM

Re(3): open("cdrom:") & read() are bad w/ 3.1

Thomas Boyd

CD

Alex Dommasch

Try my suggestion of using the CdRead and CdGetSector routines. They work. Tom

7/18/95 9:06 AM
open("cdrom:") & read() are bad w/ 3.1



Alex Dommasch
CD

I just upgraded to the 3.1 Libraries, and now file reading from the CD Emulator is really slow
and unreliable. Half the time, open() fails, and the rest of the time, read() takes a long time (lots
of retries?). All that's changed is the software. 1'm going to have to go back to 3.0 if I can't find
a solution, but I'd prefer it if | didn't have to.

On startup, | execute CdInit(0), and _96_init(). Is there anything else | have to do to initialize?
What is the parameter in CdInit() supposed to do?

Thanks for any help. -Alex

7/18/95 9:55 AM

Re(2): open("cdrom:") & read() are bad w/ 3.1
Alex Dommasch

CD

CDlnitFileSystem() does not appear to be in the 3.1 Libraries anymore.

7/18/95 1:07 PM

CdReadCallback()

Blake E. Senftner

CD

Thomas Boyd

Have you guys seen working code that uses CdReadCallback()?
-Blake

7/18/95 9:26 AM

Re: open("cdrom:") & read() are bad w/ 3.1

Thomas Boyd

CD

Alex Dommasch

>| just upgraded to the 3.1 Libraries, and now file reading from the CD Emulator >is really slow
and unreliable. Half the time, open() fails, and the rest of the time, read() >takes a long time
(lots of retries?). All that's changed is the software. 1'm going to >have to go back to 3.0 if I can't
find a solution, but I'd prefer it if | didn't have to.

>0n startup, | execute CdlInit(0), and _96_init(). Is there anything else | have to do to >initialize?
What is the parameter in CdInit() supposed to do?

Do you call CdInitFileSystem? That is supposed to be the Init for open and read. None of the
examples use the CdlInitFileSystem/open/read combo, so | usually use CdRead and
CdGetSector instead of open and read, those seem to work a little better.

The emulator is a bit slow right now. We are getting new emulator software (supposedly last
week - but it has not happened yet) that will be accurate.

7/19/95 3:02 PM

Re: Fwd: Re(6): Still Using Sound in MovConv
Dave Elton

Thomas Boyd



SONY.TXT 2K
CD Creation

Thanks for the quick reply, here is some other questions about playing audio from main
memory. We summed it up in the attached file. Hope we can get some help from you.

7/19/95 4:29 PM

Re: CdReadCallback() errors
Thomas Boyd

CD

Status seems to always return CdIDiskError on success for CdReadCallback. | think this is a
problem in the library, and | have sent a report to Japan to fix it. Till then, ignore the error.
Tom
All;
I get errors when | use CdReadCallback() from the callback:

void readCB( unsigned char status, unsigned char *result ) { if (status != CdIComplete) {
error state that is always true } code that never gets executed }

My setup looks like:

CdReadCallback( readCB ); CdControl( CdlSetloc, &pos, NULL ); if (CdRead( readSectorSize,
buffer, CdIModeSpeed )) { return OK; } else { return error; }

Has anyone had success with this functionality?

-Blake

7/19/95 7:50 PM

Re(2): CdReadCallback() errors

Blake E. Senftner

CD

Tom Boyd

Tom;

Thanks for your help... and wouldn't ya know it, soon after taking your advice | ran into the
following problem:

Inside the callback function (that I'm ignoring the status parameter of) I'm starting another
CdRead(), and leaving the callback function to be the same.
Well, the data is never read... meaning the callback never gets called again... UNLESS | put logic
that calls CdReadSync( 1, NULL ) somewhere to poll the status of the read. In that situation, the
program seems to hang for about 10-15 seconds (a VERY long time) and then reads the data at
the expected speed.

So, the basic idea I'm using is to begin a sector read with CdRead(), and setting the callback
function. Inside that callback function | spawn a new CdRead() leaving the callback the same. |
repeatedly want to do this to load data into various places in RAM...
Any insight into what's going on would be a great help.

If you can point me towards a different direction, that works better, that would be fine also. I'm
getting the feeling that the Sony O.S. engineers that wrote this functionality did not test it at all.
Thank you. -Blake

7/20/95 2:59 PM

Re(3): CdReadCallback() errors
Blake E. Senftner

CD



POST.C 2K

CD Creation

Tom;

I tried writing my own replacement for CdRead(), and that works like a breeze...

S0, unless someone can prove otherwise, the CdReadCallback() functionality does not work for
chains of reads where a new CdRead() is executed inside the callback.

But the attached replacements for CdRead(), & CdReadCallback() do work correctly.

-Blake

7/20/95 11:23 AM
Mastering info
Thomas Boyd

CD

I have been asked what feilds of CDGEN info get verified by our testing department.

They have a program that looks for all of the information in the MASTER dialog box under the
Layout screen.

This includes the following:

Disc Name Name it as per specs in CD mastering doc Product Name Name it as per specs in CD
mastering doc Copyright holder You decide what to put here. It is for your legal protection
License area A, J, or E Creation date duh

Tom

7/21/95 11:18 AM

Re(4): Printfs embedded in libcd

Lord Angus

David R. Sullivan

Mike Bartholomew

The oracle says that printf's are embedded in CdlInit in lib 3.1. You're stuck with it and you can't
do the unstuck. Lib 3.2 fixes this.

LA

7/24/95 3:39 PM

IMPORTANT MASTERING NOTE
Thomas Boyd

CD

I have posted this before, but it has been unheeded by some developers, so | am re-posting it. ---

This is an important CD Mastering note. If you
do not comply to this specification, your master disks will be rejected by our test department!!
There has just been a new version of CPE2X.EXE given to us from Japan. You need to use it to
append the correct executable header for the USA. it has a /C option which lets you choose a
country. Itis in the DTL release area (see news).

Download it.

Read the readme for information on how to use it.

Questions? EMail me on the BBS

Thomas Boyd




7/25/95 9:59 AM

Re(2): CdReadCallback() errors

Thomas Boyd

CD

Blake E. Senftner

They fixed it and sent me an update to the CD library that we will include in the next BBS
release. Tom Status seems to always return CdIDiskError on
success for CdReadCallback. I think this is a problem in the library, and I have sent a report to
Japan to fix it. Till then, ignore the error. Tom
All;

I get errors when | use CdReadCallback() from the callback:

void readCB( unsigned char status, unsigned char *result ) { if (status != CdIComplete) {
error state that is always true } code that never gets executed }

My setup looks like:

CdReadCallback( readCB ); CdControl( CdlSetloc, &pos, NULL ); if (CdRead( readSectorSize,
buffer, CdIModeSpeed )) { return OK; } else { return error; }

Has anyone had success with this functionality?

-Blake

7/27/95 11:29 AM
LoadExex()

Mark D. Lyons
CD

It seems that LoadExec is doing single speed CD loads. | have no way of knowing this for sure,
but it seems as if a LoadExec of a 500K exe takes about twice as long as a double speed load of a
500K data file. Is it running at single speed and if so, can that be changed?

7/28/95 4:33PM

error when | use cdbios

Blake E. Senftner

CD

Developer Support

I've been trying to get my printfs to work when emulating, and have finally gotten a version that
printfs work, but when the emulating psx program starts | get the message:

DMA Dbus error: code=80008000

I've tried every combination of IRQ/DMA that I can. I've also had to remove my modem and
network cards to get to this point.

My emulator does work, my development environment & printfs now work, but what is that
error message?

-Blake

7/28/95 8:10 PM

Re: sound after 24 bit movie fix
Jose R. Villeta

CD



What's the status on the new release of libcd!!! We are curious about our sound problems after
str playing. jose Black Ops

7/31/95 1:14 PM

Problem making CDs with DA
Thomas Boyd

CD

Here is a problem one of our developers encountered recently that sucked up a lot of time.
Please read the following:

Although CD-DA tracks are not in the data track, they are listed in the TOC as if they were in
the root directory of the CD. This can cause problems reading files in the root directory, because
the TOC can exceed the number of allowable files. Here is an example of the problem. Suppose
you have three files in your data track, followed by 50 DA tracks. Your TOC will be
alphabetized and look something like this:

DATA.WAD MUSIC001.DA MUSIC002.DA ... MUSIC050.DA SLUS_000.00 SYSTEM.CNF
Here's what happens:

The playstation looks for SYSTEM.CNF, but cannot find it because it is last in an illegally large
number of files (45 max at root). Finding no SYSTEM.CNF, the playstation assumes the default
name PSX.EXE. Finding no PSX.EXE, the playstation stops.

This is very easy to solve. Drag and drop all of your DA tracks into a subdirectory, or name
them all starting with Z to put them at the end of the TOC

Tom

7/31/95 12:19 PM

Re(2): error when | use cdbios
Thomas Boyd

CD

Blake, Below is my response from SN Systems:

>>Paul, |
have a number of developers who cannot get printfs to work with their >>emulators. | am
having problems helping them because | have no problem with >>mine. >>Blake (below) has
tried everything, and this is the closest he has come. >>Although >>the obvious guess is that
his DMA jumper is in conflict, can you tell me >>exactly what >>this error message means? He
has tried all other jumper settings, and this is >>the only >>on that works. >> >>In general,
what are the best troubleshooting tips for getting printfs to work >>with the >>emulator? >>
Tom >>|'ve been trying to get my printfs to work when
emulating, and have finally >>gotten a version that printfs work, but when the emulating psx
program starts >>| get the message: >> >>DMA bus error: code=80008000 >> >>I"ve tried every
combination of IRQ/DMA that I can. I've also had to remove my >>modem and network cards
to get to this point. >> >>My emulator does work, my development environment & printfs now
work, >>but what is that error message?

Has he tried working without dma at all ? Using dma will speed up the image build a bit but
there are some motherboards that don't implement the higher dma channel numbers properly.
Has he set dma jumpers on the dex2000 cards ? If so he should take them off because they are
never used and will waste a dma channel.

-- Martin Day

7/31/95 6:33PM



Emulator Problems
Byrt Martinez
CD

Trying to get the emulator up and running. Using a Quantum Lightening Pro Drive (750MB). |
have gotten as far as being able to "see" the drive with CDDISK and place the demo in the first
partition.

I have been unable to run the demo. All the programs (resetps (v1.03), selemu, run) all execute
with no error messages.

Any suggestions would be welcome. thanks. gk

7/31/95 1:34 PM
Re: anim/playstr
Thomas Boyd

CD

Dave Elton
Simon,

It should work. Can you post me your .CTI file if this does not help? Don't uncomment the
EMULATE stuff, | think that was old stuff for playing off of your PC HD. Emulation with the
emulator board is a different story. The version of anim in
\PSX\SAMPLENEXEC\MENU\ANIM works great.

-- > Here are my questions:

> a. Is anybody there ever emulate the demo under /psx/sample/exec/menu/anim ? > |
assumed it is the playstr routine which has been talked a lot in this conference. > If so, anything
I need to change to emulate it? | did change the path to none2.obj in makefile . It works. | use it
every day. It is the newest version of playstr, even though it bears a different name now. You
should not need to change anything.

> b. Is it true libstr only works for emulation from CD-ROM and memory, not from hard disk? >
Or is there a updated version of libstr that will allow you emulate form hard disk? It runs from
the emulation HD, not the PC hard drive

> ¢. What is the StGetNextS used in the main.c under /psx/sample/exec/menu/anim ? >
Which library is it in? | know StGetNext is in libcd. It is toast, no longer to grace the libraries.
>d. Do | need to link my code with 2mbytes.obj or 8mbytes.obj instead of none2.obj? >
Actuaaly, what is none2.obj for? It will work all three ways, and | will have to see what non2.obj
is.

Here are the CTI files | use with the program you have (note: first is for a SILENT str. Second is
for a non-silent str) You have to change two lines in the CTI for an str with sound ------------------
-------------------- Disc CDROMXA_PSX

Leadln XA Empty 1350 PostGap 150 EndTrack

Track XA Pause 150 Volume 1SO9660 SystemArea \DOWNLOAD\LICENSEJ.DAT
PrimaryVolume  Systemldentifier PLAYSTATION  Applicationldentifier PLAYSTATION
LPath  OptionalLPath  MPath  OptionalMPath  Hierarchy File PSX.EXE
XAFileAttributes Form1 Data Source c:\emu\test\PSX.EXE EndFile File
MOV.STR XAFileAttributes Form1 Data Source ¢:\emu\test\MOV.STR

EndFile  EndHierarchy EndPrimaryVolume EndVolume EndTrack

LeadOut XA Empty 150 EndTrack

EndDisc Here is the CTI for a non-silent str file (your
example on the dist disk is silent) Disc CDROMXA_PSX
Leadln XA Empty 1350 PostGap 150 EndTrack

Track XA Pause 150 Volume 1SO9660 SystemArea \DOWNLOAD\LICENSEJ.DAT
PrimaryVolume  Systemldentifier PLAYSTATION  Applicationldentifier PLAYSTATION
LPath  OptionalLPath  MPath  OptionalMPath  Hierarchy File PSX.EXE




XAFileAttributes Form1 Data Source c:\emu\test\PSX.EXE EndFile File
MOV.STR XASource c:\emu\test\MOV.STR EndFile  EndHierarchy
EndPrimaryVolume EndVolume EndTrack

LeadOut XA Empty 150 EndTrack

EndDisc

7/31/95 8:42 AM

Re: error when | use cdbios
Thomas Boyd

CD

Blake, | have passed ths question directly to SN systems. | have not gotton that error before, and
my only guess is the obvious one (DMA jumper wrong).
I will let you know soon as | hear. Tom

7/31/95 12:36 PM

Dave Elton
CD

I am trying to play mov.str from my emulation board. | am using the playcode under
psx/sample/exec/menu/anim, and the .cti files is exactly the same as the one in cdemu.txt from
the distribution disk coming with the emulator board. | compiled the code and use cpe2x to
convert the .cpe file into psx.exe file and build the cd image with psx.exe and mov.str. For some
reason, the movie was scrambled. The playcode was linked with none2.obj. 1 know my system
setup for emulation works because | have no trouble emulating the rcube demo and | also
successfully emulate the demo under /psx/sample/exec/menu/balls thru the same procedure.
I believe my .cti file is OK because it is simple and comes from the cdemu.txt under
/cdemu/readme of the distribution disk. | am thinking maybe the code under
/psx/sample/exec/menu/anim doesn't work because it use libstr and | read from lib2.6
documents the current version of libstr only support emulation from CD-ROM or
semiconductor memory. | try to uncomment the emulation definition in main.c and the code
cannot be compiled and linker complained it cannot find StGetNextS.  Here are my questions:

a. Is anybody there ever emulate the demo under /psx/sample/exec/menu/anim ? | assumed
it is the playstr routine which has been talked a lot in this conference. If so, anything | need to
change to emulate it? | did change the path to none2.obj in makefile .

b. Is it true libstr only works for emulation from CD-ROM and memory, not from hard disk? Or
is there a updated version of libstr that will allow you emulate form hard disk?
¢. What is the StGetNextS used in the main.c under /psx/sample/exec/menu/anim ? Which
library is it in? | know StGetNext is in libcd.

d. Do | need to link my code with 2mbytes.obj or 8mbytes.obj instead of none2.obj? Actuaaly,
what is none2.obj for?

Thanks in advance for any pointer to my questions!

Simon ReadySoft Inc.

7/31/95 837 AM

Re(2): sound after 24 bit movie fix
Thomas Boyd

CD



It is being posted today Tom

8/2/95 3:46 PM

Problems with CD-Emulator
stephen chaplin

CD

I am having problems getting the CD Emulator to run with my FUJITSU M1606S SCSI-2 HDD...
My configuration: Board set to: 0x318, IRQ 15, DMA 7 Drive set to: SCSI device 4 (I've tried 0
-5aswell)

Here's what | get at the DOS prompt:

C\PSX\PSYQ_CD>cdbios /a318 /il15 /d7 /s4 CDBIOS version 1.02 Installed OK - card address
318, DMA channel 7, Interrupt 15

C:\PSX\PSYQ_CD=>cddisk -n 4 Error in opening SCSI device 4, Error 0x0001 CDbios error
string '(b_06-2-%'

C:\PSX\PSYQ_CD>

Any suggestions? Developer support couldn't help me, "You HAVE to post on the BBS, you
can't talk to anyone directly..."

Thanks for your time!

8/2/95 5:13PM

Re: Problems with CD-Emulator
Thomas Boyd

CD

stephen chaplin

Be sure you have the newest version of the emulator tools (off of the BBS in the last month). Try
changing to a new base address then DMA channel. Gut your PC of other cards so that you can
minimize IRQ/ADDR/DMA conflicts Use CDBOOT15.BIN as your boot file (or
CDBOOT16.BIN) Make sure the interior cable between the emulato card and dev boards is
hooked up Make sure your emu board SCSI ID is set to seven (drive stays at 4) private EMail
me your phone # if you are still stuck. Tom

I am having problems getting the CD Emulator to run with my FUJITSU M1606S SCSI-2 HDD...
My configuration: Board set to: 0x318, IRQ 15, DMA 7 Drive set to: SCSI device 4 (I've tried 0
-5as well)

Here's what | get at the DOS prompt:

C\PSX\PSYQ_CD>cdbios /a318 /il15 /d7 /s4 CDBIOS version 1.02 Installed OK - card address
318, DMA channel 7, Interrupt 15

C:\PSX\PSYQ_CD=>cddisk -n 4 Error in opening SCSI device 4, Error 0x0001 CDbios error
string '(b_06-2-%'

C:\PSX\PSYQ_CD>

Any suggestions? Developer support couldn't help me, "You HAVE to post on the BBS, you
can't talk to anyone directly..."

Thanks for your time!

8/3/95 9:20 AM
Re: son of emulator startup problems
Thomas Boyd



CD

cary hammer

>The cd emulator installation and quick startup guide says to type: > CDDISK -n 0 >which of
course was failing since the SCSI ID for the harddisk was 4. > am now able to create the new
partition by typing "cddisk -n 4". >QZ1: Which bootbin should be loaded into the boot sector:
CDBOOT15.BIN or > CDBOOT25.BIN? CDBOOT25.BIN is a wee bit slower because it spits
back debugging info that can be viewed with CDMON from DOS. CDBOOT15.BIN does not
spit out the debug stuff. Get it started with CDBOOT15.BIN and then when it works, switch to
CDBOOT25.BIN to see if it poses any additional problems.

>| was able to get the buildcd to work by again substituting '4' for '0": > BUILDCD -m cd.cti -
s4:1 >The load seems to work and a subsequent 'view partion' via CDDISK seems to show
>PSX.EXE and several RUBE files on the hard disk. >I then type: > RESETPS 0 >and only get a
sub-second flicker of harddisk active light but no running RCUBE OK, you did the right thing
here. The "0" is the type of boot you wanna do on the DTL-H200 boards. RESETPS 0 means reset
dev system and run PSX.EXE RESETPS 1 just resets dev system and waits for you to run
something. RESETPS 0 seems like a great idea, except for the fact that it does not run the ROM
patch. This works fine for RCUBE which does not cross paths with the ROM bugs. As a result, a
better substitute would be the following: RESETPS 1 \\ reset DTL-H2000 and wait RUN
(path)\SNPATCH \\ patch ROM bugs RUN SELEMU \\ select your emulator (don't need to
do this every time) RUN CDEXEC \\ execute PSX.EXE on emulator All that being said, this is
not your problem, since rcube will run with RESETPS 0. Since you can load the info to the drive,
your problem lies in one of the following: Boot sector not loaded CDBIOS call does not match
emulator board settings DMA channel on emu board is in conflict (change it around)
ADDRESS of emu board (318... 388, etc) is in conflict SCSI jumpers on emu board must be set to
addr 7 (drive left at 4) Quick explanation of SCSI ids: disk id = user set (use 3 or 4) card id =
7 (comm channel between card and PC bus address = 0 (channel between DTL-H200 and emu
board) (The IRQ is most likely correct if you could start your PC and load data)

>Q4: The instructions say "After a long interval the colorbars on your NTSC > monitor
disappear and the RCUBES demo appears on screen.” About how > long is "long interval™?
~15 seconds

>Q5: Which RESETPS should I use? The older version in \psx\bin or the newer > version in
\cdemu\psyq_io? Should the former be used for ram starts and > the later used for CD ROM
emulator starts? RESETPS v1.03 wiats to return control of DOS back to user until the board
actually is reset. This saves you from sending the next command too early and crashing it
>Alternating with both CDBOOT15.BIN and CDBOOT25.BIN, | try the bug fix >intructions at
the end of the installation guide. | then did: > RESETPS1> RUN \CDEMU\EXEC\SELMU
> RESETPS1> RUN \PSX\SNPATCH\SNPATCH > RUN \CDEMU\EXEC\CDEXEC
>but this also didn't seem to work. Good idea (you do not need the second RESETPS 1 though -
even though it will work) See above

>Q6: Is this the *proper* method for getting the emulator sanity check to work? > If not for the
sanity check code, then when does this method need to be > used? You are doing all of the
commands right (except resetps 4 is uncool). You have a setup problem. See above

>Q7: The installation guide makes mention of the CD-Emulator Manual v1.1 -- how > do we a
copy of this manual? Download it from DOCUMENTION - DOCS - PROGRAMMER DOCS -
EMULATOR DOCS on this BBS.

8/3/95 6:49 PM
MDEC issues
Blake E. Senftner
CD

Tom Boyd



| often get the routine DecDCTvlc() hanging. If | rerun, it works. Sometimes | have to re-encode
the frames... but eventually they work...

I have no idea what causes this...

Not to mention that this routine takes such a long time to process... it is difficult to tell if it is
hung or just taking a very long time...

Is there anyway to tell if this routine is hung or just processing?

Tom- could you give a logical look at that routine to see if maybe there are cases in the logic that
just drop off into never never land?

-Blake

8/3/95 852 AM

Re: Emulator Problems

Thomas Boyd

CD

Byrt Martinez

Byrt,

If you can see the partition contents, it is either the DMA channel or the base address of the card
that is fouled up. Let me know if itstill doesn't work Tom

874/95 545PM

Re(3): Fwd: MDEC issues
Angus

CD

2 calls call MDEC _in_sync: DecDCTin and DecDCTinSync.

The diagnostics are for the DMA channels in and out. DMA =1 means DMA in is on and DMA
out is off. ADDR gives you the addresses for those DMAs. DREQ equal 1 means there is an
outstanding DMA request for DMA out. Both FIFOs for both channels are full.

Thus, the DMA in is failing for some reason and is never turning off. Thus, you time out.
Angus

8/4/95 9:59 AM

Re(3): Problems with CD-Emulator

Thomas Boyd

stephen chaplin

CD

>cdbios /a388 /i5 /d7 /s3

Ahh. Try dropping the /s flag from the CDBIOS call. That should return you to normal.
T

8/4/95 9:21 AM

Re(2): Problems with CD-Emulator

stephen chaplin

Thomas Boyd

CD

Hello Thomas, We finally got the CD-Emulator to work... It was not a Hardware thing, but
rather a Software problem. It seems as if CDBIOS misreports the SCSI id # to CDDISK and all
other programs (BUILDCD, etc...) on our system.



Our SCSI drive is set to id #4, but note how we had to get cdbios initialized!

cdbios /a388 /i5 /d7 /s3

We had to use SCSI id 3 in order to get CDDISK to work:

cddisk -n 4 WORKS after we do the initialization (which by all counts shouldn't work
anyways)...

Is this a common problem/solution? | was wondering if it was just something finnicky in our
system or whether CDBIOS has a bug in it...

Thanks for your help

8/4/95 11:07 AM

Re(2): Fwd: MDEC issues

Blake E. Senftner

Thomas Boyd

CD

Tom;

After further testing, it appears that I'm getting past the DecDCTvlc() routine, and im hanging
on the wait for any callbacks from the MDEC chip's completation of any slices.

I've added a piece of code that called DecDECinSync() and I get the following message:
MDEC_in_sync timeout: DMA=(1,0) ADDR=(0x001b7b70-0x001bf7dc)
FIFO=(1,1),BUSY=1,DREQ=(0,1),RGB24=1,STP=0

can you explain this message?

-Blake

8/5/795 10:01 AM

Re(2): anim/playstr

Dave Elton

Thomas Boyd

CD

Thanks, Tom. The cd.cti file you sent to me works. It IS because the cd.cti file | copied and
pasted from dist disk does not work.

Simon

8/8/95 11:15 AM

Re(4): Problems with CD-Emulator

stephen chaplin

Thomas Boyd

CD

Hi again, If I drop the /s flag, NOTHING works! | dunno, but it seems as if it's a bit screwy on
my setup or something...

Thanks

8/8/95 542 PM

about CdGetSector()...

Blake E. Senftner

CD

Tom Boyd

When I'm streaming data, with my own streamer, | have situations where I've placed a filler
sector into my data stream...

While streaming data, when | get the sector ready callback, I typically call CdGetSector() to
DMA the new sector's data to my final destination...



But in the situation where the just loaded sector is a fill sector, do | need to call CdGetSector() to
flush the sector buffer?
-Blake

879795 9:46 AM

Debugger hangs when Debugging CD EMU apps...
stephen chaplin

CD

For some reason it seems as if | CAN'T debug applications that use the CD-EMULATOR... If |
debug an application that uses the CD functions, my debugging session refuses to start
debugging. This is very strange, I've tried sample code from this conference (from postings
made by others) as well as my own, and still no luck. It works for applications that DON'T use
the CD Emulator however...

8/10/95 10:44 AM

Re(2): Emulator Problems

Byrt Martinez

Thomas Boyd

CD

Tom:

Still having problems.

FYI: Micropolis 4221 AV internal 2.1 GB hdd resetps 1.03 snpatch 2.30 run 2.30

As per you suggestion, | tried different dma channels and address; however, | am not sure that
is the problem. I started iterating through all the addr. and dma selections. During the process
of cycling through the various combinations, | pulled out the cdemu card and noticed that the
other sony card (dhl2000) was not seated perfectly. | pushed it in slightly. The next pass the
cdemu worked. Then | went back to the original addr/dma settings and cdemu worked again.
Next, I finished mounting the drive and securing the cdemu card then tried again. Now neither
address/dma setting works. The other sony cards seem to be seated fine. | continued wrestling
with it. And now I'm left with 1 of 30 passes works.

I did get the 2.5 boot code and cdmon running. When the program fires up it does a long "seek"
(I'm assuming seek/read). Then starts another and hangs. It appears (from drive light
indications) that the 1.5 boot code is the same.

Appreciate any help. Thanks.

gk

8/10/95 6:28 PM
Debugging in CD emulation
Dave Elton
Development Env.
CD

I am having problem to debug my code in cd emulation. | know I can use dbugpsx to debug
while | run my code from memory. But since | am using huge amount of data and | want to put
them in a file (more than | could use pgbload to load into memory), | have to build disk image
and run the emulation. In this case, is there anyway | can debug my code in emulation. Since
the emulation uses .exe file instead of .cpe file. How can | debug it?
Another related question is: If | want to read a file in my code, is it possible to codeand test this
without going thru the cd emulation procedure? | know there are plenty of libapi and libcd
functions there to open and read file, but to test this you will have to compile your code into



.cpe file, convert them into .exe file and build disk image to run. Even in this way, | don't know
how I can get all the printf messages, and check the variable values while I run the emulation.
Maybe | am missing something very basic. Thanks for any advice!

Simon ReadySoft Inc.

8/14/95 10:51 AM

Re: Debugging in CD emulation
Thomas Boyd

Dave Elton

I am having problem to debug my code in cd emulation. | know I can use dbugpsx to debug
while | run my code from memory. But since | am using huge amount of data and | want to put
them in a file (more than I could use pgbload to load into memory), | have to build disk image
and run the emulation. In this case, is there anyway | can debug my code in emulation. Since
the emulation uses .exe file instead of .cpe file. How can | debug it?

> put a breakpoint at the beginning of your executable, run it, start the debugger, then step over
the breakpoint and keep on going.

Another related question is: If | want to read a file in my code, is it possible to code and test this
without going thru the cd emulation procedure? | know there are plenty of libapi and libcd
functions there to open and read file, but to test this you will have to compile your code into
.cpe file, convert them into .exe file and build disk image to run. Even in this way, | don't know
how I can get all the printf messages, and check the variable values while I run the emulation.

> emulator still sends printf messages to the debugger if set up correctly. > use updateCD to
modify images fast.

> you can also put your data on the CD or emulator, and run the CPE from your PC.

8/14/95 6:53PM

Re(3): Debugging in CD emulation

David R. Sullivan

Jeff Davies

CD

He is most likely speaking of debugging .exe's booting from the CD Emulator by the sounds of
the paragraph above. When debugging .exe files (from emulator or actual CD) you need to
STOP the .exe while running -- to do so, a break will work.

DavesS.

8/14/95 11:35 AM

Re(2): Debugging in CD emulation
Jeff Davies

CD

Thom, I've never found you need that breakpoint you were talking about to debug on the
emulator. I just do the following... resetps 1 run snpatch run selemu
dbugpsx /e psx This works for me.

8/14/95 8:40 PM
Re(4): Debugging in CD emulation



Dave Elton

CD

Thomas Boyd

>>He is most likely speaking of debugging .exe's booting from the CD Emulator by the sounds
of the paragraph above. >>When debugging .exe files (from emulator or actual CD) you need to
STOP the .exe while running -- to do so, a break will work.

Precisely what | was asking , but excuse my dumbness, could you tell me how 1 can set a
break point for my .exe file?
> you can also put your data on the CD or emulator, and run the CPE from your PC.

Does this mean | can build an disk image containing my own data file, then dbugpsx /e
myfile.cpe will allow me to access my data on emulation hard drive? If so, will those libcd
functions work this way? | know | can try out, just ask this in case anybody already did.

To read data from CD, besides using CD_Read functions, is there any other functions like
fread() there so | don't have to always read in data as multiple of sectors?

Simon ReadySoft Inc.

8/15/95 4:38 PM

emulation and timing

Blake E. Senftner

CD

Tom Boyd

Tom;
With my streamer working, I'm only getting about 15 frames per second MDEC playback.
Yet,without the streamer running I get 20 frames per second, with the same frames. My
streamer is so little code, there is no way that it is affecting the timing from its execution.
What is the impact of reading data from the CD upon our CPU?

I'm using the lowest level CD routines: CdControl( Reads,,), CdGetSector... | suspect that the
CdGetSector() has some impact upon processing... but 5 frames per second?

-Blake

8/15/95 4:31PM

tips for printfs during emulation

Blake E. Senftner

CD

Tom Boyd

We've been trying to get printfs from emulation for quite some time, with some success...

We found that Windows 3.1 automatically installs "smartdriv" which when removed restores
printfs about 25% of the time. This is also running the cdbios with no DMA.... but this
"solution” seems to screw up our FTP programs... | guess Trumpet WINSOCK uses an
undocumented DMA, because without cdbios loaded, WINSOCK FTP processes run normally.
We also tried running Windows'95 to see if we could get printfs and FTP at the same time. This
time we are able to get printfs about 5% of the time after changing "read-ahead optimization" to
"none" from the "HardDisk" menu, from the "File System" button, inside "Performance” menu,
inside "System"”, from the "Control Panel.” One hell of a lot of work to get printing 5% of the
time! (FU*#$%! PC%&$!#!!)

BUT WE NEED SOMETHING BETTER THAN THIS!

Tom Boyd- | hope that some pressure has been placed on SN Systems about this issue!

Also, printf's are not all that great for debugging emulating code anyways. The time to printf
screws the timing of the running application. I've been printing into high memory and then
dumping that print block after my timing critical logic... but then I have to pour over pages of
time stamped messages to figure out what happened.



Tom, can SN Systems be given a request for another printing method, async printing or
something that does not affect our timing so much?
-Blake

8/15/95 10:41 AM

Re(4): Debugging in CD emulation
Jeff Davies Copies:

CD

>>He is most likely speaking of debugging .exe's booting from the CD Emulato

by the sounds of the paragraph above. When debugging .exe files (fro

emulator or actual CD) you need to STOP the .exe while running -- to do so

8/17/95 11:27 AM

LibSTR? Streaming Cinematic from CD

Robert w. Calfee

CD

Tom Boyd

I'm still looking for an example of using the streaming functions to pull a cinematic with sound
interleaved from the CDROM so that it can be played using the decompression library.

If anyone has a legible code example | would be most appreciative...

rwc

8/17/95 1:04 PM

Checking CD-Mastering Information
David Minogue

CD

Tom,

How can | view the information which was entered in the "mastering information” window of
CD-GEN on a master CD-ROM? I'm trying to put together procedures so that we can avoid
unnecessary problems with our game submissions. Am I correct in assuming that all of the
mastering information is injected somewhere into the system area along with licensex.dat?

-- David Minogue, Acclaim Entertainment.

8/17/95 4:46 PM
Re: LibSTR? Streaming Cinematic from CD
Thomas Boyd



CD

Robert w. Calfee

ANIM150.ZIP 9K

CD Creation

OK, This is the latest versin of the anim() routine. It will play STR streaming movies interleaved
with sound.

To make your movie from an AVI with sound

1 launch movie converter 2 enter input and output file names 3 select input type to be
uncompressed AVI 4 select output type to be str 5 go to detail dialog 6 check audio box 7 enter
stereo/mono, 37.8kHz/18.9kHz 8 select frame rate 9 leave everything else alone 10 exit details
box 11 select MDEC 2 compression (not 3) 12 press >> button to convert 13 wait, wait, wait!
Tom

8/18/95 9:20 AM
CDGEN software
Geoffrey Sanders
CD

When | try to install the cdgen software | get a "Initialization list file has been corrupted”
message. | have downloaded the file twice and tried in on two different machines. Any clue
what's going on.

Geoffrey Sanders Top Dog Software

8/18/95 2:42 PM
My 9KB/s Cd-reading code...
Rusty Buchert
CD
Dan Burnash
cdread.zip 2K
CD Creation

This is my CD-data reading code. The whole idea of it is that | have a large file that contains
all my game data. Then, | just say "read n bytes from offset o from the start of the file". The
CD code detects when it needs to read in a new sector, reads it in, and starts reading the next
sector in in the background. So, theorectically, by the time | get to the next sector, it should be
read in.

The problem is that everything works, but I only get around 10KB/sec on my black CD
hooked to my dev station. On my blue dev station, it seems to read a bit faster, but I can't tell
for sure. | know one thing, tho, for sure: Reading a 500 KB file takes a lot longer than 2
seconds, which is kind of what | expect it to get.

So, what am | doing wrong?

I think that this block of code would be a very useful example if you want to use it as one...
(Assuming we can speed it up!)

John Slagel Parallax Software

8/22/95 3:09 PM

Re(3): LibSTR? Streaming Cinematic from CD
Thomas Boyd

CD



No good way, only hack ways.

You could divide the filesize by 2048 to get the number of sectors, and then divide by your
frame rate to get the number of frames (CD streams at 150 sectors/second) Occasionally, this
will not be an even integer. This usually happens if your sound is longer than your video.

You could find out by keeping track of the frame number by reading the header structure, and
then you would know after the movie was over (probably too late for your application) how
many frames it had. (see my header info post from today)

Tom >|s there a way to determine the number of frames in an
.STR file at run-time? >Henrik

8/22/95 1:21PM
Lib 3.1 Cdread retry
Crystal Dynamics
CD

It appears that the added retry functoinality of cdread can introduce up to four second pauses
when data errors occur as the OS attempts to reset the CD system. Lib 3.0 flags the error but lets
the app. retry. Is there any way to stop the pauses in 3.1 ?

Adrian

8/22/95 11:14 AM

Re(2): LibSTR? Streaming Cinematic from CD
Henrik Markarian

CD

Is there a way to determine the number of frames in an .STR file at run-time?
Henrik

8/22/95 1:51PM

Re(5): Debugging in CD emulation

David R. Sullivan

Jeff Davies

CD

Guys guys guys, here's the scoop. First, printf's and the emulator...I use them, no problem.
However, you cannot printf within any interrupts (at any time) unless you only print within
them...printf is NOT re-entrant.

