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‘ 1 Overview of the Software

Purpose

The Generator Tools package is a tool package consisting of software for creating and verifying master
discs and master packages, to be used for submitting PlayStation®3 titles.

The Generator Tools package includes the following software.

Disc Image Generator for PlayStation®3

Disc Image Generator for PlayStation®3 (Generator) is a software for creating master disc image files, and
for writing the image files onto writable Blu-ray Discs or onto the BD emulator HDD.

The Generator is stored as the ps3gen.exe executable file in the Generator Tools package.

System File Utility for PlayStation®3

System File Utility for PlayStation®3 (System File Utility) is a software for creating and verifying system
files (*.sfo), which are required in disc boot games, HDD boot games, game patches, etc.

The System File Utility is stored as the ps3sys.exe executable file in the Generator Tools package.

Disc Image Checker for PlayStation®3

Disc Image Checker for PlayStation®3 (Checker) is a software for displaying and verifying game discs to
be submitted, or their image files, and also for extracting content files.

The Checker is stored as the ps3chk.exe executable file in the Generator Tools package.

Trophy Pack File Utility for PlayStation®3

ps3trp.exe

Trophy Pack File Utility for PlayStation®3 (Trophy Pack File Utility) is a software for creating and
verifying trophy pack files (*.trp), which are required in disc boot games and HDD boot games that
support the trophy system.

The Trophy Pack File Utility is stored as the ps3trp.exe executable file in the Generator Tools package.

Disc Image Generator for PlayStation®3 Command Line Version

Disc Image Generator for PlayStation®3 Command Line Version (Command Line Version Generator) is a
software that provides GUI software features - including features of the Generator - as CUI .

The Command Line Version Generator is stored as the ps3cmd.exe executable file in the Generator Tools
package.

Note

Not all the features provided for the GUI are provided by the Command Line Version Generator. There
are also features that are only provided by the Command Line Version Generator. For more details, please
refer to the next chapter.

©SCEl Generator Tools
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System Requirements

The software contained in the Generator Tools package runs in the following environment.

Operating system Windows XP SP2 or later, Windows Vista SP1 or later
Required software Microsoft .NET Framework Version 1.1 or later (*1)
Available RAM 128 MB

Other An executable file must exist on a local drive.

While the Generator is running, writing software of other companies
(including packet writing software) must not be run.

When using features related to the BD emulator HDD on Windows
Vista, execute the software with an administrator privilege.

(*1) Microsoft .NET Framework Version 1.1 is available for download from the following Microsoft
Corporation website.

http:/ / www.microsoft.com/downloads/ details.aspx?FamilyID=262d25e3-£589-4842-8157-034d1e7cf3a3&displaylang=en

©SCEl Generator Tools
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2 Main Features of the Software

This chapter describes the main features provided by the Generator Tools package.

Editing a Project

A project represents the information required for creating a disc image, such as, attributes of files to be
included and their directory configuration, placement and order of the files on the disc, etc.

The Generator provides features to create, display, and edit projects, as well as to read/write project files
(*-gp3).

For details, refer to the "Editing a Project" section of chapter 3, and chapter 8 "Reference: Disc Image
Generator for PlayStation®3".

Note
The project file contains a list of files (link information) to be included in the disc image, as well as the
contents of special files, such as, the system file.

Figure 1 Editing a Project

Program files

_ . Parameters
Project file Link information to

the files
[1

Drag & drop Open/Save
N Y/
/—\

ps3gen.exe Edit parameters

"

(*.gp3)

Data files

Content info.
files
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Creating an Iso Image File/Emu Image File and Writing to the BD Emulator HDD

The Generator or the Command Line Version Generator can be used to create an Iso image file (*.iso) or an
Emu image file (*.emu) from a project. It is also possible to create an Emu image and to directly write it to
the BD emulator HDD.

For details, refer to the "Creating an Iso Image File" section of chapter 3; chapter 8,"Reference: Disc Image
Generator for PlayStation®3"; and the "build Command" section of chapter 12.

Figure 2 Creating an Iso Image File/Emu Image File and Writing to the BD Emulator HDD

; . Parameters
Project file Link information to
(*.gp3) the files

Open

ps3gen.exe

Program files ps3cmd.exe

Data files

Content info.
files

Build Image

PN

BD emulator HDD

Iso image file Emu image file
(*.iso) (*.emu)

Iso Image File

The Iso image file consists of contents that are to be written onto a Blu-ray Disc. The contents are
connected together in the file.

The Iso image file can be written onto a Blu-ray Disc to create a disc that runs on the Reference Tool as
well as the Debugging Station. A master disc to be submitted must also be created in this format.

Iso image files can be converted to Emu image files and written to the BD emulator HDD. For details, refer
to the "Dialog for Image Information" section of chapter 8 "Reference: Disc Image Generator for
PlayStation®3".

Emu Image File

The Emu image file consists of contents that are to be written on the BD emulator HDD. The contents are
connected together in the file. Although the Emu image file is similar to the Iso image file, the contents of
the Emu image file are not encrypted and the file cannot be used to create a master disc for submission.
The Emu image file can be executed on the Reference Tool or Debugging Station by first writing the file
via the network onto the HDD built into the Reference Tool, or using the BD Emulator HDD Utility
feature of the Generator to write the file to the BD emulator HDD.

Regarding the use of the BD emulator, also refer to the "Reference System Supplement" document.

©SCEl Generator Tools
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BD Emulator HDD

The BD emulator HDD is a specially formatted hard disk, on which multiple Emu images can be stored.
Data other than Emu images cannot be stored on the BD emulator HDD. Connect the BD emulator HDD
to the USB connector of the Reference Tool or Debugging Station to run it in place of a Blu-ray Disc.

Refer also to the "Reference System Supplement" document.

Writing an Iso Image File to a Blu-ray Disc

The Generator or the Command Line Version Generator can be used to write an Iso image file (*.iso) onto
a Blu-ray Disc. The write requires a writable Blu-ray Disc media (BD-R or BD-RE) and a Blu-ray Disc
drive.

For details, refer to the "Writing to a Blu-ray Disc" section of chapter 3; chapter 8,"Reference: Disc Image
Generator for PlayStation®3"; and the "burn Command" section of chapter 12.

Figure 3 Writing an Iso Image File to a Blu-ray Disc

Iso Image File
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ps3gen.exe
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Displaying and Verifying an Iso Image File/Blu-ray Disc

Cossgen oxe J posch oxe Rpsaoma exc]

The Generator, Checker, and Command Line Version Generator have features to display basic
information of the Iso image file and the Blu-ray Disc, and to verify that their contents contain no errors.
Upon submitting a master disc, use this feature and confirm that your master disc has no errors.

For details, refer to the "Verifying the Blu-ray Disc" section of chapter 3; chapter 8,"Reference: Disc Image
Generator for PlayStation®3; chapter 10, "Reference: Disc Image Checker for PlayStation®3"; and the
"verify Command" section of chapter 12.

Figure 4 Displaying and Verifying an Iso Image File/Blu-ray Disc

Iso Image File
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Creating a System File (*.sfo)

The System File Utility or the Command Line Version Generator can be used to create a system file (*.sfo).

The system file stores the parameters required for starting up the application, and the text to be displayed.
The system file is required to create a disc boot game, HDD boot game, game patch, game data, etc.

For details, refer to chapter 4, "Creating a System File"; chapter 9, "Reference: System File Utility for
PlayStation®3"; and the "make_sfo Command" section of chapter 12.

Figure 5 Creating a System File (*.sfo)

ps3cmd.exe

Parameter
System File
Make *.sfo file (*.sfo)
XML format / f
Open / Save
/\
ps3sys.exe Edit Parameters

"

Note
For a disc boot game, the creation of the system file is included in the feature for editing a project within
the Generator (ps3gen.exe), and there is no need to create the system file.

©SCEl Generator Tools
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Creating and Verifying a Trophy Pack File (*.trp)

The Trophy Pack File Utility or the Command Line Version Generator can be used to create a trophy pack
file (*.trp).

The trophy pack file stores text and icons related to trophies. The trophy pack file is required to create a
disc boot game or HDD boot game that supports the trophy system.

For details, refer to chapter 5, "Creating and Checking a Trophy Pack File"; chapter 11, "Reference: Trophy
Pack File Utility for PlayStation®3"; and the "make_trp Command" and the "extract_trp command" section

of chapter 12.
Information File

Icon Files II
(*.sfm)
‘ \ Trophy Pack

Drag & Drop Import / Export File (*.trp)

[t

Open / Save

/\
ps3trp.exe Edit Parameters

“—
[t

Open / Save

+/

Trophy
description File
(*.trx)

Figure 6 Creating a Trophy Pack File (*.trp)

|
language

XML format

ps3cmd.exe

\ Make / Extract *.trp file
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Verifying Program Files

The Command Line Version Generator provides a feature to verify program files (SELF file and SPRX file).
When submitting a master package of an HDD boot game or game patch, use this feature to confirm that
there are no errors in any of the program files in the package.

For details, refer to the "veri_file Command" section of in chapter 12.

Figure 7 Verifying Program Files

SELF File SPRX File

Verify File

Vy

ps3cmd.exe

Note
For a disc boot game, the feature for verifying an ISO image file/Blu-ray Disc entails the verification of all

files included on the disc, and there is no need to verify the program files.

Saving the Content of a Blu-ray Disc as an Iso Image File

The Generator or Checker can be used to read the content of a Blu-ray Disc and to save it as an Iso image
file. This feature is useful, for example, when you want to duplicate the disc.

For details, refer to chapter 10, "Reference: Disc Image Checker for PlayStation®3".

Figure 8 Saving the Content of a Blu-ray Disc as an Iso Image File

ps3gen.exe / ps3chk.exe

Iso Image File
(*.iso)
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Extracting Files from a Blu-ray Disc/lso Image File

Co=5gon oxe J psschk oxe]

The Generator or Checker can be used to extract individual files from a Blu-ray Disc or Iso image file and
to save them. The encrypted files will also be decrypted in the process.

For details, refer to chapter 10, "Reference: Disc Image Checker for PlayStation®3".

Figure 9 Extracting Files from a Blu-ray Disc/lso Image File

Iso Image File
(*.iso)

ps3gen.exe / ps3chk.exe Decrypt Files

BD Emulator HDD Utility

The Generator or Command Line Version Generator can be used to perform the following on a BD
emulator HDD that is connected to the host PC.

e Display a list of Emu images stored on the BD emulator HDD

e Format the BD emulator HDD (the Command Line Version does not support this feature to prevent
the unintended deletion of data)

e Write an Emu image file onto the BD emulator HDD
e Erase an Emu image stored on the BD emulator HDD
¢ Change the default Emu image used for startup
For details, refer to chapter 6, "Using the BD Emulator"; chapter 8, "Reference: Disc Image Generator for

PlayStation®3"; and the "conv_emu Command", "erase_emu_hdd Command", "set_emu_hdd Command"
and "list_emu_hdd Command" of chapter 12.

©SCEl Generator Tools
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‘ 3 Creating an Iso Image File and a Blu-ray Disc

This chapter describes how to use the Generator (ps3gen.exe) to create an Iso image file and a Blu-ray Disc.
The procedure includes the following steps.

e Starting up the Generator

e Editing a project

(1) Enter disc and file system information

(2) Change disc content

(3) Set the system file and the content information files
(4) Place the program files and data files

(5) Save the project

¢ Create an Iso image file

e Write to a Blu-ray Disc

e Verify the Blu-ray Disc

Starting up the Generator

Start up the Generator (ps3gen.exe). The Volume tab will open for a new project.

Figure 10 Window (Volume Tab) upon Generator Startup

& Disc Imaege Generator for PlayStation®3 E@@
File Edit Wiew GCommand Help

i | e
D) ZHTH Laverd: 131584 f 12218368 (1.1% used) = | &= <
Single Layer Build Shaw Burn

2| Yolume | ": Directory| ~ Layout
Master Disc Information Disc Content
Disc Type! |BD 25GE Single Layer (BD25) v|  [@Disc Boot Game
Tite ID: || =
Disc Yersion: |01.00 O Trophy

[web cantent

Patches for Disc
) ¥
Copyright Holder: Boot Game

[install Packages

Disc Date: |2010-03-27

Producer Marme:

Murmber of Packages:
Region: []Region Restriction

[video Items {unencrypted)

Humber of Yideo Items:

File Systern Information
O Therme Iters (Unencrypted)

Yolume ID: | PS3vOLUME
¥olume TImestamp: | 2010-03-27 14:16:43 b

Extra Contents fo 19
Fils Systam Type: CExtra Contents (hew format)

status

Note
If the message, "The application failed to initialize properly." is displayed and the Generator cannot be
started up, .NET Framework may not be installed. Please check your operating environment.
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Editing a Project

(1) Enter Disc and File System Information

In the fields displayed on the left side of the Volume tab window, enter or select appropriate values for
the following.

e Disc Type

e Title ID

¢ Disc Version
e Disc Date

e Copyright Holder

e Producer Name

e Region (optional)
e Volume ID

¢ Volume Timestamp

Figure 11 Enter Disc and File System Information

& Disc Imaege Generator for PlayStation®3

File Edit Wiew GCommand Help

BD 25GB
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[video Items {unencrypted)
Humber of Yideo Items:
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= ) L <
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Ewvild Show Burn

Setup Game ...

status

Note

If you are creating a disc image (for debugging, for example), in which errors can be contained, set either
of the following and this will refrain from aborting the image creation process when errors are detected.

- Set "TEST-xxxxx" (where xxxxx is a 5-digit integer) to the Title ID

- Set "00.00" to the Disc Version
Please note, however, that a disc with either of the above values cannot be submitted as a master disc.

©SCEI
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(2) Change Disc Content

If any one of the following applies to the disc you created, change the checkboxes on the right side of the
Volume tab window, as appropriate.

e The master disc includes a disc boot game that supports the game purchase feature, and you want to
change the settings for the system file or content information files before and after the purchase:
— First click on the [Setup Game ...] button to open the dialog for game settings. Mark the checkbox
to support game purchase feature. Return to the Volume tab and mark the [Change the setting after
Game Purchase (C00)] checkbox.

¢ The master disc includes a disc boot game that supports the trophy system:
— Mark the [Trophy] checkbox.

¢ The master disc includes a disc boot game that contains Web content area:
— Mark the [Web content] checkbox.

e The master disc includes patch packages that are automatically applied to the disc boot game:
— Mark the [Patches for Disc Boot Game] checkbox.

e The disc includes install packages:
— Mark the [Install Packages] checkbox, and set the number of packages.

¢ The disc includes video content data:
— Mark the [Video Items (unencrypted)] checkbox and set the number of video content data.

e The disc includes theme content data:
— Mark the [Theme Items (unencrypted)] checkbox.

e The disc includes extra contents (new format):
— Mark the [Extra Contents (new format)] checkbox.

Note
Contact to SCE in advance if you create the master disc that includes patch packages that are automatically
applied to the disc boot game.

©SCEI
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Figure 12 Change Disc Contents
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Ewvild Show Burn

Master Disc Information

Disc Type: |BD 25GB Single Layer (8025)

Y|

Title ID: D - |:|

Disc Version:

Disc Date: |2010-03-27

Copyright Holder: |
Producer Marme: |

Region: []Region Restriction

File Systern Information

volume D: |PS3vOLUME

volume Timestamp: |2010-03-27 14:16:43 v

File System Type:

{ Disc Content

Disc Boot Game

O Trophy

[web cantent

DPatches for Disc
Boot Game

[install Packages

Murmber of Packages:

[video Items {unencrypted)
Humber of Yideo Items:

O Therme Iters (Unencrypted)

CExtra Contents (hew format)

Setup Game ...

status
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(3) Set System File and Content Information Files

Click the [Setup Game ...] button.

Figure 13 [Setup Game ...] Button

& Dizc Imaee Generator for PLAYSTATION®3 *

File  Edit Miew Command Help
BD 25GB i o | =
. Layerd: 131552 [ 122128368 (1.1% used) el T -ls
Single Layer Build Show Burn
=| volume | = Directory| _ Layout
Master Disc Information Disc Content
Digt Typa: |BD 259GB Single Layer (BD2T) v| ¥IDisc Boot Game | Setup Game ... I
Disc Version: O rrophy

The dialog for game settings will open when you click the [Setup Game ...] button. From the General

Parameter tab of the dialog for game settings, enter the following parameters.
o Title (default)
e Title (localized) (optional)
e PSP™ remote play (optional)
e Application Version
e Parental Lock Level (Default)
¢ Resolution
¢ Sound Format
e PlayStation®Move (optional)

¢ 3D warning (optional)
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Figure 14 General Parameter Tab of the Dialog for Game Settings

& Disc Boot Game Setup (/PS3_ GAME)
File Edit

General Parameter | Advanced Parameter

Content Information Files

Title ID: [SMPL_| - 00001 |

Wersion: I:l

Title (default): Default Tite Name

.

) Parental Lock Level:

Resolution:

Title (localized): [ETAEUCDQ’H‘JL'%
‘Japanese V'

480(16:3) [480

wen 720 [s7ecie:sy C1s76 |

atribute:  fLIPSP™ remote play

Application \ersion:

DTS Digital Surround

PlayStation@have: [ [ Support PlayStation@Move

Sound Format: [17.1LPcm []5.1Pcv - [J2LPCM
Dolby ™ Digital

3D warning:

Key Description Format Max Len  Value
APP_VER Application or Patch versi..  String{UTF-8) 8 01.00
ATTRIBUTE arious parameter Integer 4 32 (0x20)
BOOTABLE Is bootable or not Integer 4 1 (1)
CATEGORY Category of content String{UTF-8) 4 DG
LICENSE License information String{UTF-8) 512 Library programs ©Sony Computer Entertai...
PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)
PS3_SYSTEM_VER  Required System Version String{LTF-8) 8 00.93
RESCOLUTION Supported resolution Integer 4 0 (00
?OUND FORMAT Sound Forrat Inteaer 4 0 (00 u
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Enter the following parameters from the Advanced Parameter tab, as necessary.

e Game Purchase (optional)

e Parental Lock Level (License Area) (optional)

e XMB™ (in game) (optional)

e NP Comm ID for Bootable Message (optional)

Figure 15 Advanced Parameter Tab of the Dialog for Game Settings

@ Disc Boot Game Setup (/P53 GAME} *

Fils  Edit

Game Purchase: 1Support Game Purchasel

General Parameter | Advanced Parameter

Content ID for Game Purchase:

Content Information Files

EVDDDD-SMPLDDDD 1701-HOGEHOGEHOGEHOGE| ]

{License Area) | for each License Area

Parental Lock Level: FDiﬁ’erent Parental Lok Level SCE]

SCEH

SCEA

SCEK

SCEE
SCH

HWB™ (in game): Enable BGM

Key Description

APF_VER Application or Patch versi...
ATTRIBUTE Various pararmeter
BOOTABLE Iz bootable or not
CATEGORY Cateqory of content
CONTENT_ID Content 1D

LICENSE License infarmation

PARENTAL_LEVEL Parental Lock Level (defa...
PS3_SYSTEM_WER Required Systern Yersion
RESOLUTION Supborted resolution

<

MNP Comm ID for Bootable Message: :

Format
SiringiUTF-8)
Irteger
Integer
String{lUTF-8)
String{lJTF-8)
String{lJTF-8)
Integer
Siring{UTF-)
Inteaer

Attribute (Advanced):

Max Len Value
8 01.00
4 524320 {(0x80020)
4 1 (0d)
4 DG

48 IvO000-SMPLOOOO1_01-HOGEHOGEHOGEHOGE
512 Library programs ©Sony Computer Entertai...

4 1 ()
8 00.93
4 0 (0x0
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Set content information from the Content Information Files tab.

Drag-and-drop content information files to the Content Information Files tab to add them onto the shown

list. Right-click the file on the list to change the type and language of the file, as appropriate.

Figure 16 Content Information Files Tab of the Dialog for Game Settings

& Disc Boot Game Setup (#PS3 GAME) *
File Edit

select File Type by right click.

Target File Mame  File Type

Default Content Information Filename

Drag and drop Content Information Files (Icon, Background, stc) and

Dutch

General Parameter | Advanced Parameter | Content Information Files

Preview

Criginal File Name

ICONOPHNG Still Irnage Icon {default) D ¥dev¥work¥generator2¥p3gentools¥auto_test¥data¥l..
ICONO_04.PNG Still Irnage Icon (German) D ¥dev¥work¥generator2¥pagentools¥auto_test¥data¥l..
ICON1.PAM animated Image Ioon (default) D ¥dev¥work¥generator2¥pagentools¥auto_test¥data¥l..
PICO.PMNG Content Description Graphic {default) D ¥dev¥work¥generator2¥p3gentools¥auto_test¥datay...
PICO_O4.PMNG Content Description Graphic (German) D ¥dev¥work¥generator2¥p3gentools¥auto_test¥datay...
PIC1.PMNG Content Information Background (default) D:¥dev¥work¥generator2¥p3gentools¥auto_test¥datay...
St Toformotion_Bockoround_dCoeoegr’) D¥dev¥work¥generator2¥p3gentools¥auto_fest¥data¥...
FICz.prG | Ol Image Teon (GOND) | D ¥dev¥work¥gener ator 2¥p3gentools ¥ autn_test¥datay, .
PICZ_D4.Pr an) D¥dev¥work ¥generator2¥p3gentools¥ auto_test¥data¥...
SHDO.AT3 gg::::: g:zz::s::z: g:s::z gguzPIOZ) : "‘ D¥dev¥work ¥generator2¥p3gentools¥ auto_test¥data¥...
Gontent Infarmation Backeround (PIG1} Default
Japarese
English
Delete.. Del ;;:]E:h
Rename F2
» German
Ttalian

By specifying filenames in the designated format, such as, ICONO.PNG and PIC0.PNG, before
dragging-and-dropping the content information files, the operation of setting the file's type and language

can be skipped. For details, refer to the "Content Information Specifications" document.

After the system file and content information files are set from the dialog for game settings, click on the

[OK] button and close the dialog.

If the disc you want to create applies to any of the following, set the system file and content information

files for it as appropriate.

¢ The master disc includes a disc boot game that supports the game purchase feature, and you want to
change the settings of the system file or the content information files before and after the purchase:
— Click on the [Setup Game (CO00) ...] button and make settings for the system files and content

information files after the purchase.

¢ The master disc includes patch packages that are automatically applied to the disc boot game:

— Contact to SCE.

e The disc includes install packages:

— Click on the [Setup Package Root ...] button and set the system file and content information files

for the install disc.

— Set the number of install packages in the [Number of Packages] combo box.
— Click on the [Setup Package ...] button and make settings regarding the system file, content
information files, and install package file, for each install package.
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e The disc includes video content data:
— Click on the [Setup Video Root ...] button and make settings for the system file and content
information files of the video content disc.
— Set the number of video content data in the [Number of Video Items] combo box.
— Click on the [Setup Video Item ...] button and make settings on the system file, content
information files, and video content data file, for each video content data.