As for debugging with an emulator, it is no different than normal debugging, use the .cpe.
However, if you need to debug the .exe file instead of the CPE, you need to place a breakpoint
in the code, use cdexec.cpe to execute it, then enter the debugger with the symbol file for your
.exe code.

Debugging .exe's is a necessary evil if your .cpe works and your .exe doesn't, understanding
why is important.

DavesS.

8/22/95 3:00 PM
Re: CdSearchFile()



Thomas Boyd
CD

>In the CD FAQ we are are told to avoid using CdSearchFile(). >Apparently it is unreliable on
Debugging Stations. Can anyone >explain why?

CdSearchFile did not work 100% of the time on debug stations in library 3.0. It is fixed for
library 3.1. Are you using lib3.0 still?

You may have problems if your directory structure overflows the 2K buffer that CdSearchFile
has. Each entry is 18bytes max (smaller filenames take less space).

file limits: root: 45 files subdirs: ~30-35 files

>0n a related note, | have been having difficulty getting CdSearchFile() >to work after playing a
streaming movie on the emulator. Any clues as >to why? With the warning given in the FAQ, |
suppose | should avoid >this function all together. But it sure does come in useful when you're
>trying to hack out some quick tests.

>Randy Thompson >Dynamix >randyt@efn.org

8/22/95 6:44 AM
CD-ROM/XA Subheader Format
David Minogue

CD

Hello all -

Does anyone have a CD-ROM/ XA reference which describes the layout of the 8-byte subheader
field? 1 would like to be able to read this field in a utility I'm writing to examine STR files.
Thanks in advance.

-- David Minogue, Acclaim Entertainment.

8/22/95 8:38 AM

Re: CD-ROM/ XA Subheader Format

Thomas Boyd

CD

David Minogue

Header info for XA movie STR files with sound (note: sound sectors have an entirely different
header and are peeled off in the CDROM subsystem to go straight to the SPU):

8 byte subheader: 00 01 43 80 00 01 42 80 (hex) // 1 do not know what this means yet.  // Itis
always the same though  // and it is repeated for accuracy during streaming

32 byte sector header (this field is part of the 2048 bytes of data, leaving 2016 bytes for the
movie) BYTE format ID 0x60 BYTE format version 0x01 WORD undefstrformat 0x8001
WORD current sector number in current frame (ex: 1, 2, 3,4,5,1, 2, 3,4,1..) WORD total
sector count for current frame (ex: 5, 5,5, 5,5, 4,4, 4,4,5,5,..) DWORD current frame number
(ex:1,1,1,1,1,2,2,2,2,3..) DWORD size of .BS in bytes (note: this seems to be six bytes
smaller than entire .BS data) WORD frame width in pixels WORD frame height in pixels
DWORD headm, first DWORD of .BS file DWORD headv, second DWORD of .BS file DWORD
0 (unused?) >Hello all -

>Does anyone have a CD-ROM/ XA reference which describes the layout of the 8-byte
subheader field? | would like to be able to read this field in a utility I'm writing to examine STR
files.

>Thanks in advance.

>-- David Minogue, Acclaim Entertainment.




8/22/95 857 AM
CdSearchFile()
Randy X. Thompson
CD

In the CD FAQ we are are told to avoid using CdSearchFile(). Apparently it is unreliable on
Debugging Stations. Can anyone explain why?

On a related note, | have been having difficulty getting CdSearchFile() to work after playing a
streaming movie on the emulator. Any clues as to why? With the warning given in the FAQ, |
suppose | should avoid this function all together. But it sure does come in useful when you're
trying to hack out some quick tests.

Randy Thompson Dynamix randyt@efn.org

8/22/95 3:03PM

more printfs + emulator
Thomas Boyd

CD

Martin of SN Systems speaks: Hi Tom
I think the major problem here is that they're trying to run the system under windows and the
other windows programs they're running are getting in the way. Do you know if they'd be
interested in trying the Windows 95 version of the debugger ? This should fix all the
printf/fileserver problems.
We're currently looking at handling printfs and other file server operations by an alternative
method that won't require interrupts on the pc. This should cure the problems that people have
in running dexbios under windows but is still 2-3 weeks away from being implemented.
Do you know what he means by async printing ? All printing methods will interfere with the
timing of his program because of the PCs response time. The main problem though is that in a
printf each character is sent to the PC separately and so has a very high overhead. One way to
reduce this dramatically is to use sprintf and then send the whole string to the pc in one block,
e.g.

sprintf(str, "Values are %d, %d, %d\n", a, b, ¢); PCwrite(-1, str, strlen(str));

8/23/95 3:30 PM

Re(3): UpdaCd problem

Thomas Boyd

Dave Elton

CD

I dunno, It will choke the executable for me too if | do not pad with blanks, but it seems to work
for other data if they are the same size. | just always use MINLENGTH if | wanna be sure. Let
me know if that still does not work.

Tom

8/23/95 3:25PM
Re(2): UpdaCd problem
Dave Elton



CD
Thomas Boyd

I know that. But the weird thing is | am using the same .cpe file to convert to the .exe file, and
theratically, it is the same .exe file | got before. I did not even recompile the .cpe file. So how
come updatecd will choke the emulation when I replace the same file with the previous version
in disk image?
Simon

8/23/95 10:20 AM

Re(6): Debugging in CD emulation

Dave Elton

CD

David R. Sullivan

> As for debugging with an emulator, it is no different than normal debugging, use the .cpe.
However, if you need to debug the .exe file instead of the CPE, you need to place a breakpoint
in the code, use cdexec.cpe to execute it, then enter the debugger with the symbol file for your
.exe code.

OK, here is what I did for debugging with an emulator: Build a disk image using buildcd on
emulation hard drive include the files | want to read, run " resetps 1; run snpatch; run selemu”,
then "dbugpsx /e mycode.cpe”, In my File window, step thru my code. CDInit() seems fine,
which used to fail before | run selemu, and this seems to prove debugging with an emulator
works, but then CdSearchFile() failed all the time. | dbl check my .map file, the file is there. Just
sort of confuse whether my dbugpsx really picksup the emulation hard drive and search files on
it?

Talking about place a breakpoint in the code, | am able to use Alt-B in file window to set a
break point, but when I use "C file" option instead of "Assembly file", and choose the line
number, it always say the address for break pointis invalid, any idea?

Simon ReadySoft

8/23/95 3:26 PM

Re(2): CD-ROM/ XA Subheader Format
David Minogue

CD

Thanks Tom.

Let me know if you find the description of that 8 byte subheader. All I know is that it describes
the sectors contents, be it video, audio, etc. In the case of audio, | assume that it also describes
the quality (stereo/mono, sample rate, bit depth, compression method).

-- David.

8/23/95 11:54 AM
UpdaCd problem
Dave Elton

CD

I am trying to use "UpdateCd" to seed up my emulation, but for some reason it doesn't work.
I successfully build a disk image and run cdexec to get it running. But when | use cpe2x to
convert my same .cpe file (not even recompiled) again and use updatecd to update my disk
image (it did pop up windown and ask confirmation of the file to update), I cannot run the
emulation again. And when | try to use "dbugpsx /e *.cpe" to debug, debugger hangs and gives



me the message "Target not respond”. | understand somestimes you have to rebuild disk image
when the file size of the file increases, but how come the exact *.cpe file will choke the emulation
(nothing really changes). Any help is appreciated.

Simon ReadySoft Inc.

8/23/95 4:17PM

Re(8): Debugging in CD emulation

Dave Elton

David R. Sullivan

CD

> As for the source level debugging, when loading a .CPE ? or .EXE?  Here | referred to dbug
.exe since | did a "dbugpsx /e myfile" after | "run cdexec" to start my emulation. According to
the previous message, if | want to step thru the .exe , | need to set a break point. I tried to use
Alt-B in file window of dbugpsx, there is a option for c file or ASM file. Since | want to step
thru my C code, | don't know how to set the break address there. | tried to use line number, but
doesn't work. Any suggestions?

Simon

8/23/95 2:26 PM

Re: UpdaCd problem

Thomas Boyd

Dave Elton

CD

Simon,

Did you use the MINSIZE (I think thats what its called) command in your .CT] file to pad out
the file for future expansion? If you change the size of the executable header by adding the /CA
option with CPE2X, you could mess up the next file.

Tom

8/23/95 4:10 PM

Re(7): Debugging in CD emulation

David R. Sullivan

Dave Elton

CD

First Problem with CdSearchFile, it would seem as though it is not finding a file...remember the
filename format is "\filename.ext;1" for the root dir. The ";1" may not be needed for
CdSearchFile, but | think it is. To see if emulation is working and files are there, use the
findfirst() and getnext() functions to cdrom: and print out the directory.

As for the source level debugging, when loading a .CPE ? or .EXE?

8/24/95 10:33 AM
Rambling About MovConv.

Angus
CD

Participants: Erick S. Dyke Angus Scroll
Lock  Sounds Invite... Send what Angus has joined the

chat. Erick S. Dyke: Good Eve... Angus: hey Angus: morining right Erick S. Dyke: Time is an



illusion, lunchtime doubly so.... Angus: did you get my explan on your problem Erick S. Dyke:
Nope, thats why Im pestering you :) Angus: i sent it to scott the slacker boy Angus: anyway
Erick S. Dyke: Ah....hes out of town.... Angus: makes sense Angus: ok Angus: so Angus: the deal
is Erick S. Dyke: You have a copy of it or should | pester him to forward it to me? Angus: You
have a constant data size that the compression has to fit in. Erick S. Dyke: Ok Angus: So the
compressor does a multi pass of the image to try different types of compression on the image.
Angus: In this case, fuzz or noise compresses poorly Angus: So, the compressor decides to
compress the fuck out of everything that is not noisy. Erick S. Dyke: So the document on the
16x16 blocks during encode is wrong.... Angus: Which means you get poor compression out of
your number area Angus: What does that doc say? Erick S. Dyke: It claims that compression
occurrs on 16x16 blocks.... Angus: IT still does work on 16x16 blocks. Angus: So the doc is
correct. Erick S. Dyke: Decompress does, but the doc says that it compresses each 16x16 block....
Angus: It does Erick S. Dyke: Ok, now Im lost....how does the static in one 16x16 block matter to
another 16x16 block? Angus: Because you have a constant data size to fit the image in. Angus:
You can have variable compression effects on a macroblock. Erick S. Dyke: Ah...so EACH 16x16
block has less room to work with! Angus: Correct Angus: Basically the noisy image is REALLY
hard to compress. Erick S. Dyke: ARGH! Ok...how about the other questions....My artists are
going to hang me on that one... Angus: So, the compressor decides to get the data room from
compressing the numbers et al Angus: What other questions Erick S. Dyke: Why 1.93e v3 cant
make a movie that plays smoothly :) Angus: | have not seen that. Angus: Hold on I will go get
Kojik Erick S. Dyke: | take the same data using 1.8 vs 1.93e and get different results... Angus: are
you using veresion 3 Angus: you don't wnat v3 Erick S. Dyke: Yes 1.8 works 1.93e V3 does
not...(The movies are jerky) Angus: tgry v2

8/24/95 10:54 AM

Re(9): Debugging in CD emulation
Jeff Davies

CD

Make sure the path and filename is in caps. "\FILENAME.EXT;1". The filename is case
sensitive.

8/24/95 1:39 PM

Re(10): Debugging in CD emulation
Dave Elton

CD

OK, here is what | found out so far, file name in CdSearchFile IS case sensitive, that's what
screwed me up.

For UpdateCD, | guess because | was using "run cdexec" to launch my code, and cdexec take
"\\PSX.exe;1", even you use updatecd to swap a same PSX.exe in, it will be assigned a different
version number other than 1, so "run cdexec” will never work again. (BTW, Tom, | tried using
MINLENGTH and ADDLENGTH, still doesn't work). But "dbugpsx /e *.cpe" works and runs
the updated code.

Simon ReadySoft Inc.

8/28/95 12:50 PM
Streams (Questions and Comments)
David Minogue



CD

Tom,

I have some questions concerning streams on the PSX:

1) Why is there no option to terminate a stream based on the file length? This would eliminate
the need to hardcode stream lengths in a table; a considerable savings. Also, it would allow us
greater flexibility to drop in revised movie sequences without fear of breaking the game.

2) What happens if there happens to be a read error on one (or all) of the sectors containing the
last frame of a stream? There is no retry, right? Will the stream run amok into whatever data
happens to follow?

3) I've come across a version of the movie player sample (from SCEE?) which seems to
calculate a movie's length by dividing the file length by the length of the 1st frame (in sectors).
Is this as dangerous as | think it is; ie. don't the sizes of the frames vary within a movie?

-- David Minogue, Acclaim Entertainment.

8/28/95 5:38 PM

Fwd: Re: Fwd: Streams (Questions and Comments)
Thomas Boyd

CD

2) What happens if there happens to be a read error on one (or all) of the sectors containing the
last frame of a stream? There is no retry, right? Will the stream run amok into whatever data
happens to follow?

The screen will stay black (thanks to headv and headm checking), but the sound is uncool.
Hardcoding the exact length is how I go. You can use CdSearchFile to find the size, divide by
2048 bytes/sector and then divide by the frame rate. Any fractional amount will be from audio
running longer than the video. Now modify anim() to check for this calculated frame. | have not
done this, but it doesn't look impossible. The sector header contains the frame number.

3) I've come across a version of the movie player sample (from SCEE?) which seems to
calculate a movie's length by dividing the file length by the length of the 1st frame (in sectors).
Is this as dangerous as | think it is; ie. don't the sizes of the frames vary within a movie?

(Gee, maybe I should have read the whole message first - oops). frame sizes (pixels) may vary,
but data streaming rate is constant. 150sectors/sec. so you can use my above formula (same as
SCEE) to nail it exactly (minus error from audio overrun). So each frame will be the exact same
number of sectors. 15 FPS = 10 sectors per frame. Movie converter will pad extra space (if
needed -rare) so the movie can keep time, and it optimizes the compression to match the frame
rate.

let me know if you wanna know more,

Tom

8/29/95 8:18 AM

Re: Fwd: Re: Fwd: Streams (Questions and Comments)
David Minogue

CD

> 2) What happens if there happens to be a read error on one (or all) of the > sectors containing
the last frame of a stream? There is no retry, right? > Will the stream run amok into whatever
data happens to follow?

>> The screen will stay black (thanks to headv and headm checking), but the sound is uncool.
Hardcoding the exact length is how I go. You can use CdSearchFile to find the size, divide by
2048 bytes/sector and then divide by the frame rate. Any fractional amount will be from audio



running longer than the video. Now modify anim() to check for this calculated frame. | have not
done this, but it doesn't look impossible. The sector header contains the frame number.

Tom,

The point of this question was, given that you were doing everything right and looking for the
right frame number on which to end the movie sequence, what would happen if there were an
error reading that particular ending frame? The following data could be anything. Would the
streaming code continue to read the CD, looking for a frame number which would end the
sequence? It seems like the player is not robust in this regard.

-- David Minogue, Acclaim Entertainment.

8/29/95 9:31 AM
Re(2): Fwd: Re: Fwd: Streams (Questions and Comments)
Thomas Boyd
CD
David Minogue
>The point of this question was, given that you were doing everything right and >looking for
the right frame number on which to end the movie sequence, what >would happen if there
were an error reading that particular ending frame? >The following data could be anything.
Would the streaming code continue to >read the CD, looking for a frame number which would
end the sequence? It >seems like the player is not robust in this regard.
That is exactly what happens. It depends on how the streamer is written. anim() is just an
example, so if you try to match the exact frame number, and it gets garbage, it will do as you
predicted and keep searching for the frame (this can be forever - | have been there). It will not
display the garbage frames. Same goes for audio, that the subheader will never be mistaken, so
it could never play a bad audio chunk. It will then play other movies it finds until the frame is
reached (This can be kind-of a fun historical journey on an emulator, as you find chunks of old,
overwritten movies).
This failure would be rare, since a lot of the sector would have to be bad to so nastify the data
that the error correction couldn't fix it in the CD-ROM subsystem. But, this can (and will)
happen.
It seems worthwhile to add another conditional to the last frame search that would stop after it
tried to read the right number of frames instead of just checking the frame number. Change this
part of anim():

if(sector->frameCount > endFrame)  { Rewind_Switch=1; }
to this (or something like this - | haven't tried it):

count=0; .. if ((sector->frameCount > endFrame) | | (++count > endframe)) {
Rewind_Switch=1; }
This part is up to you.
Tom

8/31/95 2:55PM

Re(3): Fwd: Re: Fwd: Streams (Questions and Comments)
David Minogue

CD

Tom:

>>|t seems worthwhile to add another conditional to the last frame search that would stop after
it tried to read the right number of frames instead of just checking the frame number. Change
this part of anim():

The problem with this approach is that results will vary depending on the actual number of
dropped frames. I've been experimenting with monitoring the actual CD location, with some



success. I'll let you know how it turns out.
-- David.

9/5/95 9:49 AM
Re: CD size question
Thomas Boyd
David Minogue

I always pick 74. I do not know if the other choices affect anything besides total size warnings. |
accidentally burned at 63 a couple of times with no ill effects. There is no 71 min selection,
because CDGEN is lame.

I will find the exact details you are asking for, but it will be Wednesday before | get to it.

Tom Does the disk size (18min, 63min, 74min) pulldown
menu in CDGen affect the formatting of disks, or is it just used to prevent writing beyond the
end of a CD? If an image is less than 63min, does it matter what value is used when burning
masters for submission? Why isn't there a 71min selection?

9/5/95 8:58 AM

CDGen Disk size question
David Minogue

CD

Tom,

Does the disk size (18min, 63min, 74min) pulldown menu in CDGen affect the formatting of
disks, or is it just used to prevent writing beyond the end of a CD? If an image is less than
63min, does it matter what value is used when burning masters for submission? Why isn't there
a 71min selection?

-- David.

9/5/95 5:59 PM

Problems getting CDEMU working
Sky Lounge

CD

So has anyone seen the error

>> Error in opening SCSI device 4, Error 0x0001 >> CDbios error string "

The CDEMU board seems to be set for SCSI ID 4 and the drive [either Micropolis or ADS] is
also set to SCSI 1D 4.

I'd appreciate any insight on this annoyance.

Thanx

9/6/95 6:18 AM

Emulator file size discrepancy?
David Minogue

CD

Tom,
I think I've found a discrepancy between the CD emulator image and the CDGen image. It



seems that, for Form 2 files, the emulator saves in the directory the original size of the file (2352
bytes/sector) while CDGen only saves the size of the data portion of the file (2048 bytes/sector).
As | am trying to use this information to calculate the location of the last sector of a streaming
file, this is a problem for me.

-- David Minogue, Acclaim Entertainment.

9/6/95 11:25 AM

Re: Emulator file size discrepancy?
Thomas Boyd

CD

I will have SN fixit. T

9/6/95 11:25 AM
Re: Problems getting CDEMU working
Thomas Boyd
CD
Sky Lounge
Set board to 7, drive to 4. Do not set both to the same address. T
== >S0 has anyone seen the error >>> Error in opening SCSI
device 4, Error 0x0001 >>> CDbios error string " >The CDEMU board seems to be set for SCSI
ID 4 and the drive >[either Micropolis or ADS] is also set to SCSI ID 4.
>I'd appreciate any insight on this annoyance.
>Thanx

9/7/95 5:13PM

Re: Sound DMA after movie stream
Thomas Boyd

CD

Send me an example of your movie code (not the movie - | have plenty) and a strip-down of the
code that calls it that demonstrates the bug when | compile it. Tom

9/7/95 2:.08 PM
CD Emu Problems
Chris J. Pink

CD

Hi there,

I have just switch to using the cd-emu. | having got over my initial problems, i am left with the
following:

1. when using CdSetDebug(2). it sometimes locks up printing a repeating  character (usually
'0").

2. since yesterday i have been getting Cd read errrors (::) coming up. | assume that there
should be numbers in the brackets (ie (00:00:00)) | don't get this.

3. when the cd is initialise the message CD_init:addr= is printed. after  this there used to be
an address printed, this no longer appears.  any ideas as to why?

4. are there any known problems with CdPos2Int() or CdInt2Pos() function? (i ask because i



am using them).

any information you can provide on this problem would be most helpful.
thanks in advance,

Chris Pink

programmer/project leader Gray Matter (905-842-567 x249)

9/7/95 5:25PM

Re: CD Emu Problems
David Minogue

CD

>4. are there any known problems with CdPos2Int() or CdInt2Pos() function? > (i ask because
i am using them).

Chris,

I thought these functions were broken until | realized that the CdILOC fields are in BCD, ie:
0x15 minutes is 15 minutes, not 21! Hope that helps.

-- David Minogue, Acclaim Entertainment.

9/7/95 444 PM

Sound DMA after movie stream
Heather Barclay

CD

Has anyone had a problem with the sound DMA after playing a movie stream?

After the flic, I call SsVabTransHead() and SsVabTransBody() to load up some sound data.
Then when I call SsVabTransCompleted() to wait for the transfer to complete, the system never
returns. It seems that the movie stream code has called something that disabled the sound
DMA, but I don't know what. To make matters even more interesting, the movie code isin a
seperate executable that is being Exec'ed. That part seems to work fine, though.

Tried the new 3.2 libraries, but it didn't help and even made matters for the movie stream worse
(sound, but no graphics).

Anyone? Anyone? Bueller?

9/8/95 2:20 PM

Re(3): CD-ROM/ XA Subheader Format

Montgomery Singman

David Minogue

CD

Subheader bytes consist of 8 bytes : File Number, Channel Number, Submode and Coding
Information bytes, each double-written for data integrity.

16 & 20 : File Number 17 & 21 Channel Number 18 & 22 Submode 19 & 23 Coding Info

You are probably more interesting in the submode info, they are as follows :

bit name meaning 7 End of file 1=last sector of file 6 Real-time 1=real time sector 5 form 0=
form 1,1 ="form 2 4 trigger 1=trigger on 3 data 1=data sector(form 1) 2 ADPCM 1=ADPCM
audio sector(form 2) 1 video 1=video sector 0 end of record 1=last logical record sector

Good luck, Montebheader bytes consist of 8 bytes : File Number, Channel Number, Submode
and Coding Information bytes, each double-written for data integrity.




9/8/95 9:25 AM

Is your lid open? Check and see!

Thomas Boyd

Jose R. Villeta

CD

If you are using lib 3.2, or lib 3.1 try messing with the following: int CD_shell(void) // this
seems to wait till the shell shuts, but | haven't tried it yet. or if (CD_status&0x10) ... // the
shell is open If you are using lib 3.0, use the following extern int CD_isopen; // shell once open
Tom ===== Thanks for your quick response.
Which routine will return CD lid status? If you can answer me this, we probably can take of the
rest. We already have the tuto routine incorporated in the game code. Thanks in advance, jose
boe

9/11/95 10:10 AM

Re: US PSX Games

Dan Burnash

CD

Chris E. Reese

Are you modifying cdexec.c for each game so that it boots the correct file? All of the Japanese
games use PSX.EXE as the executable, so the default cdexec.cpe would work for every game.
The U.S. games, and future japanese games, use unique filenames.

Dan B.

9/11/95 9:48 AM
US PSX Games
Chris E. Reese

CD

I have bought a few of the US Titles that launched on Saturday and have not been able to get
them to play on the development system. The Japanese games play fine. | thought that the
development system could play all versions. Is there a different patch program that I need to
load for the US versions?

9/12/95 10:05 PM

Re: Sound DMA after movie stream
Crystal Dynamics

CD

You need to do SpuQuit() before the overlay exec. and Spulnit() after.
Adrian.

9/12/95 11:17 AM

Re: Is your lid open? Check and see!

Jose R. Villeta

Thomas Boyd

CD

Tom, Thanbs for the info. We got a working example running of the CD player while the game
is going on. The deficiencies are the following: 1. After opening the lid and CdIStop, printfs



continue showing DiskError(16) & CdINop= DiskError(10). Is there a way to disable these
printfs. It appears to happen in the Debugging Station, too. 2. Also, after we close the lid it our
code tries to read the TOC. To get it working | had to do a while (toc<=3), that way | am
guarantee to read the new CD tracks. The only disadvantage is that it hangs the game for couple
seconds.

Any recommendattions? We feel pretty happy about the system specially when we are going the
extra mile dealing with CD open. Thanks, in advance jose Black Ops ps. Is there a easy way to
know when to read the TOC?

9/14/95 6:00 PM

Re(3): Win '95

Thomas Boyd

Development Env.

CD

I have had success with basic tools, movie converter, movpack, emulator, etc

The only problem has been CDGEN. Although it worked for building the CCS file, it failed
when | tried to record. Everything was set up correctly, but no dice. Beware, ye burners of CDs
Tom

PS if anyone HAS successfully burned CDs in win95, please lemme know.

9/14/95 11:25 AM

Re(2): Is your lid open? Check and see!

Thomas Boyd

Jose R. Villeta

CD

...got your message, | will get to it tomorrow. Tom

9/15/95 857 AM
Re(4): Win '95
Mark DeSimone
CD

Yeah, | forgot about that one. CDGEN generates errors galore under Win95 even before | get to
the recording stage.
Glenn O'Bannon Rainbow America

9/19/95 2:37 PM

Re: Problems w/CDW-900E

Thomas Boyd

CD

Greg G. Gibson

the CDW-900E works ONLY with the Adaptec AHA-1542CF SCSI card. Sorry. Tom

We recently
purchased the CDW-900E CD Writing device, and the CD ROM Generator software (DTL-
S2035). We are trying to connect the hardware to an Adaptec 5240 SCSI adapter and are
receiving the following error message when trying to run the CD Gen software:

CD Recording Unit Controller The SCSI Host Adapter is Incorrect.




It appears that we may not have received the proper driver disks with the hardware. The only
items received with the CD unit were a manual (which does not fully describe how to get the
device running) and the CD Generator software (which does not include any DOS level drivers).

9/19/95 2:28 PM
Problems w/CDW-900E
Greg G. Gibson

CD

We recently purchased the CDW-900E CD Writing device, and the CD ROM Generator
software (DTL-S2035). We are trying to connect the hardware to an Adaptec 5240 SCSI adapter
and are receiving the following error message when trying to run the CD Gen software:

CD Recording Unit Controller The SCSI Host Adapter is Incorrect.

It appears that we may not have received the proper driver disks with the hardware. The only
items received with the CD unit were a manual (which does not fully describe how to get the
device running) and the CD Generator software (which does not include any DOS level drivers).

9/19/95 4:09 PM

Re(2): Problems getting CDEMU working
Angus

CD

Use boot 1.7 angus

9/19/95 6:53 AM

Problems getting CDEMU working
Sky Lounge

CD

HELP! HELP! HELP!

I can get into cddisk (via cddisk -n 4) and | can apparently create partitions and load
cdboot27.bin or equivalent, but when | leave cddisk it tells me that it really didn't do anything
afterall.

That is, the error message that | get is...
SCSI Error in writing sectors Error returned 0x0370 Please press a key

Any other insights? (please, please, please)

Thanx much,
Andy House

9/19/95 2:38 PM

Re: Problems getting CDEMU working
Thomas Boyd

CD

| forwarded this to SN Systems to find out what this error is about. Tom

HELP! HELP! HELP!

I can get into cddisk (via cddisk -n 4) and | can apparently create partitions and load
cdboot27.bin or equivalent, but when | leave cddisk it tells me that it really didn't do anything




afterall.

That is, the error message that | get is...

SCSI Error in writing sectors Error returned 0x0370 Please press a key
Any other insights? (please, please, please)

Thanx much,

Andy House

9/20/95 5:59 AM
MovConv Quality
Mark Beardsley
CD

I recently built a new str from an avi I've had for months (using the new movconv 1.96). I'm also
now using the 1.5 version of anim. It seems that the quality of the str is not as good as it was.
The movie is 320x240, 15fps, 24-bit. The original str (which was built in april) looks significantly
better. In the new str, the MPEG squares are more visible and there is a sort of "ghosting"”
around certain elements of the image. Any ideas, comments?

9/20/95 1:56 PM

Re(2): problems with emulator

Sky Lounge

Thomas Boyd

CD

IRQ Config 2K

CD Creation

Enclosed is some info on my system and such. The drive itself is an APS drive that was sent to
me when we ordered the PSX development station.
I very much appreciate the help! Thanx again.
Andy House

9/20/95 2:13PM

Burning CDs with LICENSEA.DAT
Mark Beardsley

CD

Hi Tom,

I've just burnt my first disk using licensea.dat (the correct one | believe). The disk boots fine in
a blue debugging system, but, the black PS logo screen never shows up. The white sony screen
is shown, the screen flickers a couple times and then goes into our openning FMV sequence.
The game otherwise runs fine, but how did we miss the black logo screen?

I had burnt disks previously using licensej.dat, and the black logo came up as expected. Isit
possible that | have a japanese debugging system or something?

9/20/95 5:42 PM

Re(3): Problems w/CDW-900E
Thomas Boyd

Greg G. Gibson

CD



hmmm, I have never tried the AHA - 1540CF, but it sounds like it might. | do not know about
the Corel driver. I did not set ours up. | will find out Friday (I am out tomorrow).
Anyone out there use an AHA 1540CF????
Tom Oops...
I mis-typed the name of our Adaptec card, we have the Adaptec AHA-1540CF SCSI card. (This
isn't the 1542, but I read in one of the online FAQs that any of the 154x cards will work. Please
let me know if I'm going to need to replace our current card.
Also, when connected to the proper SCSI adapter, would I simply load the Corel CD driver to
get the device fully operational?

= the CDW-900E
works ONLY with the Adaptec AHA-1542CF SCSI card. Sorry. Tom

We recently
purchased the CDW-900E CD Writing device, and the CD ROM Generator software (DTL-
S2035). We are trying to connect the hardware to an Adaptec 5240 SCSI adapter and are
receiving the following error message when trying to run the CD Gen software:

CD Recording Unit Controller The SCSI Host Adapter is Incorrect.

It appears that we may not have received the proper driver disks with the hardware. The only
items received with the CD unit were a manual (which does not fully describe how to get the
device running) and the CD Generator software (which does not include any DOS level drivers).

9/20/95 8:57 AM
Re: MovConv Quality
Thomas Boyd

CD

That is strange. Did you build the old one with movconv 1.93? Did you switch compression
types (MDEC 3 - MDEC 2)? Could you mail these movies to me to show to Kojiro? The
compression algorithms are the same between version 1.93 and 1.96. There is also the possibility
that you changed your sound characteristics, since sound eats up movie bandwidth. Are you
using the 1.5 anim for BOTH movie playbacks? Is there anything else different? Tom

| recently built a new str from an avi I've had for months (using
the new movconv 1.96). I'm also now using the 1.5 version of anim. It seems that the quality of
the str is not as good as it was. The movie is 320x240, 15fps, 24-bit. The original str (which was
built in april) looks significantly better. In the new str, the MPEG squares are more visible and
there is a sort of "ghosting” around certain elements of the image. Any ideas, comments?

9/20/95 8:51 AM

Re: problems with emulator

Thomas Boyd

CD

Sky Lounge

Paul at SN Systems speaks: ====>>50 now | can get into
cddisk (via cddisk -n 4) and | can apparently create >>partitions and load cdboot27.bin or
equivalent, but when | leave cddisk >>it tells me that it really didn't do anything afterall. >>
>>That is, the error message that | get is... >> >>SCSI Error in writing sectors >> Error returned
0x0370 >> Please press a key

CDdisk only writes back the partition information right at the end of a session and so what
you're seeing here is a straight failure to write. The error 0x0370 is a SCSI media error
(Appendix C of the manual) meaning that when it tried to write details it found it to be of the
wrong media type. Usually | would expect a media error to be detected earlier than this but |
can envisage cases where the above could happen (ie when trying to write to a read-only disk).




Could you supply me with details of the harddrive please.

Usually a media error is due to a conflict of SCSI id's although it could be possible that it is
caused by interrupt, DMA or port address clashes. Please ensure that these aren't the case.
Other than that I can only suppose that it is the harddrive that is not responding in quite the
way that cddisk expects.

Rgrds,

Paul

9/20/95 10:16 PM

Re(4): Problems w/CDW-900E
Dr. Cat

CD

> hmmm, | have never tried the AHA - 1540CF, but it sounds like it might. | do not know about
the Corel driver. | did not set ours up. > | will find out Friday (I am out tomorrow).
> Anyone out there use an AHA 1540CF????
Well no... But I am just about to hook up my CDW-900E here, and we're trying to figure out
what (if anything) we need to buy. A cable at the minimum, it seems CD recorders NEVER
come with a cable that matches any connector you have!
The Pentium I'm using has an Adaptect 2940 series SCSI controller in it. Haven't pulled the card
out yet to see if it's an AHA-2940, AHA-2940W or AHA-2944W. Are these know to work with
the CDW-900E, known to definitely not work, or not know one way or the other?
Also | have noticed the tempting SCSI connector on the back of the PSYQ card. Should |
presume that this can't be used with the CDW-900E successfully, or can it?

-- Dr. Cat

9/20/95 2:22PM
Re(2): Problems w/CDW-900E
Greg G. Gibson
Thomas Boyd
CD
Oops...
I mis-typed the name of our Adaptec card, we have the Adaptec AHA-1540CF SCSI card. (This
isn't the 1542, but I read in one of the online FAQs that any of the 154x cards will work. Please
let me know if I'm going to need to replace our current card.
Also, when connected to the proper SCSI adapter, would | simply load the Corel CD driver to
get the device fully operational?

= the CDW-900E
works ONLY with the Adaptec AHA-1542CF SCSI card. Sorry. Tom

We recently
purchased the CDW-900E CD Writing device, and the CD ROM Generator software (DTL-
S2035). We are trying to connect the hardware to an Adaptec 5240 SCSI adapter and are
receiving the following error message when trying to run the CD Gen software:

CD Recording Unit Controller The SCSI Host Adapter is Incorrect.

It appears that we may not have received the proper driver disks with the hardware. The only
items received with the CD unit were a manual (which does not fully describe how to get the
device running) and the CD Generator software (which does not include any DOS level drivers).




9/20/95 5:40 PM

Re: Burning CDs with LICENSEA.DAT

Thomas Boyd

Mark Beardsley

CD

Japanese debugs will not show the american license screen. American (new) debugs will. If your
debug has kanji on the back it is Japanese. It will do everything else just fine. Tom

Hi Tom,

I've just burnt my first disk using licensea.dat (the correct one | believe). The disk boots fine in
a blue debugging system, but, the black PS logo screen never shows up. The white sony screen
is shown, the screen flickers a couple times and then goes into our openning FMV sequence.
The game otherwise runs fine, but how did we miss the black logo screen?

I had burnt disks previously using licensej.dat, and the black logo came up as expected. Isit
possible that | have a japanese debugging system or something?

9/21/95 11:54 AM

Question about Maker Code?
Greg G. Gibson

CD

| can't seem to locate the proper conference to post this question, so I'll try it here, please let me
know if there is a more appropriate place.

We have games in development with outside developers, and they have requested that we
supply them with our maker code that they will place in the game before sending us a final
version. We were told that we would be able to get our maker code on this BBS, but as | stated
above, there doesn't seem to be any appropriate place to get this resolved.

Any help would be appreciated.

9/21/95 9:55 AM

Re(3): Burning CDs with LICENSEA.DAT
Kristine Severson

CD

Mark,
Call your Sony Account Executive about exchanging your debugs. It should be no problem.
Kris

9/21/95 5:58 AM

Re(5): Problems w/CDW-900E
Mark Beardsley

CD

I also have a pentium with a 2940 series card. | was unable to get it to work with the Sony
burner. I spent a day or two working with adaptec on the phone to try to get it working, so |
don't think it can be done.

I currently use the burner off of another pc with the correct card, but if anyone can get the 2940s
working, please let us know!! It would save me the big hassle of moving huge files across the
network to my other pc.

I can't put the working card in my pentium because I'm out of slots (my current SCSI card is PCI



bus).

9/21/95 6:09 AM

Re(2): Burning CDs with LICENSEA.DAT
Mark Beardsley

CD

Thanks for the info, but..... How can we get american debugging stations? We purchased 2
debug stations (apparently not knowing that there were american/japanese model differences),
and since we have no plans to release any titles in japan, we really want the american ones.
Please tell me that we can exchange them, if | have to tell my accountants that we need to spent
$2800 on new debug stations, they'll want to take it out of my paycheck.