¢ The disc includes theme content data:
— Click on the [Setup Theme Root ...] button and make settings for the system file and content
information files of the theme content disc.
— Click on the [Setup Theme Items ...] button, open the dialog for content files and make settings for
the theme content data files.

e The disc includes extra contents:
— Click on the [Setup Content Root ...] button and make settings for the system file and content
information files of the extra content disc.
— Click on the [Setup Content Items ...] button, open the dialog for content files and make settings
for the extra content data files.

(4) Place Program Files and Data Files

Set the program files and data files to include in the disc, from the Directory tab.

Select the directory from the tree view on the left side, and drag-and-drop files onto the list view on the
right.

Note
Program files and data files that are required in the disc boot game must be placed under the
/PS3_GAME/USRDIR directory.

Figure 17 Place Program Files and Data Files

& Disc Imaege Generator for PLAYSTATION®3 *

File Edit View GCommand Help
- ) |
REDEZoLE Layer®; 131936 f 12218368 (1.1% used) = | & -
Single Layer Euwild Shaow Burn
=] Volume | : Directory | - Layout
2 Root . Length  Last Modified Sectors | StartLSN End LSM
= PS2_GAME 207064  2007-04-26 00:26:31 102 716 817
= {j USRDIR | Graphic
_ Graphic | Network
| Metwark | Score
_| Score | Stream
| Stream &) dermo.bin 207064  2007-08-07 13:57:22 102 512 613
| PS3_UPDATE 8 effect.pic 207084 2007-08-27 21:19:55 102 514 715
ki 2
status
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(5) Save the Project

From the [File] menu, select [Save Project] and save the edited content to a project file (*.gp3).

Note
The saved project file can be loaded by selecting [Open Project ...] from the [File] menu.

Creating an Iso Image File

When you finish editing the project, click the [Build] button.

If no errors or warnings are detected, the dialog for starting the build will open. If an error or warning is
detected, the dialog for displaying pre-build verification results will open. Confirm the content of the

error or Warning.

Select "For Disc" to make a disc, Select "For B 7' to make an image file for BD Ermulator of
Reference Tool. Select "For BD Emulator HDD (d ' to write an image to an Emulator HOD directly,

For Disc (*.is0) | or BD Emulator (*.emu) | For BD Emulator HOD (direct)

Figure 18 Dialog for Starting the Build

=
Show

-
Burn

Select Output Image Format

IS0 Image File : |D:¥dev¥image¥h0geu.isu I| [Select ]

[#lBurn after Build

¥¥ ¥Cdrom0 SHIT A L1 v=1,50, 01/00/]83 [Load ] [Eject] [Rescan ]

Reguired Media Type | BD-RE 5L / BD-R SL
Inserted Media Type : (Medium Mot Present)

[¥]verify after Burn (This option is strongly recommended for BD media)

[CJEnable File Synchronization function

'[ Build ]' [ Cancel ]

Select the output destination of the ISO image file from the For Disc (*.iso) tab and click on the [Build]
button to start the creation of the Iso image file.

Note

When marking the [Burn after Build] checkbox and the [Verify after Burn] checkbox, you will be able to
proceed to the processing of writing to a Blu-ray Disc and subsequently of verifying the disc.
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Writing to a Blu-ray Disc

Click on the [Burn] button to open the dialog for starting the burn.

Figure 19 Dialog for Starting the Burn

as )
=

Build Shaw

(=Lt NN et T
Burn Disc

Source Disc Image File

D:¥dev¥image¥hogel.iso | [Select File I

Disc Image Type :  Master Disc for PLAYSTATIONES

Title ID @ TEST-32333 Wergion ;01,00
Title (default):

Target Disc Orive:

-

Required Media Type @ BD-RE SL /BD-R SL
Inserted Media Type @ (Medium Mot Present)

[¥]Werify after Burn (This cption is strongly recormmended for BD media)

| Burn I Cancel

Select the Iso image file and the write destination drive, and click on the [Burn] button to start writing to a

Blu-ray Disc.

Note

Mark the [Verify after Burn] checkbox (marked by default) to proceed to the processing of verifying the
Blu-ray Disc after the write.
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Verifying the Blu-ray Disc

Click on the [Show] button to open the dialog for image information.

Figure 20 Dialog for Image Information

& Disc Imaee Information

Input

Select a drive which a disc is inserted, select an image file (* .isa), or drag and drop a file onto this dialog,

O Disc Drive

() Disc Image File |D:¥dev¥image¥hoge7iso.iso

| [SB\ect File ... J

Disc Image Information
Master Disc for PLAYSTATIONES
TEST-12345

Disc Image Type :
Title 1D :
Title (default):

Disc Type :
Disc Date ;

Extra Mote :

Murmber of Sectors

The Warrior of Dai-Sougen: The Last
Mission

BD 25GB Single Layer
2007-07-20

Total = 132832(000206E0%, LOA1 = 132832(000206E0)/0(00000000), 0.3GByt=

Wersion
Parental Lock Level :
SDK Yersian :

System Yersion :

Close

01.00

1
01,5000
018000

Yolurme ID ;. PS3YOLUME File System @ [#]150 9660 [#] Joliet
Yal, Timestamp @ 2007-07-20 00:32:27 OuoF 1.x  [MIUDF 2.x
Extra Information
A

Select the Iso image file, or the drive containing the Blu-ray Disc, to verify, and click on the [Verify] button.
The verification will be started and a progress dialog will be displayed.

Figure 21

Progress Dialog during Verification

Eroeress Dialoe

werifying Disc Image. ..

10% [--------

Detailed Log
Filter
Timestamp Level Log Message e
2008-07-18 17:51:... [Debug] EBOOT.BIN: Embedded ELF found {ofs=E40FS0).
2002-07-12 17:51:... [Info] EBOOT.BIM{embeddad #00%: SPU ELF file, SDK version = unknown,
2008-07-18 17:51:... [Debug] EROOT.BIM{Embedded #00): SPU name = synth2.elf,
2008-07-18 17:51:... [Debug] Checking Updater File FS3_UPDATEFSIUPDAT.PUP (blark).
2008-07-18 17:51:... [Debug] Checking SHA-1 hash of disc image.
2008-07-18 17:51:... [Debug] Expected SHA-1: 3446AD3F54395E3CE231CTDEECIS7S4365 7B TER —
w
< | &
i |
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If the verification completes without an error or warning being detected, the message, "Verify Process
successfully finished." will be displayed, and a green square will be displayed on the upper right section

of the dialog.

Figure 22 Example of Having No Error or Warning Detected in the Verification Result

Progress Dialog

Yerify Process successfully finished, @
100% | ]
Detailed Log
Filter |Display all messages
Timestamp Level Log Message b
2008-07-18 19:27:... [Debug] Checking SHA-1 hash of disc image.
2005-07-18 19:27:... [Debug] Expected SHaA-1: 42BAB0A0ATIS32FDF3226R0755735E44 15239003t
2005-07-18 19:34.... [Debug] Actual SHa-1 @ AZBABOADAS332FDFS226B0735739E44152390938
2008-07-18 19:34:... [Debug] SHA-1 is correct.
2002-07-18 19:34:... [Info] -- %erify Process Finished. ret=00000000
2008-07-18 19:34:... [Info] “erify Process successfully finished. —
w
< | B
]

If an error or warning is detected during the verification result, the square displayed on the upper right
section of the dialog will be orange or red, respectively. Confirm the error/warning from the log details.

Figure 23 Example of the Verification Result Containing a Warning

Eroeress Dialoe

Werify Process successfully finished.
100% [
Abort
Detailed Log
Filter |Display all messages v
Timestamp Level Log Message e
2008-07-18 17:51:.] [Debug] PS3LOG0.0AT: Logo.
2008-07-18 17:51:..] [Debug] ICOMOPMG: 320x176,/32hit.
2008-07-18 17:51:..] [Debug] ICOMLPAM: Vidso, —
2008-07-18 17:51:..| [Warn] ICOMLPAM: Mot CaWLC,
2008-07-18 17:51:..] [Debug] PICO.PMG: 1000x550/32hit.
2008-07-18 17:51:..] [Debug] PICL.PMG: 1920x1050/24bit,
FE-N7-18 17051 | Mebonl  PIE? PRs: =31 meesnsazhit , [
¥a|

Figure 24 Example of the Verification Result Containing an Error

Eroeress Dialoe

werify Process ended with one or more ERRORs,
99% | ]
Detailed Log
Filter |Display all messages v
Timestamp Level Log Message e
2008-07-18 16:54:..] [Debug] Checking SHA-1 hash of disc image.
2008-07-18 16:54:..] [Debug] Expected SHA-1: ECO218384664C8046AA0FDFA3D1SC1DEF17420.
2008-07-18 16:55:..] [Debug] Actual SHA-1 @ ECO3128334664C80496AA0FDFAII1SCIDIF17428E
2008-07-18 16:55:..] [Debug] SHA-1 is correct,
2005-07-18 16:55:..] [Info] -- erify Process Finished. ret=E0003002
2008-07-18 16:...| [Error] ¥erify Process ended with one or more ERRORs. —
w
< | &

V|

©SCEI

-28 -

Generator Tools



SCE CONFIDENTIAL

4 Creating a System File

This chapter describes how to create a system file using the System File Utility (ps3sys.exe).

Starting up the System File Utility

Start up the System File Utility (ps3sys.exe). The General Parameter tab will first open.

Figure 25 Window (General Parameter Tab) upon System File Utility Startup

& System File Utility for PlayStation®3
File Edit Help

Category/Patch

Title ID: =

Title {default):

Title (localized):

~

attribute: [1PSP™ remate play

Application Yersion: 01,00

PS3_SYSTEM_VER Required Systern Yersion
RESOLUTION Supported resolution
SOUND FORMAT Sound Format

<

eneral Parameter |

Keny Description

APP_VER Application or Patch Versi..
ATTRIBUTE Various parameter
BOOTABLE Is bootable or not
CATEGORY Cateqgory of content
LICEMSE License information

PAREMTAL_LEVEL Parental Lock Level (defa...

Advanced Parameter

System File for Disc Game

Wergion: 01,00

Farental Lock Level: Default |1 v

Resolution: [J1ioe0 [J720 [Js76¢16:9) (1576

[J4a016:9y [J480

Sound Format: [J7.1tpcm [Js.1Pcv [J2LPcm

[CJoolby™ Digital
[JDTS Digital Surround

FlayStation@Move: []Support PlayStation@®Move

Format
String{lUTF-8)
Integer
Integer
String{lJTF-8)
String{lJTF-8)
Integer
String{LTF-8)
Integer
Inteaer

30 warning: []30 warning display

Iax Len

Value

01.00

32 (Ox20)

1 (0x1)

DG

Library programs @Sony Computer Entertai...
1 (0x1)

00,93

0 (w0

0 (0x0Y

Note

If the message, "The application failed to initialize properly." is displayed and the utility cannot be started
up, .NET Framework may not be installed. Please check your operating environment.
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Selecting the Category and Setting the Program/Patch

Select Category

Open the [Category/Patch] tab. Select the category for the system file you want to create.

e System file for a disc boot game

e System file for a disc boot game patch

e System file of an HDD boot game

e System file for an HDD boot game patch

e System file for a game data

Note

Although it is possible to change the selected category later on, part of the input data may then be lost.

Figure 26 Select the Category

& System File Utility

Fils Edit Help

Category

(%) Digc Boot Game
Cratch

nlu] 3 Me
CHDD Boot G 1

for PlayStation@3

Application Setting

Ozame Data (Mot Patch)

Reqgion
il Reqgion Restriction

Key

APP_VER
ATTRIBUTE
BOOTABLE
CATEGORY
LICENSE
FAREMTAL_LEVEL
FS2_SYSTEM_VER
RESCOLUTION
<SOUI‘\JD FORMAT

(*1) Note: system file parameters for regular
HDD Game and far its cumulative patch are
identical. Consequently, Patch checkbox will be
disregarded for the cumulative patch of HDD
Game when the system file is loaded.

Description

Application or Patch Versi..

Various parameter
Is bootable or not
Category of content
License infarmation

Parental Lock Level (defa...

Required Systemn Version
Supported resolution
Sound Format

Required Systerm Yersion (PS3_SYSTEM_VER) : |00.93
Application Yersion (APP_VER) @ |01.00

Fatch Setting

Target Application Yersion (TARGET _APF_WER) :

Format
String{lJTF-8)
Integer
Integer
String{LTF-8)
Siring{UTF-)
Integer
SiringiUTF-8)
Irteger
Irteaer

Category/Patch | General Parameter | Advanced Parameter

Iax Len

System File for Disc Game

L]

alue

01.00

32 (0x20)

1 w1y

DG

Library programs ©Sony Computer Entertai...
1 %1y

00.93

[IR)]

0 0x0Y %
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Settings regarding the Application

When selecting a category other than the game data, the settings regarding the application must be
entered at the upper right section of the window.

To set the [Required System Version], click on the [...] button and select a program file (EBOOT.BIN for
example), to be included in the applicable package. The SDK version will be read from that program file
and set to [Required System Version].

For [Application Version], set the application version number to be used for re-mastering or for managing

patches.
Figure 27 Application Settings
& System File Utility for PlayStation®3 *
File Edit Help
System File for Game Patch of Disc Game
Category/Patch | General Parameter | Advanced Parameter
Category Application Setting
& Dist Boot Garme Redquired System Version (PS3_sYSTEM_VER) |loes | [ ]
Application Yersion (APP_VER) :]|01.00
(HDD Baot Game (*1) Paich Setfing
® Ccumulative Patch
O izame Data (Mot Patch)
O Incremental Patrh
(*1) Mote: system file parameters for regular Target Application Yersion (TARGET_APP_WER) :
HDD Game and far its cumulative patch are
identical. Consequently, Patch checkbosx will be [ owerwrite Check this if the patch is required to overwrite Resolution [ Sound
disregarded For the cumulative patch of HOD Format [ Remate Play attribute.
Game when the system file is loaded.
) N=Tat in game Check this if the patch is required to overwrite
o e XMB™ heck this if th h d
Reqgion HMB™ (in game) attribute.
verwrite PlayStation@iMove  Check this if the patch is required to overwrite
Oor ite FlayStation@n heck this if th h d
PlayStation®Move attribute,
D BT Sy {[nlgl iove  Check this if the patch is required to overwrite
Cr ite PlayStation@m heck this if th h d
Calibration Naotification PlayStatinn@Move Calibration Motification attribute.
[ overwrite 30 ‘i arning Check this if the patch is required ko averwrite 30
‘Wwarning attribuke,
Key Description Format Max Len  Value
APP_VER Application or Patch versi..  String{UTF-8) 8 01.00
CATEGORY Category of content String{UTF-8) 4 GD
PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)
PS3_SYSTEM_VER  Required System Version String{UTF-8) 8 00.93
TITLE Garre Title (DefaultLang...  String{UTF-8) 128
TITLE_ID Title ID String{LTF-8) 156
WERSION ‘Wersion of game content String{LTF-8) 8 01.00
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Settings regarding the Patch

When a patch is selected as the category, the settings regarding the patch must be entered at the center

right section of the window.

First, make a selection between the cumulative patch and the incremental patch. For an incremental patch,

input the [Target Application Version].

For a disc boot game patch, the Resolution, XMB™ (in game), PlayStation®Move, or 3D warning settings
written on the disc can be overwritten using a patch. To do so, mark the [Overwrite] checkbox, the

[Overwrite XMB™ (in game)] checkbox, the [Overwrite PlayStation@Move] checkbox, etc.

For details on patches, refer to the "Patch Overview" document.

Figure 28 Patch Settings

& System File Utility for PlayStation®3 *
File Edit Help

Categary

(3 Digc Boot Game
Mpatchi

(OHOD Baot Game (*1)

O Game Data (Not Patch)

(*1) Mote: system file parameters for regular
HDD Game and for its cumulative patch are
identical. Consequently, Patch checkbox will be
disregarded Far the cumulative patch of HDD
Game when the system file is loaded.

Category/Patch | General Parameter

System File for Game Patch of Disc Game

Advanced Parameter

Application Setting
Required System Version (FS3_SYSTEM VER) : [00.93 | [ ]

Application Yersion (APF_VER) @ |01.00

Patch Setting

-
@) Cumulative Patch
O lncremental Patch

Target Application Yersion (TARGET_APP_WER) :

Cloverwrite Check this if the patch is required to overwrite Resolution | Sound
Format [/ Remote Play attribute,

] owerwrite XMB™ (in game) Check this if the patch is required ta averarite

Reqgion ¥ME™ (in game) attribute.
[ overwrite PlayStation@Move  Check this if the patch is required to ovenarite
FlayStation@Move attribute,
Crverwrite PlayStation@Move  Check this if the patch is required to overwrite
Calibration Motification PlayStation®Move Calibration Motification attribute |
[ cwerwrite 20 Warning Check this if the patch is required to overwrite 30
L ‘Warning attribube,
Keny Description Format Max Len | Value
APP_VER Application or Patch Versi.,  String{UTF-8) g 01.00
CATEGORY Cateqgory of content String{UTF-8) 4 GD
PAREMTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (0x1)
PS3_SYSTEM_VER  Required Systern Version String{UTF-8) g 0093
TITLE Game Title (Default Lang...  String{UTF-8) 128
TITLE_ID Title ID String{UTF-8) 16
WERSION Version of game content String{UTF-8) 5 01.00

Note

For the Region field, refer to the "Category/Patch Tab" section of chapter 9.
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Inputting Parameters

Input the following parameters from the [General Parameter] tab. Details of the parameters can be found
in the "General Parameter Tab" section of chapter 9.

e Title ID

e Version

e Title (default)

e Title (localized) (optional)

e Parental Lock Level (Default)

e PSP™ remote play (optional) (*1)
e Application Version (*1) (*2)

¢ Resolution (*1)

e Sound Format (*1)

e PlayStation®Move (optional) (*1)

¢ 3D warning (optional)
(*1) Cannot be entered depending on the selected category.
(*2) Can also be entered from the Category/Patch tab.

Figure 29 Inputting Parameters (General Parameter Tab)

& System File Utility for PlayStation®3 — sample_sfo
File Edit Help

System File for Disc Game

Category/Patch = General Parameter | Advanced Parameter

Title ID: [SMPL | - |00001 Wergion: {0100

Title {default): [Defau\t Title Name 1 Parental Lock Level: Default

Resolution: 1080 720 [s7s(16:9) L1576 |

Title (ocalizedy: QA28 )8 [4g0(16:9) 1480
.
Sound Forrmat: E? ALPCM MS.LPCM [A2lPCw |
AttrlbUte |

#pplication Version:  {01.00 PlayStation@nove : [SUDDW’Z PlayStation@Move

Dolby™ Digital
DTS Digital Surround

[¥Irotion Controller warning display
[CIMavigation Contraller warning display
[PlayStation@Eve warning display

[ zalibration Motification

3D warning: 3D warning dlaplagr

Keny Description Format Max Len | Value ~

APP_VER Application or Patch Versi.,  String{UTF-8) g 01.00

ATTRIBUTE Various parameter Integer 4 8913184 (0x580120)

BOOTABLE Is bootable or not Irteger 4 1 (0x1)

CATEGORY Cateqgory of content String{UTF-8) 4 DG

CONTENT_ID Content 1D String{UTF-8) 45 Iv0000-SMPLOOOO1_00-HOGEHOGEHOGEHOGE

LICENSE License infarmation String{UTF-8) 512 Library programs ©Sony Computer Entertai...

PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)

PS3_SYSTEM_WER  Required Systerm Version String{UTF-8) 5 00.93

EESOLUTION Sunported resolution Inteaer 4 9 (0x9Y s bt
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Enter the following parameters using the [Advanced Parameter] tab, as necessary.

e Game Purchase (optional) (*1)

e Parental Lock Level (License Area) (optional)
e XMB™ (in game) (optional) (*1)
e NP Comm ID for Bootable Message (optional) (*1)

(*1) Cannot be entered depending on the selected category.

Figure 30

& System File Utility for PlayStation®3 — sample_sfo

Fil: Edit Help

Parental Lock Level:
{License Area)

Keny

APP_VER
ATTRIBUTE
BOOTABLE
CATEGORY
CONTENT_ID
LICENSE
FAREMTAL_LEVEL
PS3_SYSTEM_YER
EESOLUTION

Garne Purchase: |i Suppart Game Purchasel

HMB™ (in game): {[“]Enable BGM

Inputting Parameters (Advanced Parameter Tab)
System File for Disc Game
Category/Patch | General Parameter Advanced Parameter
Content ID for Game F'urEhaSE:(IVDDDD-SMPLDDDD1700-HOGEHOGEHOGEHOGE ]
Different Parental Lock Level SCE] SCEA SEEE
for each License Ares
SCEH SCEK SCH
NP Comm ID for Bootable Message: : Atiribute (Advanced):
Description Format Max Len | Value ~
Application or Patch Versi.,  String{UTF-8) g 01.00
Various pararmeter Irteger 4 8913184 (0x580120)
Is bootable or not Irteger 4 1 (0x1)
Cateqgory of content String{UTF-8) 4 DG
Content 1D String{UTF-8) 45 Iv0000-SMPLOOOO1_00-HOGEHOGEHOGEHOGE
License infarmation String{UTF-8) 512 Library programs ©Sony Computer Entertai...
Parental Lock Level (defa... Integer 4 1 (1)
Required Systern Yersion String{UTF-8) 5 00.93
Sunborted resolution Inteaer 4 9 (0x3) b
>

Save the System File

From the [File] menu, select [Save System File] to save the set content to the system file.

If there is an error or warning in the content, the following dialog may be displayed. Confirm the content
of the error or warning and decide whether or not to proceed with the save.

Figure 31

Error/Warning upon Saving the System File
System File Utility
9 The fallowing errar =} found, continue anyway?
)

[Errar]
[Error]
[Errar]

PARAMSFO: Param RESOLUTION: HD' unsupparted.
PARAMSFC: Param RESOLUTION: 5D unsupported.
PARAMSFO: Param SOUND_FORMAT: 2LPCM unsupparted.

[ anw | OO
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5 Creating and Checking a Trophy Pack File

This chapter describes the procedure for creating and checking a trophy pack file using the Trophy Pack

File Utility (ps3trp.exe).

Starting up the Trophy Pack File Utility
When you start up the Trophy Pack File Utility (ps3trp.exe), the main window will first open.

Figure 32 (Main) Window upon Trophy Pack File Utility Startup

& Trophy Pack File Utility

File  Edit Command Help

0 Trophies e | General Setting

MNP Comm IDiD):

[Addee\ete Trophies(a).. ] [ Add/Delete Languages(L)... ]

[CIFor Development

= {New Trophy Set)
(Base Game Group)

2

Trophy Icons | Default Language

Trophy(T) Set w | TitleMameiN): | (Mew Trophy Set)

Trophy Attribute:
Details{D):

Grade(G):
Platirurm Link (E):

Parameter list:

Mo
Set

TitleMame Details

(New Trophy Set)

Language Icon | Atr
Default

Trophy Set Wersiondy): |01.00

Note

If the "Application could not be correctly initialized." message is displayed and the utility cannot be
started up, .NET Framework may not be installed. Please check your operating environment.
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Creating a Trophy Pack File

The procedure for creating a trophy pack file is as follows.

1)
)
®)
)
5)
6)
7)
8)

o~ o~ o~ o~

Specify the number of trophies

Specify the supported languages

Specify the trophy set's general information

Specify the trophy set's language-specific text (title and details)

Specify the trophy attributes and language-specific text (name and details)
Specify the trophy groups (in case it contains expansion packs)

Specify the still image icons of the trophy set, trophy groups and the trophies
Save the file

(1) Specify the number of trophies

First, set the number of trophies in the trophy set.

Click on the [Add/Delete Trophies ...] button in the main window. Enter the number of trophies in the
dialog that opens.

Figure 33 Setting the Number of Trophies

NP Comm ID{): Trophy Set Version(y): 01.00
I L L I
odd/Delets Trophies(a).)) | il e Dorakpmant
e ———
= (New Trophy Set) ult Language
(Base Game Group) ||
TitleMNama(N): | (New Trophy Set)
Enter total number of trophies(Max 128).
Platinum
Paramete:
| Mo ok [_cancel | | petaits
Sat T IOy o
K| 2l

When the number of trophies is set, the individual trophies will be shown in the tree view on the lefthand
side of the main window.

Note

Individual trophies can also be added or deleted by right-clicking the tree view, and selecting [Add
Trophy] or [Delete Trophy] in the context menu that appears.
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(2) Specify the supported languages

Click on the [Add/Delete Languages ...] button in the main window. The menu for adding and deleting
the languages to support in the trophy set will appear.

Figure 34 Setting the Supported Languages

& Trophy Pack File Utility *

File Edit Command Help
10 Trophies 900 Points Mo Platinum EenErEl Seting
WP Comrn 1D l:l Trophy Set Yersion(y): 01,00
[AddeeIete Trophies(Al... I | Add/Delete 'é“"j;;;;é‘se A f For Development
+ English 2
& {(Mew Traphy Set) Trophy Ich  French quage | English
= (Base Game Group) p——
(New Trophy) Gierman
Troph ifleMameh: ew Trophy Set
{Mew Trophy) phy(}) Ttalian N (B | phy 520
(Mew Trophy) Trophy Aty Dutch
(Mew Trophy) Pnrtuguese Details(D}:
{Mew Trophy) Euss'an
& £ arean
{(lew Traphy) Trad.Chineze
(New Trophy) Platinumill  SimpChinese
(News Trophy) Finnich
(Mesws Trophiy) paramaty  Swedish
{Mew Trophy) Danish
Mo Marwegian fr | TitleMName Details
Set T — (New Trophy Set)
0oo Default -G (Mew Trophy)
ool Default -G (Mew Trophy)
ooz Default -G-  (Mew Trophy)
ooz Default -G (Mew Trophy)
004 Default -G-  {(Mew Trophy)
aas Default -G-  {(Mew Trophy)
00a Default -G {(Mew Trophy)
oo7 Default -G (Mew Trophy)
0os Default -G (Mew Trophy)
009 Default -G (Mew Trophy)
< | i

Tick/untick the languages shown in the menu. This will add/delete individual language tabs to the right
of the main window.

Note
Text information in the default language is required. Therefore, the default language tab is shown from
the beginning and cannot be deleted.
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(3) Specify the trophy set's general information

Enter the NP Communication ID and trophy set version in the text boxes in the upper right of the main
window.

[For Development] checkbox is for development purpose. Refer to "NP Trophy Overview" for details.

Figure 35 Setting the Trophy Set's General Information

& Trophy Pack File Utility *

File Edit GCommand Help
WP Comrn ID(): Trophy Set Wersion{y):
[AddeeIete Trophies(a)... ] [ Add/Delete Languages(L)... ] [For Developrrent
= (New Trophy Set) Trophy Icons | Default Language ‘ English
(= {Base Game Group)
gg: KEE:B Trophy(1) TitleMameM): | (Mew Trophy Set)
(Hews Trophy) Traphy Attribute:
(Mew Trophy) DetailsiD):
(Mew Trophy)
{(Mew Trophy) Grade(s):
{Mew Trophy) ; ;
Flati Lirk (E:
(heve Traphy) atinurm Lirk (P
(Mew Trophy)
P ter list:
(New Trophy) arammeter lis
Mo Language [con | Atr | TiteMame Details
Set Default = (New Trophy Set)
0ao Default -5 (Mew Trophy)
001 Default -5 (Mew Trophy)
o2 Default -G (Mew Trophy)
oo3 Default -5 (Mew Trophy)
004 Default -5 (Mew Trophy)
a0s Default G- {(Mew Trophy)
a0s Default G- {(Mew Trophy)
07 Default G- {(Mew Trophy)
003 Default -G (Mew Trophy)
009 Default -5 (Mew Trophy)
< | i
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(4) Specify the trophy set's language-specific text (title and details)

Select the trophy set at the root of the tree view on the lefthand side of the main window. Enter the trophy
set title and details in the [Title/Name] and [Details] fields on the righthand side of the window.

If multiple languages are supported, open each language tab and enter this information for that language.

Figure 36 Setting the Trophy Set's Language-Specific Text

& Trophy Pack File Utility *
File Edit GCommand Help

10 Trophies 900 Points o Platinum General Setting

WP Comrn ID():

[AddeeIete Trophies(a)... ] [AddeeIete Languages(L)... ]

CEX

TEST12344_00 Trophy Set Wersion{yy: |01.00

[CJFor Development

Trophy Icons | Default Language ‘ English

= (Base Latne Goun
(Mew Trophy)
{Mew Trophy)
{Mew Trophy)
(Mew Trophy)
(Mew Trophy)
{Mew Trophy)
{Mew Trophy)
(Mew Trophy)
(Mew Trophy)
{Mew Trophy)

-
Trophy(1) TitlgMame(N): | The Warrior of Dai-sougen ‘
Trophy Attribute:

Details{D): | The rophy set of The Warrior ofDai-sougen
wiin all battles, get all rophies!
Grade(5):
Platinurn Link (E):
Pararmeter list: L

Mo Language [con | Atr | TiteMame Details

Set Default = The Warrior of Dai-...  The trophy set of The Warrior ...

0ao Default -5 (Mew Trophy)

001 Default -5 (Mew Trophy)

o2 Default -G (Mew Trophy)

oo3 Default -5 (Mew Trophy)

004 Default -5 (Mew Trophy)

a0s Default G- {(Mew Trophy)

a0s Default G- {(Mew Trophy)

07 Default G- {(Mew Trophy)

003 Default -G (Mew Trophy)

009 Default -5 (Mew Trophy)
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(5) Specify the trophy attributes and language-specific text (name and details)

Set the attributes and language-specific text of the individual trophies.

1)
2)

3)
4)

Select a trophy in the tree view on the lefthand side of the main window.

Select one of the language tabs and set the trophy's show/hide attribute, grade, and platinum link
attribute in the [Trophy Attribute] area.

Then open each language tab and enter the trophy name and details in that language in the
[Title/Name] and [Details] fields.

Repeat Steps (1) - (3) for all of the trophies.

Figure 37 Setting the Trophy Attributes and Language-Specific Text

& Trophy Pack File Utility *

File Edit GCommand Help
WP Comm IDiL): Trophy Set Yersion(y):
[AdngeIete Trophies{a).. ] [ Add/Delete Languages(L)... ] [IFar Developrment
= The Warrior of Dai-souge Trophy Icons l Default Language | English ]
) et J
f
m;:?rli‘z;y) Trophy(1) TitleMame(k | The soldier
(New Trophy) (" Trophy Atribute:
(MNew Trophy) Hidden (H) Details(Dof | & proof of the winner of the first battle,
{Mew Trophy)
(New Trophy) ) : B
Platinum LinkiE):
ew Trophy) atinum Link(E) ‘_l. k v
(NEW Tmphy) .n INKED |
P ter list:
(New Trophy) arameter lis Linked L
M/ Mo Language Icon | Atr | TitleMame Details
Set Default - The Warrior of Dai-..  The trophy set of The Warrior ...
ooa Default HB-  The soldier & proof of the winner of the fir...
0oL Default G- {Mew Trophy)
ooz Default G- {Mew Trophy)
003 Default G- {Mew Trophy)
004 Default G- {Mew Trophy)
a0s Default G- {(Mew Trophy)
006 Default G- {(Mew Trophy)
o7 Default G- {(Mew Trophy)
oos Default G- {(Mew Trophy)
[uuje] Default G- {(Mew Trophy)
3 >
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(6) Specify the trophy groups (in case it contains expansion packs)

If the trophy pack file contains expansion packs, trophy groups must be set.

Add a trophy group

Right-click the tree view on the left hand-side of the main window and select the "Add Group" menu in
order to add a new group. Specify the language-specific text of the trophy group in the same manner as
"(4) Specify the trophy set's language-specific text (title and details)".

Add trophies to the trophy group

Select a trophy group in the tree view on the left hand-side of the window, right-click on the applicable
group and select the "Add Trophy" menu in order to add a new trophy to that group. Specify the
attributes and language-specific text of the trophy in the same manner as "(5) Specify the trophy attributes

and language-specific text (name and details)".

Figure 38 Setting the trophy groups

& Trophy Pack File Utility *

File Edit Command Help

[AddeeIete Trophies{a)... I [ Add/Delete Languagesil)... I

= The Warrior of Dai-soLge

Trophy Icons
£ (Base Game Group)

Default Language

g 12 Trophies 4 1005 Points T General Setting

WP Comim ID(): TEST12344_00

[IFaor Development

English

Trophy Set Yersion(yy: 01.00

of the Deep Forest

Details

The trophy set of The Warrior ...
Mew adventure of the Deep Fo...
& proaf of the winner of the fir...

K:V\rs?l'lfo‘?:;y) Trophy(T) |Group 01 | TiteMame{M): | Expansion of Dai-sougen
(Nesws Trophy) Trophy Atribute:
(Mew Traphy) Dietails(D): | Mew adventure
(New Trophy)
(New Trophy) Grade(i):
(e Trophy) Platirurm Link(Ey:
{Mew Trophy)
{Mew Trophy) L
hewe Traphy) Parameter list:
("= Expansion af Dal-soug)| | o Mlanguage Icon | At TitleMName
(Mew Trophy) Set Default - The \Warrior of Dak-...
Groun 01 [Default = Expansion of Dai-so0...
#dd Tropfry Default HE-  The soldier
Delete Trophy Default G- (Mew Trophy)
Reardzr/Reeroup Trophies .. Default -G (Mew Trophy)
Default -3 (Mew Trophy)
fidd Group Default G- (Mew Trophy)
Default -5 (Mew Trophy)
h, I ooe Default -5 (Mew Trophy)
oo7 Default -5 (Mew Trophy)
oos Default -5 (Mew Trophy)
oo9 Default -5 (Mew Trophy)
< 5 || LO10 Default G- (Mew Trophy)
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(7) Specify the still image icons of the trophy set, trophy groups and the trophies

Open the [Trophy Icons] tab, and drag the still image icon files for the trophy set, the trophy groups and

the trophies onto the tab area.

Right-click the filename of the icon file for the trophy set in the list view at the bottom of the window, and
select the applicable language in the [Trophy Set Icon] submenu.

Right-click the filename of the icon file for the trophy groups in the list view, and select the applicable
group ID and language in the [Group Icon] submenu.

Right-click the filename of each icon file for the trophies in the list view, and select the trophy ID in the

[Trophy Icon] submenu.

Figure 39 Setting the Still Image Icons

& Trophy Pack File Utility *

File Edit GCommand Help
g 12 Trophies 1005 Points Mo Platinum emere Seiing
WP Comm ID(): TEST12344_00 Trophy Set Wersion{yy: |01.00
[AddeeIete Trophies(a)... ] [ Add/Delete Languages(L)... ] [For Developrrent
& The Warrior of Dai-soude | Trophy Icons | Default Language | English
(= {Base Game Group)
i Icon Preview
The S?I_ldle; Drag and drop Trophy Set Icon / Trophy Icon files here and
(Mew Trophy) specify the File Type of each file by right click,
Qiew Trah) Sample
(Mew Trophy)
(Mew Trophy) P g
(v o) rogram
{Mew Trophy)
(Mew Trophy) TargetFile Narme | File Type Criginal File Narme
(MNew Trophy) iy = D ¥ CONtents¥ICOND.PNG
{Hews Trophy) erhySet Icon C[OOD_xx) p AN DDCI
N Eroup loon p) |
(= Expansion of Dai-soug —

Hew Traphy) Trophy Icon (TROP:xo) b Default
{News Trophy) Delste Enelish

¢ 5 £ >

Default Filenames

If the filenames of icons are set as follows before dropping them onto the tab area, there will be no need to

make selections from the menu.

Icon Default Filename

Trophy set still image icon (default language)

ICONO.PNG

Trophy set still image icon (other languages)

ICONO_xx.PNG
(xx is a 2-digit integer indicating the language)

Trophy group still image icon (default language)

GRxxx.PNG (xxx is a 3-digit integer indicating the
Group ID)

Trophy group still image icon (other languages)

GRxxx_yy.PNG (xxx is a 3-digit integer indicating
the Group ID, yy is a 2-digit integer indicating the
language)

Trophy still image icon

TROPxxx.PNG
(xxx is a 3-digit integer indicating the trophy ID)

Note

icons are common to all the languages.

A different trophy set icon and different trophy group icon can be specified per language, but the trophy
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(8) Save the File

From the [File] menu, select [Save Trophy Pack File] and save the *.TRP file.

Note

dialog (like Figure 41) to appear in such cases.

It is also possible to save the trophy pack file during configuration. However, it is possible for an error

Checking a Trophy Pack File

The procedure for checking a trophy pack file is as follows.

(1) Select the Target File to Be Checked

From the [Command] menu, select [Check Trophy Pack File ...] and select the *.TRP file to check.

Figure 40 Selecting the Target File

& Trophy Pack File Utility

File  Edit Ne = g
e IR

Mo Platinum emere Seiing

[AddeeIete Trophies(a)... ] [AddeeIete Languages(L)... ]

= (MW TGP 520 | trophy tcons | Default Language.

WP Comim ID@:l:I Trophy Set Wersion{yy: |01.00

[CJFor Development

CEX

(Base Game Group)

Trophy(1) TitleMameM): | (Mew Trophy Set)
Trophy Attribute:
Details{D):
Grade(5):

Platinum Lirk(E):

Pararmeter list:

Mo Language [con | Atr | TiteMame Details
Set Default = (New Trophy Sef)
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(2) View the Check Results
When the check finishes, a dialog with the check results will open. Check this dialog for any messages.

If there are errors or warnings, the dialog will be as shown below.

Figure 41 Check Results Indicating Errors

& Check result of Trophy Pack file D:¥dev¥image¥hoee 2¥hoge 02¥hoee 3.trp

@ The following error (=} found.

[Error] hoee 2 trpe Trophy Set Ieon file GCONDPNG? not found.

[Errar] hoge_3 trp: Trophy #000 Teon file {TROPOOD PMNGY not found

[Warn] hoee 3.trp TROPGOMNF.SFM: Mot siened.

[Error] hoee 2.trp TROP.SFM: Too many byte=(1506). (Trophy Set Details, Default Lanzuage)
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‘ 6 Using the BD Emulator

This chapter explains how to use the BD emulator features with the Generator.

The Generator can create a disc image (Emu image) for the BD emulator in the same manner as creating
an Iso image file. An Emu image can be written onto the BD emulator HDD, to be executed instead of a
Blu-ray Disc, on the Reference Tool or Debugging Station. The following methods can be used to write an
Emu image to the BD emulator HDD.

¢ Create and write the Emu image file via the network

e Directly write the Emu image to a locally-connected BD emulator HDD

For details, refer to the "Reference System Supplement" document.

Starting up and Editing the Project

Following the same procedure as chapter 3, "Creating an Iso Image File and a Blu-ray Disc", start up the
Generator and edit the project.

When you finish editing the project, click on the [Build] button. If no error or warning is detected, the
dialog for starting the build will open. If an error or warning is detected, the dialog for displaying
pre-build verification results will open. Please check the content of the error or warning from here.
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Creating an Emu Image File and Writing It via the Network

Figure 42 Creating an Emu Image File

-
Burn

Select Output Image Format

Select "For Disc" to make a disc, Select "For BD Ernulator” to make an image file for BD Ermulator of
Reference Tool. Select "For BD Emulator HDD (direct)” to write an image to an Emulator HOD directhy,

For Disc (*.iSol Far BD Emulatar (*.emu) Hor BD Emulator HOD (direct)
)

Emulator Image File : |D:¥dev¥image¥hogel.emu I [Select ]

Memaorandurm :|’|50und debug test |]

Q

[CJEnable File Synchronization function

G=

From the For BD Emulator (*.emu) tab of the dialog for starting the build, select the output destination of
the Emu image file and click on the [Build] button. The creation of the Emu image file will be started.

As an option, enter a description of the Emu image to [Memorandum]. The Memorandum will be
displayed on the management tool of the Reference Tool, for example.

Write the created Emu image file onto a BD emulator HDD connected to the Reference Tool using the
dtcfsutil command. It is also possible to use the BD Emulator HDD Ultility feature of the Generator
(described later) to write the file to a locally-connected BD emulator HDD.
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Directly Writing the Emu Image to a Locally-Connected BD Emulator HDD

In the dialog for starting the build, open the For BD Emulator HDD (direct) tab to write the Emu image
directly to a locally-connected BD emulator HDD (in this case, an Emu image file will not be created).

Figure 43 Writing Directly to a BD Emulator HDD

Select Output Image Format

Select "For Disc" to make a disc. Select "For BD Emulator” to make an image file for BD Emulator of
Reference Tool. Select "For BD Emulator HDD (direct)" to write an image to an Emulator HOD directly.

For Disc {*.is0} | For BD Emulatar (*.emu)l| For BD Emulator HOD (direct) |I

BD Ernulator Image : |¥¥.¥Physwca\Drwe2:Image2 ‘

Memoranduml |sound debug test I ‘ [ HDD Utility ... ] [ Rescan ]

¥¥ ¥PhysicalDrivel (TOSHIBA MK4006GAH, rev=BY20, 00/00/00% - Mo BD Ernulator Partition fi
=] ¥¥ ¥PhysicalDrive2 (ST340083 4MF1, rev=4.25, FF/FF/FF)
(blank)

<05 TEST-22222 BD25 "

-22 TEST-12345 BD25 "

[“15et the selected image as default when writing is finished

[CJenable File Synchronization function

)=

At the center of the dialog of the For BD Emulator HDD (direct) tab, a list of locally-connected HDDs and
the Emu image areas stored on them will be displayed. Select the write destination from this list and click
on the [Build] button. The Emu image will be directly written to the selected area.

Note
On Windows Vista, the list of HDDs may not be displayed unless the Generator is executed with the
manager privilege. In such a case, please run the Generator with the administrator privilege.

Note

You cannot overwrite an area, to which an Emu image has already been written, using another Emu
image.

Click on the [HDD Utility ...] button, open the BD Emulator HDD Utility dialog, and delete the existing
Emu image first before writing a new one onto the area.
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BD Emulator HDD Utility

Either select the [BD Emulator HDD Utility] from the Command menu of the Generator or click on the
[HDD Utility ...] button of the For BD Emulator HDD (direct) tab on the dialog for starting the build, to

open the BD Emulator HDD Utility dialog.

Figure 44 BD Emulator HDD Utility Dialog

BD Emulator HDD Utility X
BD Emulator Image List
¥¥ ¥PhysicalDrived (TOSHIBA MKAO08GAH, rev=BY20, 00,/00/00) - Mo BD Ermulator Partition found
= ¥¥ ¥PhysicalDrive2 (ST340082 AMFL, rev=4.25, FF/FF/FF)

D Imaged : (blank)
£ 1magel | 2006-11-05 TEST-
D Image2 : (blank)
: Image3 : 2006-11-22 TEST-12345 BD2S "

K| i

( [ Set Default I [ Erase Image .. I ]

The following operations can be performed from this dialog.
¢ Display a list of Emu images stored on the BD emulator HDD

e Format the BD emulator HDD ([Format HDD for BD Emulator ...] button)
Note: All the contents of the HDD will be destroyed.

e Write an Emu image file onto the BD emulator HDD ([Write Image ...] button)
¢ Erase an Emu image stored on the BD emulator HDD ([Erase Image ...] button)
¢ Change the Emu image used upon startup ([Set Default] button)
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‘ { File Synchronization Function

Overview

The file synchronization function is one of the features provided by the Generator; this function
overwrites/updates specified file(s) written to Iso/Emu image files, BD-RE disc, or within an image on

the BD emulator HDD. Because this function enables the update of only the files that have been modified,
you will be freed from the burden of having to recreate the entire image that the files are a part of.

Figure 45 Overview of the File Synchronization Function
Program/Data files

—

Iso/Emu image BD-RE
M Enable File Sync.

Test run

\

Should not be X
il submitted .
@ ] Enable File Sync. n
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The file synchronization function supports the overwriting of a file that is already included within an
image. A file cannot be added or deleted. It is also not possible to change a filename. A file cannot be
overwritten as a file with a size that is larger than its original size or as a file with a size that is larger than
the area size that has been reserved for that file.

This file synchronization function can only be used to create an image for performing a test run. Once the
test is completed, make sure to disable the file synchronization function and to recreate the disc before
submitting it as a master disc.

Overwrite Processing Using the File Synchronization Function

There are two ways to execute overwrite processing using the file synchronization function, as follows.

(a) Synchronize per project:
Specify a project and overwrite all the files with new timestamps at a time.

(b) Synchronize per file:
Specify one file and overwrite it.

Each processing procedure is described below.

(a) Synchronization per Project

The synchronization function per project is not yet implemented.

(b) Synchronization per File

The synchronization function per file is currently only supported by the Command Line Version
Generator.

In the Command Line Version Generator, synchronization is taken per file using the sync_file
command. For details, refer to the "sync_file Command " section of chapter 12.

Reserving the Area

If there is a file that may become larger in size after its modification, reserve an area of the maximum size
that you expect to be sufficient for that file, upon first creating the Iso/ Emu image, by following the steps
below.

(1) Setareserved area for a file that may become larger in size

(2) Enable the file synchronization function and create an Iso/ Emu image

Detailed procedure is as follows.

(1) Set a Reserved Area for a File That May Become Larger in Size

To set a reserved area using the GUI Version Generator, right-click on the applicable file from the
Directory tab or Layout tab, and select "Reserve File size ...". For details, refer to the "Directory Tab"
section of chapter 8.

To set a reserved area using the Command Line Version Generator, edit the rsv_len attribute of the <file>
element of the project file. For details, refer to "<file> Element" of the "Project File Elements" section in
"Appendix B: Project File (*.gp3) Specifications".
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(2) Enable the File Synchronization Function and Create an Iso/Emu Image

When an image is created with the file synchronization function enabled, the extra space left out of the
size reserved in step (1) will serve as the reserved area for extension when the file is overwritten.

To enable the file synchronization function on the GUI Version Generator, mark the [Enable File
Synchronization function] checkbox in the dialog for starting the build. For details, refer to the "Dialog for
Starting the Build" section of chapter 8.

To enable the file synchronization function on the Command Line Version Generator, execute the build
command with the rsv_sync option. For details, refer to the "build Command" section of chapter 12.