9/22/95 9:24 AM

Re(5): Problems w/CDW-900E
Thomas Boyd

CD

>The Pentium I'm using has an Adaptect 2940 series SCSI controller >in it. Haven't pulled the
card out yet to see if it's an AHA-2940, >AHA-2940W or AHA-2944W. Are these know to work
with the >CDW-900E, known to definitely not work, or not know one way or the other?

These will usually not work. SN systems once got a 29xx series card to work, so | posted their
method to this conference, but nobody else could make it work. Get the AHA-1542CF and you
will be much happier.

>Also I have noticed the tempting SCSI connector on the back of the >PSYQ card. Should |
presume that this can't be used with the >CDW-900E successfully, or can it?

BAD! Whack! Sparks will fly, resistors will melt. Emulator only.

Tom

9/22/95 11:37 AM
Decompression Speed
Thomas Boyd

Mark DeSimone

(I'am just guessing here, so my ideas may be puny and worthless untill I have all the data).
Although the decompression speed of the MDEC may max at 9000 mblocks/sec, some of the
decompression is taking place in software using the R3000. (Huffman decoding to be exact). |
would expect varianble decompression times depending on the complexity of the frame for this
reason. Perhaps with this in mind, the limiting factor is not the MDEC, but the software
decompression?

Also, are you using movconv STRs? or have you made your own compressor/decompressor?
(This would change my answer a lot).

How is the game going? Let me know exactly what you are doing besides decompressing
movies. If you are playing the game on top of it all, this may be part of the decoding problem.
Tom Boyd

PS: This group is fine for libpress and movie Qs, but I will find them wherever you put them.
The documentation for libpress claims the
"MDEC's max decompression speed is 9000 macroblocks per second.” In recent tests, | have
only been able to achieve roughtly 60% of this speed.




Furthermore, the decompression speed is not consistent for the same amount of data. | get
speeds from 4000 to 7000 macroblocks per second.

Can anyone shed any light on this?

Chris Howard Rainbow America

ps. Where should LIBPRESS queries be posted?

9/22/95 11:26 AM
Decompression Speed
Mark DeSimone

CD

The documentation for libpress claims the "MDEC's max decompression speed is 9000
macroblocks per second.” In recent tests, | have only been able to achieve roughtly 60% of this
speed.

Furthermore, the decompression speed is not consistent for the same amount of data. 1 get
speeds from 4000 to 7000 macroblocks per second.

Can anyone shed any light on this?

Chris Howard Rainbow America

ps. Where should LIBPRESS queries be posted?

9/22/95 9:28 AM

Re: Question about Maker Code?
Thomas Boyd

CD

I do not quite understand. What do you mean by "maker code?" Are you referring to the CD
generation program to be used with the burner? You can locate the CDGEN software in this
newsgroup in the "CDGEN tools folder.
Let me know if I am misunderstanding your request. Tom

== I can't seem to locate the proper
conference to post this question, so I'll try it here, please let me know if there is a more
appropriate place.
We have games in development with outside developers, and they have requested that we
supply them with our maker code that they will place in the game before sending us a final
version. We were told that we would be able to get our maker code on this BBS, but as | stated
above, there doesn't seem to be any appropriate place to get this resolved.
Any help would be appreciated.

9/23/95 12:03 PM
CD Emulator Speed
Mark DeSimone
CD

cdbootl16,cdboot,26,cdboot17,cdboot27,cdboot18,cdboot28...

There ALL SIGNIFICANTLY slower than the CD. | have to wait for reads to finish on the
emulator and I don't when using the Debugging Station.

Actually, cdbootX8 seems a liitle slower than cdbootX7.

Glenn O'Bannon Rainbow America



9/23/95 9:34 PM

Multichannel XA Streaming Hint
Rusty Buchert

CD

it is EXTREMELY important to set the following CD Modes before trying to do multi-channel
XA Streaming:

CdIModeStream - sets the device to streaming mode CdIModeRT - turns on ADPCM XA sector
recognition CdIModeSF - enables the ability to switch between logical channels.

The last one is not really mentioned in the docs, and not clearly related to XA streaming. Hope
this saves some other poor soul the 2 hours of frustration | just had. ...

Argh,

-Neil

9/25/95 7:49 PM

Re: Decompression Speed

David R. Sullivan

Mark DeSimone

CD

Depending upon the QFactor (quality factor) of the encoded data, you should be able to get
approx. 9000macroblocks a second. Here's the deal, the smaller QFactor you have (ie. the
MORE DATA you have) the SLOW the MDEC process is.

Encoding:

RAW DATA DCT tranformation of data Quantize Encoding
(QFactor) THIS CONTROLS THE SIZE/QUALITY OF DATA VLC
Encoding
Decoding: VLC Decoding Software Decoding Routines
(Huffman-like) MDEC >> Quantize Decoding of Bitstream  Time
depends upon data size >> DCT transformation RAW
DATA
DavesS.

9/25/95 8:47 AM

Re: CD Emulator Speed

Thomas Boyd

CD

Mark DeSimone

Glen, When | timed 1.8 vs. the debug, they were identical. Maybe your reading is different than
my test case. Can you describe details about how your reads are running so | can try myself?
(number of files, size of files, etc...).

1.6 is old, possibly 3X slower than debug. 1.7 was built by timing the black external drive. 1.8
was built by timing the debug station directly. (therefore 1.8 is the one to use for accuracy).

If you use 2.X, you may be slower from passing debug stuff. Tom

cdbootl16,cdboot,26,cdboot17,cdboot27,cdboot18,cdboot28...
There ALL SIGNIFICANTLY slower than the CD. | have to wait for reads to finish on the
emulator and I don't when using the Debugging Station.



Actually, cdbootX8 seems a liitle slower than cdbootX7.
Glenn O'Bannon Rainbow America

9/27/95 1:56 PM

Re(2): More problems w/CDW-900E

Greg G. Gibson

CD

Thomas Boyd

RECLOG.TXT 9K

CD Creation

1. There are no .STR files, the game doesn't have any FMV. 2. | used CD Creator from Corel
using another CDR drive that can read CD-DA into WAV format. 3. | have attached the
RECLOG.TXT file of the two failed attempts, please let me know if you need more info. 4. We
did not receive any instruction from the Developer. This game is a Japanese license and we
were sent their 'Final’ Japanese version, we are using this to learn how to create test and master
CD's for testing and ultimately submitting the Master to Sony for approval.

I tried returning your call, but you weren't around, hope this helps. | should be in my office all
afternoon.

Ummm, before | started using CCl files (I have yet to be successful with this), tell me more
about this disk you are trying to duplicate.

Does it have .STR files (FMV with sound)? What software did you use to scrape the CD-DA
tracks off with? What error did you get with CDGEN? What instructions came with the disk
from your developer?

9/27/95 10:49 AM

More problems w/CDW-900E
Greg G. Gibson

CD

| finally got the CD-Gen software to communicate properly with the CDW-900E. It was a
problem with the SCSI adapter, so for future reference, the Adaptec 1540 card DOES NOT work
with the CDW-900E.

Now for my new troubles...

| received a game from one of our developers on a CDR-71P disk, and needed to make
additional copies for testing. After copying the data files from the CD to the hard drive, | then
converted all of the CDDA files into WAV format. | opened CD-Gen and created the layout
using the instructions that came with the LICENSEA.DAT file and proceeded to create the CD.
On two separate attempts now, the procedure errored about 9 minutes in.

| saw the message below about creating a CCl file, and that may solve this problem, but I was
hoping to receive some confirmation prior to attempting this again, as these recordable disks are
quite expensive and I'd hate to waste any more of them.

Thank you in advance for your help.

Greg Gibson

9/27/95 12:17 PM

Re: More problems w/CDW-900E
Thomas Boyd

CD

Greg G. Gibson



Ummm, before | started using CClI files (I have yet to be successful with this), tell me more
about this disk you are trying to duplicate.

Does it have .STR files (FMV with sound)? What software did you use to scrape the CD-DA
tracks off with? What error did you get with CDGEN? What instructions came with the disk
from your developer?

Tom

| finally got the CD-Gen software to communicate properly with the CDW-900E. It was a
problem with the SCSI adapter, so for future reference, the Adaptec 1540 card DOES NOT work
with the CDW-900E.

Now for my new troubles...

| received a game from one of our developers on a CDR-71P disk, and needed to make
additional copies for testing. After copying the data files from the CD to the hard drive, | then
converted all of the CDDA files into WAV format. | opened CD-Gen and created the layout
using the instructions that came with the LICENSEA.DAT file and proceeded to create the CD.
On two separate attempts now, the procedure errored about 9 minutes in.

| saw the message below about creating a CCl file, and that may solve this problem, but I was
hoping to receive some confirmation prior to attempting this again, as these recordable disks are
quite expensive and I'd hate to waste any more of them.

Thank you in advance for your help.

Greg Gibson

9/27/95 9:06 AM
CDGEN and the elusive .CCl file
Thomas Boyd

CD
Jeff Davies
Here is the conversation I recently had about building CCI (pre-built image) files with CDGEN
>Hi Tanaka-san, > >1 cannot get CDGEN to work
correctly with an image file (.CClI file). >Whenever | burn a CD using a CCl file, the CD appears
to be blank and >will not work. | have tried several different methods, but either get >a bad CD
or an error. > >0ne error | get is the following: > "Cannot execute image saver: 3" > >Does the
CCl file system work with CDGEN? >If it does work, what are the detailed steps to use it? >I
think I might be using it incorrectly. > >Thank you, > > Tom Boyd
CD-ROM Generator has a probelm about using of
CCI. When you read CClI file by "Open" command, some part of the CD-ROM construct
information will be lost. Plaese use CCS file to save the CD-ROM information.

But, in the case of PC has less power to make enough speed to open or close data files on the
HDD, it may be failed in the writing. Only in that case, you must make CCI file by "Save as"
command in the following step.

1) Save edited information as CCS file to save the CD-ROM information. 2) Also, save as CCl
file before writing into CD-R. 3) Start writing.

If PC is powerful (i.e. Pentium machine), access speed for HDD must be enough to write CD.

9/28/95 3:24 PM
CD-Emulator locking on seeks
Jeff Lander

CD

We're experiencing a problem when accessing files on the CD-Emulator. If | execute a
CDSearchFile() call, or a CDRead() call, the emulator seems to get stuck on a seek. This happens



roughly 90% of the time, other times it works fine. It does the same thing on occasion when
after running cdexec.cpe. Anyone else experienced this problem and have a solution? I'm fairly
sure it is not a problem in my software, as it has run fine on several other CD-Emulators. Any
help or advice would be appreciated. Thanks.

9/29/95 3:50 PM
Universal CDEXEC.CPE
Jay Carlson

CD

CDEXEC.ZIP 20K

CD Creation

Here is a CDEXEC file that will launch executables with the new naming formats:
SLPS xxxxx SCPS_xxxxx SLUS_ xxxxx SCUS_xxxxX SLES xxxxx SCES_Xxxxx
& the old PSX.EXE

-J

9/29/95 10:23 AM
More on the .CCI file
Henrik Markarian
CD

Are there any plans to for CDGEN to support burning from a single image file? | thought that's
what the .CCl file was for, but now we know better! It's a major pain to have to move the entire
project directory structure to the machine which has the CD-WriteOnce connected to it,
everytime we want to burn a CD. It would be much easier to move a single image file.

While on the subject, a tool which converts from .CTI to .CCS would also be very useful. It's
much faster for me to add files into a text file (i.e. .CTI) than to have to jump into Windows and
add it through CDGEN. Once I'm ready to burn a CD, I can convert my .CTI to a .CCS, then go
into CDGEN and (hopefully) save an image file that | can transfer to the CD burn station.
Henrik Mindscape

10/2/95 10:35 AM

Re: More on the .CCl file

Thomas Boyd

CD

Henrik Markarian

Supposedly, the CCI file MAY work on occasion. | do not know of any plans to fix it, and | have

grown weary of trying to find out how to make the sucker work. | may try again soon, though.

buildcd -gwhatever.ccs ... will output a CCS file from a CTI file. (Does it work? Usually). Tom
= Avre there any plans to for CDGEN to support

burning from a single image file? | thought that's what the .CCl file was for, but now we know

better! It's a major pain to have to move the entire project directory structure to the machine

which has the CD-WriteOnce connected to it, everytime we want to burn a CD. It would be

much easier to move a single image file.

While on the subject, a tool which converts from .CTI to .CCS would also be very useful. It's

much faster for me to add files into a text file (i.e. .CTI) than to have to jump into Windows and

add it through CDGEN. Once I'm ready to burn a CD, I can convert my .CTI to a .CCS, then go

into CDGEN and (hopefully) save an image file that | can transfer to the CD burn station.

Henrik Mindscape




10/2/95 10:42 AM

Re: CD-Emulator locking on seeks

Thomas Boyd

CD

Jeff Lander

What hard drive are you using as your emulator? | suspect something is wrong with your
board, drive, or DTL-H2000 cards. If you can, swap the drive with a different one and
experiment. Same for the emu and dev boards.

Next, when the attempted access to the drive is being made, try to open the door on your black,
external CD-ROM drive (if you have one). It should not open. If it does, | suspect the DTL-
H2000 boards, as | have had problems with boards "forgetting" to switch to the emulator upon
running selemu in the past.

If you cannot diagnose who is broken, send the emu board to me and | can test it to see if it
works.

Pleas EMail me with your results. | know you may not have all of the hardware you need to run
my tests.

Tom We're experiencing a problem when
accessing files on the CD-Emulator. If I execute a CDSearchFile() call, or a CDRead() call, the
emulator seems to get stuck on a seek. This happens roughly 90% of the time, other times it
works fine. It does the same thing on occasion when after running cdexec.cpe. Anyone else
experienced this problem and have a solution? I'm fairly sure it is not a problem in my
software, as it has run fine on several other CD-Emulators. Any help or advice would be
appreciated. Thanks.

10/3/95 5:59 PM
Creating Bootable CD
Greg G. Gibson

CD

I've also been having problems burning a CD that will boot. 1 will try the below from Tom, as |
realized that | flagged all of the CD-DA files from the root, which appears to have caused my
problem.

Another item that | have noticed is that when | try playing the CD-DA tracks (from a non-
bootable CD) through a standard CD player, the music is playing back distorted. I've been
trying to make a copy of a prelim. code CD sent from a developer, so the original CD-DA tracks
were saved to WAV format using Corel CD-Creator (are there any better programs to do this
with?). Also, do | need to do anything special in the layout with a FMV logo? It is stored as an
STR file.

Any additional help would be appreciated.

--Greg Gibson

>==Tom Boyd: >This has happened to me and it was because of the "too many files listed in the
root directory" problem I described briefly in my last post. DA tracks sometimes show up in the
root TOC on the CD causing too many files to be read in at the beginning. The list is alphabetic,
so PSX.EXE would be sooner than SLUS_XXX.XX (and SLUS may be too far along in the TOC).
(soln: drag CD-DA track references into a subdirectory). > Tom

10/3/95 10:00 AM
How to make a bootable CD?
Dave Elton



CD
Thomas Boyd
BD13.CCS 16K
CD Creation

I am trying to cut a CD, but | cannot make my CD self boot. | have included the system.cnf
file and set the boot parameter as PSX.exe and rename my playcode as PSX.exe. But for some
reason, my CD cannot boot itself from the debugging station (the blue one). | did get the Sony
Logo and license image on screen, so it looks like the system is finding the liscenea.dat | put in
system area. So why does't it find my PSX.exe then? | include my bd13.ccs and system.cnf here,
maybe you can point out what's wrong. Thanks in advance! (1 know my code works because |
can use "run *.cpe” to run it either from emulation hard drive or from the CD I cut. And | used
the cpe2x to convert my .cpe file to .exe file)
Simon ReadySoft Inc.

10/3/95 12:54 PM

Re(2): How to make a bootable CD?
Thomas Boyd

CD

This has happened to me and it was because of the "too many files listed in the root directory"
problem I described briefly in my last post. DA tracks sometimes show up in the root TOC on
the CD causing too many files to be read in at the beginning. The list is alphabetic, so PSX.EXE
would be sooner than SLUS_XXX.XX (and SLUS may be too far along in the TOC) (soln: drag
CD-DA track references into a subdirectory). Tom == I don't
know if this is your problem, but try not having a SYSTEM.CNF file, and letting the system use
PSX.EXE as the default instead. We've been unable to get a disk to boot if we have a CNF file,
but everything works fine if we omit it.

10/3/95 10:55 AM

Re: How to make a bootable CD?
Mark Beardsley

CD

I don't know if this is your problem, but try not having a SYSTEM.CNF file, and letting the
system use PSX.EXE as the default instead. We've been unable to get a disk to boot if we have a
CNF file, but everything works fine if we omit it.

10/3/95 10:56 AM

Re: How to make a bootable CD?

Thomas Boyd

Dave Elton

CD

There are many possible problems. 1. too many files listed in your TOC (put in a PC dirve and
count 'em) break into subdirs to fix 2. lingering pollhosts remove them 3. use of CdSearchFile()
in 3.0 libs (it does not always work) hard code your directory structure to fix, or switch to 3.2 4.
other hmmmm

I think PSX.EXE is being found, but it is hanging on the debug. try putting changing colors or
numbers in the beginning of main() to see how far it gets Then you will know where in main() it
isdying. Tom = I am trying to cut a CD, but |
cannot make my CD self boot. | have included the system.cnf file and set the boot parameter as
PSX.exe and rename my playcode as PSX.exe. But for some reason, my CD cannot boot itself




from the debugging station (the blue one). | did get the Sony Logo and license image on screen,
so it looks like the system is finding the liscenea.dat | put in system area. So why does't it find
my PSX.exe then? I include my bd13.ccs and system.cnf here, maybe you can point out what's
wrong. Thanks in advance! (1 know my code works because I can use "run *.cpe” to run it
either from emulation hard drive or from the CD I cut. And | used the cpe2x to convert my .cpe
file to .exe file)

Simon ReadySoft Inc.

10/4/95 10:02 AM
Re(3): How to make a bootable CD?
Dave Elton
CD
Thomas Boyd

I have included my .ccs file in my previous post, as you will find, 1 only have 4 directories
and the maximum number of files in each directory is less than 45 (41 exactly). According to
the docs, we can have as many as 30 directories and 45 files under each directory including
subdirectories. | don't have any CD-DA files, all of them are standard model files (I used them
as data files). | do have a pollhost() in my pad detection function, but usually at the very
beginning, when I init graph system, the screen will turn into black first, the CD from debugging
station did not turn the screen into black though after the license logo. So | doubt it is caused by
the pollhost(). Morelikely the system didn't start the PSX.exe at all. I will try to cut another one
without system.cnf to test. But | am wondering why the released Title CDs | got have system.cnf
files in it and their boot parameter are set to their own playcode. I found this when 1 list the
files of those CDs. Thanks for any advice.
Simon ReadySoft Inc.

10/4/95 10:14 AM

Re(4): How to make a bootable CD?

Thomas Boyd

Dave Elton

CD

>| have included my .ccs file in my previous post, as you will find, | only have 4 >directories
and the maximum number of files in each directory is less than 45 ( 41 >exactly). According to
the docs, we can have as many as 30 directories and 45 files >under each directory including
subdirectories. | don't have any CD-DA files, all of them >are standard model files (I used
them as data files). OK so far...

>| do have a pollhost() in my pad detection function, but usually at the very beginning, >when |
init graph system, the screen will turn into black first, the CD from debugging >station did not
turn the screen into black though after the license logo. So | doubt it is >caused by the
pollhost(). Still sounds OK

>More likely the system didn't start the PSX.exe at all. Could be...

>| will try to cut another one without system.cnf to test. good idea

>But | am wondering why the released Title CDs I got have system.cnf files in it and >their boot
parameter are set to their own playcode. | found this when 1 list the files of >those CDs.
Thanks for any advice. Production CDs have to have system.cnf to support the file naming
convention. Best plan is to go strip one off of a production CD for starters. The spaces between
the equal signs matter The values are in hex (even the TCB and event numbers) so be carefull
Try without system.cnf first to be sure your game even works on a debug.




10/4/95 10:51 AM

Re: How to make a bootable CD?

Dan Burnash

CD

Dave Elton

>( | know my code works because | can use "run *.cpe” to >run it either from emulation hard
drive or from the CD | cut. And | used the cpe2x to convert >my .cpe file to .exe file)

Another possibility is that you are defaulting to the 8 meg memory model, which puts your
stack in never never land( as in never boot) on a debug station. This would also account for the
program working on a dev system. Try linking in 2mbyte.obj or specifying the following in
your program:

unsigned int _ramsize = 0x200000; unsigned int _stacksize = 0x8000; /* or whatever you want to
set aside for your stack */

10/4/95 9:18 AM
bootable CDs
Thomas Boyd

CD

FMV with audio (your logo) will need special attention. You will need the original source file
that the developer uses to make the CD, not the file on the playable PSX CD. The reason is that
the interleaved XA audio uses the ECC and subheader region of the sectors in the STR file. Just
reading these sectors with a PC from DOS will not get the ECC area, hence you will have the
wrong file.

It is possible to get those files off with some CD utilities (I do not have them, and therefore do
not know how to go about it) that are commercially available, but it would prolly be a total pain
in the butt.

The music should not play back distorted. Something is wrong.

Tom I've also been having problems
burning a CD that will boot. | will try the below from Tom, as | realized that | flagged all of the
CD-DA files from the root, which appears to have caused my problem.

Another item that | have noticed is that when | try playing the CD-DA tracks (from a non-
bootable CD) through a standard CD player, the music is playing back distorted. I've been
trying to make a copy of a prelim. code CD sent from a developer, so the original CD-DA tracks
were saved to WAV format using Corel CD-Creator (are there any better programs to do this
with?). Also, do | need to do anything special in the layout with a FMV logo? It is stored as an
STR file.

Any additional help would be appreciated.

--Greg Gibson

>==Tom Boyd: >This has happened to me and it was because of the "too many files listed in the
root directory" problem I described briefly in my last post. DA tracks sometimes show up in the
root TOC on the CD causing too many files to be read in at the beginning. The list is alphabetic,
so PSX.EXE would be sooner than SLUS_XXX.XX (and SLUS may be too far along in the TOC).
(soln: drag CD-DA track references into a subdirectory). > Tom

10/5/95 4:25PM

Re(3): How to make a bootable CD?
Thomas Boyd

Dave Elton



CD

You will have to use SYSTEM.CNF with your final release, because PSX.EXE is not a legal name
for a production CD. Let me know when you get to final stages, and we will make it work. Tom
1. Do not include system.cnf, only rename your code as psx.exe. Mark is
right at this and | proved it. Although I do not know why other release titles alll have their
system.cnf there. Maybe because our develop system is Japanese version?

10/5/95 4:22 PM

Re(2): How to make a bootable CD?
Dave Elton

CD

OK, I finally found out how to cut a bootable CD, here are the mistakes I've made and hope
this will help others to save their time:

1. Do not include system.cnf, only rename your code as psx.exe. Mark is right at this and |
proved it. Although | do not know why other release titles alll have their system.cnf there.
Maybe because our develop system is Japanese version?

2. Take out pollhost() in your code. This will definetely crash your CD.

3. Test your code and linking wiht 2mbyte.obj. Make sure it runs from emulation drive.
Thanks for all the advices from you guys!

Simon ReadySoft Inc.

10/6/95 12:41 PM
How many files each directory can have ?
Dave Elton
CD
Thomas Boyd

The docs says we can have as many as 30 directories and 45 files in each directory, but |
found I can only put about 30 files in each directory. When I put 41 files in a directory, | cannot
find any files above 30, the CdSearchFile will report cannot find these files. But when I reduce
the number below 30, all the files can be found. Another interesting thing is the emulation looks
consistent with what docs says because | have no problem stuff 41 files under each directory.
Anybody experienced the same problem?
Simon ReadySoft Inc.

10/9/95 7:54 PM

CD-Emulator Problems

John Brandwood

CD

Thomas Boyd

I've been using the Psyq system for a couple of months now, using the PCHost calls for file
access. I've just had a CD-Emulator card and 4GB Micropolis AV-GOLD drive delivered, but
can't seem to get them working properly.

The emulator card won't work with DMA (I've tried 5,6, and 7). This isn't a major surprise since
in the 5 years I've used SNASM and now PSYQ on various platforms and various PCs, I've
never got the DMA to work properly.

Without DMA, the CDBIOS loads fine and I can successfully run CDDISK to partition the drive,
and BUILDCD to build the RCUBE demo (using the new 1.8/2.8 boot program). After the build,



I can look at the partition with CDDISK and everything appears to be OK.
But | can't get the RCUBE demo to run off the CD.

Running ...
resetps 1 pause run snpatch.cpe - 247796 bytes, dated 5-31-95 pause run selemu.cpe -
350 bytes, dated 4-19-95 pause run cdexec.cpe - 447 bytes, dated 4-19-95

the system locks with CDMON reporting a continual increasing sequence of seeks.

Replacing snpatch.cpe with snpatchw.cpe (267834 bytes, dated 9-20-95) causes the sytem to lock,
but on a single seek "SEEK 01 00 00 00 13 00 01 61".

Hardware-wise I've removed the little blue plastic connector with the single wire from the DTL-
H2010 connector that was there to allow the DTL-H2000 to reset properly. If there is now
supposed to be something else plugged in there, then I've never seen it.

Any suggestions ?

Thanks, John.

10/11/95 8:51 AM

Re: How many files each directory can have ?
Dan Burnash

CD

The limitation varies depending on the length of the filenames. 30 seems like a safer limit, but if
you reduce the filename length you should be able to find more fo your files.

10/11/95 10:29 AM
Various CD Issues
Angus

CD

> What is the differences between lib 3.1 and libcd & libspu 3.2.1? What is the > differences
between lib 3.2 and libcd &libspu 3.2.1? They are getting disk > errors that they were not
getting before. > ACTION: Have not heard back on this one from EA.

DMA delay time is different between 3.2libcd and 3.2.1libcd. Since the change of delay time
causes the timing of inteerupt, | think it reveals the hidden bugs.
> CdIControl(CdIPause,0,0) is slow and takes from 0 to 44 scanlines. > ACTION: Ask Suzuoki.
> > CdControlF(CdlIPause,0,0) does not appear to work on the blue debugging > stations. >
ACTION: Send this to Suzuoki and Yutaka.

CdlIPause may take 0 to 44 scanlines, but CdControlF is fast. | checked in some test programs.
But when some other command is executing, CdControlF is blocked until this previous
command is finished.

For example, the following code may takes long time to execute CdlPause in the worst case.
cbsync(void) { if (play_request) { play_request=0; CdControl(Cdlplay, pos,0); } }
main() { ...  VSyncCallback(cbvsync);

CdControlF(CdIPause, 0); }

In this case, we should write as follows:

if (CdSync(1, 0) == CdIComplete) CdControlF(CdlIPause, 0);

> We need a new libcd function > Add a new function, CdlInitinterrupts which is simply a
duplicate of the code > execute at the top of CD_init. > > This would prevent an 8 second wait
inbetween loading code modules due to the > issuing of a CdIReset command by CD_init. The
projects in concern do not use > code overlays -- they actually load all new code for each
module.... -- therefor each new module MUST > re-init the CD to give control to it's local
callbacks. > > CdlInitInterrupts() > {> CD_cbready=0; > CD_cbsync=0; >



ResetCallback(); 7/ Note: This should happen Last! > InterruptCallback(2,callback);
> // callback is a static or we could write this ourselves. > } > ladd itin lib3.3,
CdReset(3) only resets interrupt.

CdReset(0) resets interrupt, CDROM subsystem. CdReset(1) resets interrupt, COROM
subsystem, CD/SPU volume. CdReset(2) resets interrupt.

10/12/95 9:46 AM
v-cd?

Kirk Bender
Non-tech talk

I heard on the internet that the demo disc that comes with the european PSX has a program
called "v-cd". It supposedly shows cool graphics that change in time with audio cds, similar to
the Atari Jaguar VLM. Anyone know who makes this program, and how we can get it? Ifitisa
sony demo, is the source available?

10/12/95 4:28 PM

Re(2): Emulator file size discrepancy?
David Minogue

Thomas Boyd

CD

Tom,

Any progress on this one?

I will have SN fix it. T

Tom,

I think I've found a discrepancy between the CD emulator image and the CDGen image. It
seems that, for Form 2 files, the emulator saves in the directory the original size of the file (2352
bytes/sector) while CDGen only saves the size of the data portion of the file (2048 bytes/sector).
As | am trying to use this information to calculate the location of the last sector of a streaming
file, this is a problem for me.

-- David Minogue, Acclaim Entertainment.

10/13/95 5:50 PM

Re(3): Emulator file size discrepancy?

David R. Sullivan

David Minogue

Thomas Boyd

Thomas,

The problem of CDGen NOT reporting the correct (2352 bytes per sector) size on Form 2 files
needs to be fixed in CDGem, NOT Build CD...we would like to know the number of bytes that
would be read given the current sector format.

? 1s SN Systems responsable to CDGen? Are any new versions of CDGen being released?
DavesS.

10/13/95 8:16 AM



New Lisencea.dat doesn't work?
Dave Elton
CD
Dan Burnash

I replace the new lisencea.dat (the Oct. 6 one) with my old one. The CD I cut somehow
becomes instable. If you leave the debugging station power off long enough, the license image
will show up and boot up my playcode properly, but if you reset the debugging station or turn
on it before it is coold off, the CD will not boot up and will choke when it loads the new lisence
image. | cut th CD in double speed, but I doubt this will cause such problem, becaus if it booted
up the first time, it should boot up everytime. I think the new lisencea.dat doen't not work?
Simon ReadySoft Inc.

10/15/95 6:02 PM

Fwd: Turning debug executable
cary hammer

CD

We have working PlayStation code that runs on the debugger, and we are ready to make a CD
for testing, but cannot seem to get a working CD.

We followed the directions in the FAQ (4-5-3), but still have problems: 1. CPE2X does not accept
any /C (or -C) flag as indicated in step 3. It responds with file /C not found, but still manages
to turn our MAIN.CPE into a MAIN.EXE. Furthermore, the instructions don't explain what the
"area" means: "Perform a cpe2x /C[area] on the .cpe file", so even if the flag worked, the
instructions are not complete.

2. With our MAIN.EXE and data files in CDGEN, along with the licenseA.dat file in the System
Area, all we get when we try to run the CD is a black screen.

3. Looking at the RCUBE example and past Questions about this topic, we find that there is a file
"PSX.EXE" which is somehow vital to the process. However, no mention is made of how to
make a PSX.EXE file, what it contains, etc. The ly hint I find is that this should be the main
executable file. So we renamed our MAIN.EXE to PSX.EXE, and it still will not emulate
properly.

4. Can we get some COMPLETE, STEP-BY-STEP instructions on taking a working MAIN.CPE
program and turning it into a working test CD?

Thanks for your help... Unexpected Development

10/16/95 11:56 AM

Re: Fwd: Turning debug executable
Dan Burnash

CD

>We followed the directions in the FAQ (4-5-3), but still have problems: >1. CPE2X does not
accept any /C (or -C) flag as indicated in step 3. It responds with file /C >not found, but still
manages to turn our MAIN.CPE into a MAIN.EXE. Furthermore, the >instructions don't
explain what the "area" means: "Perform a cpe2x /C[area] on the .cpe file", >so even if the flag
worked, the instructions are not complete.

Get the latest cpe2x.exe, and all will be revealed. Then try the following: cpe2x /? // list
options cpe2x /¢ // bad option, options listed cpe2x /ca foo.cpe // generates foo.exe for North
American area

>2. With our MAIN.EXE and data files in CDGEN, along with the licenseA.dat file in the System
>Area, all we get when we try to run the CD is a black screen. Is the 'A' in the layout->master-



>license area set? If not, set it. Do you have a 'system.cnf' file in the root directory that specifies
to load MAIN.EXE instead of the default PSX.EXE? If not, it won't boot. | reccommend using
PSX.EXE as your executable hame until you get the system working, then add the system.cnf file
later. Also, make sure you set the CD length to 74 minutes, even though you are using 71
minute cd's.

>3. Looking at the RCUBE example and past Questions about this topic, we find that there is a
>file "PSX.EXE" which is somehow vital to the process. However, no mention is made of how
>to make a PSX.EXE file, what it contains, etc. The ly hint I find is that this should be the main
>executable file. So we renamed our MAIN.EXE to PSX.EXE, and it still will not emulate
>properly. Stick to PSX.EXE for now. Make sure all of your typing within cdgen is done in ALL
CAPS.

>4. Can we get some COMPLETE, STEP-BY-STEP instructions on taking a working MAIN.CPE
>program and turning it into a working test CD? Read the latest docs and the fag, and keep
trying.

Dan Burnash

10/16/95 3:17 PM

Re(4): Emulator file size discrepancy?
Thomas Boyd

CD

>? 1s SN Systems responsable to CDGen? Are any new versions of CDGen being released?
No. CDGEN is a Sony Japan baby. The original authors of the software are history, and so no
changes will be made to CDGEN unless they utterly-positively-or-we-all-die have to be made.
I suspect CDGEN wiill get a rewrite when the new model burners start shipping later next year
(No, they are not better. Yes, we have tons of CDW-900Es).

Tom

10/16/95 7:09 PM
FYl

chris m. coffin

CD

For those of you searching for the elusive Adaptec 1542CF card to get your CD burner up and
running.... The adaptec 1542CP works also. The card is essentially the same as the CF model but
has the itty bitty SCSI 2 connector on the back instead so you'll need to get a converter (We
never could find the CF model and stumbled onto this solution) Hope this helps

10/16/95 2:08 PM

Re: Loading .tmd/.tim

Thomas Boyd

CD

cary hammer

use CdRead() and CdGetSector() to load crud from disk into memory. This is the best way to
load data. You need to know the file locations, so use CdSearchFile() to find them, or better yet,
figure them out and hard code them into a structure for speed. This is prolly what the Emu
version of RCUBE does. (I don't have the source to the emu version). NOTE: CdSearchFile does
not work right on debugs under lib 3.1

If you want to make a special load program to load this stuff (although this would not be



something | would do unless | had to), you still will use the same technique and then
LoadExec() your main(). Tom

= Thanks
for the scoop on cpe. Unfortunately, | think that we are still missing an important item. The
demo we want to put on disk consists of one main and several image and model files.
Currently, we run the program on the development system by doing pgbload's from a make file
into ram. We do not seem to be able to follow the rcube example to get our demo to run from cd
emulator because the rcube sample seems to have a special load program (named psx.exe)
which specifically loads RCUBE.EXE, RCUBE.TIM and RCUBE.TMD (based on looking at the
text within PSX.EXE). Obviously, RCUBES.EXE does not load it's respective .tim and .tmd files
but expects them to already be in ram. Our demo program is the same as all of the graphics
example programs which expect .tim and .tmd to be already loaded into magic locations within
ram.
What we need to know is how to create a PSX.EXE file which will load in our
MAIN.EXE,IMAGEL.TIM...IMAGEN.TIM,MODEL1.TMD...MODELM.TMD files into memory
and then pass execution to main. The source file which created PSX.EXE in the
CDEMU\SAMPLE\RCUBE would be helpful. THanks.

10/16/95 2:14 PM

Re: dove (where is) cpe2x?
Thomas Boyd

cary hammer

CD

CPE2X.EXE 18K
CD Creation

Here

10/16/95 2:13 PM
dove (where is) cpe2x?
cary hammer

CD

Could you tell us *exactly* from where we should download the latest cpe2x. We've tried
numerous locations with promising names, most of which seem to say "Access Denied". Thanks.