Note

When the file synchronization function is disabled, the extra space left out of the reserved area will be free
space - in other words, the physical position of the file on the disc for testing with the function enabled
and the physical position of the file on the master disc to be submitted will be the same.

Note
If the file size upon overwriting the file is larger than the reserved area, overwrite will fail and the
processing will result in an error.
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‘ 8 Reference: Disc Image Generator for PlayStation®3

This chapter describes the various features of the Generator in detail.

Files and Directories Created by the Generator

Most of the files and directories included in a project are selected by the user using the Directory tab.
However, some of the directories and files are reserved by the system. These are created by the Generator
according to the configuration set from the Volume tab or the dialog for game settings. The following
shows the directory names to be included in a project, how to create the directories, and how to set the
files stored under the directories.

Directory Name How to Create the Directory | How to Set Files in the
Directory
/ (Root directory) Created automatically Reserved (files cannot be
placed)
/PS3_GAME/ Volume tab: either set the Volume tab: [Setup Game ...]
[Disc Boot Game] or [Install button -> Dialog for game
Packages] checkbox ON settings
/PS3_GAME/USRDIR/ Volume tab: set the [Disc Drag-and-drop files to the
Boot Game] checkbox ON Directory tab
/PS3_GAME/USRDIR/subdirectory | Drag-and-drop to the Drag-and-drop files to the
Directory tab, or create a new | Directory tab
directory
/PS3_GAME/C00/ Volume tab: set the [Change | Volume tab: [Setup Game
the setting after Game (€00} ...] button -> Dialog for
Purchase (C00)] checkbox game settings
ON
/PS3_GAME/TROPDIR/ Volume tab: set the [Trophy] | Reserved (files cannot be
checkbox ON placed)
/PS3_GAME/TROPDIR/(NPcommlID | Create a new directory from | Drag-and-drop files to the
name)/ the Directory tab (*1) Directory tab (*2)
/PS3_GAME/HTMLDIR/ Volume tab: set the [Web Drag-and-drop files to the
content] checkbox ON Directory tab
/PS3_GAME/INSDIR/ Volume tab: set the [Patches | Volume tab: [Setup Patch
for Disc Boot Game] Param ...] button -> Dialog for
checkbox ON game settings, or Volume tab:

[Setup Patch Files ...] button ->
Dialog for content files

/PS3_GAME/PKGDIR/ Volume tab: set the [Install Volume tab: [Setup Package

Packages] checkbox ON Root ...] button -> Dialog for
game settings

/PS3_GAME/PKGDIR/PKGxx/ Volume tab: enter the Volume tab: [Setup Package ...]
number of packages to the button -> select a package
[Number of Packages] combo | number -> Dialog for game
box settings

/PS3_CONTENT/ Volume tab: set the [Video Reserved (files cannot be
Items (unencrypted)] or placed)
[Theme Items (unencrypted)]
checkbox ON

/PS3_CONTENT/VIDEODIR/ Volume tab: set the [Video Volume tab: [Setup Video
Items (unencrypted)] Root ...] button -> Dialog for
checkbox ON game settings
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Directory Name

How to Create the Directory

How to Set Files in the
Directory

/PS3_CONTENT,/VIDEODIR / Dxxx/

Volume tab: enter the
number of video content data
in the [Number of Video
Items] combo box

Volume tab: [Setup Video

Item ...] button -> select content
number -> Dialog for game
settings

/PS3_CONTENT/THEMEDIR/

Volume tab: set the [Theme
Items (unencrypted)]
checkbox ON

Volume tab: [Setup Theme
Root ...] button -> Dialog for
game settings

/PS3_CONTENT/THEMEDIR/ D000

Created automatically

Volume tab: [Setup Theme
Items ...] button -> Dialog for
content files

/PS3_EXTRA/

Volume tab: set the [Extra
Contents (new format)]
checkbox ON

Volume tab: [Setup Content
Root ...] button -> Dialog for
game settings

/PS3_EXTRA/Dxxx/

Volume tab: [Setup Content
Items ...] button -> drop extra
content data files to the
dialog for content files

Volume tab: [Setup Content
Items ...] button -> Dialog for
content files -> double-click on
the extra content data file ->
Dialog for game settings

Other

Reserved or created
automatically

Reserved or created
automatically

(*1) The directory name should be identical to the NP Communication ID.
(*2) The filename must be TROPHY.TRP.

Starting up the Generator

Drag-and-drop an existing project file (*.gp3) to ps3gen.exe. The Generator can then be started up with the
project file already loaded. Moreover, if you have the *.gp3 extension linked to ps3gen.exe on the
Windows Explorer, for example, you will be able to start up the Generator with the project file already
loaded, by just double-clicking on the project file.

File Menu

New Project ...

Creates a new project. Contents being edited will be cleared.

Open Project ...

Opens an existing project file. Contents being edited will be cleared.

Save Project

Saves the project being edited as a file. When saving for the first time, a dialog for entering the filename

will open.

Save as ...

Saves the project being edited under a different name.

Exit

Terminates the Generator.
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Edit Menu

Add License Information File

Adds the license information file (/PS3_GAME/LICDIR/LIC.DAT) to a project file created with an earlier
version of the Generator.

This menu is invalid for project files that already have license information files.

Command Menu

Disc Boot Game

This is equivalent to the [Disc Boot Game] checkbox of the Volume tab. Refer to the "Volume Tab" section.

Install Packages

This is equivalent to the [Install Packages] checkbox of the Volume tab. Refer to the "Volume Tab" section.

Video Items (unencrypted)

This is equivalent to the [Video Items (unencrypted)] checkbox of the Volume tab. Refer to the "Volume
Tab" section.

Theme Items (unencrypted)

This is equivalent to the [Theme Items (unencrypted)] checkbox of the Volume tab. Refer to the "Volume
Tab" section.

Extra Contents (new format)

This is equivalent to the [Extra Contents (new format)] checkbox of the Volume tab. Refer to the "Volume
Tab" section.

Setup Game ...

This is equivalent to the [Setup Game...] button of the Volume tab. Refer to the "Volume Tab" section.

Setup Package Root ...

This is equivalent to the [Setup Package Root ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Setup Package
This is equivalent to the [Setup Package ...] button of the Volume tab. Refer to the "Volume Tab" section.

Setup Video Root ...

This is equivalent to the [Setup Video Root ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Setup Video Item

This is equivalent to the [Setup Video Item ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Setup Theme Root ...

This is equivalent to the [Setup Theme Root ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Setup Theme Items ...

This is equivalent to the [Setup Theme Items ...] button of the Volume tab. Refer to the "Volume Tab"
section.
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Setup Content Root ...

This is equivalent to the [Setup Content Root ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Setup Content Items ...

This is equivalent to the [Setup Content [tems ...] button of the Volume tab. Refer to the "Volume Tab"
section.

Build Disc Image ...

This is equivalent to the [Build] button of the top panel. Refer to the "Top Panel", "Dialog for Displaying
Pre-build Verification Results", and "Dialog for Starting the Build" sections.

Show Disc Image Information ...

This is equivalent to the [Show] button of the top panel. Refer to the "Top Panel" and "Dialog for Image
Information" sections.

Burn Image to Recordable Disc ...

This is equivalent to the [Burn] button of the top panel. Refer to the "Top Panel" and "Dialog for Starting
the Burn" sections.

BD Emulator HDD Utility ...

The BD Emulator HDD Utility dialog will open irrespective of the currently opened project. Refer to the
"BD Emulator HDD Utility Dialog" section.

Top Panel

Figure 46 Example of the Top Panel

File Edit “iew Gommand Help

BD 50GB Layerd: 12219392 § 12219392 (100% used) ais ,_g ‘_‘5.
Dual Layer OTP Layerl: 5562240 / 12218368 (45.6% used) Build Shaw Bl
= walhhime ol Directorv | = 1 avant

Disc Type Display

Displays the selected disc type.

Layer Usage Rate

Displays the used number of sectors, and the usage rate for each layer.

If the usage rate exceeds 100%, it will be indicated in orange. In this case, change the [Disc Type] of the
Volume tab and select a disc type of greater size, or reduce the size or the number of files.

Build Button

Click on this [Build] button to create an Iso image file/ Emu image file or to write to the BD emulator HDD,
from the currently opened project.

When the [Build] button is clicked on, the project will first be verified. If an error or warning is detected
during the verification, the dialog for displaying pre-build verification results will open.

If an error or warning is not found during the verification of the project, or if you choose to continue the
process at the dialog for displaying pre-build verification results, the dialog for starting the build will
open.

Refer to the "Dialog for Displaying Pre-build Verification Results" and "Dialog for Starting the Build"
sections.
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Show Button

Click on the [Show] button to open the dialog for image information irrespective of the currently opened
project. Refer to the "Dialog for Image Information" section.

Burn Button

Click on the [Burn] button to open the dialog for starting the burn irrespective of the currently opened
project. Refer to the "Dialog for Starting the Burn" section.

Volume Tab

The Volume tab is used for entering and displaying general information of the master disc to be created.

Figure 47 Example of the Volume Tab

& Disc Imaege Generator for PlayStation®3

= volume

BD 25GB
Single Layer

T = Directory

Disc Type:
Title ID:
Disc Yersion:

Disc Date:

File Edit Miew Command Help

LayerD: 131524 [ 12218362 (1.1% used)

Master Disc Information

BD 25GB Single Laver (BD23)

01.00

2010-03-27

Copyright Holder :
Producer Mame:

Region: [JRegion Restriction

File System Information

Yolume ID: |PS3VOLUME
Volume Timestamp: | 2010-03-27 14:16:43

File System Type:

Layout

L

Disc Content

Disc Boot Gama

O Trophy

[Jweb contant

DPatches for Disc
Boot Game

[install Packages

Humber of Packages:

Cvideo Items (unencrypted)
Mumber of Yideo Items:

I Theme Items (unencrypted)

CExtra Contents (new format)

BE0

Setup Game ...

status

Disc Type

Select the disc type (physical format). Refer to the "Appendix A: Blu-ray Disc Specifications".

Title ID

Represents the product code of the disc. The product code consists of 4 upper-case alphabet characters

and 5 numbers.

Disc Version

Represents the version of the disc. Set "01.00" for the first version, "01.01" for the first modification, "01.02"

for the second modification, and so forth.

Disc Date

Represents the date of disc creation.
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Copyright Holder
Represents the copyright holder. Up to 32 alphabetic characters can be entered.

Producer Name
Represents the producer. Up to 32 alphabetic characters can be entered.
Region

Represents the disc's region restriction. For details on the region restriction, refer to the "Application
Requirements" document.

Note
Region restriction is a feature added from system software 3.30. This cannot be used in earlier versions.
When using the region restriction, please contact SCE in advance.

Volume ID

Represents the volume identifier that will be stored in the file system.

Volume Timestamp

Represents the volume creation date/time that will be stored in the file system. This date/time will also
be used as the creation date/time for the directories to be included in the disc image.

File System Type

Represents the types of file systems to be stored on the disc. This item cannot be altered.

Disc Boot Game Checkbox

Indicates whether or not a disc boot game is included in the disc. Mark this checkbox to include a disc
boot game in the disc (the box is checked in default settings).

Setup Game ... Button

Opens the dialog for game settings to set the system file and content information files for a disc boot game.
Refer to the "Dialog for Game Settings" section.

Note
The files edited from this dialog for game settings will be stored under the /PS3_GAME directory.

Change the setting after Game Purchase(C00) Checkbox

If the disc boot game supports the game purchase feature, this represents whether or not to have different
settings before and after the game purchase. If the disc boot game does not support this feature, the item
cannot be selected.

Note
To support the game purchase feature, open the dialog for game settings from the [Setup Game ...] button,
and mark the [Support Game Purchase] checkbox of the Advanced Parameter tab.

Setup Game (C00) ... Button

If the disc boot game supports the game purchase feature, the dialog for game settings will open to set the
system file and content information files for the disc boot game after the game purchase.
The settings that can be changed before/after the game purchase are as follows.

e Title (default)

e Title (localized)

e Parental Lock Level (Default)

e Parental Lock Level (License Area)

e PSP™ remote play
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e Resolution
¢ Sound Format

e Content Information Files

Note
The files edited in this dialog for game settings will be stored under the /PS3_GAME/CO00 directory.

Trophy Checkbox

Indicates whether or not the disc boot game supports the trophy system.

Web Content Checkbox

Indicates whether or not the disc boot game contains a web content area.

Patches for Disc Boot Game Checkbox

Indicates whether or not patch packages that are automatically applied to the disc boot game are
included.

Setup Patch Param ... Button
Setup Patch Files ... Button
Contact SCE regarding the usage of these buttons.

Install Packages Checkbox

Represents whether or not install packages are included in the disc. Check this box if you want to include
install packages in the disc (the box is not checked in default settings). A disc containing install packages
is also called an install disc. For details on the install disc, refer to the "Game Disc Specifications"
document.

Setup Package Root ... Button

Opens the dialog box for game settings to set the system file and the content information files for the
install disc.

Note
The files edited in this dialog for game settings will be stored under the / PS3_GAME/PKGDIR
directory.

Number of Packages Combo Box

Represents the number of install packages included in the disc.

Setup Package ... Button

Opens the dialog for game settings to set the system file, content information files, and install package file
for each of the install packages.

Note
The files edited in this dialog for game settings will be stored under the /PS3_GAME/PKGDIR/PKGxx
directory (where xx is a 2-digit integer).

Video Items (unencrypted) Checkbox

Represents whether or not video content data is included in the disc. Check this box if you want to include
video content data in the disc (the box is not checked in default settings).

A disc containing content data is also called a content disc. For details on content discs, refer to the "Game
Disc Specifications" document.
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Setup Video Root ... Button

Opens the dialog for game settings to set the system file and content information files for a video content
disc.

Note
The files edited from this dialog for game setting will be stored under the /PS3_CONTENT/VIDEODIR

directory.

Number of Video Items Combo Box

Represents the number of video content data that is stored on the disc.

Setup Video Item ... Button

Opens the dialog for game settings to set the system file, content information files, and video content data
file for each of the video content data.

Note
The files edited from this dialog for game settings will be stored under the
/PS3_CONTENT/VIDEODIR/Dxxx directory (where xxx is a 3-digit integer).

Theme Items (unencrypted) Checkbox

Represents whether or not theme content data is included in the disc. Check this box if you want to
include theme content data in the disc (the box is not checked in default settings).

A disc containing content data is also called a content disc. For details on content discs, refer to the "Game
Disc Specifications" document.

Setup Theme Root ... Button

Opens the dialog for game settings to set the system file and content information files for a theme content
disc.

Note
The files edited from this dialog for game settings will be stored under the /PS3_CONTENT/THEMEDIR

directory.

Setup Theme Items ... Button

Opens the dialog for content files to set the theme content data files.

Note
The files edited from this dialog for content files will be stored under the
/PS3_CONTENT/THEMEDIR /D000 directory.

Extra Contents (new format) Checkbox

Represents whether or not extra contents are included in the disc. Check this box if you want to include
install packages and content data in a new format in the disc (the box is not checked in default settings).

A disc including extra contents may be referred to as an extra content disc. For details on extra content
discs, refer to the "Game Disc Specifications" document.

Note
Extra content cannot be stored together with previously-formatted install packages, video content data,
and/or theme content data on the same disc.

Setup Content Root ... Button

Opens the dialog for game settings to set the system file and content information files for an extra content
disc.
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Note
Files edited using this dialog for game settings will be stored under the /PS3_EXTRA directory.

Setup Content Items ... Button

Opens the dialog for content files to set extra content data files and each system file and content
information file for contents.

Note
Files edited using this dialog for content files will be stored under the /PS3_EXTRA /Dxxx directory
(where xxx represents a 3-digit integer).

Directory Tab

The Directory tab allows you to directly set the files to be included in a project, and the directory tree
within the project (other than the reserved files).

Figure 48 Example of the Directory Tab

© Disc Image Generator, for PLAYSTATIONES * (=3
File Edit Miew GCommand Help
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= ) |
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=] volume | : Directory | ~ Layout
7 Roat File Mame Length  Last Modified Sectors | StartLSN End LSN
=[] Ps3_GAME 2800 T 4271317 2006-09-01 14:15:26 2277 480 2756
J LICDIR, J module
|| PKGDIR @videore « File is encrypted 710 2005-09-22 22:26:24 353 2737 3109
J TROPDIR File iz plain
(= USRDIR File Address is locked
| PS3_UFDATE « File Address iz unlocked

Move Sectar..
Reserve File size..

Rename..
Delete..

Export File

K| i

status

The Directory tab consists of the tree view on the lefthand side, and the list view on the righthand side.

The tree view shows the directories included in the project. A file or directory can be
dragged-and-dropped onto the tree view for addition to the project.

The list view shows the files and directories stored in the directory selected in the tree view. In the list

view as well, a file or directory can be dragged-and-dropped for addition to the opened directory. When

right-clicking over the list view, the following operations can be performed from the displayed context
menu.

Note
Files and directories with reserved names cannot be added, created, renamed, have their attributes

Requirements" document.

modified, or deleted. For information about reserved file and directory names, see the "Game Master Disc
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New Directory

Creates a new directory.

File is encrypted
A check on this item means that the encryption attribute of the file is on.

You can also select this item to enable the encryption attribute. Files dropped onto the Generator will by
default have the encryption attribute enabled.

File is plain

A check on this item means the encryption attribute of the file is off.
You can also select this item to disable the encryption attribute.

File Address is locked

A check on item means the sector address of the file is locked.

You can also select this item to lock the sector address.

Note
Files with locked sector addresses may be affected (i.e. the lock may be released) by operations on other

files such as moving files, adding files, changing the lock, changing the encryption attribute or renaming a
file.

File Address is unlocked
A check on this item means the sector address of the file is unlocked.
You can also select this item to unlock the sector address.

Files with unlocked sector addresses will have their sector addresses automatically calculated. Files
dropped onto the Generator will by default not have their sector addresses locked.

Move Sector ...

Opens the dialog for entering the sector address of the selected file. Files with appropriate sector
addresses specified will automatically be in a state where their sector addresses are locked.

If an inappropriate sector address is specified, for example, if the specified area is already being used, the
specified sector address will automatically be unlocked.

Reserve File size ...

Opens the dialog for setting the size of the reserved area for the selected file.

This reserved area will mainly be used by the file synchronization function. Refer to chapter 7, "File
Synchronization Function".

Figure 49 Dialog for Reserving the File Size

Reserve File Size g]
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The size of the area to reserve can be set in 2 ways using this dialog.

e Specify the size relative to the current file size:
The value that is the product of (the current file size) multiplied by the (entered value), divided by
100, and then rounded up to the nearest multiple of 2KB, will be set as the size of the reserved area.

e Specify the absolute size:
The value of the entered value rounded up to the nearest multiple of 2KB will be set as the size of the
reserved area.

Although it is possible to select multiple files at the same time and to set a reserved area for them, this
setting is only possible by specifying the size relative to the current file sizes.
If the size of the set reserved area is smaller than the actual size of the file, this setting will be ignored.

If the size of the set reserved area is larger than the actual size of the file, the difference of the (size of the
reserved area) minus the (actual file size) will be allocated at the end of the file as a gap upon building the
Iso/Emu image.

Note
The size of the reserved area will be saved to the rsv_len attribute of the <file> element for the project file.

Rename ...

Changes the name of the file or directory.

Delete ...

Deletes the file or directory from the project.

Export File ...

Saves the selected file onto the PC. This feature is useful when you want to individually save a file whose
actual body does not exist outside the project, such as, a system file.

This menu item does not affect the state of the project.
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Layo

ut Tab

The Layout tab shows the files contained in the project in the order that they will be placed on the disc
image. Drag-and-drop the files to the Layout tab to rearrange the order of the files to be placed on the disc

image.

Figure 50 Example of the Layout Tab
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Split view Checkbox

When marked, the list view is split into 2 boxes - one on top of the other - where files can be dragged and

dropped between the 2 list views.

Split per layer Checkbox

This item is available only if the Disc Type is BD 50GB Dual Layer OTP. When marked, the list view is
split into 2 boxes - one for each layer - that are set side-by-side where files can be dragged and dropped
between the 2 list views. Files that are dragged to the right list view will be placed on Layerl.

The same processing as those carried out from the Directory tab can be performed by right-clicking on a
file in the Layout tab, and selecting an appropriate processing for it from the displayed context menu
(some items are unavailable). For details, refer to the "Directory Tab" section.

Note

Files with reserved names cannot have their attributes modified and cannot be deleted. For information
about reserved filenames, see the "Game Master Disc Requirements" document.
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Dialog for Game Settings

Of the files contained in a project, use the dialog for game settings to make settings regarding the system

file parameters and content information files here.

More specifically, the following settings can be made.

e Settings for the disc boot game (system file parameters, content information files)

e Settings for the disc boot game after game purchase (system file parameters, content information

files)

e Settings for the install disc (system file parameters, content information files)

e Settings for each install package (system file parameters, content information files, install package

file)

e Settings for the video content disc (system file parameters, content information files)

e Settings for each video content data (system file parameters, content information files, video content

data file)

e Settings for the theme content disc (system file parameters, content information files)

e Settings for extra content disc (system file parameters, content information files)

e Settings for each extra content (system file parameters, content information file)

The relationships between each disc content and the files to be set, with the tab to be used, are as follows.

Disc Content File to Set Required/Optional | Tab to Be Used
Disc boot game System file Required General Parameter tab,
(*1) Advanced Parameter tab
Content information files | (*2) Content Information Files tab
Disc boot game System file Required General Parameter tab,
after game Advanced Parameter tab
purchase (when Content information files | (*2) Content Information Files tab
supporting the
game purchase
feature)
Install disc System file Required General Parameter tab,
Advanced Parameter tab
Content information files | (*2) Content Information Files tab
(Each) individual System file Required General Parameter tab,
package Advanced Parameter tab
Content information files | (*2) Content Information Files tab
Install package file Required Install Package File tab
Video content disc | System file Required General Parameter tab,
Advanced Parameter tab
Content information files | All optional Content Information Files tab
(Each) video System file Required General Parameter tab,
content data Advanced Parameter tab
Content information files | All optional Content Information Files tab
Video content data file Required Content Data File (Video) tab
Theme content disc | System file Required General Parameter tab,
Advanced Parameter tab
Content information files | All optional Content Information Files tab
Extra content disc | System file Required General Parameter tab,
Advanced Parameter tab
Content information files | (*2) Content Information Files tab
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Disc Content File to Set Required/Optional | Tab to Be Used

Each content in an | System file Required General Parameter tab,

extra content disc Advanced Parameter tab
Content information files | (*3) Content Information Files tab

(*1) For the setting of program files and data files for a disc boot game, use the Directory tab instead of the
dialog for game settings.

(*2) Only required for ICONO.PNG. Other content information files are optional.
(*3) Only required for ICON2.PNG. Other content information files are optional.

Dialog for Game Settings: File Menu

Import System File ...

Imports the selected system file parameters to the system file being edited. The parameters to be imported
are as follows.

e Title (default)

e Title (localized)

e Parental Lock Level (Default)

e Parental Lock Level (License Area)
¢ Resolution

e Sound Format

Dialog for Game Settings: Edit Menu

Add parameter APP_VER ...