10/16/95 1:56 PM
Loading .tmd/.tim
cary hammer

CD

Thanks for the scoop on cpe. Unfortunately, I think that we are still missing an important item.
The demo we want to put on disk consists of one main and several image and model files.
Currently, we run the program on the development system by doing pgbload's from a make file
into ram. We do not seem to be able to follow the rcube example to get our demo to run from cd
emulator because the rcube sample seems to have a special load program (named psx.exe)
which specifically loads RCUBE.EXE, RCUBE.TIM and RCUBE.TMD (based on looking at the
text within PSX.EXE). Obviously, RCUBES.EXE does not load it's respective .tim and .tmd files
but expects them to already be in ram. Our demo program is the same as all of the graphics
example programs which expect .tim and .tmd to be already loaded into magic locations within
ram.

What we need to know is how to create a PSX.EXE file which will load in our



MAIN.EXE,IMAGEL.TIM...IMAGEN.TIM,MODEL1.TMD...MODELM.TMD files into memory
and then pass execution to main. The source file which created PSX.EXE in the
CDEMU\SAMPLE\RCUBE would be helpful. THanks.

10/16/95 6:37 AM

Re(4): Emulator file size discrepancy?

David Minogue

David R. Sullivan

Thomas Boyd

I'm not sure what the right solution is, but | suspect that CDGen is right and BuildCD is wrong.
In any case, | am just looking for a way to consistantly calculate the location of a stream’s last
sector so that | can stop it at the end of an FMV. Since MovConv generates 2048 bytes/sector
(Form 1) when there is no interleaved audio and 2336 bytes/sector (Form 2 w/0 Sync and
Header fields) when there is interleaved audio, I'm not sure what my divisor should be.

Also, as | understand it, the choice of how the data is read is independent of how it was
written.

-- David Minogue.

10/16/95 2:42 PM

Re: CD-Emulator Problems

Thomas Boyd

CD

John Brandwood

>The emulator card won't work with DMA (I've tried 5,6, and 7). This isn't a major surprise
>since in the 5 years I've used SNASM and now PSYQ on various platforms and various PCs,
I've >never got the DMA to work properly. It works. Press on. (see below)

>Without DMA, the CDBIOS loads fine and I can successfully run CDDISK to partition the
drive, >and BUILDCD to build the RCUBE demo (using the new 1.8/2.8 boot program). After
the >build, | can look at the partition with CDDISK and everything appears to be OK. >the
system locks with CDMON reporting a continual increasing sequence of seeks. >Replacing
snpatch.cpe with snpatchw.cpe (267834 bytes, dated 9-20-95) causes the sytem >to lock, but on a
single seek "SEEK 01 00 00 00 13 00 01 61".

Use 1.8 till you get it going - skip CDMON for now

>But | can't get the RCUBE demo to run off the CD. >Running ... >resetps 1 >pause >run
snpatch.cpe - 247796 bytes, dated 5-31-95 >pause >run selemu.cpe - 350 bytes, dated
4-19-95 >pause >run cdexec.cpe - 447 bytes, dated 4-19-95

This is all correct so far...

>Hardware-wise I've removed the little blue plastic connector with the single wire from the
>DTL-H2010 connector that was there to allow the DTL-H2000 to reset properly. If there is now
>supposed to be something else plugged in there, then I've never seen it.

The thing you have not seen is critical. It is sort-of a terminator. It is blue, plastic and fits in the
slot. Go beat on whoever gave you the boards without the "blue chip” until they cough it up.
(hint: we shipped one in the little plastic bag of junk that came in the box with the boards.)
Tom

10/17/95 6:02 AM
Re(2): Loading .tmd/.tim
Mark Beardsley

CD



DATA4.ASM 1K

CD Creation

An alternative method for handling you tim/tmd/data files is to link them in with your
program code (making one EXE file that contains your code and data). This has several
advantages. First, you don't have to worry about loading your data into ram (if your code is
loaded, so is your data!!). Second, you don't have to come up with any magic ram locations (or
doing a lot of malloc's). Third, the loading time is faster since you won't be doing a whole lot of
seeks all over the disk. The way to do this is to use the INCBIN command in an assembly file. |
create an assembly file that just includes my data files, assemble it into an object file, and link it
to my C code. It really works well. The only disadvantage I've found to this method is that you
may have some tims that you want to load into vram and then clear out from main ram (ie.
only exist in main ram during loading). In this case, you might want to load those tims from
the disk separately. I've attached a sample asm file (in case anyone wants to try it).

Hope It Helps.

(Hope It Helps is a Registered Trademark of Angus, and any publication, reproduction, re-
transmission or other use of this trademark, without express written consent is prohibited!!!!).

10/17/95 2:47 PM

Re(2): CD-Emulator Problems

John Brandwood

Thomas Boyd

CD

>>Hardware-wise I've removed the little blue plastic connector with the single wire from the
>>DTL-H2010 connector that was there to allow the DTL-H2000 to reset properly. If there is
now >>supposed to be something else plugged in there, then I've never seen it.

>The thing you have not seen is critical. It is sort-of a terminator. It is blue, plastic and fits in the
slot. >Go beat on whoever gave you the boards without the "blue chip" until they cough it up.
>(hint: we shipped one in the little plastic bag of junk that came in the box with the boards.)
Thanks Tom,

I'll check the boxes again, and let you know if we've somehow managed to lose this terminator.
John.

10/17/95 4:54 PM

Re(4): CD-Emulator Problems

John Brandwood

CD

Thomas Boyd

> Let me know if you still have problems or cannot find the "blue chip.” This will solve one
problem, but maybe > not all.

I've checked in the office, and also with the guys at Crystal Dynamics who sent us the emulator.
No one has seen of or heard of one of these terminator things.

The only 'blue-chip' that any of us has ever had is the little 40-pin IDC plug that has a single-
wire connected between two pins that came with the DTL-H2000 board, and instructions that ...
"If the DTL-H2000 is not connected to the DTL-H2010 (CD-ROM drive, sold seperately) or the
Psy-Q PSX04 (CD emulator), the SPU may not reset. In order to insure proper functioning,
please attach the included SPU attachment to the DTL-H2010 connector.”

If, as | suspect, this isn't the terminator plug that you are referring to, then someone had better
check the Psy-Q boxes at your end, because none of the ones that Crystal have received have
ever had this plug in them.

> | may be able to find an extra blue terminator if you can't find yours (I have given most of
them away, but may > have one left).



Pretty please with a box of chocolates :-)
Thanks,
John.

10/17/95 7:11 AM
Re: FYI

Dave R. Scheele
CD

chris gave some helpful hints re: Adaptec controllers, but at the end he said:

>> Hope this helps

without proper authorization .... (see Mark Beardsley's message here dated 10/17 for
clarification)

I smell a lawsuit coming!!!

10/17/95 3:14 PM

Re(3): CD-Emulator Problems

Thomas Boyd

John Brandwood

CD

Let me know if you still have problems or cannot find the "blue chip." This will solve one
problem, but maybe not all. I may be able to find an extra blue terminator if you can't find yours
(I have given most of them away, but may have one left). T

I'll check the boxes again, and let you know if we've somehow
managed to lose this terminator.

John.

10/18/95 3.03 PM
Re(2): FYI

chris m. coffin

CD

Gee, I'm really sorry (NOT) Hope this helps Hope this helps Hope this helps Hope this helps
Hope this helps Hope this helps Hope this helps Hope this helps Hope this helps :)

10/27/95 12:43 PM

Re(2): Playing CD-DA on Playstation

Mark A. Fong

Thomas Boyd

CD

1) 1 do use CdSearchFile and version 3.1 of the library. 2) This happens on all the CDs | cut. 3)
No Pollhosts 4) linked with 2mbyte.obj

What does CdSearchFile foul up? 1 call CdlInit() before I play the DA and never call
CdSearchFile again. Shouldn't that re-initialize anything CdSearchFile goofed up?

Thanks, Mark A Fong

1) Are you using CdSearchFile and an older version



of the library? This can cause probs. 2) Your CD may be cruddy enough to fail on the debugs
weaker-than-usual CD drive. 3) You may have left pollhosts in. 4) You may not have linked with
2mbyte.obj

| can burn a bootable CD with DA and it
will boot and play fine on the development system's CD-ROM drive. But when I run the disk
on a Debugging Station it seems like it can't "find" the DA track to play. The disk spins but the
head just moves up and down the disk like its seeking but not finding. Why is there a
difference between the dev system's CD drive and the Playstation's?

Thanks, Mark A. Fong

10/27/95 2:50 PM

Re(3): Playing CD-DA on Playstation

Thomas Boyd

Mark A. Fong

CD

>1) | do use CdSearchFile and version 3.1 of the library.

I am pretty sure that this is the culprit. Can you switch to 3.2? (on the BBS and the new release
CD) It is supposed to be repaired there. (but I am not convinced yet, see below).

>What does CdSearchFile foul up? I call CdInit() before |1 >play the DA and never call
CdSearchFile again. Shouldn't >that re-initialize anything CdSearchFile goofed up?

One would think that, but you are not the first to be burned by <3.1 CdSearchFile. It hangs the
game all the way when it goes bad. | think your code is hanging IN CdSearchFile, not the player.
If you wanna test my theory to see, put a FntPrint or a screen color change after CdSearchFile to
see if it ever gets there.

You might try hard coding your directory structure (this can be done with a CDGEN, and a
little iteration, see the CD FAQ).

Tom

10/27/95 8:50 PM

Difference between debugging station and black cd rom
Dave Elton

CD

I cuta CD and found the audio used to play well on black cd-rom now loops when I do cd
seeks. | am wondering there is any difference in cd seeking between debugging station and the
black cd-rom.

I didn't use CdSearchFile() to open file during play, but I did use it to open all the files at the
beginning and record the start location and then use these location data to direct my cd seeks.
Could this be a problem? If so, how can I predict (or hard code) the starting position of all the
files?

Simon ReadySoft Inc.

10/27/95 10:55 AM

Playing CD-DA on Playstation
Mark A. Fong

CD

I can burn a bootable CD with DA and it will boot and play fine on the development system's
CD-ROM drive. But when I run the disk on a Debugging Station it seems like it can't "find" the
DA track to play. The disk spins but the head just moves up and down the disk like its seeking



but not finding. Why is there a difference between the dev system's CD drive and the
Playstation's?
Thanks, Mark A. Fong

10/27/95 8:53 PM
Fonts

Dave Elton

CD

I am trying to find some decent fonts for the text in my game. The default one looks too small
when | set my screen to 512x240 mode. Is there anybody there know where | can find other
fonts?

Simon ReadySoft Inc.

10/27/95 11:55 AM

Re: Playing CD-DA on Playstation
Thomas Boyd

CD

Mark A. Fong

1) Are you using CdSearchFile and an older version of the library? This can cause probs. 2) Your
CD may be cruddy enough to fail on the debugs weaker-than-usual CD drive. 3) You may have
left pollhosts in. 4) You may not have linked with 2mbyte.obj

---------- I can burn a bootable CD with DA and it will boot and play fine on the development
system's CD-ROM drive. But when I run the disk on a Debugging Station it seems like it can't
"find" the DA track to play. The disk spins but the head just moves up and down the disk like
its seeking but not finding. Why is there a difference between the dev system's CD drive and
the Playstation's?

Thanks, Mark A. Fong

10/30/95 2:48 PM
Re: Fonts

R.Brett Butler

CD

try using the Kanji typeface there seems to be plenty of support for it:) hehehhehe

10/30/95 10:38 AM

Re: Difference between debugging station and black cd rom

Thomas Boyd

Dave Elton

CD

>| cut a CD and found the audio used to play well on black cd-rom >now loops when | do cd
seeks. >l am wondering there is any >difference in cd seeking between debugging station and
the black cd-rom.

They are different drives, so there exist some differences in seek time, etc...

>| didn't use CdSearchFile() to open file during play, but I did use it to open >all the files at the
beginning and record the start location and then use >these location data to direct my cd seeks.
Could this be a problem?



Maybe. Maybe you could FntPrint the locs out to the screen and see if they are right.

>|f so, how can | predict (or hard code) the starting position of all the files?

This is the best thing to do. Just set up a structure for all of your file positions, compile (even
though you have the wrong positions), do a fake layout in CdGEN (you dont need to be hooked
up to the burner to do this), and then find out where all of the files will land. (see the CD FAQ
for more details).

Tom

10/31/95 2:56 PM
Errors on CdGetTOC( ) on PSX

Mark A. Fong

Thomas Boyd

CD

One would think that, but you are not the first to be burned by <3.1 CdSearchFile. It hangs the
game all the way when it goes bad. | think your code is hanging IN CdSearchFile, not the player.
If you wanna test my theory to see, put a FntPrint or a screen color change after CdSearchFile to
see if it ever gets there.

Actually, it was CdGetTOC(). On the dev system it returned the correct position info, but on
the PSX it gave really bad info. On my dev system, it put the first Audio track at 1min, 25 sec,
but on the PSX it said it was at 49min, 69 sec. So my program was seeking to the wrong place
and never finding it so the music never played.

Oh, also I am using 3.2. But do you know of any reason why CdGetTOC( ) would fail only on
the PSX?

Thanks, Mark A Fong

1171795 2:49 PM
LoadExec( ) problems
Mark A. Fong
CD
Angus
I'm trying to use LoadExec() but nothing seems to work. The call I've been using looks like this:
LoadExec("cdrom:\\BALLS.EXE;1", 0x801FFFFO, 0);
But all it does is hang. I've also tried LoadTest( "cdrom:\\BALLS.EXE;1", &e); but this too
hangs. When I didn't use the prefix "cdrom:" LoadTest() didn't hang, it just returned 0.
I'm using Library 3.2. What am | doing wrong?
Thanks,
Mark A Fong

11/2/95 12:36 PM

Re: LoadExec( ) problems

Thomas Boyd

Mark A. Fong

CD

I am doing the exact same thing, and will have a decent answer later today. Tom




1172795 4:46 PM

how to use Exec() - the menu example working

Thomas Boyd

0sS

Mark A. Fong

EXECMENU.ZIP 31K

CD Creation

Hi menu fans,

Here is the menu example in fine working order (attached). I took out anim, because I did not
want to upload the movie. If you check out GOMENU.BAT and fix your path, you are set.
Seems the mysterious RET2.0BJ and BOOT.OBJ were missing.

Any questions? EMail me.

Tom

11/4/95 11:01 AM

Re(2): Difference between debugging station and black cd rom
Dave Elton

CD

I try to hard code all the start location of my files and seek to each file, still there is problem
for the audio. Th weird thing is half of the time it appears OK and half of the time, the interrupt
of SPU seems screwed up. But the same CD runs prfect each time from the black CD-Rom. Is it
possible the SPU sampling rate is different in the blue debugging station and the black CD(or
development system)?

I notice that there's a serial 1/0 and parallel 1/0 port behind the debugging station and |
remember read from somewhere you can debug from debugging station, it this possible ? If so,
how?

Thanks!
Simon ReadySoft Inc.

11/6/95 9:11 AM

Re(3): Difference between debugging station and black cd rom

Thomas Boyd

Dave Elton

CD

Are you using SsStart? (If you are playing the SPU on top of streaming movies, you must use
SsStart? instead if you are using SsTickMode60).

The SPU is the same on both systems.

Serial 1/0 is for link-cable. Parallel 1/0 is for forthcoming debugging hardware (late next
quarter maybe). It is proprietary, and cannot be used by developers yet.

Tom I try to hard code all the start location of my files and seek to each
file, still there is problem for the audio. Th weird thing is half of the time it appears OK and half
of the time, the interrupt of SPU seems screwed up. But the same CD runs prfect each time
from the black CD-Rom. Is it possible the SPU sampling rate is different in the blue debugging
station and the black CD(or development system)?

I notice that there's a serial 1/0 and parallel 1/0 port behind the debugging station and |
remember read from somewhere you can debug from debugging station, it this possible ? If so,
how?

Thanks!




Simon ReadySoft Inc.

11/6/95 4:14PM

Re(4): Difference between debugging station and black cd rom
Dave Elton

CD

>Are you using SsStart? (If you are playing the SPU on top of streaming movies, you must use
SsStart? instead if you are >using SsTickMode60).
>The SPU is the same on both systems.
>Serial 1/0 is for link-cable. >Parallel 1/0 is for forthcoming debugging hardware (late next
quarter maybe). It is proprietary, and cannot be used by >developers yet.
>Tom

I am playing audio by setting up interrupt for 2 identical audio buffers and keep swapping the
buffer and feeding audio data into these buffers (by DMA). | didn'y use SsStart although | am
not sure whether libsnd functions will use this function. The weird thing is it looks like in
debugging station, SPU consumes audio data a little faster than the development system (the
black CD-ROM) , so when the data DMA to the SPU and catches up the data played by SPU at
the interrup address, it triggerred the interrupt and swap the buffer at wrong time (the
interrupt is supposed to be only triggerred by audio playing instead of by data DMAed from
memory to SPU, but we know either input or output to/from SPU could trigger the interrupt at
the preset interrupt address). Do we know exactly how many bytes ADPCM data will be
consumed by SPU? | know VAG data is compressed audio and SPU is sampling at 44.1 kHz,
but I want to find out the precise amount of audio data SPU consumes so | can control the
timing of the audio interrupt. Any suggestions? Thanks!
Simon ReadySoft Inc.

11/6/95 5:14 PM

installing CDGEN

David W. Marshall

CD

Tom Boyd

I just downloaded the newest (I think) CDGEN software from the RELEASES folder. Now of
course, the RELEASES folder seems to have a different CDGEN.ZIP file than the one located in
this folder. I'm assuming that the one in the RELEASES folder is newer. Why is there a
different version of CDGEN in this folder?

Anyway, | unzipped and tried to install the CDGEN software from windows. | got the old
"unable to open ..\DISK1\... message" | thought this problem had been fixed.

How do you install the CDGEN software? Do | have the right version?

dave

11/7/95 5:06 PM

Re: CDMON and SelEMU

Thomas Boyd

CD

David W. Marshall

>1)Does CDMON work? Does it work from a full DOS window under Windows? >I can run
the RCube demo, but if | load CDMON and then try the RCube demo, the demo never runs.
Yes, but only with CDBOOT2X.BIN where X is the rev you have (I recommend 7 today).
>2)How do you turn off SelEmu? Is there a SelPC | can load?



¢:\>run selcd.cpe

>3)How do you reset the CD Emulator?

resetps 1 run snpatch run selemu

>If | run the RCube demo and then try and run it again, | always get the "cannot connect to
target" message. >If | power cycle the hard drive or run CDDISK, the message goes away. >Is
the RCube demo leaving the CD in a bad state?

The above strategy should work.

>0nce the RCube demo is ended, the green access light still blinks.

This is good.

>Running CDDISK causes the blinking to stop.

This is OK

11/7/95 10:37 PM

Re: installing CDGEN

John Phua

David W. Marshall

CD

Hi David,

Both are the same. We need to fix some of the folders in the conferences so that they point to
the same item. The problem with the "unable..." still exist when the file is downloaded from the
BBS. If CDGEN is installed from the released disk then you would not get the error. We
provided on line to as additional method of distribution. Thanks for the info.

Yes you have right version.

John

I just downloaded the newest (I think) CDGEN software from the RELEASES folder. Now of
course, the RELEASES folder seems to have a different CDGEN.ZIP file than the one located in
this folder. I'm assuming that the one in the RELEASES folder is newer. Why is there a
different version of CDGEN in this folder?

Anyway, | unzipped and tried to install the CDGEN software from windows. | got the old
"unable to open ..\DISK1\... message" | thought this problem had been fixed.

How do you install the CDGEN software? Do | have the right version?

dave

11/7/95 5:36 PM

Re(2): CDMON and SelEMU

David W. Marshall

Thomas Boyd

CD

So running selCD will allow me to work from the PC like the Emulator is not even there?

I have CDBOOT28. When | run CDMON it says it is version 1.00. Some of the docs said that
CDMON did not run under windows and a windows version was coming. Why would running
CDMON cause the RCube demo to fail?

I do the steps you suggest to try and reset the Emulator and nothing works. Resetps 1 takes
about 8 seconds to return. Snpatch will usually load. Selemu never loads. | have the timeout
set to /w30 for RUN. So I still have the basic problem that | can't run the RCube demo twice
without using CDDISK on the Emulator in betweem to "reset the state” of the emulator.

dave

11/7/95 3:58 PM



CDMON and SelEMU
David W. Marshall
CD

I'm just starting to do cdrom emulation, so hopefully someone can answer the following:
1)Does CDMON work? Does it work from a full DOS window under Windows? | can run the
RCube demo, but if | load CDMON and then try the RCube demo, the demo never runs.
2)How do you turn off SelEmu? Is there a SelPC | can load? | can't seem to get rid on SelEmu
once it has been loaded into the dev boards. | have to do a cold boot if | want to go back to
running code off of the PC. Is this the only way to turn off SelEmu?
3)How do you reset the CD Emulator? If | run the RCube demo and then try and run it again, |
always get the "cannot connect to target" message. If | power cycle the hard drive or run
CDDISK, the message goes away. Is the RCube demo leaving the CD in a bad state? Once the
RCube demo is ended, the green access light still blinks. Running CDDISK causes the blinking
to stop.
thanks,
dave

11/8/95 9:13 AM

Re(3): CDMON and SelEMU

Thomas Boyd

David W. Marshall

CD

>So running selCD will allow me to work from the PC like the Emulator is not even there?
Selcd/selemu toggles between the external (black) CDROM (DTL-H2010) and the emulator for
CD reading functions. To read from the PC hard drive, you must use PCRead, etc...

>| have CDBOOT28. When | run CDMON it says it is version 1.00. >Some of the docs said that
CDMON did not run under windows and a windows version was coming. >Why would
running CDMON cause the RCube demo to fail?

>| do the steps you suggest to try and reset the Emulator and nothing works. >Resetps 1 takes
about 8 seconds to return.

uh uh. That is usually too long.

>Snpatch will usually load. >Selemu never loads.

If snpatch loads, but selemu loads, something is messed up. Is this that same emulator Monty
was trying to install a feww months ago? There is one of five things wrong (in exponentially
decreasing order of probability). 1) your configuration is incorrect (interrupt conflict, SCSI
addresses wrong, DMA conflict) 2) the emu card is bad 3) the DTL-H2000 cards are subtly bad
4) your emu drive is bad 5) your PC is bad Can you send the emu card to me to test?

Tom

11/8/95 T7:39 PM

Re(2): Updates to CD Emulator

John Phua

Thomas Boyd

Randy X. Thompson

Hi Randy,

I don't know if you got the cover letter with the content list of what was sent, but there was a
note indicating that the CD Emulator is a separate product therefore it is not part of the
Programmer Tools CD. If you had purchased a CD emulator you should have received the
disks with the software when the tool was actually ordered. If not you may download it from
the BBS. Most likely there has been an update since the original disks.



Thanks, John

11/8/95 1:35PM
Updates to CD Emulator
Randy X. Thompson

CD

I recently received the Programmer Tools and Graphics Artist Tools CDs along with the printed
documentation. The PSX directory found on the Programmer Tools CD has an empty CDEMU
subdirectory that is commented in the README file as a "holding place for CD Emulator
software." This is fine, but was | supposed to receive a CD Emulator CD (did you create such a
thing?) so that | can copy latest emulator files into that directory? Or am | supposed to copy the
files from my old PSX\CDEMU directory?

-Randy

11/8/95 1:42PM

Re: Updates to CD Emulator

Thomas Boyd

Randy X. Thompson

CD

Randy

The emulator stuff is so small that you can dnload it from this BBS. There is no emulator CD yet.
I do not know if there is a release plan for it.

Tom ---------------- I recently received the Programmer Tools and Graphics Artist Tools CDs
along with the printed documentation. The PSX directory found on the Programmer Tools CD
has an empty CDEMU subdirectory that is commented in the README file as a "holding place
for CD Emulator software."” This is fine, but was | supposed to receive a CD Emulator CD (did
you create such a thing?) so that I can copy latest emulator files into that directory? Or am |
supposed to copy the files from my old PSX\CDEMU directory?

-Randy

11/9/95 1:57 PM

Need help installing CDEMU
Colin Lewis

CD

After looking through other messages and the archives, | see that | am not the only one having
trouble installing a CD emulator board.

Here's my story:

I have a new Pentium 90 running Win 95. | am able to run the Balls demo on the dev boards.
When | install the CD emulator card and the development board, | can still run the balls demo.
I can run CDDISK and BUILDCD and get files onto the emulation hard disk. | run into trouble
when | try to run SELEMU. After running SELEMU, the next RESETPS 1 takes about 10
seconds to run rather than the normal two seconds. Any subsequent attempts to RUN anything
fail.

To review, this is what | am trying to do:

RESETPS1 (works Ok) (pause) RUN \..A\SNPATCH (Ok.) (pause) RUN \.\SELEMU

(Ok.) (pause) RUN <anything> (Cannot connect to target.)

I have tried swapping the dev boards and the CD emulator with a good system, The hardware



works fine in the other system.

I have checked all the cables. | have tried DMA 5-7 for the CDEMU board. | have confirmed
(thru Win95 device manager) that no other device is using the same IRQ's as the boards.
Help!

-Colin Lewis

1179795 4:47 PM

Re: CD Emulator problem

Thomas Boyd

Pat Quinn

CD

SNPATCH.CPE 242K

CD Creation

The programmer's CD contains a special file called SNPATCHW.CPE. This should really be
called SELFDESTRUCT.CPE. Use the new one from the BBS Alternatively, use the attached file
that ALWAYS works for me (It may be out of date, but who cares?).

Tom

11/79/95 2:14PM

Re: Need help installing CDEMU

Thomas Boyd

CD

Colin Lewis

>RESETPS 1 (works Ok) >(pause) >RUN \..ASNPATCH (Ok.) >(pause) >RUN \.\SELEMU
(Ok.) >(pause) >RUN <anything> (Cannot connect to target.)

This is all correct

>| have tried swapping the dev boards and the CD emulator with a good system, >The
hardware works fine in the other system.

You are telling me that all the hardware works in another PC. So there is a configuration
problem or a physical problem in the setup with your PC. Are your ISA slots overheating? The
addition of one board can do this. The dev boards are toasty. (I know two developers at least
who have fans aimed at their system). You might want to try different IRQs anyways. - Do not
trust Microsoft to find the right IRQs. What is the SCSI ID of your emu HD? (Use 3,4, or 5)
Leave the SCSI ID of the board at 7. If you have a working soundblaster card, take it out and use
that IRQ and DMA, since you will then know they are available. When none of this works, let
me know.

>| have checked all the cables. >1 have tried DMA 5-7 for the CDEMU board. >1 have confirmed
(thru Win95 device manager) that no other device is using >the same IRQ's as the boards.

11/9/95 4:12 PM

CD Emulator problem
Pat Quinn

CD

Hello gurus and fellow confused souls...
A few weeks ago | had successfully managed to get CD 1/0 working with the CD Emulator,



and | celebrated by installing Windows '95 and the new Programmer's Tools CD 1.5 (with
rev.1.5.2 updates) on my machine. Since then, | have not been able to get the CD Emulator to
work. 1 am not blaming my problems on Windows '95 or the Programmer's Tools CD, per se.
It's just that my life has not been the same since those installs...

I shouldn't have tried making both installations at the same time, | realize, without fully
exercising the PSX and CD Emulator between. Be that as it may, | have tried reinstalling old
DOS and old PSX development directories and I'm still stumped.

The basic problem is, | believe, with the selemu.cpe utility. After using it, | always get "Cannot
connect to target" whenever I try to download anything with run.exe, whether or not it is
related to the CD Emulator. | have to completely power down my PC to reset the PSX in order
to download again. If I use selcd.cpe instead -- even though | don't have the test CD drive set
up -- I have no problems with run.exe.

Here's the sequence of events: | start out as perscribed in /cdemu/readme.txt and elsewhere
resetps 1 delay 5 run \psx\bin\snpatchw delay5 run \psx\bin\selemu delay 5

Up to this point, all seems well, with run responses like "Target 0 is R3000," etc. Then I follow
with some command that "hits" the PSX, either resetps 1 or run \psx\bin\snpatchw
Again, everything seems ok. But after this last command, every attempt to use run.exe fails
run \psx\bin\anything

It is as if the instructions in selemu downloaded to the PSX say, "Take one more command but
then NO MORE!!!"

I have checked the settings on the CD Emulator board (in fact, we swapped for a completely
new board). The hard drive we use is ok because cddisk works ok. | can't think of anything
else.

I need real help here! And please, don't sum it all up with a simple "You can't use Windows
'95." That is not an option...

Ok, here's the versions. All but the last came from the Programmer's Tools CD release 1.5:
dexbios.com  v1.22 cdbios.com  v1.03 resetps.exe  v1.03 run.exe v2.30

selemu.cpe  v??? snpatchw.cpe Vv??? but | think | got the latest with the 1.5.2 update...
David Crain NuFX, Inc.

11/9/95 5:25PM
problem after selemu
Mark D. Hirsch

CD

Dear sir,

I am having a lot of problem to reset the programming board after "run selemu”. The error
message | got was "cannot connect to target".

I can reset the boards without problem until I run selemu. Any suggestion?

Thanks in advance.

11/10/95 12:13 PM

Re: Everybody having SELEMU problems: read

Angus

Thomas Boyd

CD

I tried it with cdboot17.bin and it worked fine. cdboot18.bin is bad it looks like.
angus




11/10/95 8:57 AM

Everybody having SELEMU problems: read

Thomas Boyd

CD

Mark D. Hirsch

GOODEMU.ZIP 348K

CD Creation

This problem is running rampant. | think it might be a tool upgrade that does not work (because
it is happening to old and new boards alike). If you guys could help me out on this one, it
would be great. | have tried to make this happen on my system with multiple tool combos, but it
keeps on ticking.

First. DO NOT use the SNPATCHW.CPE or PATCHW.CPE on your dev CD. It is broken. Use
the ones on the BBS.

Second, tell me the versions of the following you are using (if versions are not available, gimme
the date and size):

CDBOOT CDBIOS BUILDCD SNPATCH / PATCHX / PATCHW / Whatever patch you use
(date and size) SELEMU SELCD CDDISK

Third, tell me if you are in DOS, Windows, Win95, or some other operating system.

Fourth (extra credit), | have attached all the versions of the software that | am using that caused
no trouble. You might try them and let me know if it still is busted.

Thanks,

Tom

Dear sir,

I am having a lot of problem to reset the programming board after "run selemu”. The error
message | got was "cannot connect to target".

I can reset the boards without problem until I run selemu. Any suggestion?

Thanks in advance.

11/10/95 1:12 PM

Re: Everybody having SELEMU problems: read

Mark D. Hirsch

Thomas Boyd

CD

Dear Thomas:

We are using all of the files from the latest Sony dev CD DTL-S2002 release 1.5, then we copied
over all of the new files that you attached in this mail.

When we do so, our problem of "cannot connect to target” after running selemu goes away,
however we still cannot view data on the partition after we build to it 9we can see it building.)
or run a program from it. The error says that the data is in an invalid form. It is not giving other
errors like we had before that were DMA related (invalid sectors, etc..)

We are using CDBOOT 17, and SNPATCH (no W)...

- Mark

11/10/95 10:25 AM

Re: Everybody having SELEMU problems: read

David W. Marshall

Thomas Boyd

CD

Using your SNPATCH.CPE file | have been able to:

1)Run the RCube demo multiple times. 2)Run the RCube Demo and then do RUN MAIN on a



main.cpe the lives on my PC hardrive. That main program will boot, run, and do reads from the
PC harddrive.

PROBLEMS: 1)CDMON will only work for me in DOS. If I try and run it from a full DOS
window in Windows, it completely freezes my system and | have to do a power cycle reboot.

2)I run the RCube Demo, Run a Main.cpe from my harddrive, TURN OFF the Micropolis
harddrive, try and run the MAIN.cpe from my harddrive again. | get "cannot connect to target”
messages. The SELEMU is still in the dev boards trying to talk to the SCSI drive to boot from it.
I would really like a SELRESET.CPE that would place the boards back to their power-on default
state, so that RUN MAIN.CPE from my harddrive would work.

dave

11/13/95 11:24 AM

Pausing the CD during CD-DA play
David W. Marshall

CD

if CdControl(CdIPause,0,0) is used to pause the CD during CD-DA (redbook) playing of a
track, how long will the head stay in "paused” mode? Will it eventually go from paused to
stopped?

The emulator seems to stay in paused mode forever; or it is not emulating the spin up time for
the CD when a CD has stopped.

thanks,
dave

11/13/95 3:08 PM
Result Array in CD Status Code
David W. Marshall

Tom Boyd

CD

The following code is from ...\movie\cdtuto\tuto4.c, the CD-DA repeat test code.
/* /*

*/ static void cbready(long intr, u_char* Result)
/*routine is the sector callback function for playing redbook cdda data. Report Mode has been
turned on, so the kernel fills result array.

Result[0] Status Result[1] Track Result[2] Index Result[3] AMin Result[4] ASec Result[5]
AFrame Result[6] LevelH Result[7] LevelL

INPUT: unsigned char intr; execution status at that point in time unsigned char *Result;
newest return value at that point in time */
{ CdILOC pos; u_char r0,r1,r2,r3,r4,r5,r6,r7;

if (intr == CDLDATAREADY) { r0=Result[0]; rl=Result[1]; r2=Result[2]; r3=Result[3];
r4 = Result[4]; r5=Result[5]; r6 =Result[6]; r7 = Result[7];

if ((Result[4]&0x80) ==0) { pos.minute =Result[3]; pos.second = Result[4]; pos.sector =
0; CurPos = CdPosTolnt(&pos); } if (CurPos >EndPos || CurPos < StartPos) {
cdplay(CDLPLAY); } } else { printf("cdRepeat: error:%s\n", CdIntstr(intr));
cdplay(CDLPLAY); }}

The sketchy docs say the Result[4] is ASEC, which | am assuming is Absolute Seconds. | could
find no documentation on the format for ASec. What is the significance of testing the high bit?
dave




11/13/95 10:05 PM
Success at what cost?
Colin Lewis

CD

OK, I managed to get my CD emulator working. First of all, | had neglected to load a boot file
(Oops.)

Second, | DISABLED the DMA and the IRQ in CDBIOS and left the jumpers off of the board.
The question | have is, what do | lose by omitting the DMA and IRQ? | am able to : -transfer
files to the CDEMU with BUILDCD -use CDDISK to change partitions, view contents, etc. -
run my game. What else could a person want?

11/14/95 5:10 PM

CD questions #1

David W. Marshall

CD
Tom Boyd

Here is my first batch of CD questions:

1)How often does CdReadyCallBack() get called when playing CD-DA data? Or, how often
does the state change from CDLNOINTR for CD-DA data?

2)What does CDLMODEAP (autopause on/off) do? Does it work?
3)Does CDDisk allow you to look at anything else besides track 1? Is there any way to see CD-
DA data with CDDisk?
4)Are there any docs or readme files for UpdateCD.exe?

5)Calls to CdControl() need a Result[8] for the return info. The callbacks just have a char* as an
argument. 1 am assuming that the CD library has its own space reserved that the callback is
pointing at. Why doesn't CdControl() use this same area? Why must | provide a buffer for this
call?

6)What does Sony recommend for using CdIStandby() vs. CdIStop()? Are the drives good
enough to continue spinning for long periods of time?

7)Is there a way to stop a single callback and leave others active? StopCallback() seems to stop
all callbacks.

8)What states stop the callback assigned to CdReadyCallBack() from being called? Are paused,
standy, and stopped guaranteed not to call this callback?

9)Is there a known bug in CDGEN for trying to add files from a network drive? In
DIRECTORY/EDIT/INSERT/ when you try and pick a file from the C: drive, you geta..]
option and can walk thru directories. When you try and open a directory on a network drive,
CDGEN automatically adds every file in that directory. There is also no [..] option when
looking at a network drive.

10)Is it still true that CDGEN will never be updated or fixed? A posting on the BBS said that the
Japan programmers that wrote the tool are gone. It also implied that SCE will never put
another programmer on this tool.

If these answers can be found in some manual, please list title and page of manual because |
couldn't find this info anywhere.

thanks,

dave

11/14/95 3:30 PM
Re: Success at what cost?
Thomas Boyd



CD

Colin Lewis

I bet you will have a slowdown with printfs and difficulty debugging. | must admit, | have not
tried disabling DMA and IRQ. | will ask SN Systems what fate awaits you.