Adds the Application Version (APP_VER) parameter to a system file created with an old version of the
Generator.

Note
This feature takes no meaning if the APP_VER parameter already exists or if the system file does not
require the APP_VER parameter (for example, an install package).
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Dialog for Game Settings: General Parameter Tab

The General Parameter tab is used for entering and checking parameters that are normally included in
system files.

Figure 51 Example of the Dialog for Game Settings: General Parameter Tab

@ Disc Boot Game Setup (/P53 GAME)
File FEdit

General Parameter | Advanced Parameter | Content Information Files

Title ID: = Yersion:

Title {default): | Default Title Name Parental Lock Level: Default | 1 v

_ _ Resolution: [J1ioe0 [J720 [Js76¢16:9) (1576
Title (localized): | B #EmA-ft JL-g| [4ao(e:m) [l4g0

Japanese A
Sound Format: [J7.1tpcm [Js.1Pcv [J2LPcm

[CJoolby™ Digital
[JDTS Digital Surround

attribute: [1PSP™ remate play

#pplication Version: 01,00 PlayStation@hove: []Support PlayStation@Move

30 warning: []30 warning display

Keny Description Format Max Len | Value ~
APP_VER Application or Patch Versi.,  String{UTF-8) g 01.00

ATTRIBUTE Various pararmeter Irteger 4 32 (0x20)

BOOTABLE Is bootable or not Irteger 4 1 (0x1)

CATEGORY Cateqgory of content String{UTF-8) 4 DG

LICENSE License infarmation String{UTF-8) 512 Library programs ©Sony Computer Entertai...
PAREMTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (0x1)

PS3_SYSTEM_WER  Required Systerm Version String{UTF-8) 5 00.93

RESOLUTION Supported resolution Integer 4 0 (0x0)

<SOUND FORMAT Sound Format Inteaer 4 0 (00 s b

Title ID
Displays the product code of the disc (product code of the package when setting an install package).

Note
For entering the title ID, use the Volume tab instead of the dialog for game settings.

Title (default)
Represents the default title name of the content being set.

For restrictions on the length and types of strings, as well as on the number of linefeeds, refer to the
"Content Information Specifications" document.

Title (localized)

Represents the title name of the content being set, in each language (optional).

PSP™ remote play Checkbox

Indicates whether or not remote play from PSP™ (PlayStation®Portable) is supported in the disc boot
game (optional).

For details, refer to the "Remote Play Utility Overview" document.

This item is invalid for content other than disc boot games.
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Application Version

Represents the application version of the disc boot game. It is used for re-mastering and for managing
patches. For details, refer to the "Patch Overview" document.

This item is invalid for content other than disc boot games.

Version

Represents the version of the disc.

Note
For entering the version, use [Disc Version] of the Volume tab instead of the dialog for game settings.

Parental Lock Level (Default)

Represents the default parental lock level of the content being set.

Resolution
Represents the display resolutions supported by the disc boot game.

For the meaning of each checkbox, refer to the "Application Requirements (Graphics)" document and the
"System Software Overview" document.

This item is invalid for content other than disc boot games.

Sound Format

Represent the sound format supported by the disc boot game. Refer to the "System Software Overview"
document.

This item is invalid for content other than disc boot games.

PlayStationeMove
Represents whether or not the disc boot game supports the PlayStation@Move motion controller.

This item is invalid for content other than disc boot games.

Support PlayStationeMove Checkbox
Check when the disc boot game supports the PlayStation@Move motion controller.
Motion Controller warning display Checkbox/

Navigation Controller warning display Checkbox/
PlayStation®Eye warning display Checkbox

Check to display a warning display by the system software upon game startup regarding the use of the
PlayStation®Move motion controller, PlayStation®Move navigation controller, or PlayStation®Eye,
respectively.

Calibration Notification Checkbox

Check to display a notification to the user by the system software when the geomagnetic sensor of the
PlayStation®Move motion controller has not been calibrated.

3D warning display Checkbox
Check to display a warning display upon game startup regarding stereoscopic 3D viewing.

For details, refer to the "Application Requirements (Graphics)" document.
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Dialog for Game Settings: Advanced Parameter Tab

The Advanced Parameter tab enables you to enter and check special parameters included in the system
files.

Figure 52 Example of the Dialog for Game Settings: Advanced Parameter Tab

@ Disc Boot Game Setup (/P53 GAME)

File Edit
General Parameter | Advanced Parameter | Content Information Files
Game Purchase: Support Game Purchase
Content ID for Game Purchase: |I%0000-SMPLOD001_00-HOGEHOGEHOGEHOGE
Parental Lack Level: DDiﬁ’erent Parental Lodk Level SCE] SCEA SCEE
{License Area) —for each License Area
SCEH SCEK SCH
HMB™ (in game): [“]Enable BGM
NP Comm ID for Bootable Message: Atiribute (Advanced):
Keny Description Format Max Len | Value ~
APP_VER Application or Patch Versi.,  String{UTF-8) g 01.00
ATTRIBUTE Various parameter Integer 4 524320 (0x80020)
BOOTABLE Is bootable or not Irteger 4 1 (0x1)
CATEGORY Cateqgory of content String{UTF-8) 4 DG
CONTENT_ID Content 1D String{UTF-8) 45 Iv0000-SMPLOOOO1_00-HOGEHOGEHOGEHOGE
LICENSE License infarmation String{UTF-8) 512 Library programs ©Sony Computer Entertai...
PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)
PS3_SYSTEM_WER  Required Systerm Version String{UTF-8) 5 00.93
RESCLUTION Sunborted resolution Inteaer 4 5 (0x3) b
< >

Support Game Purchase
Indicates whether or not the disc boot game supports the game purchase feature (optional).
For details on the game purchase feature, refer to the "NP DRM Overview" document.

This item is invalid for content other than disc boot games.

Content ID for Game Purchase

When the disc boot game supports the game purchase feature, this item represents the content ID of the
license package.

Different Parental Lock Level for each License Area

Indicates whether or not the content being set has a different parental lock level set for each license area
(optional).

SCEJ/SCEA/SCEE/SCEH/SCEK/SCH

When the content being set has a different parental lock level set for each license area, this menu
represents the parental lock level of each area.

Note
Contact SCE on how to set a different parental lock level for each license area.
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Enable BGM

Indicates whether or not the disc boot game supports the system BGM feature (optional: enabled by
default).

This menu is invalid when setting content other than disc boot games.
NP Comm ID for Bootable Message
Indicates the NP Communication ID to be used when sending/receiving a bootable invitation message.

For details about the feature, refer to the "NP Basic Overview" document.

Dialog for Game Settings: Content Information Files Tab

The Content Information Files tab is used to set content information files.

For details on content information files, refer to the "Game Master Disc Requirements" document and the
"Content Information Specifications" document.

Figure 53 Example of the Dialog for Game Settings: Content Information Files Tab

@ Disc Boot Game Setup (/P53 GAME} *
File  Edit

General Parameter | Advanced Parameter | Content Information Files
Preview

Drag and drop Content Information Files (Icon, Background, etc) and
select File Type by right click.

Target File Name  File Type Criginal File Name
ICOND.PNG Still Image Icon (default) T :¥dev¥bugzilla_devnet_issues¥ps3_bugzilla_S3803%flyi...
ICOML.PARM animated Image Icon (default) T :¥dev¥bugzilla_devnet_issues¥ps3_bugzilla_S3803%flyi...
Comdmet Doocintion Cresebis fdafooli T :¥dev¥bugzilla_devnet_issues¥ps3_bugzilla_S3803%flyi...
PIC1.PMNG Still Image: Izon (COND) ' ulty T :¥dev¥bugzilla_devnet_issues¥ps3_bugzilla_S3803%flyi...
PICZ.PNG ity T ¥dev¥bugzilla_devnet_issues¥ps3_bugzilla_83203¥flyi...
Content Description Graphic (PICO) » Default
Content Description Graphic (500 (PIC2) ¥ Japanese
Content Information Backeround (PICT) b Enelish
French
Spanhizh
Gierman
Delete.. Del Talian
Rename Fz2 Dutch
Portuguese
Russzian
Kaorean
Trad Chinese
Simp.Chinese
Finnish
Cwadich

When you drop a file within the tab, the file will be added to the list view.

When you select a file from this list view, a preview image will be displayed in [Preview].

Note
The preview feature does not support movie icons or BGM.

Moreover, from the context menu displayed by right-clicking on a file, the file can be appropriately
renamed.

Note
The renaming operation can be skipped by changing the filename as appropriate before dropping the file
within the tag.
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Still Image Icon (ICONO) Menu
Renames the file as a still image icon file.

Animated Image Icon (ICON1) Menu

Renames the file as an animated image icon file.

Still Image Icon for Extra Content (ICON2) Menu

Renames the file as a still image icon file for extra content.

This menu is only valid when an extra content data is set.
Animated Image Icon for Extra Content (ICON3) Menu
Renames the file as an animated image icon file for extra content.
This menu is only valid when an extra content data is set.

Content Description Graphic (PIC0) Menu

Renames the file as a content description graphic file (high-resolution).

Content Description Graphic (SD) (PIC2) Menu

Renames the file as a content description graphic file (standard-resolution).

Content Information Background (PIC1) Menu

Renames the file as a content information background file.

Package List Background (PIC3) Menu

Renames the file as a package list background image file. This menu is only valid when an install disc or a
content disc is set.

Background Music (SND0O) Menu
Renames the file as a BGM file.

Japanese/English/French/...

Renames the file as content information file for each language.

Delete ...

Deletes the file from the project.

Rename ...

Renames the file manually.
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Dialog for Game Settings: Install Package File Tab/Content Data File (Video) Tab

The Install Package File tab is used for setting an install package file. It is only displayed when you are
setting an install package.

The Content Data File (Video) tab is used for setting a video content data file. It is only displayed when
you are setting a video content data file.

Figure 54 Example of the Dialog for Game Settings: Install Package File Tab

© Install Package Setup (/P53 _GAME/PKGDIR/PKGO1}
File

General Parameter | Advanced Parameter | Content Information Files | Install Package File

Drag and drop or select Install Package File.

Install Package File: [D:¥Contents¥pky_sample¥NPODD1-NPXS00004_D0-GAMEDATADDDOOOOK,

Package File Info

Content ID: NPOOO1-NPXS00004_00-GANMEDATAD0000000

In either of the above cases, drop the file within the tab, or select the file from the dialog that opens upon
clicking on the [Select] button, to set the file.
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Dialog for Content Files

The dialog for content files is used to make settings regarding the content data files in a project.

More specifically, the following settings can be made.

e Settings for theme content data files

e Settings for extra content data files (content data files to be included in extra contents) as well as their

system files and content information files

Figure 55 Example of the Dialog for Content Files

& Dialoe for Content Files *

Drag and drop Exfra Content {Package,ideo, Theme) Files onto this dialog in order to add them
to the project.

Type Title Criginal Path
Package The Warrior of Dai-... T:¥dev¥snapshot¥ps3gen_v279+_L_Lc_shot¥samplal.pkg
Package Escape from the ca... T:¥dev¥snapshot¥ps3gen_v279+_L_Lc_shot¥sample2.pkg
Package Return of the King T ¥dev¥snapshot¥ps3gen_s

e Departure ashi

Delete ..

Edit Param ... ] [ Delete .. I

List View

Displays the list of content data files, types of contents, and title names of contents (only when setting
extra content data files), in the project. By dragging and dropping files from the Explorer etc., content data

files can be appended to the project.

The order displayed in the list view represents the order of content data files. To change the order, drag

and drop the items within the list view.

Edit Param ... Menu

Opens the dialog (for game settings) to set the system file and content information files of a selected

content. This menu is only valid when setting an extra content data file.

The dialog for game settings can also be opened by double-clicking on a file included in the list view.

Delete ... Menu

Deletes the selected files from a project.

Edit Param ... Button

This is equivalent to the Edit Param ... menu.

Delete ... Button

This is equivalent to the Delete ... menu.
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OK Button
Verifies the content of files and closes the dialog.

If there are errors in the content of files, a dialog that displays error messages will open.

Cancel Button

Discards the changes and closes the dialog.

Dialog for Displaying Pre-build Verification Results

The dialog for displaying pre-build verification results is shown when errors or warnings are detected
upon creating an Iso image file from a project.

Figure 56 Example of the Dialog for Displaying Pre-build Verification Results

& Verification Result @

@ The fallowing errards) found,

[Error]  The number of sectors is larger than maximum.

[Error]  ICOMO.PNG: Not found in fPS3_GAME,

[Error]  PARAM.SFO: Param TITLE: Blank string.

[Error]  PARAM.SFO: Param RESOLUTION: HD unsupported.

[Error]  PARAM.SFO: Param RESOLUTION: SO unsupported.

[Error]  PARAM.SFO: Param SOUND_FORMAT: 2LPCM unsupported.
[Error]  EBOOT.BIN: Mot found in /PS3_GAMEAJSRDIR,

Tips: Setting the TitlelD to "TEST-:ocax" or Discversion to "00.00" enables the
program to build the disc image even when errors are found. Cancel

A

If the verification result contains only warnings, you can click on the [OK] button to continue the build.

Even if the verification result contains errors, an image containing the errors can still be created with the
following values.

e Set "TEST-xxxxx" (where (xxxxx is a 5-digit integer) as the Title ID
e Set "00.00" as the Disc Version

Dialog for Starting the Build

The dialog for starting the build is displayed upon creating an Iso image file from the currently-opened
project, and it can be used to set the image file's save destination.

Enable File Synchronization function Checkbox

Creates an Iso/Emu image with the file synchronization function enabled. By default, this function is
disabled.

Note
A disc storing an image created with this file synchronization function enabled cannot be submitted as a
master disc.
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Dialog for Starting the Build: For Disc (*.iso) Tab

Select this tab when you want to create an Iso image file. Make the following settings.

Figure 57 Example of the Dialog for Starting the Build: For Disc (*.iso) Tab

Select Output Image Format g]

Select "For Disc" to make a disc, Select "For BD Ermulator” to make an image file for BD Emulator of
Reference Tool. Select "For BD Ermulator HDD (direct)" to write an image to an Emulator HDD dirsctly,

For Disc {*.is0) |For BD Emulator (*.emu) | For BD Ermulator HOD (direct)

ISC Image File @ |D:¥dev¥image¥hogeD.iso

[¥Burn after Build
¥¥ ¥Cdrom0 (MATSHITA UIDATESa0YD/CORW, rev=1,50, 01,00/ ¥ | | Load Eject Rescan

Required Media Type : BD-RE SL /BD-R SL
Inserted Media Type :© (Medium Not Present)

[¥]erify after Burn (This option is strongly recommended for BD media)

[JEnable File Synchronization function

Build ] [ Cancel

ISO Image File

Select the filename of the Iso image file to be created.

Burn after Build Checkbox

Specifies whether or not to continue writing onto a Blu-ray Disc after creating the Iso image file.

Load/Eject Button

Closes the tray of the selected drive, or enables you to eject the media. However, this may not work on
some drives.

Rescan Button

Rescans the drives connected to the PC and allows you to update the list of drives.
Required Media Type

Displays the types of disc media required for burning onto a disc.

The required media differs according to the Disc Type specified for the project.

Inserted Media Type
Displays the type of disc media inserted in the selected drive.

Verify after Burn Checkbox

Specifies whether or not to continue to verify the media after burning onto a Blu-ray Disc.
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Dialog for Starting the Build: For BD Emulator (*.emu) Tab

If you want to create an Emu image file, select this tab and set the following.

Figure 58 Example of the Dialog for Starting the Build: For BD Emulator (*.emu) Tab

Select Output Image Format ﬁl

Select "For Disc" to make a disc, Select "For BD Ermulator” to make an image file for BD Emulator of
Reference Tool. Select "For BD Ermulator HDD (direct) to write an image to an Emulator HDD directly,

For Disc {*.iso) | For BD Emulator (*.emu) | For BD Ernulator HOD (direct)

Ernulator Image File @ | D:¥dev¥image¥hogel.emu

Mernorandurn ¢ Sound debug version

[CJEnable File Synchronization function

Build ] [ Cancel

Emulator Image File

Select the filename of the Emu image file to be created.

Memorandum

Enter a description of the Emu image file. The content entered here will be embedded onto the Emu image
file, and will be available for reference from the management tool of the Reference Tool, for example.
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Dialog for Starting the Build: For BD Emulator HDD (direct) Tab

Select this tab when you want to directly write the Emu image onto the BD emulator HDD, and set the
following.

Figure 59 Example of the Dialog for Starting the Build: For BD Emulator HDD (direct) Tab

Select Output Image Format E|

Select "For Disc" to make a disc. Select "For BD Emulator” to make an image file for BD Emulator of
Reference Toal. Select "For BD Emulator HDD (direct)” to write an image to an Emulator HOD directly.

For Disc {*.iz0) | For BD Emulator (*.emu) | For BD Emulator HOD (direct)

BD Ernulator Image : | ¥¥ . ¥PhysicalDrivez:Imageld

Memorandum : Sound debug version [ HDD Utility ... I [ Rescan ]

¥¥ ¥PhysicalDriveld (TOSHIBA MK4008GAH, rev=BY20, 00,/00/00% - No BD Ermulator Partition fo
= WY ¥PhysicalDrive2 (ST340082 AMF1, rev=429, FF/FFFF)
2 ImageD : (hlank)
] Imagel : 2006-11-05 TEST-22222 BD25 "
T Image2 : (hlank)
Imaged : 2006-11-22 TEST-12345 BD25 "'

< ¥

[¥]Set the selected image as default when writing is finished

[CJEnable File Synchronization function

Build ] [ Cancel

BD Emulator Image

Represents the write destination of the Emu image. Select the write destination by clicking the list display
at the bottom.

Memorandum

Enter a description for the Emu image. The content entered here will be embedded onto the Emu image
and will be available for reference from the management tool of the Reference Tool, for example.

HDD Utility ... Button
Opens the BD emulator HDD utility dialog.

Rescan Button

Rescans the disk drives connected to the PC and updates the list of drives.

Set the selected image as default when writing is finished Checkbox

Specifies whether or not to use the written Emu image for startup after the writing of the Emu image
ends.

Build Button

Starts the creation of an Iso image file, Emu image file, or the writing of an Emu image. The progress and
result of this processing will be displayed in a progress dialog.
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Dialog for Starting the Burn

The dialog for starting the burn is displayed upon burning an existing Iso image file onto a Blu-ray Disc; it
enables you to select the Iso Image file to burn.

Operations on this dialog for starting the burn will not affect the project being edited.

Figure 60 Example of the Dialog for Starting the Burn

Burn Disc El
Source Disc Image File
D:¥dev¥image¥hoges.iso SelectFile ...

Disc Image Type @ Master Disc for PLAYSTATION®3
Title [D ;. TEST-01234 Yersion ;01,00

Title (default): SAMPLE {Game+PKG+Videa)

Target Disc Drive

0, 01,00/ 84

Required Media Type : BD-RE SL /BD-R SL

Ingerted Media Type @ (Medium Mot Present)

[¥]werify after Burn (This option is strongly recommended for BD media)

[ Burm ] [ Cancel

Select File ... Button

Opens the dialog for selecting the Iso image file to be written to disc.

Disc Image Type/Title ID/Version/Title (default)

Displays the type of disc image selected, product code, version, and default title name of the included disc
boot game. This information is the same as what is displayed on the dialog for image information.

Load/Eject Button

Closes the tray of the selected drive, or enables you to eject the inserted media. However, this may not
work on some drives.

Rescan Button

Rescans the drives connected to the PC and updates the list of drives.

Required Media Type
Displays the types of disc media required for the write.
The required media differs by the Disc Type specified for the project.

Inserted Media Type
Displays the type of disc media inserted in the selected drive.

Verify after Burn Checkbox

Specifies whether or not to continue verifying the media after burning to a Blu-ray Disc.

Burn Button

Starts the burn to a Blu-ray Disc. The progress and result of this processing will be displayed in a progress
dialog.
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Dialog for Image Information

The dialog for image information provides the Generator with the same features as that of the Checker.
For details, refer to chapter 10, "Reference: Disc Image Checker for PlayStation®3".

The operations on the dialog for image information will not affect the project being edited.

BD Emulator HDD Utility Dialog

The BD emulator HDD utility dialog is used to perform various operations on the BD emulator HDD.

Figure 61 Example of the BD Emulator HDD Utility Dialog

BD Emulator HDD Utility X
BD Emulator Image List
¥¥ ¥PhysicalDrived (TOSHIBA MKAO08GAH, rev=BY20, 00,/00/00) - Mo BD Ermulator Partition found
= ¥¥ ¥PhysicalDrive2 (ST340082 AMFL, rev=4.25, FF/FF/FF)

: Imagel : (blank)

K| i

Write Image ... I[ Close I

BD Emulator Image List

The HDDs (including mass storage) connected to the PC are displayed in a list. If an HDD formatted for
the BD emulator is found, basic information of the Emu images stored on there will also be displayed.

By selecting an HDD or an Emu image, buttons - such as the [Write Image ...] button described below, will
become available.

Rescan Button

Rescans the disk drives connected to the PC and updates the list of drives.
Format HDD for BD Emulator ... Button

Formats the selected HDD for the BD emulator.

This item is valid when the HDD is selected in [BD Emulator Image List].

Note
When formatting, all the contents of the HDD - including the file systems and partitions - will be deleted.
Be very careful not to delete valuable files by mistake.

Set Default Button
Sets the selected Emu image as the default image to be used for startup.

This item is valid when an Emu image - that is neither blank nor already set as the default image, is
selected in [BD Emulator Image List].

Note
The default Emu image will be noted with "(default)" at its tail in [BD Emulator Image List].
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Erase Image ... Button
Deletes the selected Emu image.

This item is valid when an Emu image - that is not blank, is selected in [BD Emulator Image List].

Write Image ... Button

Writes an Emu image file onto an HDD. A dialog for selecting the Emu image file will open, and when a
file is selected, it will be written onto the Emu image area selected in [BD Emulator Image List].

This item is valid when a blank Emu image area is selected in [BD Emulator Image List].

Progress Dialog

The progress dialog is displayed to show the progress and result of a processing that takes a long time,
such as, the creation of an Iso image file, the write to a Blu-ray Disc, verification of a disc image, and the
saving of a disc image.

For details, refer to the "Progress Dialog" section of chapter 10.
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9 Reference: System File Utility for PlayStation®3

This chapter describes the various features of the System File Utility in detail.

Starting up the System File Utility

Drag-and-drop the system file (*.sfo) to ps3sys.exe, to start up the System File Utility with the system file
already loaded. If you have the *.sfo extension linked to ps3sys.exe on the Windows Explorer, for example,
you will be able to start up the System File Utility with the system file already loaded, by just
double-clicking on the system file.

File Menu

New System File for Disc Game

Creates a new system file for a disc boot game. Contents being edited will be cleared.

New System File for Game Patch of Disc Game

Creates a new system file for a disc boot game patch. Contents being edited will be cleared.