Tom

11/15/95 9:31 AM
Re(2): Success at what cost?
Thomas Boyd

CD

Colin Lewis

Here's the cost: >What happens if DMA and IRQ is not installed at
all with the emulator? >What are they used for? DMA is used to

transfer data between the PC and the SCSI device. Apparently no speed up is achieved by using
it, so any problems then don't specify a DMA channel and let the PC do all the work.

IRQ (interrupt #) is only used by versions of CDBoot that send back information to the PC,
currently CDBoot versions 2.5,2.6,2.7 & 2.8.

So in normal emulator usage (CDBoot v1.x), DMA & IRQ are not required.

Therefore, the only luxuries he is missing out on is the ability to use CDMon to monitor CD Q-
code data and PSX CD commands sent to the emulator.

11/15/95 1:59 PM

Re: Result Array in CD Status Code

David W. Marshall

David W. Marshall

Tom Boyd

>>The following code is from ...\movie\cdtuto\tuto4.c, the CD-DA repeat test code. >> if
((Result[4]&0x80) == 0) >> {>> pos.minute = Result[3]; >> pos.second = Result[4]; >>
pos.sector = 0; >> CurPos = CdPosTolnt(&pos); >> } >>What is the following code trying to
test for? >> if ((Result[4]&0x80) == 0)

Upon further testing, it appears that when the high bit in Result[4] is set, the data in Result is
invalid or bad. When the high bit is off, the data in Result appears to be correct. Am | correct? |
could not find this documented anywhere.

dave

11716795 7:11 AM

Continuing CD emulator problems

Pat Quinn

Thomas Boyd

CD

Tom

I have taken the files you included in GOODEMU.ZIP and used them, with only negligible
improvement -- | no longer get the "Cannot connect to target” message. This is definitely a result
of using the old snpatch in place of snpatchw. Note: snpatchw 1.5.2 works fine for NON-cd
emulator stuff...

I have had success with the cd-emulator sanity check until I try to run it a second time. In order
to get those balls up there again | need to:

1) power off & on my PC 2) reinit the emulation hard drive with cddisk -n, and  then rebuild



the image using buildcd cdexec. 3) run resetps, snpatch, selemu and

This problem, of course, is not limited just to the cd-emulator sanity check.
We're really kind of stuck here so any more help would be appreciated.
David Crain NuFX, Inc.

11/16/95 8:53 AM

Re: Continuing CD emulator problems

Thomas Boyd

Pat Quinn

CD

Here's one last idea on the emulator. According to my last post from SN Systems, you do not
need DMA, so remove that jumper and don't set it up in CDBIOS. Additionally, install
CDBOOT17.BIN (not 27) and remove the IRQ jumper (and do not set it up in CDBIOS). Now
try, making sure to use the following sequence to reset:

RESETPS 1 RUN SNPATCH RUN SELEMU (only needed the first time) RUN CDEXEC

If it still doesn't work, I think it will be time to send it back.

Tom

I have taken the files you included in GOODEMU.ZIP and used them, with only negligible
improvement -- |1 no longer get the "Cannot connect to target” message. This is definitely a result
of using the old snpatch in place of snpatchw. Note: snpatchw 1.5.2 works fine for NON-cd
emulator stuff...

I have had success with the cd-emulator sanity check until I try to run it a second time. In order
to get those balls up there again | need to:

1) power off & on my PC 2) reinit the emulation hard drive with cddisk -n,and  then rebuild
the image using buildcd cdexec. 3) run resetps, snpatch, selemu and

This problem, of course, is not limited just to the cd-emulator sanity check.

We're really kind of stuck here so any more help would be appreciated.

David Crain NuFX, Inc.

11/16/95 2:03 PM

Re: Continuing CD emulator problems
Roy Eltham

CD

I have just started using the CD emulator setup this week, and have been successful most of the
time.
At first | had the problem of ‘'only working the first time from power up’, but | found that if |
used the 'selcd.cpe’ program | could make things work more often then not.
What | do is this:
resetps 1 pause run selcd pause resetps 1 pause run snpatch pause run selemu pause run cdexec
| found the the pause time between running selemu and running cdexec needs to be long
enough, but not too long. | other words if | wait too long after running selemu the running
cdexec fails to work and I have to start over. However, you must wait a couple seconds between
running them.
I also found the it's best to run selcd prior to running buildcd to put your image on the emulator
drive. | found that if I didn't run selcd first that buildcd would put invalid info on the emulator
drive. The result would be that cdexec would fail, and if | ran my own code (as a cpe) that tried
to read the CD it would get diskerrors from the emulator.

Roy



p.s. This helps, I hope. (avoiding law suit ;)

11/16/95 11:29 AM

BAD MASTER CD LOT #
Dan Burnash

CD

DO NOT use MASTER CDs from lot # AH5B1 Return them (call your AE for details).
Tom (using Dan’s acct)

11717795 9:18 AM

Re(2): Continuing CD emulator problems

Thomas Boyd

CD

Roy Eltham

Your setup is being unusually persnickety. You should be able to run buildcd any time without
problem. You should not have problems waiting too long to exec. And it should work every
time you do the following: resetps 1 (version 1.03) run snpatch (not the one on the
development CD) pause (short) runselemu pause (short) run cdexec 0 | think something is
broken or configured wrong. Try this (If you have not already):

1) take off the DMA jumper and take the /d# option out of your CDBIOS command line. 2)
Install CDBOOT17.BIN (not 27) 3) take off the IRQ jumper and remove the /Zi## option from
your CDBIOS command line

If it is still cranky

1) swap dev boards with another set (if you have more than one over there) - test 2) if still
cranky, swap emulator card with another one (if you have more than one over there) - test 3)
Swap emulator hard drive with another one - test

If it is still cranky, try it in a different computer. If you do not have extra boards and stuff, let me
know.

Tom

What | do is this:
resetps 1 pause run selcd pause resetps 1 pause run snpatch pause run selemu pause run cdexec
| found the the pause time between running selemu and running cdexec needs to be long
enough, but not too long. | other words if | wait too long after running selemu the running
cdexec fails to work and I have to start over. However, you must wait a couple seconds between
running them.
I also found the it's best to run selcd prior to running buildcd to put your image on the emulator
drive. | found that if I didn't run selcd first that buildcd would put invalid info on the emulator
drive. The result would be that cdexec would fail, and if | ran my own code (as a cpe) that tried
toread the CD it would get diskerrors from the emulator.

Roy
p.s. This helps, I hope. (avoiding law suit ;)

11/20/95 9:02 AM
CCS from BUILDCD fix
Thomas Boyd

CD



Markus Breyer

OK, You really have to read this. | thought it was a joke at first, but it's not (amusing as it is). |
will upload the new version ASAP. Tom Paul,

>t has come to my attention that a .CCS file created with BUILDCD is correct >except for the
header. If | replace the header of the .CCS file created with >BUILDCD with the header of any
.CCS file created by CDGEN, it works. If I do >not, the burned CD works on a development
station, but not on a debug station.

Tom We have found similar things and | am told that this is due to what we
have coined the "Tokyo only bug'. This is that if you have a greenwich offset of anything other
than 36 (Japan) then the CCS file may not work (but not in all cases!). This situation specifically
applies to the creation date. Since | don't believe that anyone really uses these date features |
would suggest that you get everyone to put a "GreenwichOffset 36" statement at the top of their
cti files.

In the immediate future we could put out a new version of BuildCD & BCDflat that will force all
PSX discs to have an offset of 36 for the creation date. If you would like this then please e-mail.
Rgrds,

Paul.

11/21/95 3:51 PM

Time counters during cd access
David W. Marshall

CD

What interrupts and timers are valid while CD access is taking place?
I was trying to use:

VSync(0); /*reset vsync counter*/ StartHLine = GetRCnt(RCntCNT1); if ( (FileSize =
SysCDLoadFileByName(FILENAME,Buffer)) <=0) { printf("\nError on CD Access =
%d" FileSize); exit(1); }
StopHLine = GetRCnt(RCntCNT1) -StartHLine;  /*Compute # of H-Scan lines used for
processing */ Time = VSync(0);
to time how long it took to read a 1 meg file from the CD using CDSearchFile() and CDRead().
I was getting values like 61785 from VSync(0). And a H-Scan line count of 5317 or .20 seconds.
So I am assuming that the CD access screws up the counters in the kernel. Is this true and are
there any ways to time a CD read?
dave

11/21/95 12:35 PM
CdlSetLoc vs. CDISeekL
David W. Marshall

CD

The docs aren't real clear about when you would want to do a CdlSetLoc and then a CdIRead
vs doing a CdISeekL and then a CDIRead.

Can CdISeekL be used with the higher level CdRead() command?

| assume that the table on pg 46 of the Overview manual is incorrect since it doesn't list
CdISeekL as a command that needs arguments.

thanks,

dave




11727795 4:43 PM

Re: CdlISetLoc vs. CDISeekL

Rob Vawter

CD

David W. Marshall

>>The docs aren't real clear about when you would want to do a CdlSetLoc and then a CdIRead
vs doing a CdISeekL and then a CDIRead.

They are interchangable. As you know, CdlSetloc blocks and the head doesn't move, and
CdISeekL repositions the head and pauses and doesn't block.

>>Can CdISeekL be used with the higher level CdRead() command?

Yes. | substituted the following lines of code in psx\sample\cd\tuto\tuto8 and got CdISeekL to
work with CdRead: read_test("\\PSX\\SAMPLE\\DATA\\MOV.STR;1"); /* changed line
32 from read_test("\\DATA\\MOV.STR;1"); so that the directory structure was correct. Tuto8
will NOT run without this change */

CdControl(CdISeekL, (u_char *)&fp.pos, 0); /* Changed lines 101, 188, 200, 207 by replacing
CdISetLoc with CdISeekL */

FntPrint("Use DTL-S2002 DISC FOR THIS TEST\n\n"); /* Changed lines 108 and 139 to reflect
the correct designated number of the PlayStation Programmer Tools disk - not critical */
CdReadCallback((void *) cbread); /*changed line 187 from CdReadCallback(cbread); Critical -
Tuto8 will not compile without this change*/

>>| assume that the table on pg 46 of the Overview manual is incorrect since it doesn't list
CdISeekL as a command that needs arguments.

Correct.

11/27/95 6:43 PM
Using StSetStream
Borden Covel Il
CD

I am trying to use the streaming library and would like to understand the correct usage of the
callbacks that are available in the StSetStream routine. Am I correct in my understanding that
the funcl calback is called when a new frame is available and that it can then call StGetNext to
get the address of the data? Also, what is the correct value to return when the callback is done?
The prototype for the StSetStream routine indicates that the funcl and func2 routines return int
values but what are they?

Has anyone used these callback? Do they work? Any help would be appreciated.

Thanks

11/28/95 2:54 PM

CdControl, CdISetMode, CdIModeAP

Rob Vawter

CD

David W. Marshall

CdIModeAP (autopause) can be used as a quick and easy way to detect the end of a track.
When Autopause is set on, the DataReady Callback returns the following flag:

#define CdIDataEnd 0x04 /* End of Data Detected */

instead of the dataready flag:

#define CdIDataReady 0x01 /* Data Ready */

Hopefully, Japan will let me know why it is called autopause and whether or not there are any
caveats.



11/28/95 4:58 PM

Re: CdControl, CdiSetMode, CdIModeAP

David W. Marshall

Rob Vawter

CD

I tried this CdIModeAP bit with the CdReadyCallBack() and it did seem to work for knowing
when a Redbook track ended. It even worked when trying to access the last redbook track on
the disk.

Since this mode isn't really documented anywhere, | will feel much better when Japan says it is
okay to use this and there are no hidden bugs.

dave

11/28/95 9:10 AM

more CD stuff

Thomas Boyd

CD

David W. Marshall

Goodies from the gods. > 1) What is the difference between
CdISetloc, CdISeekL, and CdISeekP? | know > CdISeekL uses the header of the sectors for
location where as CdISeekP uses > the absolute sector position. > CdlSetloc only set the
location to seek, so the head dosn't move. SeekP seeks phisically and SeekL seeks logically.

> 2) When would you use CdISeekP and when would you use CdSeekL? > We use CdISeekP
when the tracks are the CDDA tracks. We use CdlISeekL when the tracks are the CDXA or
DATA tracks.

> 3) What is the advantage of each one a) CdISeekL b) CdISeekP c) CdISetloc? > CdlSeekL is
useful for CDXA or DATA tracks because of it's precise seek.

CdISeekP is the only way for CDDA tracks , not so precise.

CdISetloc is the position setting fuction for CdISeekL and CdISeekP.

> 3) What is the difference between CdlSetloc and CdISeek*? > CdlSetloc only set the location ,
the head dosn't move unless CdIReadN or CdIReadS or CdIPlay or CdISeekL or CdlSeekp etc.
commnads are called.

11/28/95 9:38 AM
CD Questions #2
David W. Marshall
CD

1)CDIReadN only takes a starting sector. How does it know when to stop? If you are counting
down the sectors in software, when you determin that all needed sectors have been read in,
what action do you need to take? Does the software need to "turn off" CDIReadN?

2)What is CDRead2() for? Was it created to fix a bug in CDRead()?

3)Does the CD have to be in a certain "mode"” for CDIReadN to work correctly? Can you be
playing RedBook and just switch modes and ask for a CDIReadN, or do you have to put the
head in StandBy or Paused and then request the CDIReadN?

4)A 0 returned from CDControl() means failure. What failed?

5)What does CDIReset do and is it needed?

dave




11/29/95 5:20 PM

Does CdIGetLocL work?
David W. Marshall

CD

I was trying to use the following code to look to see if the sector | asked for was the sector | got.
| figured if I got the head's current position, it should be close to the sector I asked for. All |
ever got from CdlGetLocL was 0 min 2 sec 0 sector. The head was already pre-seeked to the
correct location using CDControlB().

Did I screw up something or does this call not work?
/*this code is from a blocking read routine, not a callback*/

while (NumSects--) /*count down number of sectors left to read*/ { if (CdReady(0,0) !=
CDLDATAREADY)/*wait for a sector to be ready*/ { return CDREADFAIL; }

CdControl(CDLGETLOCL,0,Result); Pos.minute = Result[0];/*load the absolute minute of
the head position*/ Pos.second = Result[1];/*load the absolute second of the head position*/

/*convert to sector location*/ PSYQpause(); SectorRead = Result[2];
/*transfer data here*/
} /*end while, numsects*/

thanks,
dave

11/29/95 11:18 AM
How to install your emulator 11
Thomas Boyd

CD

RESETPS.EXE 2K

CD Creation

THIS IS A CORRECTED POST (I screwed up the attachments the first time - now they are
better) Tom This is my troubleshooting guide to installing your

emulator. It is in psuedo-spaghetti code.

InstallDevBoards(); 7/ extern Remove your IRQ and DMA jumpers for now. Do not lose them.
Check to make sure that the SCSI ID jumpers are set at the factory default of 7. Do not change it.
// Pick a base address 10 Select a base address with the base address jumper. Lovingly cram
emulator board into an open slot in your PC. Firmly attach white-ish cable between dev boards
and emulator. Attach emulator Hard drive to emulator board and turn it on. Edit autoexec.bat
to contain CDBIOS /Za###, where ### is the base address you selected. Ex: CDBIOS /a388
will use base address 388 - which should match jumper on card. if (Computer does not boot | |
CDBIOS does not recognize emulator board) goto 10 and select a new base address. If (you try
all base addresses and cannot get it to boot or find emu with CDBIQS) try any/all of the
following { Press all the chips into their sockets harder. Be sure you are using CDBIOS
version 1.02 or later. Maybe your computer is overheating. Check it out. } if (none of the
above works) your emulator, dev boards, or computer may be malfunctioning. Call BBS for
help. Return(-1).

// communicate with the emulator drive through the PC bus Set the SCSI ID on your
harddrive to 3, 4, or 5. The manual says you can choose others. Don't. Run CDDISK -n #, where
# is the SCSI ID you have set on your harddrive (above). Ex: CDDISK -n 4 will activate and
format the drive with SCSI ID 4 for use. If (CDDISK does not run happily) { Be sure your
emulator hard drive is turned on and the cables are connected. If so, goto 10 and select a new
base address. If that does not work, call BBS. }



// install boot file While in CDDISK (above section), install the boot file. Use CDBOOT16.BIN
or CDBOOT17.BIN (attached), DO NOT try any others yet.

// build an emulation image Detach BASIC.CTI and PSX.EXE from this memo for use in the
next step. Run BUILDCD -s#:1 BASIC.CTI, where # is the SCSI address of the emulator hard
drive (1 is the first partition). Ex: BUILDCD -s4:1 BASIC.CTI will build an image to partition
1 of SCSI ID 4 hard drive. Ignore warning 66 if it happens. If an error occurs, be sure CDBIOS
is installed and your emulator hard drive is turned on with cables attached.

// run the image - communicating through the white-ish cable to the DTL-H2000 boards 20
RESETPS 1 // verion 1.03 (attached) or later, NOT 1.02. If you use 1.02, you are a loser! It may
fail big time. RUN SNPATCH // NOT the version from the CD, Use the most recent from the
BBS (or the one attached). This will say "done" if it works, or "cannot connect to target” if it fails.
If it "cannot connect to to target” goto 20 If it says “"cannot open source file" you need to fix your
path to find the file. RUN SELEMU This will say "done" if it works, or "cannot connect to
target” if it fails. If it "cannot connect to to target” goto 20 If it says "cannot open source file"
you need to fix your path to find the file. RUN CDEXEC This will say "done" if it works, or
"cannot connect to target” if it fails. If it "cannot connect to to target” goto 20 If it says "cannot
open source file" you need to fix your path to find the file.

If your emulator still will not work: 0) reboot 1) try different emulator boards to see if your
board is bad. 2) try different sets of dev boards to see if your dev boards are screwed up. 3) try
different hard drives to see if your hard drive is bad 4) try different brand of computer to see if
your computer is incompatible 5) leave a message in the CD newsgroup of the BBS detailing
your traumatic emulation experience. Be specific.

BONUS STUFF: Now you can advance to the following:

1) install interrupt jumper, make ammendment to CDBIOS line 2) install CDBOOT18.BIN 3)
install CDBOOT?2#.BIN, this will pave the way for step 4 4) install COMON (a TSR that spews
info back at you from the emulator). 5) install DMA jumper, make ammendment to CDBIOS line

11/30/95 3:28 PM
Re: Multi disk game
Thomas Boyd

CD

Yes, yes and yes. There are already multi-CD games in Japan, and we have several in
development. Tom --------------

Is it possible to have a multi CD game? For example could you have half a games levels on CD
1 then have the game ask the player to swap disks when he reaches the second half of the levels.
Or could you write a game on one CD then come out with an expansion CD later that has more
levels on it?

Greg C.

11/30/95 8:13 AM

Re(2): CdControl, CdISetMode, CdIModeAP

Rob Vawter

David W. Marshall

CD

>>| tried this CdIModeAP bit with the CdReadyCallBack() and it did seem to work for knowing

when a Redbook track ended. It even >>worked when trying to access the last redbook track on
the disk.

>>Since this mode isn't really documented anywhere, | will feel much better when Japan says it

is okay to use this and there are no >>hidden bugs.



Okay, here is the word from Japan:

>>The CdIModeAP means "Auto Pause". >>The end of the track (CdIDataEnd) is reported
regardless of the mode. >>But, it is cleared when the next track is played.

>>To detect the end of the track, you must detect the CdIDataEnd by using >>CdReady().

11/30/95 6:00 PM
CD Emulator Card
Chris E. Reese

CD

I need help on the Emulator cards! | have two CD emulator boards. On one machine that it is
installed on it works fine. 1 am able to reset and run the sample program over and over without
any problem. On the second machine that has an emulator card | am only able to get the demo
to work every 10 or 20 times | do a resetps and run CDEXEC. The hard drive light will blink
and then soon after running CDEXEC go solid and the demo does not run. | have swapped the
board from the machine that works and put it in the machine that doesn't work, thinking the CD
emulator board is bad. | came up with the same exact results. You name it and | bet | have

tried it. | tried everything that has been posted on this conference and have had no luck.

Can anyone help me out here? | really need to get this CD emulator working.

Chris Reese. Eidetic, Inc.

11/30/95 12:29 PM
Multi disk game
Greg D. Christensen
CD

Is it possible to have a multi CD game? For example could you have half a games levels on CD
1 then have the game ask the player to swap disks when he reaches the second half of the levels.
Or could you write a game on one CD then come out with an expansion CD later that has more
levels on it?

Greg C.

11/30/95 1:45PM

Re(3): Does CdlGetLocL work?

David W. Marshall

Thomas Boyd

CD

>>>In your code, you did CdControl(CdlIGetLoc,,) without a CdSync() later. this may be a
>>>problem.

I put this in and it made no difference. See my second email regarding Head position vs. Laser
position, I still think this is what | am encountering. The other strange thing about CdiGetLocL
is that my PSX.EXE file starts at sector 23, but CdlGetLocL returns values that CdPosTolnt()
turns into a sector value of 0.

dave

11/30/95 11:57 AM
Re(2): Does CdlGetLocL work?
Thomas Boyd



David W. Marshall

CD

In your code, you did CdControl(CdIGetLoc,,) without a CdSync() later. this may be a problem.
I have not had time to verify. | will mess with it and let you know as soon as | find out.

Tom =====| was trying to use the following code to look
to see if the sector | asked for was the sector | got. | figured if | got the head's current position, it
should be close to the sector | asked for. All I ever got from CdlGetLocL was 0 min 2 sec 0
sector. The head was already pre-seeked to the correct location using CDControlB().

Did I screw up something or does this call not work?

/*this code is from a blocking read routine, not a callback*/

while (NumSects--) /*count down number of sectors left to read*/ { if (CdReady(0,0) !=
CDLDATAREADY)/*wait for a sector to be ready*/ {return CDREADFAIL; }
CdControl(CDLGETLOCL,0,Result); Pos.minute = Result[0];/*load the absolute minute of the
head position*/ Pos.second = Result[1];/*load the absolute second of the head position*/

/*convert to sector location*/ PSYQpause(); SectorRead = Result[2];

/*transfer data here*/

} /*end while, numsects*/ >>>| was trying to use the
following code to look to see if the sector | asked for was the >>>sector | got. | figured if | got
the head's current position, it should be close to the sector | >>>asked for. All | ever got from
CdIGetLocL was 0 min 2 sec 0 sector.
Upon further investigation, it seems that the problem might be with the description of this call
in the manual. The manual states "Gets current position of the data sector being read". 1
thought this meant that you would get back the sector number of the sector waiting in the
buffer.
CdIGetLocL seems to only return the physical sector location of the head and not where the
laser is actually getting data from. | got sector location values of 23, 98, 173, 248. The value for
CdlGetLocL would stay 98 for multiple sector transfers, until it was time to physically move the
head.
Does any of this sound correct or wrong?
So I guess I will just have to trust the library when it gives me a sector that it has given me the
sector that | actually asked for, since there seems to be no way to get that information.

11/30/95 10:41 AM

Re: Does CdlGetLocL work?
David W. Marshall

CD

>>>| was trying to use the following code to look to see if the sector | asked for was the
>>>sector | got. | figured if | got the head's current position, it should be close to the sector |
>>>asked for. All I ever got from CdlGetLocL was 0 min 2 sec 0 sector.

Upon further investigation, it seems that the problem might be with the description of this call
in the manual. The manual states "Gets current position of the data sector being read". 1
thought this meant that you would get back the sector number of the sector waiting in the
buffer.

CdIGetLocL seems to only return the physical sector location of the head and not where the
laser is actually getting data from. | got sector location values of 23, 98, 173, 248. The value for
CdlGetLocL would stay 98 for multiple sector transfers, until it was time to physically move the
head.

Does any of this sound correct or wrong?

So I guess I will just have to trust the library when it gives me a sector that it has given me the



sector that | actually asked for, since there seems to be no way to get that information.
dave

12/1/95 11:47 AM

Re: Crash Bug in CDDISK

Thomas Boyd

CD

David W. Marshall

| reported the bug to SN Systems.

The limit to the number of files in does mess with you on bootup. The ROM looks at
SYSTEM.CNF to start your game which will start with the letter S. Your TOC will be in
alphabetical order, so if there are too many files in the root directory that start with a letter
before S, the boot rom will not find your file and your game will not boot. After that you are
fine.
CDDISK will crash and reboot my machine if I have more than 32 files in a directory and try to
open that directory under the VIEW PARTITION CONTENTS window.

I know that somewhere in the Sony manual, it gives some limit to files in a directory. Still, if
you screw up when adding files and add too many, CDDISK shouldn't just crash and cause a
reboot.

I am also under the impression that the 30+ file limit to a directory really only applies if you are
using CdSearchFile() to access the files on the disk. If you are doing absolute sector addressing
to get data, | don't see why it would matter how many files are in a directory. Is this true or am
I missing something.

Either way | hope SN Systems can fix this crash bug.

thanks,

dave

12/1/95 11:.03 AM
Crash Bug in CDDISK
David W. Marshall
CD

CDDISK will crash and reboot my machine if I have more than 32 files in a directory and try to
open that directory under the VIEW PARTITION CONTENTS window.

I know that somewhere in the Sony manual, it gives some limit to files in a directory. Still, if
you screw up when adding files and add too many, CDDISK shouldn't just crash and cause a
reboot.

I am also under the impression that the 30+ file limit to a directory really only applies if you are
using CdSearchFile() to access the files on the disk. If you are doing absolute sector addressing
to get data, | don't see why it would matter how many files are in a directory. Is this true or am
I missing something.

Either way | hope SN Systems can fix this crash bug.

thanks,

dave

12/1/95 2:52 PM

Re: CD Emulator Card
Colin Lewis

CD



I have had a similar experience. We determined that the CDEMU card would work with some
motherboards and not with others. We were able to round up enough machines that did work.
We had problems with a couple Pentium 90 machines.

The machines that DO work here have DFI motherboards with a VLSI chipset.

My personal guess is that the PC interface of the CD card has a timing flaw that just barely
works on some machines and just barely doesn't work on others.

1271795 9:12 AM

Re: CD Emulator Card

Thomas Boyd

CD

Chris E. Reese

Sad as it may seem, | think there is a possibility that the emulator is having a conflict with that
particular PC. If you followed all of the steps in the doc | posted recently (I saw you had
dnloaded it), I cannot think of anything else that is not in that memo.

I know you said you tried it all, but please confirm that you have tried the following:

Swapped development boards in the troublesome PC. Swapped hard drives in the troublesome
PC.

Tom

1271795 2:36 PM

Re(2): Result Array in CD Status Code

David W. Marshall

David W. Marshall

Tom Boyd

>>>Upon further testing, it appears that when the high bit in Result[4] is set, the data in Result
>>>js invalid or bad. When the high bit is off, the data in Result appears to be correct. >>>Am |
correct? | could not find this documented anywhere.

| found the following in a CD document we got from Japan:

Regarding CD-Rom Report Mode
To: License  1995.02.03 S.C.E
CD-ROM Report Mode
The following is the difference between the actual machine and the DTL-H2000
As CD-Rom subsystem is DA Replay with report mode on, 10 time CDLDataReady occurs. You
will obtain the current location, picking up these 10-time CDLDataReady with callback. Then,
Result[] field has the following information:

0123456
7 - track index min sec frame levelL levelH ------

sec field's bit 7

DTH-2000] The absolute time from the

beginning of the disk. + 0 the relative time from
the beginning of the track
Therefore please be cautious using the report mode.

So this appears to answer the question as to why bit 7 is being looked at to determine valid
timecode data.
dave



12/4/95 10:23 AM

Re: CD Questions #2

Thomas Boyd

CD

David W. Marshall

>1)CDIReadN only takes a starting sector. How does it know when to stop? >If you are
counting down the sectors in software, when you determin that >all needed sectors have been
read in, what action do you need to take? >Does the software need to "turn off* CDIReadN?
You shut it down. For example CdRead() uses CdIReadN. It sets the number of sectors to a
global variable, kicks off the async read, then lets CdReadSync handle the countdown. When
complete, it calls CdDataSync so you can use the CD for whatever you wanna do next.
>2)What is CDRead2() for? Was it created to fix a bug in CDRead()?

CdRead? supports CdIReadS. Just use CdRead? all of the time.

>3)Does the CD have to be in a certain "mode" for CDIReadN to work correctly? >Can you be
playing RedBook and just switch modes and ask for a CDIReadN, >or do you have to put the
head in StandBy or Paused and then request the CDIReadN?

I do not know exactly what you mean, but just try what you want to do and it and see if it
works.

>4)A 0 returned from CDControl() means failure. What failed?

CdIDiskError happened. Check result to see what happened.

>5)What does CDIReset do and is it needed?

It is the core of CdlInit. | do not know when you would want to use it outside of that.

12/5/95 8:51 AM

Win95 & CD-ROM Generator
Randy X. Thompson

CD

If I remember correctly, | believe someone stated that the CD-ROM Generator software that
comes with the Sony CDW-900E burner does not run under Windows '95. Is this true? If so, is it
expected to be fixed (realizing, of course, that Sony does not officially support Win95 as a
development environment of the PSX)?

-Randy

12/5/95 2:42 PM
DiskError(23)
David W. Marshall
CD

I am using the following code to do a blocking CD read. After the read is done, | try to put the
drive in CdIStandby mode. As soon as | issue that command, | get the following printed out in
the message window: CdlIStandby: DiskError(23) This message prints 4 times and then returns
from the CdControl() routine. The 23 bit flags seem to say that it is Reading Data, In StandBy
Mode, and an Error has been detected (at least from the flags listed in libcd.h). I looked thru all
the docs but couldn't really find anything else to help.

Is there anything wrong with the code below? Anyone know why CdIStandby is complaining?



/*THIS CODE BLOCKS AND WAITS HERE UNTIL ALL DATA IS TRANSFERED*/ while
(ArgPtr->NumSects--) /*count down number of sectors left to read*/ { if (CdReady(0,0) !=
CDLDATAREADY)/*wait for a sector to be ready*/ { return CDREADFAIL; }
CdGetSector(ArgPtr->Buffer, SECTORTRANSSIZE);/*transfer 2k sector data to destination
buffer*/ ArgPtr->Buffer += SECTORTRANSSIZE; /*inc buffer pointer to next open space*/ }
/*end while, numsects*/

CdControl(CDLSTANDBY, 0, 0); /*put drive in standby*/ CdSync(0,Result); return
CDREADFINISHED; /*return OK code*/

thanks,

dave

12/5/95 2:00 PM

Re: Win95 & CD-ROM Generator

Rob Vawter

Randy X. Thompson

CD

>>If | remember correctly, | believe someone stated that the CD-ROM Generator software that
comes with the Sony CDW-900E burner >>does not run under Windows '95. Is this true? If so,
is it expected to be fixed (realizing, of course, that Sony does not officially >>support Win95 as a
development environment of the PSX)?

Yes, you remember correctly; CDGEN does not function under Windows '95. Sony is working
on the problem as we speak. Hopefully, there will be a fix soon. You have probably seen the
Windows '95 Statement which lists tools and Windows '95 functionality. To find this
post:Conferences\Releases\Product Releases\Help\Windows '95 Statement.

12/8/95 8:47 AM
Re: DiskError(23)
Thomas Boyd

David W. Marshall
CD

I will try it today. Tom

I am using the following code to do a blocking CD read. After the
read is done, | try to put the drive in CdIStandby mode. As soon as | issue that command, | get
the following printed out in the message window: CdIStandby: DiskError(23) This message
prints 4 times and then returns from the CdControl() routine. The 23 bit flags seem to say that it
is Reading Data, In StandBy Mode, and an Error has been detected (at least from the flags listed
in libcd.h). 1 looked thru all the docs but couldn't really find anything else to help.

Is there anything wrong with the code below? Anyone know why CdIStandby is complaining?
/*THIS CODE BLOCKS AND WAITS HERE UNTIL ALL DATA IS TRANSFERED*/ while
(ArgPtr->NumSects--) /*count down number of sectors left to read*/ { if (CdReady(0,0) !=
CDLDATAREADY)/*wait for a sector to be ready*/ { return CDREADFAIL; }
CdGetSector(ArgPtr->Buffer, SECTORTRANSSIZE);/*transfer 2k sector data to destination
buffer*/ ArgPtr->Buffer += SECTORTRANSSIZE; /*inc buffer pointer to next open space*/ }
/*end while, numsects*/

CdControl(CDLSTANDBY, 0, 0); /*put drive in standby*/ CdSync(0,Result); return
CDREADFINISHED; /*return OK code*/

thanks,

dave




12/8/95 5:41PM

Re: Disk Capacity

Thomas Boyd

CD

Karen Paik

(71 min)*(60second/min)*(150 kbytes/second) = 639 Meg The CD-
ROM generator manual says a 74 minute CD can hold about 660 megabytes and a 63 minute CD
can hold about 540 megabytes. How much can we put on the 71 minute CDs?

12/8/95 11:19 AM
Disk Capacity
Karen Paik

CD

The CD-ROM generator manual says a 74 minute CD can hold about 660 megabytes and a 63
minute CD can hold about 540 megabytes. How much can we put on the 71 minute CDs?

12/8/95 8:46 AM

Re: Using StSetStream

Thomas Boyd

CD

Borden Covel Il

Borden,

Sorry it is taking me so long to answer this. | am working on it today, but it may take me a
while to get to your answer.

Tom ----------m-meo-- I am trying to use the streaming library and would like to understand the
correct usage of the callbacks that are available in the StSetStream routine. Am | correct in my
understanding that the funcl calback is called when a new frame is available and that it can then
call StGetNext to get the address of the data? Also, what is the correct value to return when the
callback is done? The prototype for the StSetStream routine indicates that the funcl and func2
routines return int values but what are they?

Has anyone used these callback? Do they work? Any help would be appreciated.

Thanks

12/10/95 6:19 PM

CdInit() and _96_init() questions
Mike Benna

CD

I'm having a few difficulties initializing access to the CDROM emulator and I'm hoping someone
can bring together all the little pieces of information needed to make this work.

1) Must _96_remove() be called before 96 _init()? The documentation doesn't seem to indicate
this, yet the examples do. | found that _sometimes_ 96 _init() will hang if _96_remove() isn't
called first. Can someone clarify?

2) | found that I can call CdInit(0), then _96_remove(), then _96_init() and initialization seems to
occur without problems, however read() then becomes unreliable. 2048 byte reads from 2048
byte boundaries _sometimes_ fail. If | comment out the call to CdInit(0) then read() works 100%
of the time. What's the problem and how can I solve it?



3) According to the FAQ, CdSearchFile() is unreliable on the debug station and presumably on
the production Playstation. Does this mean the open() call is also unreliable? If open() is
unreliable then does that mean the file system cannot be used at all?

Besides being an incredible hassle to hard-code file locations, having a file system is a great
convenience; it would be very unfortunate if it could not be used.

Thanks in advance for any information you can provide.

12/11/95 4:37 PM
Re(2): Disk Capacity
Dave Elton

CD

Does anybody know what is in the Lead-in and Lead-out track and how much space they
take? | cuta disc with 70 minutes 3 seconds ( according to CD-generator) of data and had lots
of trouble in seeking to the location on CD. But when | reduced the data size to 67 minutes,
everything works fine. The data are exactly the same because | was told the current CD-ROM
system is not stable in seeking to the last 3 minutes of data so | added in 3 minutes of dummy
data to the most outside track.

Simon ReadySoft Inc.

12/11/95 3:16 PM

Re: How to install your emulator 11
Greg G. Gibson

CD

I am trying to get the CD emulator up and running.

I have down loaded the instructions from 11/29/95 with the new files.

I have a 2G Micropolis 4221 AV drive It is partition into 2 x 166500 sectors. | have put the 1.7
boot on the drive. | removed the DMA and IRQ jumpers. When | buildcd -s4:1 basic.cti (Hard
drive ID is 4) everything appears good until I go back into cddisk and try to look at the first
partition I get an invalid mode or form error on the first partition. | have put together my own
control file and when | repeat the above operations | can see the files. | do not have the same
problem with the second partition. | might think that the disk is bad, but for the fact that | can
write my files to the partition.

Any ideas ?

Any chance of more complex examples of control files ?

Thanks in advance

12/11/95 9:08 AM

Re: CdInit() and _96_init() questions
David W. Marshall

CD

It was my impression that open() and read() were buggy and were not recommended to be
used for CDROM reading. | also thought that CdSearchFile() had been fixed in the latest library
and was now functional. I, however, use neither of these 2 functions now, so | may not be the
best person to speak for their usefulness.
dave



12/11/95 1:57 PM

CdSearchFile Problems

John Brandwood

CD

Thomas Boyd

BUG.C 13K

CD Creation

I'm having one hell of a time getting CdSearchFile to work reliably on the emulator.

If it works once, then it will work for the rest of the debugging session, but often after a
compile/resetps/snpatch/selemu/debug it just won't work. When it fails, then about 25% of the
time a CdIReset will get it working again, leaving an unacceptable 75% chance of total
unrecoverable failure.

Since there aren't any good examples of error recovery in the tutorial examples, I'm just
checking the return codes, and if the CD routines fail, | try them again. If they fail twice in a
row, | do a CdIReset, and then loop around to continue the retries.

If there is a better, or more official way to handle read errors, then I'd love to know about it.
I've attached the source that I'm using.

First is the library initialization stuff that I've ripped out of my init code.

Then there's the routine ScanDisk() that | run just after initialization to find out the location of all
the files on the CD. This is the routine that I'm having fail on me.

Then there's the file loading routine LoadFileLFPCD() that | use to load a file. This shows the
current error handling that | use.

Anyone got any suggestions ?

John.

12/11/95 2:55 PM

Re: CdSearchFile Problems

John Brandwood

CD

Thomas Boyd

Woops !

Forgot to mention that the error messages that CdSearchFile returns are always like ...
CD_read: (CdIReadN) timeout Sync-Complete, Ready=Nolntr CdIPause: DiskError(43:80) CD
read retry 6(00:02:16)

Hope this helps someone figure out what's biting me.

Thanks, John.

12/11/95 9:30 AM

Re(2): CdInit() and _96_init() questions

Thomas Boyd

David W. Marshall

CD

>>Besides being an incredible hassle to hard-code file locations, having >>a file system is a
great convenience; it would be very unfortunate if >>it could not be used.

>|t was my impression that open() and read() were buggy and were not >recommended to be
used for CDROM reading. | also thought that >CdSearchFile() had been fixed in the latest
library and was now >functional. I, however, use neither of these 2 functions now, so | may
>not be the best person to speak for their usefulness.



Avoid open, read and cdinitfilesystem. They never bring home the bacon. Use CdRead2 and
CdGetSector instead. As for locations, Dave is 99% right. In 1ib3.3, CdSearchFile works now....
except right after streamed movies; and then it only bombs on a debug stn. So you can emulate
your heart out with it, and save your hardcoding of the directory structure for when you begin
debug debugging.

Tom

12/12/95 5:53 PM

Re(2): CdSearchFile Problems

John Brandwood

Thomas Boyd

CD

> Which version of the libs are you using? CdSearchFile will work most of the time in lib 3.3 (not
after a >streaming movie occasionally), but wil not work reliably in a lib before that.

Lib 3.3, so thats not the problem.

>You shouldn't really use CdSearchFile at all for you final game, because it is so slow. Hard
code your file >locations instead and seek right to them, and your consumers will be much
happier.

The way that I'm trying to get it to work is to perform a scan of the disk at startup using
CdSearchFile, and store the locations of every file on the disk. Then during the game I can refer
to this list to find the files without any further calls to CdSearchFile(), and keep the maximum of
both speed and flexibility.

This should be fairly fast since CdSearchFile() only has to read the directory sector once for the
whole directory, and the read should stay at the start of the disk for subsequent directories.
This also has the advantage of me not having to change hard-coded addresses each time | use
BuildCD.

However, the method seems less than perfect since CdSearchFile sometimes doesn't want to
work.

So back to you, Thomas ...

Why doesn't it work ? When will it be fixed ? And if either of these factors are unknown, wil
you post the specs of the directory information so that | can write my own version of
CdSearchFile() ?

Thanks,

John.

12/12/95 1:18 PM

Starting location for CD-DA track

David W. Marshall

Sound

CD

FROM PREVIOUS EMAILS >>>2) If you know the length in minutes of the track, you can
convert that to a sector length >>>using the following macros (which are not so cleverly hidden
in thelibcd.h file). Use btoi to >>>convert the start point of the song to an int. Add the length of
the song on, reconvert using >>>itob to get an end point.

>>| noticed that when using this method (or the method in tuto4.c for looping CD-DA), the
>>starting time listed in the TOC contains an >extra 2 seconds for the 2 second lead-in time.
>>Therefore, you get 2 seconds of dead time when you start a track.

>>| add 2 seconds to the start time before passing it to the redbook functions. Any problem
>>with this?

>>Shouldn't be any problems with this.



I have been running off the Emulator and have been using the above method of adding 2

seconds to the start of the CD-DA data to get the track to start on the correct time. | just burned

aCD and ran it on a Black Cd Box and noticed that my redbook track was starting 2 seconds

into the song.

Using the debugger, | found that the Emulator version and the CD version were returning

different starting times for the redbook track. Using: CdILOC Toc[10]; CdILOC TrackPos;
CdGetToc(Toc); TrackPos = Toc[2];

TrackPos for the emulator would equal 0,18,0. TrackPos for the CD would equal 0,20,0.

Anyone know why the different versions are reporting different start times? Are there layout

commands in the CCS file that CDDISK pays attention to but that CDGEN doesn't.

thanks,

dave

12/12/95 10:12 AM

Re(3): Disk Capacity

Thomas Boyd

Dave Elton

CD

Total time =71 min

lead in + PSX crud = 2 sec lead out = 1 sec pre-leadout dummy data = 3 min (you have to burn
this yourself - and now you know what it's about)

You get 68 minutes left over (- 3 sec) Does anybody know
what is in the Lead-in and Lead-out track and how much space they take? | cut a disc with 70
minutes 3 seconds ( according to CD-generator) of data and had lots of trouble in seeking to the
location on CD. But when | reduced the data size to 67 minutes, everything works fine. The
data are exactly the same because | was told the current CD-ROM system is not stable in seeking
to the last 3 minutes of data so | added in 3 minutes of dummy data to the most outside track.
Simon ReadySoft Inc.

12/12/95 2:25 PM

Re(4): Disk Capacity

Dave Elton

Thomas Boyd

CD

>Total time = 71 min

>lead in + PSX crud = 2 sec >lead out = 1 sec >pre-leadout dummy data = 3 min (you have to

burn this yourself - and now you know what it's about)

>You get 68 minutes left over (- 3 sec)
But what | foud out is including the 3 min dummy data, my total data size is 70 minutes and 3

seconds, therotically, this should works properly, and | found the CD I cut cannot seek properly

and when | took out the 3 min dummy data ( so my total data size reduced to 67 min),

everything works perfectly. | doubt something else besides lead in and lead out ( 3 seconds) is

there (probably more than 53 seconds) and make my data overflow the disc limit.

Simon ReadySoft Inc.

12/12/95 11:30 AM



subdirectories with CDGEN
David W. Marshall
CD

My question concerns how to get CDGEN to burn a CD that has subdirectories in the disk
layout.

I make a disk layout .CCS file in CDGEN. | make a subdirectory called TIMS and put some tims
in that directory. In the DIRECTORY section of CDGEN, it lists the SOURCE FILE for my TIMS
directory as c:\cdgen\cdtmp\c0000617.dir
When | am done in CDGEN and exit CDGEN, all these .\cdtmp\ files go away. When I later go
back into CDGEN and try to record a CD, it tells me that it can't find
"c:\cdgen\cdtmp\c0000617.dir"

So am | doing something wrong? Will the CD burn correctly without these tmp files?

thanks,

dave

12/12/95 10:58 AM

Re(2): How to install your emulator Il

Thomas Boyd

Greg G. Gibson

CD

PAUL_XA.CTI 1K

CD Creation

Try a different harddrive, then try a different emulator (if you do not have one, send it to me
and | will test it). | can rummage up a slightly more complex control file for you to edit.
(attached) Tom
I am trying to get the CD emulator up and running.

I have down loaded the instructions from 11/29/95 with the new files.

I have a 2G Micropolis 4221 AV drive It is partition into 2 x 166500 sectors. | have put the 1.7
boot on the drive. | removed the DMA and IRQ jumpers. When | buildcd -s4:1 basic.cti (Hard
drive ID is 4) everything appears good until I go back into cddisk and try to look at the first
partition I get an invalid mode or form error on the first partition. | have put together my own
control file and when | repeat the above operations | can see the files. | do not have the same
problem with the second partition. | might think that the disk is bad, but for the fact that | can
write my files to the partition.

Any ideas ?

Any chance of more complex examples of control files ?

Thanks in advance

12/12/95 11:.06 AM

Re: CdSearchFile Problems

Thomas Boyd

John Brandwood

CD

Which version of the libs are you using? CdSearchFile will work most of the time in lib 3.3 (not
after a streaming movie occasionally), but wil not work reliably in a lib before that.

You shouldn't really use CdSearchFile at all for you final game, because it is so slow. Hard code
your file locations instead and seek right to them, and your consumers will be much happier.
Tom




12/13/95 6:12 PM

libcd.lib strangness in lib 3.3
Mark Slemko

CD

I putin lib 3.3 from update 1.5.7 and the CD routine CdSyncCallBack doesn't work from a
CdControl(CdlISeekL...) call.
-Mark

12/13/95 9:24 AM

Re(3): CdSearchFile Problems

Thomas Boyd

CD

John Brandwood

>However, the method seems less than perfect since CdSearchFile sometimes doesn't want to
work. >So back to you, Thomas ... >Why doesn't it work ?
Bad code.

>When will it be fixed ?

Next library rev (soon).

Tom

12/13/95 11:36 AM

Re: subdirectories with CDGEN
David W. Marshall

CD

>>>When | am done in CDGEN and exit CDGEN, all these .\cdtmp\ files go away. When |
later >>>go back into CDGEN and try to record a CD, it tells me that it can't find
>>>"c:\cdgen\cdtmp\c0000617.dir"

| found the reason for this problem. It is caused by that great tool known as CDGEN.

When you create a subdirectory in CDGEN the Source line in the DIRECTORY window is blank
(this is good). When you click on the REC button, CDGEN makes the temp files in cdtmp
directory and fills in the Source line for each of the subdirectories. When you are done
recording and exit CDGEN, it prints a message saying "LAYOUT.CCS has changed, do you
want to save". Say NO. If you save it, it will save the source info for all your subdirectories.
Next time you go to burn a CD with this new CCS file, you will get the "can't find" error
message.

If you do end up in this situation, you can edit the .CCS file and remove the source line for the
directories from the CCS file.

CDGEN is my favorite tool.

dave

12/13/95 9:53 AM
status byte
Thomas Boyd

CD
David W. Marshall
Usefull info on Cd status byte Forwarded

Message



> - Often we see some messages from the DTL-H2000 : > Ready =Disk Error (23) > Ready
=Disk Error (26) > > CdRead Disk Error (26) > > (something like this) > > Can you tell us
what the numbers in the error output are ? >

QL

The number of Disk Error is the status of sub cpu. The meanings of each bits are follows.

7 Playing CDDA playing back 6 Seeking Head seeking 5 Reading Data Reading 4 Once
Shell Open not command resets this bit 3 Disc Type Error Not the PLAYSTATION DISC 2
Seek Error Seek Error 1 Spindle Spindle moter is on 0 Commnad Error command error
occours

So for example, Disk Error(23) means data reading & spindle on & command error.

12/13/95 9:37 AM

Re: Starting location for CD-DA track

Thomas Boyd

Sound

CD

Dave,

The emulator and the CD are not exactly the same (as you have discovered). One of our

developers has had success with the following method:

put a dummy track in track 2 (the first DA track) start actual tracks in track 3

like this:

AUDIO TRACK PAUSE 150 <<DUMMY.DA>> EMPTY 150

AUDIO TRACK PAUSE 75 <<HVY_MTL.DA>> EMPTY 75

etc...

There may be a better way to reconcile the two devices, but | have not had time to find it yet. So

for now, | hope this hack helps you keep coding.

Tom

FROM PREVIOUS EMAILS >>>2) If you know the length in minutes of the track, you can

convert that to a sector length >>>using the following macros (which are not so cleverly hidden

in thelibcd.h file). Use btoi to >>>convert the start point of the song to an int. Add the length of

the song on, reconvert using >>>itob to get an end point.

>>| noticed that when using this method (or the method in tuto4.c for looping CD-DA), the

>>starting time listed in the TOC contains an >extra 2 seconds for the 2 second lead-in time.

>>Therefore, you get 2 seconds of dead time when you start a track.

>>| add 2 seconds to the start time before passing it to the redbook functions. Any problem

>>with this?

>>Shouldn't be any problems with this.

I have been running off the Emulator and have been using the above method of adding 2

seconds to the start of the CD-DA data to get the track to start on the correct time. I just burned

aCD and ran it on a Black Cd Box and noticed that my redbook track was starting 2 seconds

into the song.

Using the debugger, | found that the Emulator version and the CD version were returning

different starting times for the redbook track. Using: CdILOC Toc[10]; CdILOC TrackPos;
CdGetToc(Toc); TrackPos = Toc[2];

TrackPos for the emulator would equal 0,18,0. TrackPos for the CD would equal 0,20,0.

Anyone know why the different versions are reporting different start times? Are there layout

commands in the CCS file that CDDISK pays attention to but that CDGEN doesn't.

thanks,

dave




12/13/95 11:24 AM

Re(4): CdSearchFile Problems
John Brandwood

Thomas Boyd

CD

>>When will it be fixed ?
>Next library rev (soon).
Thanks, Tom.

I'll look forward to that.

John.

12/14/95 9:34 AM

CD tools support from SN Systems
David W. Marshall

CD

I received the following email from SN Systems when | asked them about a problem I was
having running UPDATECD from a full DOS window:

--- Sorry, but the CD tools are DOS only and not designed to work under Windows 3.xx. You
could try the 32bit version of BuildCD - BCDFlat - to see if it is more reliable, but isn't
guaranteed to work under standard Windows. It's DOS or Win 95 only with the CD tools I'm
affraid.

We don't get much demand for Windows 3 support. Current and future development is
concenratating with Windows 95 and NT, as we see this as being the future market.

Best Regards,

-- Duncan @ SN Systems

I was surprised and disappointed by the answer. | would hate to be forced to move to win95
just because SN Systems puts more support effort towards that platform.

dave

12/14/95 6:26 PM
Re(2): CdSearchFile Problems
Roy Eltham
John Brandwood
CD
I have had the same problem you have with the cdsearchfile error exactly as you listed.
However, | have found that it's not really the code, but the emulator card. on my system more
then half the times I resetps/snpatch/selemu/cdexec it doesn't work, but when it does work it
works completely.
I have found that I often have to occasionally run selcd to get the system "unstuck”. yet still
other times I end up having to power down completely. It's very frustrating.

Roy Eltham Regal Productions

12/14/95 7:01 PM
Re(3): CdSearchFile Problems
John Brandwood



Roy Eltham

CD

>| have had the same problem you have with the cdsearchfile error exactly as you listed. >
>However, | have found that it's not really the code, but the emulator card. on my system more
then half the >times | resetps/snpatch/selemu/cdexec it doesn't work, but when it does work it
works completely. > >I have found that | often have to occasionally run selcd to get the system
"unstuck”. yet still other times | end >up having to power down completely. It's very
frustrating.

That sounds exactly like my problem. And it seems to be hitting me more and more.

Perhaps Sony should always send out 2 emulator cards with each system, that way we could
have a spare one around to use when the other one goes bad ;-)

But seriously, if it is just the dammed emulator card again, then perhaps its time to get yet
another one.

John.

12/14/95 9:00 AM

FYI - emulator disk-swap
Thomas Boyd

CD

Coming soon from SN Systems: >Can a feature be added
to the emulator where the PC can trigger the "door open” >flag of the CD status byte and then
emulate inserting a new CD by toggling to

>any partition on the emulator drive? > >This would be heavily usefull right now, as several
game developers are doing

>multi-CD titles. Currently this very feature is in development
and is ~95% complete. Infact currently on my system | have 2 SCSI harddisks chained together
and can switch between them to select a new partition without reseting the emulator.
Simaltaneously the DEX cards are communicating with the emulator and can detect whether the
door is open or closed.

It should be ready within a few days (hopefully).

Also, the encoded copy of CDBoot18.BIN | mailed you - did you have any luck with it. | need to
know whether CDBoot18.BIN is unstable, since this new CDBoot I'm working on (with the door
open/select new partition feature) is based heavily on the old CDBoot18 and | wouldn't want to
release the new one with the old bugs remaining it in.

12/14/95 5:30 PM
Re: status byte
David W. Marshall
CD

>>>S50 for example, >>> Disk Error(23) means data reading & spindle on & command error.
While any info from Japan is better than no info, the response didn't really answer the WHY
question. If Japan could supply a cause and resolution chart that would be of great help to
figure out why the system was barfing.

Something like:

Disk Error(23) Cause: Issued a new command that conflicted with the current reading
command. Resolution: Issue a pause or check that head is not reading before issuing new
command.



dave

12/15/95 10:10 AM

Re(4): CdSearchFile Problems

Thomas Boyd

CD

John Brandwood

I am asking SN Systems what they think of this problem. In the meantime, do you guys have
any hints on how to set up my card to fail on CDdSearchFile so | can see if it every emulator, or
just broken emulators that have this problem.

Tom

12/27/95 1:46 PM
CD buffer
clearwater

CD

question - if you don't wish to stream audio off the CD, is there any way to make use of that
lovely hunk of memory disguised as a CD-ROM buffer? - | can't seem to find any info in the
docs about it. For instance, how efficent is the CD manager at buffering sectors?. My problem is
a PC based conversion that likes to rummage around the CD during a game level. Theres not a
lot | can do about it unless I can figure out a way to ‘cache’ stuff I'll know it needs in the CD
buffer.

thanks mick delaney (clearwater)

12/27/95 8:18 PM
Bootable CD Questions
David Vronay

CD

Help. How do you make a bootable CD? The docs | saw said that when use current libraries (
later than 2.5), then cannot use cd emulator to test whether the thing will boot. We pressed one
and it didn't work. Is there any more info we can get out of how it did not boot. What should
be in the system area file. A file called system.cnf, or boot25.bin? Does case matter in the
naming of files? What is this ;1 that usually appears after file names. If we have a system.cnf file,
should it appear first, or anywhere. Does the boot = ourfile.exe  in the system.cnf file
actually work? and can ourfile.exe appear anywhere in the root directory? Is there a current
example of a bootable CD .cti file with more than two files in it, including one that calls a
LoadExec on one or more files.

Richard Maurer @ImaginEngine

12/27/95 10:12 AM

note on installing emu boards
Thomas Boyd

Andrew Gavin

CD



One more emulator tidbit:

There is no version of SNPATCHW.CPE that works with the emulator. Use that SNPATCH.CPE
that | posted on the BBS in the CD conference.

Tom

12/27/95 2:56 PM

CD Emulator stopped working!
Dr. Cat

CD

(I tried to figure out how to send this in email, but | haven't used the BBS in months, and the
email didn't give a clear indication of what address to send questions to in order to reach staff.
My apologies to anyone who gets bored senseless by me posting this publically.)
I'm having some problems with my Sony development system, having just finished the Sega
version of the product I'm doing and gotten back to working on the Sony code. | suspect it's the
yellow CD emulator card, but I'll describe the symptoms and what I've tried, and you can tell
me if there's anything else | should do...
Basically, | had set up the whole development system months ago, and everything worked at
the time. | hadn't done anything with the actual CD emulator except run the "sanity test" that
makes the RCUBE demo run off it, but that worked fine. The PC the system was in has been
used for the last few months to run various Windows apps and stuff not related to the PSX
development system, with the dev system basically sitting idle inside the machine. | haven't
added or removed any other hardware or changed the autoexec.bat or config.sys in all that time.
The problems | get now seem to have started to manifest spontaneously when I tried working
with the system again.
Sometimes when | start up cddisk, | get a SCSI timeout error message. Sometimes it starts up,
but I get long pauses before screens come up (I'm guessing also a SCSI timeout but at a point
where the code doesn't print an error message for it). 1 can do a cddisk -n 0, since things seem
to work sometimes, and create a partition. But after | try to use buildcd to put an RCUBE image
on it, it doesn't boot and | can never successfully view the contents of the partition. | geta
LONG pause with just the top few lines on the screen:
View Partition - Partition 1
System Id : [PSX ] Volume Id : [PSXTEST ]
The cursor just sits there for a while, then finally I get "This partition appears to be of an invalid
Mode or Form and therefore it's contents cannot be displayed".
I tried swapping the SCSI drive from the Saturn CD emulator | was using. The one | had been
using on the Sony | was able to successfully build a Saturn CD image and boot from, no
problems. The drive from the Saturn | could view the old partition contents on using the Sony
CD emulator card, but when I tried building on it | had the same problems | did with the first
drive. So that rules out the drive having gone bad. Then | swapped the SCSI cables leading
from the emulation drives to the cards, again same thing - Saturn dev system worked fine, Sony
didn't. So it's not the cable. That leaves the emulator card, the two cards that emulate the PSX,
my PC hardware, and the PC's software. | am assuming that the PSX emulator isn't involved in
what's going on when you just run CDDISK - correct me if I'm wrong on that. There doesn't
seem to be anything significantly wrong or different with my PC itself, so I'm thinking the card
has gone bad somehow. | did try pulling it out, pushing down on all the chips to make sure
they were firmly seated, and pushing the card firmly into its slot, that didn't help any either.
Anything else | should try at this point, or should I just see about getting the card replaced?
-- Dr. Cat
P.S. I tried contacting SN Systems via email, and it bounced. Any word on whether they have a
new address on the net?



12/28/95 9:32 AM
Re: CD buffer
Thomas Boyd

CD

>question - if you don't wish to stream audio off the CD, >is there any way to make use of that
lovely hunk of >memory disguised as a CD-ROM buffer?

You cannot access it directly, because it is part of the CD-ROM subsystem, but you can use it in
ways for which it was intended to stream other junk off of the CD. Examples: Streaming
textures, terrain, data

It buffers one data sector at a time, and the rest of the buffer is used for audio or something
(exactly what it is used for has fallen out of my brain temporarily). | know this is not what you
hoped to hear, but it is how the thing works.

Tom

12/28/95 11:01 AM
cd.cti creation

cary hammer

CD

Pre-apologies for such a greenhorn question, but how are cd.cti's created? By hand? By tool? By
spirits from beyond? Thanks.

12/28/95 9:19 AM

Re: Bootable CD Questions

Thomas Boyd

CD

David Vronay

Read the CD mastering doc. (I will fwd it to you). Read the CD FAQ (ditto).

>What should be in the system area file. A file called system.cnf, or boot25.bin?
LICENSEA.DAT

>Does case matter in the naming of files? Not for naming. (See page 17 of the overview).
>What is this ;1 that usually appears after file names. Part of the CDROM file naming system
>|f we have a system.cnf file, should it appear first, or anywhere. Anywhere - but do not
overflow the root dir file limit (45) or you will not boot. DA tracks are entered into the TOC,
beware

>Does the boot = ourfile.exe  in the system.cnf file actually work? Yes, but you must fill
all four lines of system.cnf in. Go get a released game, copy the system.cnf off of it with your PC
CD drive, and start from there.

>and can ourfile.exe appear anywhere in the root directory? Yes - but do not overflow the root
dir file limit (45) or you will not boot

>|s there a current example of a bootable CD .cti file with more than two files in it, including
one that calls a LoadExec on one or more files. Yes, I will fwd it to you.

Watch the 2MBYTE.OBJ stuff. Do not over malloc. Put the A in the mastering, license area Let
me know if questions still remain unanswered after reading this post and all the other goodies |
am sending to you.

Tom




12/28/95 2:52 PM

Re: cd.cti creation

Thomas Boyd

CD

cary hammer

Most popular= (1) layout in CDGEN, (2) save to CCS file, (3) run CCS2CT], and viola! you have
a bouncing baby CTI file. You can also hit yourself on the head with a mental hammer by
building them by hand if you want. T ---------------------- Pre-apologies for such a greenhorn
question, but how are cd.cti's created? By hand? By tool? By spirits from beyond? Thanks.

12/28/95 9:11 AM
FAQ: Emulator installation
Thomas Boyd

Dr. Cat

CD

RESETPS.EXE 2K

CD Creation

EMULATOR INSTALLATION FAQ NEW

INFO: There is no version of SNPATCHW.CPE or PATCHW.CPE that works with the emulator.
Use SNPATCH.CPE that is attached to this message.

OLD INFO: This is my troubleshooting guide to installing your emulator. It is in psuedo-
spaghetti code.

InstallDevBoards(); 7/ extern Remove your IRQ and DMA jumpers for now. Do not lose them.
Check to make sure that the SCSI ID jumpers are set at the factory default of 7. Do not change it.
// Pick a base address 10 Select a base address with the base address jumper. Lovingly cram
emulator board into an open slot in your PC. Firmly attach white-ish cable between dev boards
and emulator. Attach emulator Hard drive to emulator board and turn it on. Edit autoexec.bat
to contain CDBIOS /Za###, where ### is the base address you selected. Ex: CDBIOS /a388
will use base address 388 - which should match jumper on card. if (Computer does not boot | |
CDBIOS does not recognize emulator board) goto 10 and select a new base address. If (you try
all base addresses and cannot get it to boot or find emu with CDBIQS) try any/all of the
following { Press all the chips into their sockets harder. Be sure you are using CDBIOS
version 1.02 or later. Maybe your computer is overheating. Check it out. } if (none of the
above works) your emulator, dev boards, or computer may be malfunctioning. Call BBS for
help. Return(-1).

// communicate with the emulator drive through the PC bus Set the SCSI ID on your
harddrive to 3, 4, or 5. The manual says you can choose others. Don't. Run CDDISK -n #, where
# is the SCSI ID you have set on your harddrive (above). Ex: CDDISK -n 4 will activate and
format the drive with SCSI ID 4 for use. If (CDDISK does not run happily) { Be sure your
emulator hard drive is turned on and the cables are connected. If so, goto 10 and select a new
base address. If that does not work, call BBS. }

// install boot file While in CDDISK (above section), install the boot file. Use CDBOOT16.BIN
or CDBOOT17.BIN (attached), DO NOT try any others yet.

// build an emulation image Detach BASIC.CTI and PSX.EXE from this memo for use in the
next step. Run BUILDCD -s#:1 BASIC.CTI, where # is the SCSI address of the emulator hard
drive (1 is the first partition). Ex: BUILDCD -s4:1 BASIC.CTI will build an image to partition
1 of SCSI ID 4 hard drive. Ignore warning 66 if it happens. If an error occurs, be sure CDBIOS
is installed and your emulator hard drive is turned on with cables attached.

// run the image - communicating through the white-ish cable to the DTL-H2000 boards 20
RESETPS 1 // verion 1.03 (attached) or later, NOT 1.02. If you use 1.02, you are a loser! It may
fail big time. RUN SNPATCH // NOT the version from the CD, NO version of
SNPATCHW.CPE works with the emulator This will say "done" if it works, or "cannot connect



to target” if it fails. If it "cannot connect to to target” goto 20 If it says "cannot open source file"
you need to fix your path to find the file. RUN SELEMU This will say "done" if it works, or
"cannot connect to target” if it fails. If it "cannot connect to to target” goto 20 If it says "cannot
open source file" you need to fix your path to find the file. RUN CDEXEC This will say "done”
if it works, or "cannot connect to target" if it fails. If it "cannot connect to to target” goto 20 If it
says "cannot open source file" you need to fix your path to find the file.

If your emulator still will not work: 0) reboot 1) try different emulator boards to see if your
board is bad. 2) try different sets of dev boards to see if your dev boards are screwed up. 3) try
different hard drives to see if your hard drive is bad 4) try different brand of computer to see if
your computer is incompatible 5) leave a message in the CD newsgroup of the BBS detailing
your traumatic emulation experience. Be specific.

BONUS STUFF: Now you can advance to the following:

1) install interrupt jumper, make ammendment to CDBIOS line 2) install CDBOOT18.BIN 3)
install CDBOOT?2#.BIN, this will pave the way for step 4 4) install COMON (a TSR that spews
info back at you from the emulator). 5) install DMA jumper, make ammendment to CDBIOS line

12/28/95 7:54 PM
Re(2): CD buffer
clearwater

CD

>question - if you don't wish to stream audio off the CD, >is there any way to make use of that
lovely hunk of >memory disguised as a CD-ROM buffer?

You cannot access it directly, because it is part of the CD-ROM subsystem, but you can use it in
ways for which it was intended to stream other junk off of the CD. Examples: Streaming
textures, terrain, data

It buffers one data sector at a time, and the rest of the buffer is used for audio or something
(exactly what it is used for has fallen out of my brain temporarily). | know this is not what you
hoped to hear, but it is how the thing works.

Tom

- thanks for the prompt reply, Tom - | had feared the worst in any case - however if you could
take the time to explain how the streamed data ( assuming audio ) uses the sound buffer - or
portion thereof, | would appreciate it. | posted a question in the sound conference, but havn't
had a reply yet. What | really need to know I guess, is how much of the sound buffer is
required if I'm streaming audio off the CD. The manuals say that sound buffer space is
required, but don't specify how much. It appears to me that the machine is set up for redbook
rather than midi since you can't really use the CD buffer except for streaming (based on your
reply above) - am | correct or missing something???

mick delaney-clearishwater

12/28/95 9:05 AM

Re: CD Emulator stopped working!

Thomas Boyd

Dr. Cat

CD

>...and the email didn't give a clear indication of what address to >send questions to in order to
reach staff. My apologies to anyone who gets >bored senseless by me posting this publically.)
public is great. Then | do not have to answer the same question 8000 times.

>| suspect it's the yellow CD emulator card,

very likely



[Emulator death throes read, studied, then omitted]

Read the post titled "how to install your emulator 11" that | put on this BBS. It is way better than
the sanity check doc. Do not set your hard drive to SCSI ID 0 (as your CDDISK -n 0 line
implied). bad bad bad! If you installed newest software (from the new CD), you are getting
reamed by SNPATCHW.CPE. It wont work.

>Anything else | should try at this point, or should I just see about >getting the card replaced?
If you cannot get it going with my post | mentioned above, give me your phone #, and | will get
and test your card, replacing it if need be.

>P.S. | tried contacting SN Systems via email, and it bounced. Any >word on whether they
have a new address on the net?

snsys.com

Tom

12/29/95 9:09 AM
Re(3): CD buffer
Thomas Boyd

CD

I will look it up. I don't know this one off the top of my head, but will find out today orJan2. T

>question - if you don't wish to stream audio off the CD, >is there any way to make use of that
lovely hunk of >memory disguised as a CD-ROM buffer?

You cannot access it directly, because it is part of the CD-ROM subsystem, but you can use it in
ways for which it was intended to stream other junk off of the CD. Examples: Streaming
textures, terrain, data

It buffers one data sector at a time, and the rest of the buffer is used for audio or something
(exactly what it is used for has fallen out of my brain temporarily). | know this is not what you
hoped to hear, but it is how the thing works.

Tom

- thanks for the prompt reply, Tom - | had feared the worst in any case - however if you could
take the time to explain how the streamed data ( assuming audio ) uses the sound buffer - or
portion thereof, | would appreciate it. | posted a question in the sound conference, but havn't
had a reply yet. What | really need to know | guess, is how much of the sound buffer is
required if I'm streaming audio off the CD. The manuals say that sound buffer space is
required, but don't specify how much. It appears to me that the machine is set up for redbook
rather than midi since you can't really use the CD buffer except for streaming (based on your
reply above) - am | correct or missing something???

mick delaney-clearishwater

12/29/95 7:26 AM

Re(2): Bootable CD Questions
Dave R. Scheele

CD

>> >> |s there a current example of a bootable CD .cti file with more >>>> than two files in it,
including one that calls a LoadExec on one >>>> or more files.

>>Yes, | will fwd it to you.

Could you post it here as well, or if it has been posted remind me of the name? ;)

Dave




12/29/95 9:05 AM

Re(3): Bootable CD Questions
Thomas Boyd

CD

EXECMENU.ZIP 31K

CD Creation

>> >> >> |s there a current example of a bootable CD .cti file with more >>>>>> than two
files in it, including one that calls a LoadExec on one >> >> >> or more files.

>>>> Yes, | will fwd it to you.

>> Could you post it here as well, or if it has been posted remind me of the name? ;)

>> Dave Here's my menu example: ----------------- Hi menu fans,

Here is the menu example in fine working order (attached). | took out anim, because I did not
want to upload the movie. If you check out GOMENU.BAT and fix your path, you are set.
Seems the mysterious RET2.0BJ and BOOT.OBJ were missing.

Any questions? EMail me.

Tom

12/29/95 10:24 AM

Re(4): CD buffer

Thomas Boyd

CD

Dan Burnash

OK. This is the story of the CD ROM subsystem sector buffer:

The CD-ROM subsystem sector buffer is currently 32K. It is located in the CD-ROM subsystem.
It uses a sort-of tripple buffering system to read sectors in and make one (and ONLY one) sector
available to the user.

Common questions that spring to mind and their answers:

Q: 32K - (2352 bytes/sector)*(3 buffered sectors) = lots of leftover RAM! Can | use it? A: No. Itis
not accessible by anything but the CD-ROM subsystem.

Q: How dissappointing. As consolation, can | be told what the extra memory is used for? A: The
memory was going to be used for sound mapping, but (1) the system would be too slow, and
(2) sound mapping is already done by the SPU. The current implementation of this memory is ...
nothing. It is vestigal and will be cut out in future manufacturing cost reduction designs.

Tom

1/4/96 8:47 AM
CdReadN error
Dave Elton

CD

I am using CdReadN to read in my data, | know CdReadN will retry when error happens.
But | am wondering whether CdReadN will stop retry after some times because | found the cd
reading stops occasionally when CdReadN start retrying ( | can notice the CdReadN retries
from the data throughput). Whenever the CdReadN stop reading, it will give a CdReadN(06)
error. From the previous BBS message, | know it is a Cd seeking error. Is there any way to make
the CdReadN keep retrying and reading when it gives CdReadN(06) error? | put 3 minutes
dummy data at the end of my cd data, so there is no problem the Cd header will overshoot
outside the leadout area. Any suggestions?



Thanks in advance!
Simon ReadySoft Inc.

1/5/96 10:21 AM
Re: CdReadN error
Thomas Boyd

CD

>|s there any way to make the CdReadN keep retrying and reading when it gives CdReadN(06)
error?Any suggestions?

I am finding out. Don't forget about the wonderful 8s delay when it fails to read after several
tries.

T

1/9/96 3:04 PM
CdInit()

Mark D. Lyons
CD

What's the status with the different levels of CdlInit(). An old thread in this group talked about
one program LoadExecute()ing another and doing a lesser CdlInit() on the second program to
save time. That was a couple of library releases ago.

Along those same lines the original thread made it sound as if a call to CdlInit() did some
hardware initialization of the CD system which could take up to 8 seconds. It would seem to
me that since the operating system loads and executes our programs off of the CD that by the
time our program is run the CD hardware has already been initialized. So just what does
CdInit() do that takes time and how much of it can we avoid?

1/9/96 5:15PM
Re: CdInit()
Angus

CD

Call CdReset(int)

CdReset (0) does a CDInit. CdReset(1) does a CDInit and a CdInitVolume, which is an internal
routine to turn on cd volume.

CdInit() calls CdReset(1) and sets the default callbacks.

CdReset(2) just calls cd interrupt init, which is what you need to call for the cd loading.

Angus

1/9/96 3:32 PM

Where do | find the CCS2CTI utility?
David R. Black

CD

Where might | find the CCS2CT]I tool mentioned previously in this conference? It does not apear
to be on the Sony developer CDs, the SN Systems FTP site or the disc that came with my
emulator card.



Thanks.
David R. Black Senior Programmer, Presto Stduios, inc.

1/10/96 3:36 PM

Re: Where do | find the CCS2CT] utility?