New System File for HDD Game

Creates a new system file for an HDD boot game. Contents being edited will be cleared.

New System File for Game Patch of HDD Game

Creates a new system file for an HDD boot game patch. Contents being edited will be cleared.

New System File for Game Data (Not a Game Patch)

Creates a new system file for game data. Contents being edited will be cleared.

Import System File
Imports parameters of the selected system file to the system file being edited.

Parameters to be imported are as follows.
e Title (default)
e Title (localized)
e Parental Lock Level (Default)
e Parental Lock Level (License Area)
¢ Resolution

e Sound Format
Open System File ...

Opens an existing system file. Contents being edited will be cleared.

Save System File

Saves the system file being edited. When saving for the first time, a dialog to enter the filename will open.

Save as ...

Saves the system file being edited under a different name.
Exit

Terminates the System File Utility.
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Edit Menu

Update PS3_SYSTEM_VER from EBOOT.BIN/SELF file ...

Opens a dialog for selecting program files, such as, EBOOT.BIN. When a program is selected, the SDK
version will be read and set to [Required System Version].

This item is invalid for system files for game data.

Add parameter APP_VER ...

Adds the Application Version (APP_VER) parameter to a system file created with an old version of the

System File Utility.

This item is invalid for system files for game data, or for system files that already hold the APP_VER

parameter.

Category/Patch Tab

The Category/Patch tab allows you to enter/check settings related to the category and the patch of a

system file.

Figure 62 Example of the Category/Patch Tab

& System File Utility for PlayStation®3 — sample_sfo *

File Edit Help

Category
(® Disc Boot Garne

00t Lame
(HDD Boot G ol

O izame Data (Mot Patch)

(*1) Note: system file parameters for regular
HDD Game and far its cumulative patch are
identical. Consequently, Patch checkbox will be
disregarded for the cumulative patch of HDD
Game when the system file is loaded.

System File for Game Patch of Disc Game

Category/Patch | General Parameter | Advanced Parameter

Application Setting
Redquired System Version (PS3_SYSTEM_VER) : 093 | [ . ]

Application Yersion (APP_VER) @ |01.00
Patch Setting
@ cumulative Patch

O lIncremantal Patch
Target Application Yersion (TARGET_APP_YER) :

Check this if the patch is required to overwrite Resolution | Sound

Cloverwrite
Format | Remote Play attribute,

[Cloverwrite XMB™ (in game) Check this i the patch is required to avenarite

Reqgion HMB™ (in game) attribute.

Ccwerwrite FlayStation@Move  Check this If the patch is required to overwrite
PlayStation®Move attribute,
0 Overvwrite PlayStation@Move  Check this if the patch is required to overwrite
Calibration Naotification PlayStatinn@Move Calibration Motification attribute.
[ overwrite 30 ‘i arning Check this if the patch is required ko averwrite 30
‘Wwarning attribuke,

Key Description Format Max Len  Value

APP_VER Application or Patch versi..  String{UTF-8) 8 01.00

CATEGORY Category of content String{UTF-8) 4 GD

PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)

PS3_SYSTEM_VER  Required System Version String{UTF-8) 8 00.93

TITLE Garre Title (DefaultLang...  String{UTF-8) 128 Default Title Mame

TITLE_OD Gamme Title (Japanese) String(UTF-8) 128 BFEFESILE
TITLE_ID Title ID String{UTF-2) 16 SMPLOOOOL
WERSION ‘Wersion of game content String{LTF-8) 8 01.00

Disc Boot Game Radio Button

Indicates whether the category is a disc boot game (patch included). Click to change the category.

Patch Checkbox

Indicates whether the category is a disc boot game patch or not. Click to change the category.
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HDD Boot Game Radio Button
Indicates whether the category is an HDD boot game (patch included). Click to change the category.

Patch Checkbox
Indicates whether the category is an HDD boot game patch. Click to change the category.

Note
When opening an existing system file for an HDD boot game patch, it may be recognized as a system file
for an HDD boot game. When editing such a system file, make sure to first set the [Patch] checkbox on.

Game Data (Not Patch) Radio Button
Indicates whether the category is a game data. Click to change the category.

Region

Represents the region restriction of a disc boot game or HDD boot game that includes this system file.
This item is valid when the category is a disc boot game, HDD boot game, or a patch of the HDD boot

game.

For details on the region restriction, refer to the "Application Requirements" document.

Note
Region restriction is a feature added from system software 3.30. This cannot be used in earlier versions.

When using the region restriction, please contact SCE in advance.

Figure 63 Display Example of a Region Restriction

Categary Application Setting

O Disc Boot Game Reguired Systermn Yersion (FS3.

Application Wer:

() HOD Boat Garme (*13 Patch Setting
Oratch (*13
() Game Data (Mot Patch)

(*1) Note: system file parameters For regular Target Application Version

HDD Game and Far its cumulative patch are
identical. Consequently, Patch checkbox will be
disregarded For the cumulative patch of HDD
Game when the system file is loaded.

Reqgion
Reqion Restriction
0-31

v Regionl {Japan}

+ Regionl {Morth Americal
= Descriptior + Region2 (Europe) n
APP_WER application « Resiond (Koread a
ATTRIBUTE Yarious pal * Regiond (KD .
BOCTABLE Is bootable * Regiunﬁ (Mexic?) 4
CATEGORY Categary g * Reg!unﬁ {Doeanial . 4
LICEMSE License inft * RE%!UFIT (Suglhaast Aizial -
PARENTAL LEVEL  Parentallc ” x:z:g gz;"‘;;‘)) 3
PS3_SYSTEM_VER  Required S + Region10 (China! 5
REGION_DEMY Region Res | Regionl1 (Hone Kone) 4
(RESOLUTION Sunnorted 4

Required System Version

Represents the system software version required upon running a disc boot game/HDD boot game that
includes this system file.

Click on [...] to display a dialog for selecting program files, such as, EBOOT.BIN. When a program file is
selected, the SDK version will be read and set to [Required System Version].

This item is invalid if the category is a game data.
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Application Version

Represents the version of the application or patch that includes this system file. It is used for re-mastering
and for managing patches. For details, refer to the "Patch Overview" document.

This item is invalid when the category is a game data.

Cumulative Patch Radio Button

Represents that the patch, which includes this system file, is a cumulative patch. For details, refer to the
"Patch Overview" document.

This item is only valid when the category is a patch.

Incremental Patch Radio Button

Represents that the patch, which includes this system file, is an incremental patch. For details, refer to the
"Patch Overview" document.

This item is only valid when the category is a patch.

Target Application Version

When the patch that includes this system file is an incremental patch, this represents the version of the
target application or patch. For details, refer to the "Patch Overview" document.

This item is only valid when the category is an incremental patch.

Overwrite Checkbox

Indicates whether or not the patch that includes this system file will overwrite the settings of the
resolution, sound format, and remote play attributes of the disc boot game applicable for a patch.

This item is only valid when the category is a disc boot game patch.

Overwrite XMB™ (in game) Checkbox

Indicates whether or not the patch that includes this system file will overwrite the settings of the XMB™
(in game) attributes of the disc boot game applicable for a patch.

This item is only valid when the category is a disc boot game patch.

Overwrite PlayStationeMove Checkbox

Indicates whether or not the patch that includes this system file will overwrite the settings of the
PlayStation®Move attributes of the disc boot game applicable for a patch.

This item is only valid when the category is a disc boot game patch.

Overwrite PlayStation®@Move Calibration Notification Checkbox

Indicates whether or not the patch that includes this system file will overwrite the settings of the
PlayStation®@Move Calibration Notification attributes of the dist boot game applicable for a patch.

This item is only valid when the category is a disc boot game patch.

Overwrite 3D Warning Checkbox

Indicates whether or not the patch that includes this system file will overwrite the settings of the 3D
warning attributes of the dist boot game applicable for a patch.

This item is only valid when the category is a disc boot game patch.
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General Parameter Tab

The General Parameter tab allows you to enter/check general parameters that are included in system files.

Figure 64 Example of the General Parameter Tab

& System File Utility for PlayStation®3 — sample_sfo *
File Edit Help

System File for Disc Game

Category/Patch = General Parameter | Advanced Parameter

Title ID: |SMPL | - |00001 Wergion: |[0L.00

Title (default): | Default Title Name Parental Lock Level: Default 1 v

Resolution: 1080 [M720 [Os76¢16:9) (1576

Title {localized):
¢ ) [4a016:9y 480

L

Sound Format: []7.1LPcm []5.1LPC [V 2LPCM
Coolby™ Digital
DTS Digital Surround

atribute:  [CJPSP™ remate play

PlayStation@haove:

Application Yersion:  |01.00
[“IMotion Cantraller warning display
[CMavigation Contraller warning display
[CPlaystation®Eye warning display

[Ccalibration Motification

30 warning: []30 warning display

Key Description Format Max Len  Value e
APP_VER Application or Patch versi..  String{UTF-8) 8 01.00

ATTRIBUTE Warious parameter Integer 4 B38BB96 (0xBO0120)

BOOTABLE Is bootable or not Integer 4 1 (1)

CATEGORY Category of content String{UTF-8) 4 DG

LICENSE License information String{UTF-8) 512 Library programs ©Sony Computer Entertai...
PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)

PS3_SYSTEM_VER  Required System Version String{LTF-8) 8 00.93

RESCOLUTION Supported resolution Integer 4 13 (OxD)

?OUND FORMAT Sound Forrat Inteaer 4 1 (0x1d s b

Title ID

Represents the product code of the game content (disc boot game, HDD boot game, game patch, etc.,) that
includes this system file.

Title (default)

Represents the default title name of the game content that includes this system file. For the length and
type of strings, and regarding limitations on the number of linefeeds, refer to the "Content Information
Specifications" document.

Title (localized)

Represents the title name in each language for the game content that includes this system file (optional).

PSP™ remote play Checkbox

Indicates whether or not to support remote play from PSP™ (PlayStation®Portable) for game content that
includes this system file (optional).

For details, refer to the "Remote Play Utility Overview" document.

This item is valid when the category is a disc boot game, a disc boot game patch (if the overwrite attribute
is enabled), an HDD boot game, or an HDD boot game patch.

Application Version

Represents the version of the application or patch that includes this system file. Can also be entered using
the Application Version of the Category/Patch tab.
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For details, refer to the item of the Category/Patch tab, as well as the "Patch Overview" document.

This item is invalid if the category is a game data.

Version

Represents the version number of the master for the game content that includes this system file.

Parental Lock Level (Default)

Represents the default parental lock level of the game content that includes this system file.

Resolution
Represents the display resolutions supported by the game content that includes this system file.

For details, refer to the "Application Requirements (Graphics)" document and the "System Software
Overview" document.

This item is valid when the category is a disc boot game, a disc boot game patch (if the overwrite attribute
is enabled), an HDD boot game, or an HDD boot game patch.

Sound Format
Represents the sound formats supported by the game content that includes this system file.
For details, refer to the "System Software Overview" document.

This item is valid when the category is a disc boot game, a disc boot game patch (if the overwrite attribute
is enabled), an HDD boot game, or an HDD boot game patch.

PlayStationeMove

Represents whether or not the game content including this system file supports the PlayStationeMove
motion controller (optional).

Support PlayStationeMove Checkbox
Check when the game content supports the PlayStationeMove motion controller.
Motion Controller warning display Checkbox/

Navigation Controller warning display Checkbox/
PlayStation®Eye warning display Checkbox

Check to display a warning display by the system software upon game startup regarding the use of the
PlayStation®@Move motion controller, PlayStation®@Move navigation controller, or PlayStation®Eye,
respectively.

This item is valid when the category is a disc boot game, a patch for the disc boot game with Overwrite
PlayStation®Move attribute enabled, an HDD boot game, or a patch for the HDD boot game.

Calibration Notification Checkbox

Check to display a notification to the user by the system software when the geomagnetic sensor of the
PlayStation®Move motion controller has not been calibrated.

This item is valid when the category is a disc boot game, a patch for the disc boot game with Overwrite
PlayStation®Move Calibration Notification attribute enabled, an HDD boot game, or a patch for the HDD
boot game.

3D warning display Checkbox
Check to display a warning display upon game startup regarding stereoscopic 3D viewing.
For details, refer to the "Application Requirements (Graphics)" document.

This item is valid when the category is a disc boot game, a patch for the disc boot game with Overwrite 3D
Warning attribute enabled, an HDD boot game, or a patch for the HDD boot game.
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Advanced Parameter Tab

The Advanced Parameter tab enables you to enter/check special parameters that are included in system
files.

Figure 65 Example of the Advanced Parameter Tab

& System File Utility for PlayStation®3 - sample_sfo

File Edit Help
System File for Game Patch of HDD Game
Category/Patch | General Parameter || Advanced Parameter
Game Purchase: Support Game Purchase
Content ID for Game Purchase: |I%0000-SMPLOD001_00-HOGEHOGEHOGEHOGE
Parental Lock Level: pifferent Parental Lock Level SCE) SCEA SCEE
{License Area) ' for each License Area
SCEH SCEK SCH
HMB™ (ingame): [#]Enable BGM
NP Comm ID for Bootable Message: attribute (advanced):  []Enable PSP™ Export
Key Description Format Max Len Value A
APF_VER Application or Patch versi.,  String(UTF-8) 5 01.00
ATTRIBUTE Warious parameter Integer 4 524576 {(0x80120)
BOOTABLE Iz bootable or not Integer 4 1 (1)
CATEGORY Cateqory of content String{UTF-8) 4 HG
CONTENT_ID Content 1D String{UTF-8) 48 IvO000-SMPLOOOO1_00-HOGEHOGEHOGEHOGE
LICENSE License infarmation String{UTF-8) 512 Library programs ©Sony Computer Entertai...
PARENTAL_LEVEL Parental Lock Level (defa... Integer 4 1 (1)
PS3_SYSTEM _WER  Required System Version Siring{UTF-8) 5 00.93
RESCOLUTION Sunported resolution Inteqer 4 9 ([0x3 b
£ ¥

Support Game Purchase Checkbox

Indicates whether or not the game content that includes this system file supports the game purchase
feature (optional).

For details on the game purchase feature, refer to the "NP DRM Overview" document.

This item is valid when the category is a disc boot game, an HDD boot game, or an HDD boot game patch.

Content ID for Game Purchase

When the game content supports the game purchase feature, this item represents the content ID of the
license package.

Different Parental Lock Level for each License Area Checkbox

Indicates whether the game content that contains this system file has a different parental lock level setting
for each license area (optional).

SCEJ/SCEA/SCEE/SCEH/SCEK/SCH

When the game content that includes this system file has a different parental lock level set for each license
area, this item represents the parental lock level of each area.

Note
Please contact SCE on how to set a different parental lock level for each license area.
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Enable BGM Checkbox

Indicates whether or not the game content that includes this system file supports the system BGM feature
(optional: enabled by default).

This item is valid when the category is a disc boot game, a disc boot game patch [if the overwrite XMB™
(in game) attribute is enabled], an HDD boot game, or an HDD boot game patch.

None
Do not mark this checkbox for all game contents created with an SDK earlier than SDK 2.4.0.

NP Comm ID for Bootable Message
Indicates the NP Communication ID to be used when sending/receiving a bootable invitation message.

For details about the feature, refer to the "NP Basic Overview" document.

Enable PSP™ Export Checkbox

This checkbox is normally not used.
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10 Reference: Disc Image Checker for PlayStation®3

This chapter describes the various features of the Checker in detail.

Starting up the Checker

Drag-and-drop an Iso image file (*.iso) to ps3chk.exe to start up the Checker with the Iso image file
already loaded. Moreover, if you have the *.iso extension linked to ps3chk.exe on the Windows Explorer,
for example, will be able to start up the Checker with the Iso image file already loaded, just by
double-clicking on the Iso image file.

Figure 66 Example of the Checker

& Disc Image Checker for PLAY

Input

Select a drive which a disc is inserted, select an image file (*.is0), or drag and drop a file onto this dialog.

O Dige Drive

*Disc Image File |Pi¥gene_sample¥0800¥test.iso Select File ...

[ Verify Image ] [Savej’Emu ] [ Traophy ...

Disc Image Information
Disc Image Type :  Master Disc for PLAYSTATIONES

Title ID :  TEST-01234 Wersion ;01,00
Title (default):  Game +Pkg+Movie +Theme Sample Parental Lock Level : O
SDK Yersion ;02,4000
Disc Type : BD 25GB Single Layer Systerm Yersion : 02,5000
Disc Date ©  2008-11-25
< ¥
Murnber of Sectors @ Total = 4160(00001040), LO/A1 = 4160{00001040)/0(00000000%, 0.0GEyte
Yolume ID ;. PS3YOLUMWE File System : (V]IS0 9660 [¥]Joliet
Yol Timestamp :  2008-11-25 21:19:07 OuoF1x MuoF2.x

Extra Information
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Input Group Box

Figure 67 Example of the Input Group Box

Input

Select a drive which a disc is inserted, select an image file (*.is0), or drag and drop a file onto this dialog.

() Diec Drive

(#Disc Image File  |D¥dev¥image¥hoges.isa SelectFile ...

Disc Drive Radio Button

Directly reads the disc image for display or verification from an optical drive. When the optical drive is
selected from a list, information of the disc that is mounted on that drive will be displayed in [Disc Image
Information].

Rescan Button

Rescans the optical disk drives connected to the PC and updates the list of [Disc Drive].

Disc Image File Radio Button

Reads the disc image to be displayed or verified from the Iso Image file.

Select File ... Button

Opens the dialog to select an Iso image file. When an Iso image file is selected, its information will be
displayed in [Disc Image Information].

Note
The Iso image file can also be selected by directly dropping it to the Checker screen.

Buttons

Figure 68 Example of the Buttons

[ werify Image ] lSavefEmu...] [ Trophy ... ]

Decrypt ...

Verify Image Button

Verifies the selected disc image. The progress and result of the verification will be displayed in a progress
dialog.

Save / Emu ... Button

Saves the disc image, or displays the menu of BD emulator functions.

Figure 69 Example of the Save/Emu Button Menu

[ B |
m Save Imaee to File .

Wirite Image to Emu File themu) ..
Wiite Image to BD Emulator HDD ..

1atian BD Emulator HDD Litility

Save Image to File ...

Saves the selected disc image as an Iso image file. Disc image verification can also be performed upon
saving. The progress and result of the save will be displayed in a progress dialog.
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Write Image to Emu File (*.emu) ...

Converts and saves the selected disc image to an Emu image file. Disc image verification is not performed
upon saving. The progress and result of the save will be displayed in a progress dialog. A memorandum

can be entered optionally.

Write Image to BD Emulator HDD ...

Saves the selected disc image to the BD emulator HDD. Disc image verification is not performed upon
saving. The progress and result of the save will be displayed in a progress dialog. A memorandum can be

entered optionally.

BD Emulator HDD Utility ...

Opens the BD Emulator HDD Utility dialog. For details, refer to the section "BD Emulator HDD Utility

Dialog" in Chapter 7.

Trophy ... Button
Displays the processing menu for the trophy pack file included in the disc image.

Figure 70 Example of the Trophy Button Menu

Extract and save Trophy Pack File..
- PLAYSTY

“ersi

This item is only valid when a trophy pack file is included in the selected disc image.

Note
The menu contains unimplemented features.

Extract and save Trophy Pack File ...

Extracts the trophy pack file from the disc image and saves it onto the PC.

Decrypt ... Button
Opens the decrypt/save file dialog.
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Disc

Image Information Group Box

[Disc Image Information] displays general information of the selected disc image.

Figure 71 Example of the D

Disc Image Infor mation

Title ID :  TEST-01234

Disc Type : BD 25GB Single Layer
Digc Date :  2008-08-13

<

Wolume 1D PS3WOLUME
Yol Timestamp :  2008-08-13 11:34:29

Disc Image Type

Dist Image Type @ Master Disc for PLAYSTATIONES

Title (default): SAMPLE {(Game +PKG +Video) Parental Lock Level @ O

Mumber of Sectors : Total = 203136(00031980), LOA1 = 203136(00031980)/0{00000000%, 0.4GByte

isc Image Information Group Box

Wergion ¢ 01,00

SDK Yersion ;02,4000
System Yersion ;02,4000

¥

File Systern @ [V]150 0560 [ Jaliet
OuoF 1.x  MuDF2.x

Displays the type of disc image or an error message.

Display Description

Master Disc for PlayStation®3

Iso image for PlayStation®3 (Blu-ray Disc or an Iso
image file)

Emulator Image (Not a Master Disc)

Emu image file for PlayStation®3

Unknown Disc

The disc image is not for PlayStation®3

Unknown Disc (File System not found)

File system does not exist

Not a Disc Image File or cannot be read.
Error=xxxxxxxx

Either a file other than an image file has been selected,
or the image cannot be read

Device is opened by other software.

Either the optical drive is being used by another
application, the disc does not exist, or it is being read

Title ID

Represents the product code of the disc image.

Version

Represents the version of the disc image.

Title (default)

Represents the default title name of the disc boot game included in the disc image.

Parental Lock Level

Represents the default parental lock level of the disc boot game included in the disc image.

Disc Type

Represents the type of the disc image (physical format).

Disc Date

Represents the date the disc image was created.

SDK Version

Represents the SDK version by which the disc boot game including in the disc image was developed.
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System Version

Represents the version of the system software required to run the contents of the disc image.

Extra Note

Represents other important information regarding the contents of the disc image.

Icon Description
NoGame The disc does not contain a disc boot game
PSP™ The disc boot game in the disc supports remote play from

PSP™ (PlayStation®Portable)
The disc boot game in the disc supports the game purchase feature

PS Move

The disc boot game in the disc supports the PlayStation@Move motion

controllers
The disc boot game in the disc supports the trophy system
PKGx3 (Example) The disc contains 3 install packages
web The disc boot game in the disc contains web content
PATCH The patch packages that are automatically applied to the disc boot

game is contained in the disc
The disc contains video content data

The disc contains theme content data

EXTRAX3

m Region restriction is set to the disc

Extra contents comprising 3 contents are included in the disc
(Example)

Special settings have been made for the SCEA license area
(Example)

Default Default content information is set to the disc boot game of the disc
(Note: because default content information is required, this icon is
usually displayed)

m (Example) English-localized content information is set for the disc boot game of
the disc

Click on the icon displayed in [Extra Note] to show details.

Figure 72 Example of the Details of the Extra Note

& Extra Hote of the selected Disc Image El

[PSP™] A
The game supports PSP™ rermote play,

- Format = MPEG-4 AVC/AMC

[Trophy]

The dist containg Trophy Pack file.

[PKEx3]

The dist contains 3 Install Packages.

- Package0: 1¥0002-MPXS00004_00-HDDBOOTSAMPLEDDL
- Packagel: NPOOO1-NPXS00004_00-GAMEDATAODD000000
- PackageZ2: NPOOO1-NPXS00004_00-GAMEEXECO0000000
[SCEA]

The dist containg Specific Information for SCEA area.

- Parental Lock Level =3

[SCEK]

Number of Sectors

Indicates the number of sectors per disc image layer, as well as the total sum of the sectors.

Volume ID

Indicates the volume IDs of the file systems in the disc image.
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Vol. Timestamp

Indicates the volume creation date and time of the file system in the disc image.