Thomas Boyd

CD

David R. Black

CCS2CTI.EXE 20K

CD Creation

Its with cdgen in the releases folder. | attached it to this memo.
T

1/10/96 4:19 PM

Re: Burning PSX Resource Only CDs

Thomas Boyd

David R. Black

CD

This should work, especially on a dev system where CdSearchFile works reliably. Just be sure
you do not put too many files in. Test your disk with a PC to be sure it is good. Verify disks
after you make them with the burner. If it still fails, send one to me for an autopsy.

T

I am trying to burn a PSX cd with only resource files on it.
(specifically, a movie and a half dozen TIM files) The problem is that the PSX CD-ROM drive
on my development is not able to find any of the files on the disk using the CdSearchFile
command. The drive can read files off commercial PSX disks with no problems, but refuses to
see any of the files on my CD.

I am using the Sony PSX CD Generator software with the 900E burner and a PnP Adaptec 1542
SCSI card. The only files | am placing on the CD are the data files, and they are divided into
two sub directories, MOVIES and DATA.

Am | missing something here?

Thanks for your time.

David R. Black Senior Programmer, Presto Studios

1/10/96 1:32 PM

XA audio & CdISetMode
Sky Lounge

CD

We are attempting to play XA audio and failing. Does anyone have any sample code they can
share which plays a simple, non-interleaved XA audio file?

We suspect part of our problem may be with the CdISetMode command (as issued by the
CdControl function). We aren't convinced this is working for us, since when we use CdlGetlocL
to read the mode value back (like it says to do on page 49 of the Run-Time Library 3.0
Overview), it always has a value of 0. What's going on? Are we failing to properly change the
mode, or is the mode reporting not working correctly?

1/10/96 4:21 PM



Re: XA audio & CdISetMode

Thomas Boyd

CD

Sky Lounge

You HAVE to interleave your XA audio. Put blank in if you have no other tracks to mix with it.
Tuto5.C in the CDTUTO directory plays XA, but they must be interleaved on a CD or emulator
by creating a file with MOVPACK. Check out the help in MOVPACK. Let me know if you are
still stuck, ‘cause | can work with you on getting it working. T

We are attempting to play XA audio and failing. Does anyone
have any sample code they can share which plays a simple, non-interleaved XA audio file?

We suspect part of our problem may be with the CdiSetMode command (as issued by the
CdControl function). We aren't convinced this is working for us, since when we use CdlGetlocL
to read the mode value back (like it says to do on page 49 of the Run-Time Library 3.0
Overview), it always has a value of 0. What's going on? Are we failing to properly change the
mode, or is the mode reporting not working correctly?

1/10/96 10:54 AM

Burning PSX Resource Only CDs
David R. Black

CD

Hopefully, someone out there can help me with this problem, so here goes.

I am trying to burn a PSX cd with only resource files on it. (specifically, a movie and a half
dozen TIM files) The problem is that the PSX CD-ROM drive on my development is not able to
find any of the files on the disk using the CdSearchFile command. The drive can read files off
commercial PSX disks with no problems, but refuses to see any of the files on my CD.

I am using the Sony PSX CD Generator software with the 900E burner and a PnP Adaptec 1542
SCSI card. The only files I am placing on the CD are the data files, and they are divided into
two sub directories, MOVIES and DATA.

Am | missing something here?

Thanks for your time.

David R. Black Senior Programmer, Presto Studios

1/11/96 4:29 PM

Re(3): XA audio & CdlISetMode

Thomas Boyd

Sky Lounge

CD

>>You HAVE to interleave your XA audio. >Really? In that case, the documentation is very
confusing. The CD Emulator book has a section called "XA Interleaved File Commands" >and a
seperate section called "File Commands" which includes lots of XA oriented functions. This
makes it seem like non-interleaved >XA audio is an option.

I think it is assuming pre-interleaved XA. | have done this a bunch, and you pre-interleave with
MOVPACK, then just add it to your .CTI as an XA Form 2 file.

>| haven't looked yet at MOVPACK nor in detail at the Tuto5.C source code, but | can
immediately tell that there are 2 things I'd really like >to have: A sample CTI file that can be
used with Tuto5.c, and a readme file for the CDTUTO directiory that's in English.

Since | nuked my CTI file, here's a breif how:

Select your audio files to be interleaved (MOVPACK will supply blank data). Interleave to a
new file following the help instructions in MOVPACK. Your output file should now be a
multiple of the largest XA file you are interleaving. Add it to your CTI as Form 2 XA data.



1/711/96 4:22 PM
Re(3): Burning PSX Resource Only CDs
Thomas Boyd

David R. Black

CD

Any high quality will work for your test purposes (not submission). TDK seems to be popular.
Some brands don't cut it though (ex: Kodak). T Thomas,

Thanks for the suggestions. | finally got it working by using one of the blank CDRs included
with the dev kit. Do you know if we have to use the Sony provided CDRs for burning test discs,
or can we use any high quality 74 minute CDRs?

Thanks for your time.

David R. Black.

1/711/96 12:14 PM

Re(3): XA audio & CdlISetMode
John Phua

CD

The translation that you asked for is in Release 1.5.13 of the Programmer tools CD release folder.
It also has other translated files. Release 1.5.9 also contains additional translated files.
LOCATION: Releases/Product Releases/Prog Tools/

John

I haven't looked yet at MOVPACK nor in detail at the Tuto5.C source code, but | can
immediately tell that there are 2 things I'd really like to have: A sample CTI file that can be used
with Tutob.c, and a readme file for the CDTUTO directiory that's in English.

Thanks.

1/711/96 12:15PM

Re(2): Burning PSX Resource Only CDs

David R. Black

Thomas Boyd

CD

Thomas,

Thanks for the suggestions. | finally got it working by using one of the blank CDRs included
with the dev kit. Do you know if we have to use the Sony provided CDRs for burning test discs,
or can we use any high quality 74 minute CDRs?

Thanks for your time.

David R. Black.

1711796 11:50 AM



Re(2): XA audio & CdlISetMode
Sky Lounge
CD

> You HAVE to interleave your XA audio.

Really? In that case, the documentation is very confusing. The CD Emulator book has a section
called "XA Interleaved File Commands" and a seperate section called "File Commands" which
includes lots of XA oriented functions. This makes it seem like non-interleaved XA audio is an
option.

> Let me know if you are still stuck, 'cause | can work with you on getting it working.

I haven't looked yet at MOVPACK nor in detail at the Tuto5.C source code, but | can
immediately tell that there are 2 things I'd really like to have: A sample CTI file that can be used
with Tutob.c, and a readme file for the CDTUTO directiory that's in English.

Thanks.

1/717/96 11:20 AM
multichannel movies
Thomas Boyd

Art Tools

Jeff Davies

Here's the sample T
Hi Tom,

I will send souce code for multi channel movie. It is an old sample. So, there may be some part
which are not updated by later changes. They should just refer this sample to understand how
to achieve multi channel movie playback.

Koji

P.S. I've not finished analyzing their data yet.

/* *$PSLibld: Runtime Library Versin 3.0$
WA Al Movie Sample Program(Multi Channel) * * Copyright (C) 1994,5 by Sony

Corporation * All rights Reserved * * Version Date * *1.00
Jul,14,1994 yutaka * 1.10 Sep,01,1994 suzu * 1.20 Oct, 24,1994  yutaka(anim
subroutine  1.30 Jun,02,1995 yutaka(AME_SIZEer3.1*/

#ifdef EMULATE #define StGetNext StGetNextS #define StFreeRing StFreeRingS #endif
#define IS_RGB24 0 /* 0:RGB16, 1:RGB24 */

#if 1IS_RGB24==1 #define PPW 3/2 /* lefine PPW 1 /* 1E 2 /* 16bit C dec; /* tch; /* CD/
ResetGraph(0); /7* GPU V disp; DRAWENYV draw; void strCallback(); /* * CD-ROM status */
CdILOC ppos, Ipos; /* CD-ROM position */ CdIFILE file; int fn; u_char param[8]; static
strinit(),strNextVlc(),strSync(); void strCallback(); /* { printf("file not found\n");
StopCallback(); PadStop(); exit(); } loc.minute = file.pos.minute; loc.second =
file.pos.second; loc.sector = file.pos.sector; printf("%x %x
%x\n",loc.minute,loc.second,loc.sector); /*40); channel =1; CdSetFilter(1,channel);
StSetChannel(channel); strinit(&loc,strCallback);

/% /*ing(); CdSetFilter(1,0); StSetChannel(0); channel =0; } if(PadRead(l) &

PADRright) { StClearRing(); CdSetFilter(1,1); StSetChannel(1); channel =
1; } if(PadRead(l) & PADRdown) { StClearRing(); CdSetFilter(1,2);
StSetChannel(2); channel =2; } if(PadRead(1l) & PADRIeft) { StClearRing();
CdSetFilter(1,3); StSetChannel(3); channel =3; } /* dec.rect[id].w,

dec.rect[id].h); SetDefDrawEnv(&draw, dec.rect[id].x, dec.rect[id].y, dec.rect[id].w,
dec.rect[id].h);

#if IS_RGB24==1 disp.isrgh24 =IS_RGB24; disp.disp.w = disp.disp.w*2/3; #endif
PutDispEnv(&disp); PutDrawEnv(&draw); SetDispMask(l); /*);
CdControlB(CdlIPause,0,0); }



/* *timgbuf[16*PPW*240]; /* T(&dec->rect[1], x1, y1, 640*PPW, 240); setRECT(&dec->slice,
X0, y0, 16*PPW, 240); }
/** static strKickCD(); DecDCTReset(0); /7* MDEC { StCdInterrupt(); /* RGB24.x <
dec.rect[dec.rectid].x + dec.rect[dec.rectid].w) { /* dec.slice.y = dec.rect[dec.rectid].y;
/*DecDCTout(dec.imgbuf, dec.slice.w*dec.slice.n/2);*/ }}

/* ntcnt = WAIT_TIME; u_long *next; static u_long *strNext(); while ((next = strNext(dec))
==0){ /*get next frame */ if (--cnt==0) return(-1); } dec->vicid =dec->vlcid?0:1; /*
swap ID */ DecDCTvlc(next, dec->vicbuf[dec->vlcid]); /* VLC decode */ StFreeRing(next);
/* free used frame */ return(0); }

/* *dec; { u_long *addr; StHEADER *sector; int cnt = WAIT_TIME; static int  width =0;
/* { Rewind_Switch=1; } /*ctor->width; height = sector->height; }

/* _long cnt = WAIT_TIME; while (dec->isdone ==0){ if (--cnt==0){ /* timeout: id].x;
dec->slice.y = dec->rect[dec->rectid].y; } } dec->isdone =0;}

/* * CDROM | CdIModeSpeed | CdIModeRT | CdIModeSF) == 0); }
CdSetFilter(file,chan) u_char file,chan; { CdIFILTER filt;

filt.file = file; filt.chan =chan; while(CdControl(CdISetfilter,(u_char *)&filt,0)==0); }

1/17/96 8:16 PM

Detecting the end of a movie
Chris E. Reese

CD

QUESTION: What are the best ways of detecting the end of a movie ("str" file) during
streaming?

PROBLEM: 1) If I know a movie has 100 frames, | will know that I've reached the end of the
movie when | retrieve frame #100 from the ring buffer (using StGetNext()); However, if the
processing of the "str" data (and whatever other processes are taking place during streaming)
lag behind the transfer of data from the CD to the ring buffer, the movie seems to skip frames
when the ring buffer fills up and throws away unprocessed data.

This seems to be the case with our programs.

The real problem is when I miss the LAST frame, and therefore am not able to detect the end of
the movie.

2) When the CD head reads past the end of the "str" file, it seems that even invalid stream data
isread into the ring buffer and overwrites whatever valid data may still be sitting in the buffer
unprocessed. Is this what happens?

Yet, it seems that StGetNext()--when it is called--performs a check on the data and returns 1
when itis looking at invalid stream data in the ring buffer.

In other words, (a) as | said above, | can't necessarily detect the end of the movie by looking
for the last frame-- since the last frame may get overwritten--and (b) | can't detect the end of
the movie just by determining if the CD is reading invalid frames-- since | don't seem to have
a good way of distinguishing between when StGetNext() is in  the process of retrieving the
next frame of data and when StGetNext() is looking at "bad" data past the end of the movie
(in both cases, StGetNext() returns 1).

3) If another "str" file comes after the one I'm reading, and | am not able to detect the end of the
movie (missed the last frame), | would continue reading into the next movie.

NOT SO GREAT SOLUTIONS: 4) For the problem of unknowingly continuing past the last
frame of a movie into the next movie, I can check to see if the number of the current frame is
less than the number of the the previously read frame. For example, if a movie has 100 frames,
and | read a frame #1 after reading frame #99, | have almost certainly read past the end of the
movie. (This may not work in the rare-rare case of a short movie-- say, 2 frames. After reading
frame #1 of the first movie, |1 may read frame #2 of the following movie.)

5) If I have continuously called StGetNext() for more than, say, 1 second without getting back a



valid frame of data, | could assume that | have reached the end of the movie.

6) Knowing the number of frames in the movie and the frame rate it should run at, | can
calculate the length of the movie in time. | can then stop the playing of the movie when the
time the movie takes to play has elapsed. (This assumes that the rate of transfer of each frame
of data from the CD is the same as the frame rate of the movie.)

7) | can keep track of the position of the CD head (using CdControl(CdlIGetlocL)), and knowing
the end position of the movie file by knowing the file's start position and number of frames, |
can know when the CD has read past the end of the file--at which time | would pause the CD
and streaming in order to allow the data-processing to catch the last frame of the movie.

ARE THERE SIMPLER AND BETTER SOLUTIONS? PLEASE LET ME KNOW.

Chris Reese Eidetic, Inc.

1718796 9:09 PM

Screen Glitches when reading CDROM
Mike Benna

CD

I've run into a problem with the screen "glitching” (horizontal bands of garbage about 4
scanlines high which appear very briefly, scattered across the display, about 4 times per second)
when I'm reading from the CDROM. As soon as | put the CD into pause mode, the problem
goes away. | start reading again, the problem comes back. It happens on the emulator as well
as the production PSX. It does not happen when reading from the PC's hard drive.

As near as | can tell there's some kind of interference happening between the CDROM
subsystem and the video display subsystem. Does anyone have any ideas about the actual
source of the problem and perhaps a suggestion on how to work around it? Thanks in advance
for any tips.

1/22/96 10:00 AM
Re: Detecting the end of a movie
Thomas Boyd
Chris E. Reese
CD
1) standard movie problem 2) Yes 3) right 4) risky 5) this one takes time, and you could run into
another movie unless you build your CD right. 6) good soln, but a pain to program 7) is one of
my favorite solutions for this problem.

8) Another good solution is to "cap"” the movie with a bunch of black frames and hex edit the
frame number (by knowing the STR file header format - posted earlier in this conference) to be
1000 or something that will cause your ">="test to stop in your while loop.

All in all, you have the right idea. There is no great way to detect the end. I think (7) or (8) your
best option. If you come up with a better one, let me know.

Tom QUESTION: What are the best ways of detecting the end of a movie
("str" file) during streaming?

PROBLEM: 1) If | know a movie has 100 frames, | will know that I've reached the end of the
movie when | retrieve frame #100 from the ring buffer (using StGetNext()); However, if the
processing of the "str" data (and whatever other processes are taking place during streaming)
lag behind the transfer of data from the CD to the ring buffer, the movie seems to skip frames
when the ring buffer fills up and throws away unprocessed data.

This seems to be the case with our programs.

The real problem is when I miss the LAST frame, and therefore am not able to detect the end of
the movie.

2) When the CD head reads past the end of the "str" file, it seems that even invalid stream data




isread into the ring buffer and overwrites whatever valid data may still be sitting in the buffer
unprocessed. Is this what happens?

Yet, it seems that StGetNext()--when it is called--performs a check on the data and returns 1
when itis looking at invalid stream data in the ring buffer.

In other words, (a) as | said above, | can't necessarily detect the end of the movie by looking
for the last frame-- since the last frame may get overwritten--and (b) | can't detect the end of
the movie just by determining if the CD is reading invalid frames-- since | don't seem to have
a good way of distinguishing between when StGetNext() is in  the process of retrieving the
next frame of data and when StGetNext() is looking at "bad" data past the end of the movie
(in both cases, StGetNext() returns 1).

3) If another "str" file comes after the one I'm reading, and | am not able to detect the end of the
movie (missed the last frame), | would continue reading into the next movie.

NOT SO GREAT SOLUTIONS: 4) For the problem of unknowingly continuing past the last
frame of a movie into the next movie, I can check to see if the number of the current frame is
less than the number of the the previously read frame. For example, if a movie has 100 frames,
and | read a frame #1 after reading frame #99, | have almost certainly read past the end of the
movie. (This may not work in the rare-rare case of a short movie-- say, 2 frames. After reading
frame #1 of the first movie, |1 may read frame #2 of the following movie.)

5) If I have continuously called StGetNext() for more than, say, 1 second without getting back a
valid frame of data, | could assume that | have reached the end of the movie.

6) Knowing the number of frames in the movie and the frame rate it should run at, | can
calculate the length of the movie in time. | can then stop the playing of the movie when the
time the movie takes to play has elapsed. (This assumes that the rate of transfer of each frame
of data from the CD is the same as the frame rate of the movie.)

7) | can keep track of the position of the CD head (using CdControl(CdlIGetlocL)), and knowing
the end position of the movie file by knowing the file's start position and number of frames, |
can know when the CD has read past the end of the file--at which time | would pause the CD
and streaming in order to allow the data-processing to catch the last frame of the movie.

ARE THERE SIMPLER AND BETTER SOLUTIONS? PLEASE LET ME KNOW.

Chris Reese Eidetic, Inc.

1/22/96 10:10 AM

Re: Screen Glitches when reading CDROM

Thomas Boyd

Mike Benna

CD

Are you playing movies at the time? This sounds strange (hardware?) to me. Can you tell me
more about this - maybe send me your phone # so | can discuss it?

Tom -------------- I've run into a problem with the screen "glitching" (horizontal bands of garbage
about 4 scanlines high which appear very briefly, scattered across the display, about 4 times per
second) when I'm reading from the CDROM. As soon as | put the CD into pause mode, the
problem goes away. | start reading again, the problem comes back. It happens on the emulator
as well as the production PSX. It does not happen when reading from the PC's hard drive.

As near as | can tell there's some kind of interference happening between the CDROM
subsystem and the video display subsystem. Does anyone have any ideas about the actual
source of the problem and perhaps a suggestion on how to work around it? Thanks in advance
for any tips.

1/22/96 3:51 PM
Re(2): Screen Glitches when reading CDROM
Mike Benna



Thomas Boyd

CD

Hmm.. | guess that means you haven't heard of this problem yet :( Feel free to telephone me to
discuss the problem further; I can then provide you with all the answers to your questions.
(604) 944-4997, 9am to 5pm Pacific time (I'm in Vancouver).

1/23/96 12:19 PM

Re(4): XA audio & CdlISetMode
Sky Lounge

CD

OK, I'm still failing to get XA audio to work. At this point, all I'm trying to do is create a simple
5 second sound in XA format and play it. I'm going to spell out in painful detail the steps I'm
taking when trying to make this work. Hopefully, you'll see some mistake I've made and explain
to me the error of my ways.

1.) First, | start on the Macintosh with a short sound file in AIFF format.

2.) I use RAW2XA to convert the audio file into an XA file. | save it out as a 18.9 kHz Mono
format file.

3.) I take the file over to the PC where | used MOVPACK to create an STR file containing the
audio. I put the file into channel 0, and leave the other 31 channels blank. (I'm changing total
channels from the default of 4 to 32. I leave the subheader check box checked.)

4.) Next | use CDGEN to create a CCS file. | put the STR file | got from MOVPACK into the CD-
ROM directory and then use the "File Type" command to set the file to the right type: Subheader
file with Form 2 Sectors.

5.) I run CCS2CTI to convert the file created by CDGEN into a CTl file.

6.) I run BuildCD, passing along the resulting CTI file.

At this point, I should have a valid piece of audio in XA format on my emulated CD, right? So at
this point, all I have to do it play it.

7.) | edit Cdtuto/tuto5.c slightly, recompile it, and run it. It plays silently.

Now, perhaps the problem lies, not with the CD layout process, but with the playback program.
I've tried several modifications, but none work. Perhaps if | explain everything I've tried here,
you can help me.

Before attempting to play the audio, the program does a CdSearchFile command on a specific
filename. As provided, the program searches for this filename infinitely before playing it. I've
never seen this command work.

a.) I've tried commenting this code out, so that it plays sound at whatever track and sector it
happens to be at.. No luck.

b.) I've tried doing the above but also setting the minute, second, and sector to 0 so that it starts
at the beginning of the disk, which in theory should work since the only thing on the disk is my
5 second sample. No luck.

c.) I've tried changing the name of the file that is searched for to sample.str, where this is the
name of the file created by MovPack and included (as inspection of the CTI file shows) in the
CTlI file. No luck.

d.) I've tried changing the name of the file that is searched for to sample.xa, where this is the
name of the file included in the str file by MovPack. No luck.

There. What have | done wrong?

1/23/96 5:14 PM

Re(5): XA audio & CdlISetMode
Thomas Boyd

CD



Sky Lounge

>1.) First, I start on the Macintosh with a short sound file in AIFF format. Fine

>2.) I use RAW2XA to convert the audio file into an XA file. | save it out as a 18.9 kHz Mono
format file. Fine

>3.) | take the file over to the PC where | used MOVPACK to create an STR file containing the
audio. >I put the file into channel 0, and leave the other 31 channels blank. (I'm changing total
channels from >the default of 4 to 32. | leave the subheader check box checked.) Fine

>4.) Next | use CDGEN to create a CCS file. | put the STR file | got from MOVPACK into the
CD-ROM >directory and then use the "File Type" command to set the file to the right type:
Subheader file with >Form 2 Sectors. Good

>5.) I run CCS2CTI to convert the file created by CDGEN into a CTI file. OK

>6.) | run BuildCD, passing along the resulting CTI file. OK

>At this point, | should have a valid piece of audio in XA format on my emulated CD, right? So
at this >point, all I have to do it play it. Should be true, but then step (7) would work...

>7.) I edit Cdtuto/tuto5.c slightly, recompile it, and run it. It plays silently. Not good

>Now, perhaps the problem lies, not with the CD layout process, but with the playback
program. I've >tried several modifications, but none work. Perhaps if | explain everything I've
tried here, you can help >me. >Before attempting to play the audio, the program does a
CdSearchFile command on a specific filename. >As provided, the program searches for this
filename infinitely before playing it. I've never seen this >command work. Are you on library
version 3.3? Is the filename correct?

... OK, I have made this work, | will run through it button by button and write down what I did
from front to back and see if you can catch what went wrong. This will take me an hour or so
tomorrow.

Tom

1/23/96 8:17PM

Re(3): Screen Glitches when reading CDROM
Mike Benna

CD

I've learned a little more about the video glitches | get when accessing the CDROM; let me
outline everything I've learned so far:

1) 1 video taped the glitches to see what they look like when paused. They last for only one
refresh (1/60th of a second), they span the entire width of the display, and they appear to
contain mostly garbage but it's possible there is a little graphic information in there as well. They
seem to cover about 8 scan lines. They seem to occur at all vertical locations on the screen,
regardless of whether or not I'm drawing anything to those locations. The range in frequency
from as fast as 5 per second to about 1 per 5 seconds.

2) | tried setting the display mode to 640x480 (this part of our game is normally 320x224) and the
glitches continue to occur at all vertical locations and to span the whole width of the display.

3) I have a call to Storelmage() in my main loop which gets called many times while building a
new frame. If | comment out this line of code, the glitches go away. The frequency of the
glitches seems related to how much data Storelmage() processes each frame (i.e. the more data
moved, the more glitches occur).

4) Calls to Loadlmage() and Movelmage() which update the display area do not affect whether
the problem occurs or not. Taking them out does not stop the glitches and leaving them in but
taking out the Storelmage() does stop the glitches. | do not think they have anything to do with
the problem.

5) As soon as the CDROM is put into pause mode and CdGetSector() is no longer being called,
the glitches go away.

6) I tried putting a call to CdDataSync(0) before the Storelmage() call but it did not solve the



problem. It is possible (but not confirmed) that this change may have reduced the frequency
with which the glitches appear.

7) The problem appears in exactly the same manner on the development system, the Debug
Station, and a production Play Station.

8) Due to the complexity of the code, I didn't yet try taking CdGetSector() out of the callback.
When | found the Storelmage() relationship I thought it might be best to take one of the
CdGetSector() examples and add a Storelmage() to it and hopefully recreate the problem.
Thomas, can you do this for me? Thanks.

If | had to come up with an explanation at this point I'd say it looks like the Storelmage() DMA
gets blocked by the CdGetSector() DMA but still holds onto the video bus, thus preventing the
display hardware from reading the correct data while the Storelmage() DMA is blocked. | have
no idea how the underlying hardware works so this description may be totally off base, but
hopefully it helps to understand the way things are acting on my end.

1/24/96 5:14 PM

Re: CD tool upgrade

Thomas Boyd

David W. Marshall

CD

They (SN) say have built it. | will see where it is in the release queue.
T

A while back it was mentioned that SNSystems was working on a version of the emulator that
would support generation of data errors on reading and would also emulate a "cd door open”
state. Any news on these?

dave

1/724/96 1:48 PM

Can CdSearchFile handle ("\Foo\Bar\Bar\baz.txt")?
Sam Black

CD

CdSearchFile seems to always fail when | have a directory which contains a sub-directory of the
same name. (Foo\Bar is OK, Foo\Bar\Bar is not.) As far as I can tell, this is legal by 1SO-9660,
and the cdmap file indicates that the file is getting written to the emulator, but my program
always fails right there. Retrying doesn't work either. (as it occasionally does for other files.)

I'm eventually going to bag the whole CdSearchFile thing, but it would be nice if | could get it
to work to put off that part of the project...

1/24/96 1:32 PM

Re(4): Screen Glitches when reading CDROM
Dr. Cat

CD

> 7) The problem appears in exactly the same manner on the development > system, the Debug
Station, and a production Play Station.

How are you testing code on a production PlayStation? | thought that was not supposed to be
possible.




1/724/96 4:52 PM
CD tool upgrade
David W. Marshall
CD

A while back it was mentioned that SNSystems was working on a version of the emulator that
would support generation of data errors on reading and would also emulate a "cd door open”
state. Any news on these?

dave

1/25/96 9:26 PM

Re: CD-ROM Generator crashing - More info on bug

Dr. Cat

Dr. Cat

Bugs

I had the "Warning & Error Message" window mostly off-screen, so I didn't notice before - right
when | click on the Record button, a bunch of messages like:

"C:\CDTMP\C0000365.DIR does not exist."

pop up in there.

I've also just tried re-installing the CDGEN software from floppy after deleting it all, and then
trying to create a new CCS step by step. First | created all the blank directories and added my
PSX.EXE file, save that as A1.CCS, click on Rec, the record dialog comes up ok. Fill up a few
directories with files, save as A2.CCS, try to record again. Saving incremental versions so I'll
theoreticall have one good one from just before | added enough stuff to crash. What happened
was | got up to A5.CCS, it crashed with a bunch of the warning/error messages about missing
filesin C:\CDTMP. Then I tried going back to A5.CCS, and it crashed as well, wanting some of
the same files that trying to make A5.CCS had apparently trashed!

Went back a bit later and tried Al and then A2, they both worked... A3, A4, and A5 don't. But |
could actually get to the record dialog box, it just wiped all the directories and left me with an
image with NOTHING but the PSX.EXE file in it. The recording dialog indicated a recording
time of 7 seconds, and closing it left me back in CDGEN with all my directory folders gone, and
trying to exit or load another .CCS asks me if | want to save my changed file first.

This is really driving me up the wall...

1/25/96 9:50 AM
Run Level Data Size
Chris E. Reese

CD

FINDING THE MAXIMUM SIZE OF THE RUN-LEVEL IN DECODING MOVIES

PROBLEM:

We want the size of the buffer for the run-level data (i.e., the output of DecDCTvlc()) to be only
as big as it has to be.

QUESTION:

How do we determine what is "big enough" for the size of this buffer? In other words, knowing
the number of sectors per frame in a movie, or the resolution and frame-rate of the movie, or
whatever, is there a way to calculate the maximum size that the run-level for a frame of data can
possibly be?

(DecDCTBufSize() tells us the size of the run-level only AFTER it has been generated, right?)




1/25/96 2:29 PM

Re(5): Screen Glitches when reading CDROM
Mike Benna

CD

> How are you testing code on a production PlayStation? | thought that was not supposed to be
possible.

The same way everyone on the internet is playing Japanese products on their American
consoles. | use the "swap CD during the CD player screen” trick. For more info, find the
Playstation FAQ on the internet.

1/25/96 8:14 PM

CD-ROM Generator crashing
Dr. Cat

Bugs

Ok, I've got most of the product I'm doing working now, on the CD emulator. I've burned
earlier versions of it onto test CDs with no problem. But now... The project has gotten up to
somewhere over 500 files. | have them in 22 subdirectiories, and | have been careful not to put
more than 30 files in any subdirectory. | think tops is 29, actually. As | said, it runs fine on the
emulator. But when I pop into Windows and run the CD Generator...
Clicking on Rec gives a dialog "Some files are not found or size is changed. Update CD-ROM
information?" This is fine, I've seen it before each time | add new stuff and go to burn, so I click
on Yes. This gives the following two error dialogs:

CDGEN An error has occurred in your application. If you choose Ignore, you should save
your work in a new file. If you choose Close, your application will terminate.
Then clicking on close pops up:

Application Error  CDGEN caused a General Protection Fault in module CDGEN.EXE at
0002:1C9D.
I am using version 1.10 of the CD-ROM Generator, under Windows 3.11 on a 90 MHz Pentium
with 24 megabytes of RAM.
I do have one other minor problem I'd had earlier and hadn't gotten around to reporting yet, if it
might give any insight. In the dialog that pops up when clicking on Layout and then Master, the
field labelled "Licence Area" where | have to put an "A" according to the documentation | have,
that field does not seem to be saved. | have to re-enter it every time I burn a CD. | can enter it,
click ok, and look at the dialog again and it's still there. But if | save the file and reload it, then
look at the dialog, the field is blank again.
I had a theory that this happened because | originally created my .ccs file on a different machine
with different directory layouts, brought that file to my machine, and deleted the files and re-
added them from their locations on my machine (and changed the path to licencea.dat in
Volume/Additional Information). So | thought that maybe my CCS file had some non-
displayed fields that were somehow dependent on the layout of the first machine's directories
and drives. But just now I tried to see if The Licence Area field would stay if | just booted
CDGEN, entered an "A", and saved it as a new file. Same symptoms.
I can live with having to re-enter the A every time, but | do need some kind of fix or
workaround for the General Protection Fault so | can burn the deliverable for my next
milestone! Any ideas?

-- Dr. Cat

1729796 9:09 AM



CDBOOT30.BIN
Thomas Boyd
CD

CDBOOT30.ZIP 30K

CD Creation

Although this will be officiall released in a couple days, | know a few of you want to test this
out now. It is a CDBOOT that will allow you to simulate opening the CD lid and inserting other
CDs.

Please give me your comments.

Tom

1/29/96 9:36 AM

Re(2): CD-ROM Generator crashing - More info on bug

David W. Marshall

Dr. Cat

Dr. Cat

The c:\cdtmp\.... does not exist comes from how CDGEN handles subdirectories in the layout.
In the directory window of CDGEN, when you make a subdirectory in your layout the SOURCE
FILE line will be blank. When you click on REC to burn a disk, cdgen will create the
subdirectories on your harddrive and fill in the SOURCE FILE line with c:\cdtmp\.....

If you save this CCS file, you are now screwed and will get the "does not exist" error because
you have saved this tmp SOURCE FILE reference into your CCS file. If you do this, you can
hand edit the CCS file and remove these tmp file references and everything will work fine. |
usually just make my basic CCS file and use that to burn. Every time it tells me that files have
changed and I have to update, but everything still works fine.

At one point I tried using CDDISK to make a CCS file for me. If | used that CCS file, | would
get the protection fault error messages from CDGEN and it would crash. So I just didn't use
CDDISK to make a CCS file anymore.

dave

1/729/96 11:12 AM

Re: CDBOOT30.BIN

David W. Marshall

Thomas Boyd

CD

MultiCD might be better than having to burn disks for testing, but I was hoping for the
following:

1)MultiCd as a TSR that would allow keyboard presses to trigger door opening and closing.
2)command line options MULTICD O MULTICD C to trigger opening and closing.

Basically | want to be in the debugger watching my code as the door opens and closes (like I can
do with the blacked drive). 1just tried MultiCD to open/close while playing a redbook track
and the results were different than when the code is run from a blackcd drive. 1 got CD
Timeout: CD_cw(CdINop) Sync =Nolntr, Ready=DiskError

from multicd. Since I can't be in the debugger until it's too late, I'm not sure what's going on.
Am | missing something on how to use MultiCd?

dave

1/30/96 6:27 PM
Re(3): Fwd: How many files can...



Blake E. Senftner
CD

I still do not understand why one needs more than 2 files on a disc, if you're not using red track
audio.

1 file for your executable. 1 file for all your game data. My game data file is 600 meg, and | just
seek around and play sectors. No hassle, no CdSearchFile, no subdirectories...

When building less than a complete disc, | just do that, build a smaller data file.

I think the key is to have the data file specify the seek offsets within itself. That way the data file
never refers to a seek location outside itself.

-Blake

1/30/96 3:15PM
How many files can...
Borden Covel Il

CD

Could someone please clear up a question that keeps coming back again and again, i.e. exactly
how many files can we put on a CD?

The OS Doc states that there are no subdirectories and an unlimited number of files. Well, we
know that to be wrong.

The Library 3.0 /Overview doc states that there can be up to 8 levels of subdirectories and that
the maximum number of "entries" is 45 and the max number of files is 30. Is entries the same as
sub-directories? Can there really be 8 levels? Can each level have up to 8 sub-levels?

So what are the theoretical and real-word limits? Can you have 8*8*8*8* 8*8*8*8
directories? Can each of those have 30 files each?

Please clarify!11???

1/30/96 3:46 PM

Re(4): Screen Glitches when reading CDROM
Mike Benna

CD

It's been a week now since | posted my new information about the screen glitching problem and
I have not heard back from anyone at all. Please respond so | know what to expect from here.
Here is a repost of my message from the 23rd:

I've learned a little more about the video glitches I get when accessing the CDROM; let me
outline everything I've learned so far:

1) 1 video taped the glitches to see what they look like when paused. They last for only one
refresh (1/60th of a second), they span the entire width of the display, and they appear to
contain mostly garbage but it's possible there is a little graphic information in there as well. They
seem to cover about 8 scan lines. They seem to occur at all vertical locations on the screen,
regardless of whether or not I'm drawing anything to those locations. The range in frequency
from as fast as 5 per second to about 1 per 5 seconds.

2) | tried setting the display mode to 640x480 (this part of our game is normally 320x224) and the
glitches continue to occur at all vertical locations and to span the whole width of the display.

3) I have a call to Storelmage() in my main loop which gets called many times while building a
new frame. If I comment out this line of code, the glitches go away. The frequency of the
glitches seems related to how much data Storelmage() processes each frame (i.e. the more data
moved, the more glitches occur).

4) Calls to Loadlmage() and Movelmage() which update the display area do not affect whether
the problem occurs or not. Taking them out does not stop the glitches and leaving them in but



taking out the Storelmage() does stop the glitches. | do not think they have anything to do with
the problem.

5) As soon as the CDROM is put into pause mode and CdGetSector() is no longer being called,
the glitches go away.

6) I tried putting a call to CdDataSync(0) before the Storelmage() call but it did not solve the
problem. It is possible (but not confirmed) that this change may have reduced the frequency
with which the glitches appear.

7) The problem appears in exactly the same manner on the development system, the Debug
Station, and a production Play Station.

8) Due to the complexity of the code, I didn't yet try taking CdGetSector() out of the callback.
When | found the Storelmage() relationship I thought it might be best to take one of the
CdGetSector() examples and add a Storelmage() to it and hopefully recreate the problem.
Thomas, can you do this for me? Thanks.

If | had to come up with an explanation at this point I'd say it looks like the Storelmage() DMA
gets blocked by the CdGetSector() DMA but still holds onto the video bus, thus preventing the
display hardware from reading the correct data while the Storelmage() DMA is blocked. | have
no idea how the underlying hardware works so this description may be totally off base, but
hopefully it helps to understand the way things are acting on my end.

1/30/96 4:11 PM

Re(5): Screen Glitches when reading CDROM

Thomas Boyd

CD

Mike Benna

Mike,

I have tried to recreate your problem as you have described, but I cannot make it happen. |
think you may be right about the DMA conflict, so | tried messing with that to force conflict -
still zilch. Now my bag of ideas on your glitches is used up. I need you to make an example of
this for me. If you do, I can find the cause. My time is so divided, it will take me longer than you
to make the example happen at this point.

Tom ------------ It's been a week now since | posted my new information about the screen
glitching problem and I have not heard back from anyone at all. Please respond so | know what
to expect from here....

1/30/96 4:03 PM

Re: Fwd: How many files can...

Thomas Boyd

CD

Borden Covel Il

Borden,

It depends (you knew this would not be simple).

1) You need to keep the number of files in the root below 45, otherwise, the TOC lookup may
fail to find your boot file on startup (bummer).

2) If you use CdSearchFile, you need to be aware that it has a 2K buffer. If your TOC is too big, it
will overflow for that function. That is the reason for the following:

"The Library 3.0 /Overview doc states that there can be up to 8 levels of subdirectories and that
the maximum number of "entries" is 45 and the max number of files is 30."

3) If you skip out on CdSearchFile (as everybody should, because it is slowwwwwwww) and
hard code your directory structure, you can have a bizzillion files in subdirectories (nested only
as deep as CDGEN wiill allow) and just seek directly to their locations regardless of your TOC



limitations.

4) remember that CDDA tracks need their own tracks (by definition), but CDGEN wiill put
references to them in your track 1 TOC. You can erase these references or move them to a
subdirectory if they add to many files to your root.

Tom
Could someone please clear up a question that keeps coming back again and again, i.e. exactly
how many files can we put on a CD?

The OS Doc states that there are no subdirectories and an unlimited number of files. Well, we
know that to be wrong.

The Library 3.0 /Overview doc states that there can be up to 8 levels of subdirectories and that
the maximum number of "entries" is 45 and the max number of files is 30. Is entries the same as
sub-directories? Can there really be 8 levels? Can each level have up to 8 sub-levels?

So what are the theoretical and real-word limits? Can you have 8*8*8*8* 8*8*8*8
directories? Can each of those have 30 files each?

Please clarify!11???

1/30/96 4:31PM

Re(2): Fwd: How many files can...

David W. Marshall

Thomas Boyd

CD

>>>3) If you skip out on CdSearchFile (as everybody should, because it is >>>slowwwwwwww)
and hard code your directory structure, you can have a bizzillion >>>files in subdirectories
(nested only as deep as CDGEN will allow) and just seek directly to >>>their locations
regardless of your TOC limitations.

But, CDDISK will crash hard and reboot your system when trying to look into a subdirectory
that has more than about 40 files. Still hoping that SN Systems will fix this bug.

dave

1/31/96 1:33PM
CdRead problems
Geoffry R. Meek
CD

I'm trying to read in a file off of the CD, or CD-EMU, one sector at a time using CdRead &
CdReadSync. The first sector is read okay, but subsequent sectors do not look like part of the
file and are all the same. Some times it will read the first sector and then read the 5th sector.

| first do a CdSearchFile then a CdlSetLoc, then read each sector in one at a time in a loop.

The date on my libcd.lib file is 12/4/95.

The file is written on the CD in Form1 data on an XA track. | tried other files with the same
results.

Any help would be appreciated Thanx,

Ron Maxwell Virtual Music Entertainment, inc. ron@virtualmusic.com

1/31/96 9:41 AM

Re(4): Fwd: How many files can...
David W. Marshall

CD



>>> still do not understand why one needs more than 2 files on a disc, if you're >>>not using
red track audio.

If | have a game with 20 levels, 30 different model files, 20 different sound modules, I can
update those model files and have updatecd only write 100k to my cd drive. It seems with your
method, wouldn't updatecd have to write megs of data every time you needed to update
something.

As Tom suggested, if data is accessed by sector location, you basically use the data as one flat
file anyway. But, hey everybody does what they like to do, so party on.

dave

1/31/96 10:36 AM

Re(6): Screen Glitches when reading CDROM

Mike Benna

Thomas Boyd

CD

CDGLITCH.zZIP 6K

CD Creation

Tom writes:

>| need you to make an example of this for me. If you do, I can find the cause.
OK, here's an example. | modified the SAMPLE\MOVIENCDTUTO\TUTOG.C program, as
well as some minor changes in balls.c.

1/31/96 11:35 AM

Re(7): Screen Glitches when reading CDROM
Thomas Boyd

CD

Bleacchhhhh! I see what you mean. | will pursue....
T

1/31/96 1:40 PM
Re: CdRead problems
player 1

CD

Why are you using read with a loop when you can just do something like this?
CdRead((File.Size+2047)/2048,buf,mode);
That eliminates the loop and | know this works, as | have tried it.
Tom Ketola PSX Programmer Player 1, Inc.

1/31/96 3:51 PM

Where can | find description of records in CCS file?
Geoffry R. Meek

CD

We've been told that using CdSearchFile() to find a file is unacceptably slow for a real product,
and we've been advised that the best way is to hard-code file locations into our code. Since



there will likely be hundreds of files on the CD (the PC and Mac versions of our game contain
1000+ files), we need to come up with a way to automate the process of generating this data.

It appears that the CCS file contains starting sector numbers for the files, but I may be mistaken.
If that's the case, my problem is basically solved - once we have that info, we're all set.

Is the layout of the CCS file available somewhere? I'd rather *know* and do the job correctly,
than *guess* and write something that will break a few months down the road.

If the CCS file is not the place, who does know this information? | know I can get it by burning
a CD and finding out where everything got put, but I'd rather not do that.

Thanks.

Vernon Miller Virtual Music Entertainment Inc.

1/31/96 2:38 PM
Re(2): CdRead problems
Geoffry R. Meek

CD

In this particular case | don't want to have to allocate a buffer to hold the complete file. 1 want
to read it a sector at a time.
Ron

2/1/96 10:25 AM

Re: Bootable CD problems

Thomas Boyd

CD

Pat Quinn

>We've been having troubles getting our program to execute on the debug >station. We
followed all the helpful hints from the CD conference (especially the >FAQ). We were able to
get some programs to work on the debug station. If the

>executable becomes to large it will not boot. Please answer the following >questions :

>1) Is there a limit to the size of the program (e.g. psx.exe) booted by the ROM? Other than
fitting into 2Meg with all symbols and mallocs, no.

>2) More generally, is there a limit to the size of an executable file run by 'LoadExec'?
LoadExec just loads into mem a sector at a time then runs at the start address. So | think there is
no limit since it is just reading along using a pointer. Here is a piece of it: ... unsigned char *p,
*g; ... p=(unsigned char *)exec->t_addr; // load here g =p + exec->t_size; // end address
for(;p<q;p+=2048) read(fd, p, 2048); ...

>3) Third question needs a bit of explaining. We had an execuatble that was about > 196,000
bytes in size and was working on the debug station. We added an > initialised array of 10,000
bytes to this program. The program no longer > worked. Has anyone had this type of
problem? Any suggestions as to why > adding the 10,000 bytes would cause our program not to
execute?

If you have time, the quickest way to get through this is to send me your phone number and |
can call you back today. I also wanna know the following for starters when I call: Do you know
if it starts loading? executing? Is this file your primary boot file or a a file being launched by
LoadExec by a shell program? If LoadExec-ing from a shell, are you using CdSearchFile to find
the file you are LoadExec-ing? How many files are in your root directory? Be aware that CD-DA
tracks sometimes are listed in the root. The best way to accurately find out is do DIR from a PC
CD-ROM drive. (I know you said you only changed the EXE size, but | am just checking). Did
you re-enter the "A" in the license area each time you re-booted CDGEN? Do you have a
system.cnf, or is it still PSX.EXE? If worse comes to worse, | can analyse your CD here and find



out if it is a buss error, load error, or something.

>P.S. We did check to see if we were using memory beyond 2meg. And yes, >we are linking
with 2mbyte.obj. Check your mallocs too.

>P.P.S. All our cd's (even ones with large .exe's) work on the cd drive attached >to the
development board. OK

>P.P.P.S There are no pollhosts or any other type of PC I/0 functions being >executed in our
program. OK

2/1/796 7:26 PM

Re(6): Screen Glitches when reading CDROM

John Brandwood

CD

Mike Benna

Mike & Tom,

My FadeDown() routine does a Storelmage() call to get the current backscreen before doing a
fade and | can definitely confirm that | get screen glitches when doing a FadeDown() whilst | am
also doing CD loading in the background. These glitches don't occur when | move the
FadeDown() call to a time when | am not doing any CD access.

When | move to lib 3.4 I'll change to using Movelmage() calls to sync the screens and hopefully
this problem will go away. Unfortunately, when | tried moving to lib 3.4 a couple of days ago,
the change brought out or maybe caused a crash bug that doesn't occur under lib 3.3.

John.

2/1/796 10:29 AM

Re: Where can | find description of records in CCS file?

Thomas Boyd

CD

Geoffry R. Meek

>We've been told that using CdSearchFile() to find a file is unacceptably slow for a real
>product, and we've been advised that the best way is to hard-code file locations into >our
code.

It is not unacceptable, it is just slow and buggy. Sorry if | got carried away in bashing it.

>|t appears that the CCS file contains starting sector numbers for the files, but | may be
mistaken. >If that's the case, my problem is basically solved - once we have that info, we're all
set.

You are correct. The number after the filename is the location. The conversion formulais in the
CD FAQ somewhere.

>|s the layout of the CCS file available somewhere? I'd rather *know* and do the job correctly,
>than *guess* and write something that will break a few months down the road.

No, but I know that that is the file location from experiment and looking at the CCS file in
CDGEN (it lists locations too). Other developers have written similar utilities and they work.
You have the right idea.

2/1/796 T7:11 AM
Bootable CD problems
Pat Quinn

CD



We've been having troubles getting our program to execute on the debug station. We followed
all the helpful hints from the CD conference (especially the FAQ). We were able to get some
programs to work on the debug station. If the executable becomes to large it will not boot.
Please answer the following questions :

1) Is there a limit to the size of the program (e.g. psx.exe) booted by the ROM? 2) More
generally, is there a limit to the size of an executable file run by 'LoadExec'? 3) Third question
needs a bit of explaining. We had an execuatble that was about 196,000 bytes in size and was
working on the debug station. We added an initialised array of 10,000 bytes to this program.
The program no longer worked. Has anyone had this type of problem? Any suggestions as
to why adding the 10,000 bytes would cause our program not to execute?

Thanks in advance for your help,

Gordon Read  NuFX; Inc.
P.S. We did check to see if we were using memory beyond 2meg. And yes, we are linking with
2mbyte.obj. P.P.S. All our cd's (even ones with large .exe's) work on the cd drive attached to the
development board. P.P.P.S There are no pollhosts or any other type of PC I/0 functions being
executed in our program.

2/1/96 12:09 PM

Re(2): Where can | find description of records in CCS file?

Geoffry R. Meek

Thomas Boyd

CD

OK, thanks. I did the same research and came to the same conclusion as to where the starting
sector was found - but | was hoping to get an "official" document that verified my belief. Oh,
well...

Vernon

2/1/796 9:43PM

Re(7): Screen Glitches when reading CDROM
Roy Eltham

CD

You know it possible to do a fade down by just drawing a screen (or even just an area) sized
solid block with the attributes (global in this case) set to the (third, | believe) subtractive
semitrans mode (the one that takes 100% of the background and subtracts some % of the
foreground from it). You can set the color of the solid block to 1,1,1 (R,G,B) for a slow fade out
to black by repeatedly drawing the solid block to the screen.
As an added bonus you can use colors like 0,1,1 (R,G,B) to fade the green and blue parts of the
background out and you will be left with a "shades of red" image.

Roy
p.s. haven't figured out any easy way to fade up the whole screen to an image (not solid color),
but you can repeatedly load the source image and fade it down less and less before displaying
each frame. (load image fade it down to near black in one step, then display, load image again
and fade to near black (but brighter then last time) and display, repeat....)

2/1/796 10:56 AM
Re: CdRead problems



Thomas Boyd
CD

Your method sounds good, this has worked for me. Can you send me a short sample so | can
find out what's wrong?
Tom --

I'm trying to read in a file off of the CD, or CD-EMU, one sector at a time using CdRead &
CdReadSync. The first sector is read okay, but subsequent sectors do not look like part of the
file and are all the same. Some times it will read the first sector and then read the 5th sector.
| first do a CdSearchFile then a CdlSetLoc, then read each sector in one at a time in a loop.
The date on my libcd.lib file is 12/4/95.

The file is written on the CD in Form1 data on an XA track. | tried other files with the same
results.

Any help would be appreciated Thanx,

Ron Maxwell Virtual Music Entertainment, inc. ron@virtualmusic.com

2/2/796 2:25PM

Re(8): Screen Glitches when reading CDROM

John Brandwood

Roy Eltham

CD

>You know it possible to do a fade down by just drawing a screen (or even just an area) sized
solid block with the >attributes (global in this case) set to the (third, | believe) subtractive
semitrans mode (the one that takes 100% of the >background and subtracts some % of the
foreground from it). You can set the color of the solid block to 1,1,1 (R,G,B) >for a slow fade out
to black by repeatedly drawing the solid block to the screen.

Sure, thats what I'm doing. Its just that I'm doing the drawing to a backscreen so that the raster
doesn't catch the fade part way down the screen. This means that | need to have both the
backscreen and forescreen start out with exactly the same image. Before the new Movelmage()
call was added to lib 3.4, the easiest way to do this was to do a Storelmage()/Loadlmage()
combination.

>p.s. haven't figured out any easy way to fade up the whole screen to an image (not solid
color), but you can repeatedly >load the source image and fade it down less and less before
displaying each frame. (load image fade it down to near >black in one step, then display, load
image again and fade to near black (but brighter then last time) and display, repeat

And thats what I'm doing for a fade up.

The real challenge has been to do a 24-bit fade up and down.

I've written a software fade that can fade down a 24-bit screen at 20fps, but I've had to give up
on trying to write a software fade up routine.

Does anyone know of a software/hardware trick to fade up/down 24-bit screens ?

John.

2/2/796 3:.07 PM

Re(6): XA audio & CdlISetMode
Sky Lounge

CD

Ok, after leaving you a phone message saying it didn't work, we've since gotten your samples to
work. Part of the problem seems to be that the CdSearchFile call (at least as it is used in
TUTOS.C) doesn't work. If we instead use the cd.map file to locate the second and sector values



for the start of the track and hard code them into the fp.pos structure, the sound will play.

We're still having trouble getting sounds we create ourselves to play. At least we can now create
noise that resembles our original sounds, which is a big step forward. It seems like the RAW2XA
doesn't generate a good file, at least not with an aiff source. We're going to look into the PC
based sound tools next.

2/5/796 T7:34 AM

Re(3): CdRead problems

Sam Black

Geoffry R. Meek

CD

>In this particular case | don't want to have to allocate a buffer to hold the complete file. |
>want to read it a sector at a time.

In my (admittedly limited) experience, in order to do that, I've been forced to do a seek before
each read. (otherwise, I'd always get the same sector) It works for me, and I'm going to leave it
until the DevCon, since my game doesn't access data on the CD during gameplay, so | don't
really care (right now) how long the CD 1/0 takes.

---Jim Sokoloff

2/5/96 T7:15PM
CD Burner
Borden Covel I
CD

Not sure where to post this, so I'm throwing it in here and there.

Does any know of any reasonably prices S/W that runs can be used to burn CDs under DOS or
Windows and that supports the Sony PSX CD-ROM burner???

Thanks!

2/5/796 8:48 AM
Re(7): XA audio & CdlISetMode
Thomas Boyd

CD

Sky Lounge

Movie converter's WAV2XA conversion works all the time for me. (And it is very fast).

Tom Ok, after leaving you a phone message saying it didn't

work, we've since gotten your samples to work. Part of the problem seems to be that the
CdSearchFile call (at least as it is used in TUTOS5.C) doesn't work. If we instead use the cd.map
file to locate the second and sector values for the start of the track and hard code them into the
fp.pos structure, the sound will play.

We're still having trouble getting sounds we create ourselves to play. At least we can now create
noise that resembles our original sounds, which is a big step forward. It seems like the RAW2XA
doesn't generate a good file, at least not with an aiff source. We're going to look into the PC
based sound tools next.




2/6/96 1:54 PM

Re(8): Screen Glitches when reading CDROM
Mike Benna

CD

Well, it's been another week since | posted code to recreate the problem and the only thing I've
heard back so far is "Blech... | see what you mean" (or words to that effect). Is anyone actively
looking into this problem? We're getting very close to finishing our project and we need to get
this problem resolved ASAP.

We've also got the Spu streaming problem outstanding but I'll post about that in the sound
conference.

2/6/96 2:37 PM
CD software
Thomas Boyd
Borden Covel I

Borden

Easy CDPRO multimedia by Incat Systems.

It WONT make PSX disks, but it will do PC, etc...
Tom

2/7/96 12:45PM
cpe file format
David W. Marshall
CD

I am trying to pad the end of my main.cpe file with 0's so main.cpe can grow and | won't have
to rebuild my disk. Padding the file will keep the sector locations the same for both the
emulator and CDGEN, since CDGEN does not process MINLENGTH or ADDLENGTH
commands.

I pad my main.cpe from 243712 to 450000. When | run CPE2X on main.cpe, it ignores the
padding and returns a t_size:0003b800 which is 243712 and creates a main.exe of 245760.

So | assume that somewhere in the CPE file is the encoded file size. Can someone tell me the
format of the CPE file so | can change the internal file size. Is there some other way | should be
trying to do this?

thanks,
dave

2/7/96 3:38 PM

Re(2): cpe file format

David W. Marshall

Dan Burnash

CD

>>>| pad my main.cpe from 243712 to 450000. When I run CPE2X on main.cpe, it ignores the
>>>padding and returns a t_size:0003b800 which is 243712 and creates a main.exe of >>>245760.
I ended up running CPE2X on main.cpe and then padding out main.exe to 450000. | was
worried this might cause problems with the PSX loading main.exe from the system.cnf file, but
everything seems to be fine.

Just to waste keystrokes, I really, really wish someone at SCE would pickup and support



CDGEN so it could do things like handle MINLENGTH commands.

dave

2/7/96 2:45PM

Re: cpe file format

Dan Burnash

CD

David W. Marshall

Would be nice. But | don't even know it.

If you want to pad the size on a CD, why not create a dummy data file that you vary the size of
when the executable changes. This would essentially do the same thing as the minlength or
addlength commands in buildcd. 1 realize that having the same mechanism for both would be
nice, however, and | will let you know if | find a way to do it.

Dan Burnash

2/8/96 1:48 PM
latest licensea.dat
David W. Marshall
CD

Is the licensea.dat file from 10/4/95 the file to use?
thanks,
dave

2/8/96 1:45PM
Re: CCS2CTI bug fix
David W. Marshall
CD

Also be aware that CDGEN can layout subdirectories incorrectly. CD FAQ section 4-4-2 shows
the correct and incorrect way to have subdirectories in your disk layout. CDGEN can create an
incorrect layout. Make sure you check your layout window in CDGEN, you might have to
move the actual subdirectory down to where the files in that subdirectory start in the layout
window.

dave

2/8/96 4.26 PM
BUILDCD request
David W. Marshall
CD

Can SN Systems modify BUILDCD to display a "% done" listing when running in batch mode (-
| flag)?

Since BUILDCD often hangs when running from a DOS window, | can't really use the batch
mode because I can't tell if it is running or if it is hung up.



thanks,
dave

2/8/96 5:.08 PM

cd emu stuff and stuff
R.Brett Butler

CD

i noticed that in the rcude demo, that there are philes:
cd.cti -> created from my game.ccs file (from cdgen layer prgm) cd.map
is there a game.map builder/converter utility? is this file necessary for cdemulation &/or cd
burning &/or game execution on either?

found-a bug in cd-gen (windows)
when i'm in track layout mode, and i highlight a couple of files & hit [delete] to remove them, i
get a system error. then if i hit [ignore] a few times it appears to work. is it working?

2/8/96 11:50 AM
CCS2CTI bug fix
Thomas Boyd

CD

Dear CD newsgroup readers,

Here is a (very) helpful tip that was discovered and reported by Markus:

1) the last file in your layout has to be in the root directory for CCS2CTI to work. 2) all CD-DA
tracks HAVE to be in your root for CCS2CT]I to work right.

Remember: your TOC will be alphabetized, but the LAYOUT will be what you specify in
CDGEN by dragging and dropping files around.

Tom

2/9/96 4.03 PM
where is xa7v.xa
jeffrey Hall

CD

In one of the cd tutorials a cdxa file is referenced (xa7v.xa). I've looked around and couldn't find
it. Where is it? Thanks, Jeff Hall

2/9/96 4:19PM

Re: where is xa7v.xa

Thomas Boyd

CD

jeffrey Hall

There will be an xa8v.xa on the next CD, it is huge and not a fun download, so | suggest just
making your own XA interleaved file for now.

Tom




2/9/796 9:16 AM

Re: cd emu stuff and stuff

David W. Marshall

R.Brett Butler

CD

>>>cd.cti -> created from my game.ccs file (from cdgen layer prgm) >>>cd.map >>>is there a
game.map builder/converter utility? >>>is this file necessary for cdemulation &/or cd burning
&/or game execution on either?

cd.map is created by BUILDCD when making the EMU image. buildcd -s3:2 -mcdread.map
cdread.cti

The .map file is then used by UPDATECD to determine if any of your files have changed and
will update those onto your disk.

Not surprised that you are having problems with CDGEN. It is a terrible program that will
never be updated. | am surprised that with the amount of developers that use CDGEN that SCE
has not hired a contractor to redo CDGEN.

dave

2/9/96 4.08 PM

Re: BUILDCD request

Thomas Boyd

CD

David W. Marshall

I asked them. Tom --------------------

Can SN Systems modify BUILDCD to display a "% done" listing when running in batch mode (-
| flag)?

Since BUILDCD often hangs when running from a DOS window, | can't really use the batch
mode because I can't tell if it is running or if it is hung up.

thanks,

dave

2/10/96 7:16 PM

Re(2): Fwd: How many files ca
Mark Randell

CD

You say that CdSearchFile is slow. How slow? I'm having unexplained delays in the loading
time and | wonder if CdSearchFile is the culprit. How long does CdSearchFile() take? Any info is
appreciated. Mark

2/11/96 1:30 PM
cdemu Q's
R.Brett Butler

CD

{Q.1} i noticed in the cdemu data i received that the rcube demo contains files called "psx.exe”
and "rcube.exe”. [\cdemu\sample\rcube\]

what is "psx.exe"? do i need to include it in my game cdemu stage?

{Q.2} when i'm in CDGEN (directory view). do i need to include game.map and game.cti in my
listing? do i just need to list my "game.exe" and all my (art/sound) data files?

{Q.3} the external HD i plugged into my cdemu card is an APS Drive. has anyone heard



anything about the reliability of this type with sony emulation? skipping sound? trippy movies?
{Q.4} the dox say that all data goes in track 1 except XA files. XA files go on their own tracks.
can too much data be assigned to track 1? if this happens can i assign data to track 2 and scoot
my XAs? if i can assign data to track 2, then are there special settings or CD file 1/0 special
situations that i will have to keep in mind?

{Q.5} can i possibly have a life and get this game done :)

2/12/96 5:29 PM
Re(2): where is xa7v.xa
jeffrey Hall

CD

Perhaps I'm just brain dead right now, but I'm having trouble using the movie tools to create xa
data streams. movpack gives me an error message:

XAMERGE caused a General Protection Fault in module KRNL386.exe at 0001:8f3e.

I'm not sure just how these tools should work so I'd like to get more detailed instructions to
take me from a raw 18.9kHz sample to a data file that your multi channel xa-audio
example(tuto6) can use.

Thanks for your help, Jeff Hall

2/12/96 9:33 AM

Re:cd emu Q's

David W. Marshall

R.Brett Butler

CD

Tom Boyd, the CD Master, can correct any of the following:

>>{Q.1} >>what is "psx.exe"? >>do i need to include it in my game cdemu stage?

The .exe file is created from CPE2X. You do need an .EXE file. Depending on what files your
are running when you boot your emulator, if you call your program psx.exe, it will boot
automatically. The correct way to do it is to use the SYSTEM.CNF file to specify the name of
your boot file and then to modify CDEXEC.C to load your file. | think info on cdexex.c is in the
FAQ.

>>Q.2} >>>do i need to include game.map and game.cti in my listing?

No, the CTI file is only for BUILDCD and the .MAP file is only for UPDATECD.

{Q.4} >>>can too much data be assigned to track 1? Yes/No. Depending on how you are
reading from the disk. If you are using CDSearchFile() then there is some limit to the amout of
subdirectories and files in the directories you can have. If you are accessing data by sectors, you
are only limited by the size of the 71 minute CD.

>>>if this happens can i assign data to track 2 and scoot my XAs?

No, the Sony disk is ISO standard. All your data must live in track #1 and only Redbook CD-
DA data can live in tracks 2 - 99. Track #0 holds the TOC. I'm not sure about this part, but |

>>>{Q.5} >>>can i possibly have a life and get this game done :)

Once the CD is up and running and you have the concept of how everything fits together, it is
pretty painless. Note, the SN System CD tools (UPDATECD, BUILDCD) don't do well from a
DOS window, they will sometimes hang. SN System's response to this was "these are DOS tools
that were not guaranteed for running from a DOS window". | do have ways to do temp fixes on
this problem, so if you work from windows, let me know.

dave



2/14/96 9:24 AM

Re(2): cd emu Q's

Thomas Boyd

David W. Marshall

R.Brett Butler

>>>>if this happens can i assign data to track 2 and scoot my XAs?

>No, the Sony disk is ISO standard. All your data must live in track #1 and only Redbook CD-
DA data can live in >tracks 2 - 99. Track #0 holds the TOC. I'm not sure about this part, but |

Dave is right.

Although, I have not tried it yet, | think you could scoot your XAs into another track and
reference them by absolute location if you wanted to be a pioneer, but | do not know if Sony's
CD player built into the PSX would handle the track2=data concept. It sounds dicey.

Tom

2/14/96 11.01 AM

Re(4): Fwd: How many files ca

David W. Marshall

Thomas Boyd

Mark Randell

>>>The black CD box is 2X slower on loads.

I did not know this. Can | have a breakdown in relative load times when compared to a
production unit for:

Blue PSX Black CD SCSI Emulator

Any special reason why the Black CD would be 2x slower?
thanks,

dave

2/14/96 9:37 AM

Re(3): where is xa7v.xa

Thomas Boyd

jeffrey Hall

CD

Make sure you have GUAGE.VBX and THREED.VBX in the movpack directory. | think this is
the cause of the GPF.

Tom Perhaps I'm just brain dead right now, but I'm having trouble using
the movie tools to create xa data streams. movpack gives me an error message:

XAMERGE caused a General Protection Fault in module KRNL386.exe at 0001:8f3e.

I'm not sure just how these tools should work so I'd like to get more detailed instructions to
take me from a raw 18.9kHz sample to a data file that your multi channel xa-audio
example(tuto6) can use.

Thanks for your help, Jeff Hall

2/14/796 1:01PM
movconv script capabilities



Geoffry R. Meek
Documentation

movconv apparently has some sort of scripting capability. However, as far as | can tell, it's
completely undocumented.

Since we have 1000+ videos to convert to STR format, knowing how this works would be
EXTREMELY useful!

Can anyone out there help?

Vernon Miller Virtual Music Entertainment Inc.

2/14/96 9:30 AM

Re(3): Fwd: How many files ca

Thomas Boyd

Mark Randell

CD

It tacks on a second or so at worst. Unexplained delays in load time could be from the black CD
box or CD emulator (with boot file 1.6 or earlier) because these have different timing.

CD emu version 1.7 and up has good timing. The black CD box is 2X slower on loads.

TomM -------mmmmmmmeeeee- >You say that CdSearchFile is slow. How slow? I'm having >unexplained
delays in the loading time and | wonder >if CdSearchFile is the culprit. How long does
>CdSearchFile() take? Any info is appreciated. Mark

2/14/96 11:.04 PM

Re: Hard Drive Failure
Dean M. Grandquist
CD

We have had the same problems, 4 devstations killed 5 gig drives over 8-9 months. We tried to
stop the drive from spinning all the time (delay spinup response), but it made the emulator
unusable. Our drive lights are also on all day and all night. My guess is that we are going past
MTBF since that number assumes you stop reading for some amount of time. At least a gig is
cheap 8-).

You can select the black box instead of the emulator hard drive while you are not using the PSX.
We tried this but it is too hard to remember to run a bat file before I leave 8-)

--DeanG

We have been experiencing a lot of problems with the emulator hard drives in the past month.
We have had 3 drives go bad on us and another on its way. ... Has anyone else had these
problems? Is this due to the fact that the head on the drive is constantly in motion to emulate
the CD drive that spins nonstop? My only guess is that we are wearing out the drive by leaving
them run for hours on end during the development cycle in a working day.

Is there a way in software to stop the hard drive, rather than resorting to physically turning off
the drive when we leave at the end of the day?

2/14/96 10:56 AM
Re(3): cd emu Q's
David W. Marshall
Thomas Boyd
R.Brett Butler



>>>Although, | have not tried it yet, | think you could scoot your XAs into another track and
>>>reference them by absolute location if you wanted to be a pioneer, but I do not know if
>>>Sony's CD player built into the PSX would handle the track2=data concept. It sounds dicey.
I don't think this will work. CDGEN will not allow you to put data files into other tracks. |
tried to put main.exe into track #3. CDGEN looked like it put the file in track 3, but it just
moved the file to the end of my track 1 layout.

Since Sony disks are supposed to follow the ISO standards, | would assume that having more
than one data track would cause the title to be rejected by QA.

dave

2/14/96 11:20 AM

Re(5): Fwd: How many files ca

Thomas Boyd

David W. Marshall

Mark Randell

Blueis 1:1

Black is 2X slower on loads

SCSI emulator with CDBIOS 1.7 or higher is 1:1, else it can be up to 3X slower on loads with 1.6
or earlier

Black CD is just a different drive, so it has different timing.

Tom >>>The black CD box is 2X slower on loads.

I did not know this. Can | have a breakdown in relative load times when compared to a
production unit for:

Blue PSX Black CD SCSI Emulator

Any special reason why the Black CD would be 2x slower?

thanks,

dave

2/14/96 5:.02 PM
Hard Drive Failure
Chris E. Reese

CD

We have been experiencing a lot of problems with the emulator hard drives in the past month.
We have had 3 drives go bad on us and another on its way. The drives work great at first and
then we start to get a lot of read errors during loads. Sometimes the read errors will correct
themselves during a retry, but in most cases it fails completely. In one case we had a drive that
trashed the head mechanism. Once the drive starts to fail it will never work with the emulator
again. Has anyone else had these problems? Is this due to the fact that the head on the drive is
constantly in motion to emulate the CD drive that spins nonstop? My only guess is that we are
wearing out the drive by leaving them run for hours on end during the development cycle in a
working day.

Is there a way in software to stop the hard drive, rather than resorting to physically turning off
the drive when we leave at the end of the day?

Chris Reese Eidetic, Inc.

2/15/96 6:44 PM
Re: movconv script capabilities
Dave Elton



CD

What we tried the same thing before is using windows or PcTools' macro script recorder to
record all the mouse input and then batch the recorded script to load up MovConv and creating
movies. It worked somehow.

Simon ReadySoft Inc.

2/15/96 10:27 AM
Re(2): Hard Drive Failure
David W. Marshall

CD

This is the first | have heard of this, so ignore me if what | am about to say makes no sense.
My green light also blinks all day. | assume this is because the emulator is emulating the Sony
production unit's infinite pause state. | noticed that if | do a CdIStop when | am finished with a
read, the green light will go out. Of course this means my reads will take longer, since | now
have to wait for the disk to spin up to speed.

Any thougths out there about using CdIStop to save my EMU drives?

thanks,

dave

2/15/96 9:39 AM

Re: Hard Drive Failure
Mike Heilemann

CD

We have had the same sort of problems, | personally have had 4 drives go bad on me alone here,
and we would also be interested in any possible way of saving drives...
Mike Heilemann Sr. Programmer GameTek

2/15/96 6:40 PM

Play Single speed XA movie
Dave Elton

CD

I am trying to play a movie at single speed | made from MovConv. The movie is created at
single speed. But when I played it back, the movie is played twice as it is supposed to be. No
matter whether | set the CdIModeSpeed in CdSetMode cammand or not, the movie still plays
twice as fast. Is there any way to play back the movie at single speed? | thought the cd reading
is default to single speed, but apparently it is not. Is it possible the hard drive emulation only
emulates double speed? | am using the same code in cdemu\sample\movie directory.

Simon ReadySoft Inc.

2/16/96 12:38 PM
StSetChannel
Geoffry R. Meek
CD



I am trying to use StSetChannel to play a particular video in a packed STR file. I've converted
and packed the file correctly , | believe, but no matter which channel I set | always get channel 0
audio. The video is correct, the audio is always channel 0.

Does anybody have any idea what is going on?

Thanx,

Ron Maxwell Virtual Music Entertainment, Inc.

2/16/96 12:01 PM

Re(2): movconv script capabilities
Geoffry R. Meek

CD

Thanks. We did that already, but we figured that an actual supported script language that only
required us to transport text files from system to system was preferable to having to set up an
entire environment just to automate the video conversion. If you know what | mean.

However, one of my co-workers did find this morning in the "samples" area, that there is a file
containing a couple sample scripts, along with comments that apparently show the syntax and
arguments for the script commands.

I guess my mistake was not looking in the *sample code* area for instructions on running a
development tool - | expected to find it in the *documentation* in the chapter on "movconv".
Silly me! :-)

Vernon Miller

2/20/96 12:51 PM

Re(6): Fwd: How many files ca

David W. Marshall

Thomas Boyd

CD

>>>Blue is 1:1 >>>Black is 2X slower on loads >>>SCSI emulator with CDBIOS 1.7 or higher is
1:1, else it can be up to 3X slower on loads >>>with 1.6 or earlier >>>Black CD is just a different
drive, so it has different timing.

I just burnt a disk that would run on a blue PSX so | did some of my own timing tests and got
different results.

To load all my data, it took:

Blue 7 seconds Black 8 seconds Emu 10 seconds

I am using CDBOOQOT30.bin and version 1.04 of CDBIOS. The previos message mentioned that
version 1.7 or higher should be used. Version 1.04 is the version of CDBIOS given in the latest
cd emulator release 1/25/96. So could someone either correct the previous message, correct the
cdbios file in the release directory, or have sn systems correct the version number.

thanks,

dave

2/21/96 6:15PM

Re(7): Fwd: How many files ca
Thomas Boyd

David W. Marshall

CD

Dave,

I have not timed CDBOOT30 yet.



Version 1.7 was referring to the CDBOOT1X.BIN program, not CDBIOS. | will clarify in the
FAQ. Since the numbering scheme is goofy, | will list in chronological order:

CDBOOT15.BIN / CDBOOT25.BIN Version 1.5 / 2.5 // does not work CDBOOT16.BIN /
CDBOOT26.BIN Version 1.6 / 2.6 // works, but slowly CDBOOT17.BIN / CDBOOT27.BIN
Version 1.7 / 2.7 // timing good for all but short seeks CDBOOT18.BIN / CDBOOT28.BIN
Version 1.8 / 2.8 // timing good, but ocasionally crashes (use 1.7) CDBOOT30.BIN Version 3.0
// multi CD functionality

So by