File System

Indicates the types of file systems in the disc image.

Decrypt/Save File Dialog

The decrypt/save file dialog is used to extract files from the selected disc image and to save them.

Figure 73 Example of the Decrypt/Save File Dialog

& Decrypt/Save Files Settine E|
Output Directory

Di¥temp

Files to be decrypted/saved

[Elselect all files and directories

File Marne Start LSM Length | Last Modified e
[ /PS3_GAME/PKGDIR /FKGOL/INSTALL.FKG a4 102400 2007-12-18 15:13:19
[ /PS3_GAME/PKGDIR/PKGED1/PARAM.SFO 470 305 2005-05-13 11:34:29
[ /PS3_GAME/PKGDIR/PKGD2 2008-08-13 11:34:29
[ /PS3_GAME/PKGDIR/FKGOZ/ICOMNI.PNG 476 2589 2007-04-26 00:26:31
[ /PS3_GAME/PKGDIR /FKGOZ/INSTALL.FKG o934 2097712 2007-12-18 15:13:52
[ /PS3_GAME/PKGDIR /PKG0Z/PARAM.SFO 471 305 2005-05-13 11:34:29
[ /PS3_GAMEFS3ILOGO.DAT 436 5120 2005-05-13 11:34:29
[ /PS5_GAME/TROFDIR 2008-08-13 11:34:29
[ /PS3_GAME/TROPDIR /HOGEDOOD1_00 2008-08-13 11:34:29
[ /PS3_GAME/TROPDIR /HOGEODODL_O0/TROP... 481 117472 2008-07-29 20:20:26
/PS3_GAMEMSRDIR 2005-08-13 11:34:29
/PS3_GAMEASRDIR EBOOT BIN 44 207064 2008-08-13 13:07:21

[] /PS3_UPDATE

2005-08-13 11:34:29 2

Mote: Final ROM disc cannot be decrypted correctly, Start } [ Cancel ]

Note

Most files on the disc image are stored with encryption. Such files will be corrupt and have no meaning if
it is directly copied from a Blu-ray Disc using the Explorer, for example. Use the decrypt/save file dialog
to save the file.

Output Directory

Select the save target directory name. Each file will be stored with the directory name selected here as its
root directory.

Example)

If the output directory is D:\temp, /PS3_GAME/USRDIR/EBOOT.BIN will be stored in the
D:\ temp\ PS3_GAME\ USRDIR\ EBOOT.BIN path.

Select all files and directories Checkbox

Select all files and directories.

Start Button

Starts the file save. The progress and result of the save will be displayed in a progress dialog.
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Progress Dialog

The progress dialog is used to show the progress and result of a process that takes time, such as, the
creation of an Iso image file, the write to a Blu-ray Disc, and the verification and save of a disc image.

Figure 74 Example of the Progress Dialog (In-progress)

Progress Dialog

Yerifying Disc Image...

Detailed Log
Filter

Tirmnestarmp Level
2005-07-18 17:51:..,
2005-07-18 17:51:... [Info]

2005-07-18 17:51:... [Debug]
2008-07-18 17:51:... [Debug]
2008-07-18 17:51:... [Debug]
2008-07-18 17:51:... [Debug]

<

Log Message he
EBOOT.BIM: Ermbedded ELF found (ofs=E40F30%.
EBOOT.BIN(embedded #00): SPU ELF file, SDK version = unknown.
EBOOT.BIMN(Embedded#00): SFU name = synth2.elf,

Checking Updater File /PS3_UPDATEFSSUPDAT PUP (blark).
Checking SHA-1 hash of disc image.

Expected SHA-1: 2446AD3F54295E2CB221C7DEECOS754265 7B 7ER =

| &

|

Figure 75 Example of the Progress Dialog (after Completion)

Eroeress Dialoe

werify Process ended with one or more ERRORs,

99% [

Detailed Log

Filter |Display all messages

ol mka A = =
Display Info and higher
2008-0 Display Warn and higher

2002-0|Digplay Error onl
2002-08- 10

1. [Debug
2008-08-13 15:19:... [Debug]
2008-08-13 15:19:... [Info]

2008-08-13 15:... [Error]

L2

Save log...

Log Message =
Checking SHA-1 hash of disc image.

Expected SHA-1: 24C8F5810E68121743604 113D AFER 19F64F FEEF
Actual SHA-1 @ 34C8FS910EA2121743604 113D AFSR19FE4F FEEFD
SHA-1 is correct,

-- erify Process Finished. ret=E0003002

¥erify Process ended with one or more ERRORs.

154

V|

Save log ... Button

Opens a dialog to save a log file of the processing result.

This item is invalid during processing.

Abort Button

Aborts the processing. Depending on the timing, it may take a few minutes until the processing is actually

aborted.
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Filter
Applies a filter to the messages of the displayed result log.

This item is invalid during processing.

Filter Setting Description

Display all messages Display all messages

Display Info and higher Display [Info] and higher messages.

[Debug] messages are not displayed.

Display Warn and higher | Display [Warn] and [Error] messages.

[Debug], [Info] and [Note] messages are not displayed.
Display Error only Display [Error] messages.

[Debug], [Info], [Note] and [Warn] messages are not displayed.
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‘ 11 Reference: Trophy Pack File Utility for PlayStation®3

In this chapter, the various features of the Trophy Pack File Utility are described in detail.

Starting up the Trophy Pack File Utility

Drag-and-drop the trophy pack file (*.trp) to ps3trp.exe, to start up the Trophy Pack File Utility with the
trophy pack file already loaded. Moreover, if you have the *.trp extension linked to ps3trp.exe on the
Windows Explorer, for example, you will be able to start up the Trophy Pack File Utility with the trophy
pack file already loaded, just by double-clicking on the trophy pack file.

Figure 76 Window upon Trophy Pack File Utility Startup

& Trophy Pack File Utility
File  Edit Command Help

0 Trophies TR ) | General Setting

MNP Comrn ID(): Trophy Set Yersion(y): 01,00

[AddeB‘EtE Trophiesga)... ] [ Add/Delets LanguagesiL)... ] [CJFor Development

(New

Trophy Set)

Trophy Icons | Default Language
{Base Game Group)

Trophy(T) Set v | TitleMame): | (Mew Trophy Set)
Trophy Attribute:
Details(D):
Grade(G):

Platinum Linki{F):

Parameter list:

Mo Language  Icon | atr | TitleMName Details
Set Default = (New Trophy Set)

File Menu

New Trophy Pack File

Creates a new trophy pack file. Contents being edited will be cleared.

Open Trophy Pack File ...
Opens an existing trophy pack file. Contents being edited will be cleared.

Save Trophy Pack File

Saves the trophy pack file that is currently being edited. Incompletely configured files can also be saved as
trophy pack files. However, the file will be checked for errors during the save, and an error dialog will
appear after the save if an error is found.

Save Trophy Pack File as ...

Saves the current trophy pack file under a different filename. Incompletely configured files can also be
saved as trophy pack files. However, the file will be checked for errors during the save, and an error
dialog will appear after the save if an error is found.
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Save Trophy Pack File as old format...

Saves the trophy pack file that is currently being edited in the old format. The old format does not contain
group information. Files with incomplete configuration can also be saved as trophy pack files. The file will
be checked for errors during the save, and an error dialog will appear after the save if any error is found.
Open Trophy Description File ...

Opens an existing trophy description file (*.trx). Contents being edited will be cleared. For specification of
trophy description file, refer to "Appendix D: Trophy Description File (*.trx) Specifications".

Save Trophy Description File ...

Saves the contents being edited to a trophy description file.

Import Config (Non-Language Information) ...

Imports the following non-language information from the config information file (*.sfn). Contents being
edited will be cleared.

e NP Communication ID

e Trophy set version

e Number of trophies

e Each trophy's hidden attribute

e Each trophy's grade

e Each trophy's platinum link attribute

Export Config (Non-Language Information) ...

Exports the non-language information of the trophy pack file being edited, to the config information file
(*.sfn).

Import Language Information ...

Loads the language-specific text of the selected language tab from the language information file (*.sfm).
All of the language-specific text entered before this time will be discarded. The following information will
be loaded.

o Title of the trophy set in the selected language
e Details of the trophy set in the selected language
e Name of each trophy in the selected language

e Details of each trophy in the selected language
Export Language Information ...
Writes the language-specific text of the selected language tab to the language information file (*.sfm).
Exit
Terminates the Trophy Pack File Utility.

Command Menu

Check Trophy Pack File ...

Checks the trophy pack file to see if its content is completely configured and if its format is correct. First, a
dialog for selecting the trophy pack file will appear. After a file is selected, the check results for that file
will be shown.

This command checks the selected file, regardless of which trophy pack file is currently being edited. It
does not affect the content of the current trophy pack file.
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Edit Menu

Reorder Trophies ...

Opens a dialog for reordering trophies.
Top Panel
Figure 77 Example of the Top Panel

12 Trophies 1005 Points I | eneral Setting

MNP Camm ID(D): | TEST12344_00 Trophy Set Yersion(y): |01.00

[Addee\ete Trophies{al... ] [ Add/Delete Languages(L)... ] [CIFor Developrient

XXX Trophies

Indicates the total number of trophies.

XXX Points

Indicates the total number of points the trophies are worth.

Platinum / No Platinum

Indicates whether or not there is a platinum trophy in the trophy set.

Add/Delete Trophies ... Button

Opens a dialog to enter the number of trophies. If the value entered is greater than the current number of
trophies, new trophies will be added accordingly. If the new value is smaller, trophies at the end of the list
will be deleted.

Add/Delete Languages ... Button

Opens a menu showing all the languages that can be added to a trophy set. A language that has already
been added has a tick on it. Selecting an unselected language will add a language tab for that language.
Unselecting an existing language will delete that language tab.

NP Comm ID

Represents the NP Communication ID. The NP Communication ID must be in the format
"XXXXYYYYY_ZZ" with capital letters for XXXX, and numerals for YYYYY and ZZ.

Trophy Set Version

Represents the trophy set version. The trophy set version must be in the format "XX.YY" with numerals
for both XX and YY.

For Development checkbox

Represents a flag to re-install Trophy Pack Files to the system software. Refer to "NP Trophy Overview"
for details.
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Tree View

The tree view on the lefthand side of the main window shows the trophy set title as the root node, and the
names of the individual trophies as child nodes. When the root node or a child node is selected,
information of the trophy set or trophy will be shown to its right in the Trophy Icons tab or language tab.

Right-click on the tree view to display the following context menu.

Add Trophy Menu

Figure 78 Example of the Tree View

=- {Base Game Group)
The saldier

(Mew Trophy)

(Mew Trophy)
(Mew Trophy)

(Mew Trophy)
(Mew Trophy)
{Mew Trophy)

Rle

Adds one trophy to the end of the list in the selected group.

Delete Trophy Menu

Deletes the selected trophy.

Reorder/Regroup Trophies ... Menu

Opens a dialog for for changing the order of trophies and/or trophy groups.

Add Group Menu

Adds one trophy group to the end of the list.

Delete Group Menu

e &dd Trophy
(Mey
Reorder/Peeroup Trophies ..
#Add Group
Delete Group
004
0os
006
oo7
ooa
oo9
< > 010

=l The \Warrior of Dai-souge Trophy Icons

Trophy(I) S

{Mew Trophry) Traphy Attribot

{(Mewr Trophy) Grade(
(hew Trophy) Flatinum Link{

Parameter list:

Lar
f
if
if
if
!f
ot
Def
Def
Def
Def
Def
Def
Dief

Deletes the selected trophy group and its all trophies contained.
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Trophy Icons Tab

The Trophy Icons tab shows a list of the icon files included in the trophy pack file. Icon files can be added
to the trophy pack file by dragging the files onto the Trophy Icons tab.

Select an icon file in the list to show a preview of the icon.

Right-click an icon file in the list to display the following context menu.

Figure 79 Example of the Trophy Icons Tab

Trophy Icons | Default Language | English

Drag and drop Trophy Set Icon / Trophy Icon files here and
specify the File Type of each file by right click.

Target File Name | File Type COriginal File Mame
ICOMO.PREG e

rorby Set (oo O :¥dev¥image¥hoge.rp
Trophy Set Icon ICONDGod v |
) !

Trophy Icon {TROPxo: > Default

Delete.. Enelish

Trophy Set Icon (ICONO_xx) Menu

Icon Preview

Sample
Program

Sets the right-clicked icon as the still image icon of the trophy set. A different trophy set still image icon
can be specified per language; select the language in the submenu.

Group Icon (GRxxx_yy) Menu

Sets the right-clicked icon as the still image icon of the trophy group. A different trophy group still image
icon can be specified per group ID and per language; select the group ID and the language in the

submenu.

Trophy Icon (TROPxxx) Menu

Sets the right-clicked icon as the still image icon of a trophy. Select the trophy ID (#000 - #127) in the

submenu.

Delete ... Menu

Deletes the right-clicked icon from the trophy pack file.
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Default Language Tab and Other Language Tabs

In the Default Language tab and all the language tabs, the language-specific text of the trophy set, trophy
groups and the trophies can be viewed and edited.

Figure 80 Example of the Default Language Tab
Trophy Icons | Default Language | English

Trophy(T) 000 v | TitleMame{N): | The soldier

Trophy Atiribute:
[ Hidden(H) Details(D): | & proof of the winner of the first battle.
Grade(G):|Bronze v

Platinum Link E): | Unli

(Uniiri

Farameter list:

Mo Language Icon | At | Title/MName Details =
Set Default A - The Warrior of Dai-...  The frophy set of The Warrior ..

Group 01 Default - Expansion of Dai-so...  Mew adventure of the Deep Fo...

0oa Default HB-  The soldier & proof of the winner of the fir...

0oL Default -G (Mew Trophy)

ooz Default -G (Mew Trophy)

003 Default -5 (Mew Trophy)

004 Default -5 (Mew Trophy)

00s Default G- (Mew Trophy)

006 Default G- (Mew Trophy)

007 Default G- (Mew Trophy)

003 Default -G (Mew Trophy)

oo9 Default -G (Mew Trophy)

010 Default G- (Mew Troohy) b

Trophy (Upper Left)

Represents the trophy to view/edit in the tab. Select "Set" to display the trophy set. Select "Group 00" -
"Group 31" to display the content of the trophy group with the corresponding group ID. Select a number
(000 - 127) to display the content of the trophy with the corresponding trophy ID.

Hidden Checkbox

Indicates the show/hide attribute of the selected trophy. This item is enabled only when a trophy is
selected.

Grade
Indicates the grade of the selected trophy. This item is enabled only when a trophy is selected.

Platinum Link

Indicates the platinum link attribute of the selected trophy. This item is enabled only when a trophy is
selected.

Title/Name

Indicates the trophy set title when a trophy set is selected. When a trophy group is selected, the name of
the selected trophy group will be shown. When a trophy is selected, the name of the selected trophy will
be shown.

Details

Indicates the trophy set details when a trophy set is selected. When a trophy group is selected, the details
of the selected trophy group will be shown. When a trophy is selected, the details of the selected trophy
will be shown.

Parameter list

Indicates the list of language-specific text of the selected language for the trophy set and trophies.
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12 Reference: Disc Image Generator for PlayStation®3
Command Line Version

This chapter describes the various features of the Command Line Version Generator in detail.
The following commands can be used on the Command Line Version Generator.
All of them can be run as follows.

ps3cmd.exe command [options]

Moreover, all the commands return 0 for normal termination, and a non-zero value upon processing
failure.

build Command

This command reads the project file (*.gp3) and creates an Iso image file or an Emu image file from it.
Specify the project filename for input and the image filename for output.

Format:

ps3cmd.exe build [options] gp3 path image path

Usable Options:

Option Description \
--bd_emu Create the image file in the Emu format. When
this option is not specified, the image file will
be in the Iso format.

--memorandum string When the output image file is in the Emu
format, specifies the description string to be
stored in the memo field.

--ow_ps3 date {YYYY-MM-DD|Now} Replaces the content of the <ps3_date> field in
the project file with the specified date. When
"Now" is specified, the date when the
command is executed will be used.

--ow_ts dir {YYYY-MM-DD hh:mm:ss|Now} Replaces the content of the <ts_dir> field in the
project file with the specified date/time. When
"Now" is specified, the date/time when the
command is executed will be used.
--rsv_sync Creates an Iso/Emu image file with the file
synchronization function enabled. By default,
this function is disabled.

A disc storing an image created with this file
synchronization function enabled cannot be
submitted as a master disc.

--disp prog Displays the progress on the console window's
title.
--log log path Saves the log on the specified path.
Example:

C:\>ps3cmd.exe build sample.gp3 sample.iso
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Reference:
e Refer to "Appendix B: Project File (*.gp3) Specifications" for specifications of the project file.

e Direct writing to the BD emulator HDD is not supported. When writing to the BD emulator HDD,
use the build command together with the conv_emu command.

burn Command

This command burns the Iso image file onto the media on the specified optical disc drive. Writable media
must already be inserted in the specified drive.
Format:

ps3cmd.exe burn [options] image path drive name

Usable Options:

Option Description
-—disp_prog Displays the progress on the console window's title.
--log log path | Saves the log on the specified path.

Example:

C:\>ps3cmd.exe burn sample.iso \\.\CdromO

sync_file Command

Overwrites a file included on a BD-RE disc, Iso image file, Emu image file, or within an image on the BD
emulator HDD, with the contents of the specified file.

If the applicable file does not exist within the specified image, and/or the file size is larger than the
reserved area, an error will occur.

Format:

ps3cmd.exe sync _file [options] src path
{drive namel|iso path|emu path|emu drive name}:trg path

Usable Options:

Description
--log log path | Saves the log on the specified path.

Example:
Each of the following examples overwrites EBOOT.BIN within an image with a new file.
(BD-RE)
C:\>ps3cmd.exe sync file C:\EBOOT new.BIN \\.\CdromO:/PS3 GAME/USRDIR/EBOOT.BIN
(ISO image file)
C:\>ps3cmd.exe sync file C:\EBOOT new.BIN C:\sample.iso:/PS3 GAME/USRDIR/EBOOT.BIN

(BD emulator HDD)

C:\>ps3cmd.exe sync_file C:\EBOOT new.BIN \\.\PhysicalDrive2:Imagel:/PS3 GAME/USRDIR/EBOOT.BIN
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verify Command

This command verifies the Iso image file or the media on the specified optical disc drive.

Format:

ps3cmd.exe verify [options] {image path|drive name}

Usable Options:

Option Description \
--disp_prog Displays the progress on the console window's title.
--log log path | Saves the log on the specified path.

Example:

C:\>ps3cmd.exe verify sample.iso (verify Iso image file)
C:\>ps3cmd.exe verify \\.\Cdrom0 (verify media)

veri_file Command

This command verifies a single program file (SELF file or SPRX file).

Format:

ps3cmd.exe veri file [options] file path

Usable Options:

| Description
--sdk_ver xxx | Specifies a 3-digit integer for the SDK version to be used upon verifying the
program file. This option must always be specified.

Example:

C:\>ps3cmd.exe veri file --sdk _ver 240 sample.self

veri_dir Command
This command verifies the directory containing the system file (PARAM.SFO).
Format:

ps3cmd.exe veri dir dir path

Example:

C:\>ps3cmd.exe veri dir C:\sample dir
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conv_emu Command

When the --bd_emu_hdd option is specified, this command writes the Emu image file, Iso image file, or
the content on a specified optical disc to the BD emulator HDD. Select the output destination by its BD
emulator image name. The output destination must be made blank, in advance, using the

erase _emu_hdd command, for example.

When the --bd_emu option is specified, this command writes the Iso image file or the content on a
specified optical disc to the Emu image file.

Format:

ps3cmd.exe conv_emu --bd emu hdd [options]
{drive name|iso path|emu path} emu image name

ps3cmd.exe conv_emu --bd emu [options] {drive namel|iso path} emu path

Usable Options:

Option Description |
--bd_emu_hdd Indicates that the output is the BD emulator HDD.
--bd_emu Indicates that the output is the Emu image file.
—--memorandum string Specifies text to store in the memo field (optional).
--disp prog Displays the progress to the console window's title.
--log log path Saves the log on the specified path.

Example:

C:\>ps3cmd.exe conv_emu --bd emu hdd sample.emu \\.\PhysicalDrive2:Imagel

C:\>ps3cmd.exe conv_emu --bd emu --memorandum "Rev.2" \\.\Cdrom0O sample.emu

Reference:

e The list of selectable BD emulator image names can be obtained with the 1ist emu hdd command.

erase_emu_hdd Command
This command deletes the image stored on the BD emulator HDD.
Format:

ps3cmd.exe erase emu _hdd emu image name

Example:

C:\>ps3cmd.exe erase emu hdd \\.\PhysicalDrive2:Imagel

Reference:

e The list of selectable BD emulator image names can be obtained with the 1ist emu hdd command.

set_emu_hdd Command

Of the images stored on the BD emulator HDD, this command sets the default image to be used upon
startup.

Format:

ps3cmd.exe set emu hdd emu image name
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Example:

C:\>ps3cmd.exe set emu hdd \\.\PhysicalDrive2:Imagel

Reference:

e The list of selectable BD emulator image names can be obtained with the 1ist emu hdd command.

calc_gp3 Command

This command reads the project file (*.gp3), updates the contents included in the project file such as file
locations and parameters, and writes them to another file.

Format:

ps3cmd.exe calc gp3 [options] gp3 path out gp3 path

Usable Options:
--ow_ps3 date {YYYY-MM-DD|Now} Replaces the content of the <ps3_date> field in the
project file with the specified date. When "Now" is
specified, the date when the command is executed
will be used.

--ow_ts dir {YYYY-MM-DD hh:mm:ss|Now} Replaces the content of the <ts_dir> field in the
project file with the specified date/time. When
"Now" is specified, the date/time when the
command is executed will be used.

Example:

C:\>ps3cmd.exe calc gp3 --ow_ts dir Now sample.gp3 sample new.gp3

Reference:

e The build command first updates the contents of a project, and then writes to an image file. It does
not save a project file. The calc gp3 command only updates the contents of a project and saves to a
new project file.
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make_sfo Command

This command creates a system file (*.sfo) from the parameter description file (*.sfx).

Format:

ps3cmd.exe make sfo [options] sfx path sfo path

Usable Options:
--eboot eboot path | Specifies the boot program file (EBOOT.BIN) for extracting the SDK
version.

When creating a system file for the HDD boot game or a patch, this
must always be specified.

--noeboot Specifies not to extract the SDK version. Use it to create a system file for
a game data that is not a patch.

Example:
C:\>ps3cmd.exe make sfo --eboot ebootbin.self sample.sfx sample.sfo
C:\>ps3cmd.exe make sfo --noeboot sample.sfx sample.sfo

Reference:

e For specifications of the parameter description file, refer to the "Appendix C: Parameter Description
File (*.sfx) Specifications".

make_trp Command

This command creates a trophy pack file (*.trp) from the trophy description file (*.trx).

Format:

ps3cmd.exe make trp trx path trp path

Example:

C:\>ps3cmd.exe make trp sample.trx sample.trp

Reference:

e For specifications of the trophy description file, refer to the "Appendix D: Trophy Description File
(*.trx) Specifications".

extract_trp command

This command extracts the trophy description file (*.trx) and icon files from trophy pack file (*.trp) and
saves them. The icon files are saved in the same directory with the trophy description file.

Format:

ps3cmd.exe extract trp trp path trx path

Example:

C:\>ps3cmd.exe extract trp sample.trp sample.trx
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list_disc_drive Command

This command displays the list of optical disc drives connected to the PC. When you add the --verbose
option, the drive's product name and firmware revisions will also be displayed.

Example (without the —-verbose option)

C:\>ps3cmd.exe list disc drive

<Output example>
\\.\Cdrom0
\\.\Cdroml
Example (with the —-verbose option)

C:\>ps3cmd.exe list disc _drive --verbose

<Output example>

\\.\Cdrom0 (MATSHITA UJDA765aDVD/CDRW, rev=1.50, 01/00/00)
\\.\Cdroml (PIONEER BD-RW BDR-101A, rev=0S87, FF/FF/FF)

Reference:

e For the drive name to be specified in a burn or verify command, use the string
(example:\ \.\ Cdrom0) displayed without the ~-verbose option.

¢ Note that a drive being used by another application, or being opened by the Explorer, for example,
may not be displayed on the list.

list_ emu_hdd Command

This command displays a list of images stored on the BD emulator HDD that is connected to the PC.
When you add the --verbose option, the output will be a tree structure of the drive and images. The
drive's product name, firmware revisions, image creation dates and product codes will also be displayed.

Example (without the —-verbose option)

C:\>ps3cmd.exe list emu hdd

<Output example>

\\.\PhysicalDriveZ2:Image0
\\.\PhysicalDriveZ2:Imagel
\\.\PhysicalDrive?2:Image?2
\\.\PhysicalDrive2:Image3

Example (with the —-verbose option)

C:\>ps3cmd.exe list emu hdd --verbose

<Output example>

\\.\PhysicalDrive2 (WDC WD80OUE-22HCTO , rev=09.0, FF/FF/FF)
+- ImageO : 2008-04-20 SMPL-30130 BD25 "Sample 01.00"
+- Imagel : 2008-07-07 SMPL-01324 BD25 "TEST Vista" (default)

+- Image2 : (blank)
+- Image3 : (blank)
Reference:

e For the BD emulator image name to be specified in a conv_emu command etc., use the string
(example:\ \ .\ PhysicalDrive2:Image0) displayed without the ~-verbose option.
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list Command

This command remains for compatibility purposes but may be deleted in the future. It is equivalent to the
list disc_drive --verbose command.

version Command

This command displays the version number.

help Command

This command displays the list of commands and options provided by the Command Line Version
Generator.

Example:

C:\>ps3cmd.exe help
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Appendix A: Blu-ray Disc Specifications

Physical Formats and Media

Physical Formats

The physical formats adopted for PlayStation®3 game discs and the corresponding disc media to be
submitted are as follows.

Physical Formats Disc Media to Be Submitted
BD-ROM 25GB Single Layer BD-R/BD-RE 25GB Single Layer
BD-ROM 50GB Dual Layer BD-R/BD-RE 50GB Dual Layer

Note regarding Dual Layer

When creating a title whose commercial disc will be a Dual Layer disc, the disc to be submitted must also
use a Dual Layer media.

The scheme of writing each layer onto a different media is not adopted.

Points to Note When Using Commercially Available Writing Software

In addition to using a Generator, the processing of writing an Iso image file to a BD/BD-RE media can be
done using a commercially-available writing software compatible with the ISO format. Many
commercially available writing software support the ISO format. When using commercially available
writing software, note the following.

Note regarding Dual Layer

To stringently verify the operation of a Dual Layer title, it is necessary to perform the write with the layer
jump position aligned to that of the BD-ROM that is to be mass-produced.

On the Generator window, the number of sectors in Layer 0/Layer 1 is displayed in the upper section of
the Volume tab, Directory tab, and the Layout tab - make settings accordingly and perform the write. The
layer jump positions can also be checked using the show disc image information command of the
Generator.

Note regarding Spare Areas

Depending on the manner by which a BD-R/BD-RE media is formatted, spare areas may be allocated on it.
These spare areas prevent positioning of sectors on a BD-R/BD-RE media to match that of the BD-ROM
DISC, even when the write processing reaches normal termination. Thus, you cannot use it to verify
operation, or submit it as a master disc.

When using commercially available software to write to a BD-R/BD-RE media, make settings to prevent
the creation of spare areas.

File Systems

File Systems for the Game Disc

For all physical media, the file systems are ISO 9660 Level 3, Joliet, and the UDF 2.50 Bridge format. Joliet
is prioritized by the Reference Tool in the recognition of file systems used on game discs.

Filename Restrictions

Filenames that include characters outside the ASCII range are not supported by the Generator. In addition,
filenames that include the following characters are not supported.

e Control characters (0x00-0x1F/0x7F characters in ASCII)
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* (asterisk)

: (colon)
; (semicolon)

°?

¢ " (double quotation)

|

/ (slash)
e \ (backslash)

Filename Length Restrictions

The maximum length of a game disc filename is 61 characters [when a period (.) is excluded from the
filename] or 62 characters [when a period (.) is included in the filename].

Full Path Length Restrictions

The maximum length of the full path of files and directories to be included in the game disc is 255
characters.

File System Size Restrictions

There is a restriction on the size of the file system that is stored in the game disc. A game disc with a file
system exceeding this restriction cannot be created. The maximum is approximately 30000 - 35000 for the
total number of files and directories combined. Note that the value may be varied as a result of the
directory configuration and the lengths of filenames.

Disc Variations

A PlayStation®3 Blu-ray Disc can contain the following contents.
e 0 or 1 disc boot game
¢ 0 or more packages (install packages) like the HDD boot game package to be installed onto the HDD
¢ 0 or more unencrypted video files (video content data)

¢ 0 or more unencrypted theme files (theme content data)

From system software 3.30 onwards, the install package, video content data, and theme content data can
be stored all together. Refer to the "Extra Content Disc" section for more information.

Note
For more details on disc variations and the directory configuration of each content, refer to the "Game
Disc Specifications" document.

Install Disc

A disc containing 1 or more install packages can also be called an install disc.

Setting the Install Disc

The system software displays the icon of the install disc independently from the icon of the disc boot
game. To set the content information to be used for displaying an install disc, click on the [Setup Package
Root ...] button of the Generator's Volume tab and use the dialog for game settings that will open.
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Setting the Install Package

Each install package, in addition to the install package file that is used for the installing, contains a system
file and content information files. To set these files, click on the [Setup Package ...] button of the
Generator's Volume tab and use the dialog for game settings that will open.

Content Disc

A disc containing 1 or more content data can also be called a content disc. Currently, video content data
and theme content data are defined as content data.

Setting the Video Content Disc
A disc containing 1 or more video content data can also be called a video content disc.

The system software displays the icon of the video content disc independently from the icon of the disc
boot game. To set content information to be used for displaying a video content disc, click on the [Setup
Video Root ...] button of the Generator's Volume tab and use the dialog for game settings that will open.

Setting Video Content Data

Each video content data, in addition to a video file, contains a system file and content information files. To
set these files, click on the [Setup Video Item ...] button of the Generator's Volume tab and use the dialog
that for game settings that will open.

Setting the Theme Content Disc
A disc containing 1 or more theme content data can also be called a theme content disc.

The system software displays the icon of the theme content disc independently from the icon of the disc
boot game. To set content information to be used for displaying a theme content disc, click on the [Setup
Theme Root ...] button of the Generator's Volume tab and use the dialog for game settings that will open.

Setting Theme Content Data

Each theme content data consists of a theme file. To set theme files, click on the [Setup Theme Items ...]
button of the Generator's Volume tab and use the dialog for content files that will open.

Extra Content Disc

The extra content disc is a new format disc supported from system software 3.30. It is able to store content
data (install package, video content data, and theme content data) equivalent to an install disc or a content
disc, all together.

Note
The extra content disc cannot store install packages and content data in the previous format.

Setting the Extra Content Disc

The system software displays the icon of the extra content disc independently from the icon of the disc
boot game. To set content information to be used for displaying a extra content disc, click on the [Setup
Content Root ...] button of the Generator's Volume tab and use the dialog for game settings that will open.

Setting Extra Content Data

1 or more content data can be included in an extra content disc. To add content data to the disc, click on
the [Setup Content Items ...] button on the Volume tab of the Generator and open the dialog for content
files; drag and drop content data to this dialog box. When focusing on the extra content disc icon on the
system software, the individual content data stored in the disc will be displayed. To set the content
information and system files used in this display, select the applicable content data from the dialog for
content files, click on the [Edit Param ...] button, and use the dialog for game settings that will open.
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Notes on Creating the Install Disc/Content Disc/Extra Content Disc

When creating an install disc, content disc or an extra content disc, various restrictions apply for the
project and the system files - please use the GUI Version Generator (even when using the Command Line
Version Generator, directly use the project file created by the GUI Version Generator as is).

©SCEl Generator Tools

-113 -



SCE CONFIDENTIAL

Appendix B: Project File (*.gp3) Specifications

This chapter describes the specifications of the project file (*.gp3) used in the Generator and the Command
Line Version Generator.

Note

There are multiple project file formats. In this chapter, the formats easily usable with the Command Line
Version Generator will be described. When loading a project file in the format described in this chapter to
the Generator and resaving it without adding any changes to the configuration content, it may still not
remain the same as the original project file.

File Overall
The project file is written in XML format.

There are no restrictions on the character code, but the use of UTF-8 is recommended.

Project File Elements

<psproject> Element
The root element of the project file must be <psproject>.
The <psproject> element must include just one of each of the following elements.
e <volume>
o <files>

o <dirs>

<volume> Element
The <volume> element must include just one of each of the following elements.

e <disc_type>
e <ps3_disc_name>
e <ps3_date>
e <ps3_copyright>
e <ps3_producer>
e <yolume_id>
e <ts_dir>

o <fs_type>

<disc_type> Element

The content of <disc_type> element must be "DVD5", "DVD9", "BD25" or "BD50". This value corresponds
to Disc Type in the Volume tab of the Generator.

Example: <disc type>BD25</disc type>

<ps3_disc_name> Element

The content of <ps3_disc_name> element must be in "XXXX-YYYYY" format, with capital letters for X and
numerals for Y. This value corresponds to Title ID in the Volume tab of the Generator.

Example: <ps3 disc name>TEST-12345</ps3 disc name>
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<ps3_date> Element

The content of <ps3_date> element must be in "YYYY-MM-DD" format, with numerals for Y (year), M
(month), and D (day). This value corresponds to Disc Date in the Volume tab of the Generator.

Example: <ps3 date>2006-11-22</ps3 date>

<ps3_copyright> Element

The content of <ps3_copyright> element must be alphabetic characters, with a maximum of 32 characters.
This value corresponds to Copyright Holder in the Volume tab of the Generator.

Example: <ps3 copyright>COPYRIGHT</ps3 copyright>

<ps3_producer> Element

The content of <ps3_producer> element must be alphabetic characters, with a maximum of 32 characters.
This value corresponds to Producer Name in the Volume tab of the Generator.

Example: <ps3 producer>PRODUCER</ps3 producer>

<volume_id> Element
The content of <volume_id> element corresponds to Volume ID in the Volume tab of the Generator.

Example: <volume id>PS3VOLUME</volume id>

<ts_dir> Element

The content of <ts_dir> element must be in "YYYY-MM-DD hh:mm:ss" format, with numerals for Y (year),
M (month), D (day), h (hour), m (minute), and s (second). This value corresponds to Volume Timestamp
in the Volume tab of the Generator.

Example: <ts dir>2006-11-22 12:34:56</ts_dir>

<fs_type> Element
The content of <fs_type> element must be "UDF2.50+ISO Lv3+]Joliet".

Example: <fs type>UDF2.50+ISO Lv3+Joliet</fs type>

<files> Element
The <files> element can have multiple <file> elements.

Note: Several <file> elements are required for a game disc.

<file> Element
Each <file> element corresponds to a file included in the project.

Except for certain <file> elements that are described later in this document, a <file> element must not
include any content.

The <file> element must have the following attributes.
e enc attribute
e locked attribute
e rank attribute
e Isn attribute
e targ path attribute
e orig_path attribute
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The <file> element can optionally have the following attribute.

e rsv_len attribute

Except for certain <file> elements that are described later in this document, a <file> element must not
have any other attributes.

enc Attribute

This indicates the encryption attribute of the file. The value must be "true" (encryption attribute on) or
"false" (encryption attribute off).

For many of the files, only one specific value of the two is allowed for the encryption attribute. For
example, /PS3_GAME/USRDIR/EBOOT.BIN must always be encrypted.

locked Attribute

This indicates the lock status of the file's sector address. The value must be "true" (locked) or "false"
(unlocked).

rank Attribute

This indicates the file's rank in the order of files. The value must be an integer from "1" to "255".
Depending on the file type, some files have a set rank attribute that cannot be changed.

/PS3_DISC.SFB 1
/PS3_GAME/PARAM.SFO 2
Content information files included in /PS3_GAME directory (such as ICONO0.PNG) | 3
/PS3_GAME/PS3LOGO.DAT 4
/PS3_GAME/LICDIR/LIC.DAT 112
Files under /PS3_GAME/USRDIR directory 128
/PS3_UPDATE/PS3UPDAT.PUP 255

If two files have the same rank attribute, the <file> element written earlier will have the smaller sector
address.

Isn Attribute

This indicates the file's sector address. The value must be an integer of 0 or larger. If the locked attribute is
"false", then the value of Isn attribute will be ignored. Even when the locked attribute is "true", if the value
of the Isn attribute is 0 or a sector address held by another file or file system is indicated, the file will be
reassigned to a different sector address, and the value of the Isn attribute will be ignored.

targ_path Attribute

This indicates the full path of the file on the disc image. The value must be a string valid as a filename.
The directory separator used in targ_path must be "/".

Example: targ path="PS3 GAME/USRDIR/EBOOT.BIN"

orig_path Attribute

This indicates the absolute path or the relative path of the original file. For the relative path, enter the
relative path from the directory in which the project file is placed. The value must be a string valid as a
filename and the path of an existing file.

Example: orig path="C:\game files\USRDIR\EBOOT.BIN"
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rsv_len Attribute

This indicates the byte size of the reserved area for a file. The setting of this attribute is optional, and by
default, its value is set to 0.

The value must be an integer of 0 or more. If a value that is smaller than the actual file size is indicated, it
will be ignored.

For details, refer to chapter 7 "File Synchronization Function" and the "Reserve File size ..." item of the
"Directory Tab" section in chapter 8.

Special <file> Elements
The following <file> elements have special attributes or content.
e System file (targ_path="PS3_DISC.SFB")
e System file (targ_path="PS3_GAME/PARAM.SFQO")
¢ Logo file (targ_path="PS3_GAME/PS3LOGO.DAT")
e License information file (targ_path="PS3_GAME/LICDIR/LIC.DAT")
¢ System software update file (targ_path="PS3_UPDATE/PS3UPDAT.PUP")

<file> Element for System File (targ_path="PS3_DISC.SFB")
The <file> element corresponding to PS3 DISC.SFB must have the following attributes.
Attribute | Value |

enc "false"
locked "false"
rank "
Isn "Q"

targ_path "PS3_DISC.SFB"
orig path | "" (blank)

memfile "true"

The <file> element must include just one <ps3discsfb> element, and the <ps3discsfb> element must
include just one <param> element. The <param> element must have a key attribute, and the value of the
key attribute must be "TITLE_ID". The content of the <param> element must be a product code in
"XXXX-YYYYY" format, with capitals letters for X and numerals for Y. This value must be the same as the
content of the <ps3_disc_name> element.

Example:
<file enc="false" locked="false" rank="1" 1lsn="0" targ path="PS3 DISC.SFB"
orig path="" memfile="true">
<ps3discsfb>
<param key="TITLE ID">TEST-12345</param>
</ps3discsfb>
</file>

<file> Element for System File (targ_path="PS3_GAME/PARAM.SFO")
The <file> element corresponding to PS3 GAME/PARAM.SFO must have the following attributes.

Attribute Value

enc "false"
locked "false"
rank "
Isn "0"
targ_path "PS3_GAME/PARAM.SFO"
orig_path "" (blank)
memfile "true"
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The <file> element must include just one <paramsfo> element, and the <paramsfo> element must include
multiple <param> elements. A <param> element must have a key attribute and certain content. The
following table is a list of required and optional <param> elements. Each element corresponds to an item
in the General Parameter tab of the Generator's dialog box for game settings

Value of Key Attribute Required/ Content of <param> Element
Optional

"TITLE_ID" Required | Product code in "XXXXYYYYY" format (with capital letters
for X and numerals for Y) (*1)

"PARENTAL_LEVEL" Required | Integer from "0" to "11"

"PARENTAL_LEVEL_x" (x is Optional Integer from "0" to "11" or "4294967295"

oneof], A, E, H, K, or C)

"RESOLUTION" Required | Integer of 0 or larger (*2), or keywords set off with "/" (*3)

"SOUND_FORMAT" Required | Integer of 0 or larger (*2), or keywords set off with "/" (*3)

"VERSION" Required | "XX.XX" format (with numerals for X)

"APP_VER" Required | "XX.XX" format (with numerals for X)

"TITLE" Required | String with a maximum of 127 bytes when converted to
UTE-8 (*4)

"TITLE_XX" Optional | String with a maximum of 127 bytes when converted to

(with an integer of two digits UTE-8 (*4)

for XX, which represents a

language)

"ATTRIBUTE" Optional | Integer of 0 or larger (*2)

"CONTENT_ID" - Content ID used in the game purchase feature
Required when the game purchase feature is supported,
must not exist for any other case

"NP_COMMUNICATION_ID" | Optional | "XXXXYYYYY_ZZ" format (with capital letters for X and
numerals for Y and Z)

(*1) Except for the hyphen, this value must be the same as the content of the <ps3_disc_name> element.

(*2) For RESOLUTION, SOUND_FORMAT and ATTRIBUTE, the integer values that can be set are those
displayed when the corresponding checkboxes are checked in the General Parameter tab of the
Generator's dialog box for game settings.

(*3) For RESOLUTION and SOUND_FORMAT, the following keywords can be used if a special fmt
attribute (int32-enum) is set to the <param> element.

RESOLUTION: "1080", "720", "576", "576(16:9)", "480", "480(16:9)"
SOUND_FORMAT: "7.1LPCM", "5.1LPCM", "2LPCM", "5.1Dolby", "5.1DTS"

nn

(*4) The characters <, >, and & have specific meanings in XML, so use "&lIt;", "&gt;" and "&amp;" instead
when these characters are to be included in a string. Use "&#x0a;" to include a line break in a string.

Example:
<file enc="false" locked="false" rank="2" lsn="0"
targ path="PS3 GAME/PARAM.SFO" orig path="" memfile="true">
<paramsfo>

<param key="TITLE ID">TEST12345</param>

<param key="TITLE">The warrior of Dai-Sougen&#x0a;Chapter 5: To the
Sea</param>

<param key="TITLE 03">El guerrero de Dai-Sougen&#x0Oa;Capitulo 5: Al
mar</param>

<param key="PARENTAL LEVEL">3</param>

<param key="RESOLUTION" fmt="int32-enum">1080/480</param>

<param key="SOUND FORMAT" fmt="int32-enum">2LPCM</param>

<param key="VERSION">01.00</param>

<param key="APP VER">01.00</param>

<param key="ATTRIBUTE">1</param>
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</paramsfo>
</file>

<file> Element for Logo File (targ_path="PS3_GAME/PS3LOGO.DAT")
The <file> element corresponding to PS3 GAME/PS3LOGO.DAT must have the following attributes.

Attribute Value |
enc "false"

locked "false"

rank 4"

Isn "0"

targ_path "PS3_GAME/PS3LOGO.DAT"
orig_path "" (blank)

memfile "true"

The <file> element must include just one <ps3logodat> element.

Example:
<file enc="false" locked="false" rank="4" 1lsn="0"
targ path="PS3 GAME/PS3LOGO.DAT" orig path="" memfile="true">
<ps3logodat/>
</file>

<file> Element for License Information File (targ_path="PS3_GAME/LICDIR/LIC.DAT")
The <file> element corresponding to PS3_GAME/LICDIR/LIC.DAT must have the following attributes.

Attribute Value

enc "true"

locked "false"

rank "112"

Isn "o"

targ_path "PS3_GAME/LICDIR/LIC.DAT"
orig_path "" (blank)

memfile "true"

The <file> element must include just one <licdat> element.

Example:
<file enc="true" locked="false" rank="112" 1lsn="0"
targ path="PS3 GAME/LICDIR/LIC.DAT" orig path="" memfile="true">
<licdat/>
</file>

<file> Element for System Software Update File (targ_path="PS3_UPDATE/PS3UPDAT.PUP")
The <file> element corresponding to PS3_UPDATE/PS3UPDAT.PUP must have the following attributes.

Attribute Value

enc "false"

locked "false"

rank "255"

Isn "o"

targ_path "PS3_UPDATE/PS3UPDAT.PUP"
orig_path "" (blank)

memfile "true"

fixed_fsize "268435456"

The <file> element must not include any content.
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Example:

<file enc="false" locked="false" rank="255" 1lsn="0"
targ path="PS3 UPDATE/PS3UPDAT.PUP" orig path="" fixed fsize="268435456"
memfile="true" />

<dirs> Element

The <dirs> element can have multiple <dir> elements.

<dir> Element
The <dir> element corresponds to a directory included in the project.

The <dir> element must have a targ_name attribute. The value of the targ_name attribute indicates the
directory name.

The <dir> element can have multiple <dir> elements.

Example:

<dirs>
<dir targ name="PS3 GAME">
<dir targ name="USRDIR" />
</dir>
<dir targ name="PS3 UPDATE" />
</dirs>

Note:

If the parent directory of the file indicated by the targ_path attribute of the <file> element is not written as
a <dir> element, an error will occur.
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Example of a Project File

<?xml version="1.0" encoding="utf-8" standalone="yes"?>
<psproject>
<volume>

<disc_type>BD25</disc_type>
<ps3_disc name>TEST-01234</ps3 disc name>
<ps3 date>2006-11-22</ps3 date>
<ps3 copyright>COPYRIGHT</ps3 copyright>
<ps3_producer>PRODUCER</ps3 producer>
<volume id>PS3VOLUME</volume id>
<ts dir>2006-11-22 11:22:33</ts_dir>
<fs type>UDF2.504ISO Lv3+Joliet</fs type>

</volume>
<files>
<file enc="false" locked="false" rank="1" lsn="0" targ path="PS3 DISC.SEFB"
orig path="" memfile="true">
<ps3discsfb>
<param key="TITLE ID">TEST-01234</param>
</ps3discsfb>
</file>
<file enc="false" locked="false" rank="2" lsn="0"
targ path="PS3 GAME/PARAM.SFO" orig path="" memfile="true">
<paramsfo>

<param key="TITLE ID">TEST01234</param>
<param key="RESOLUTION">5</param>
<param key="SOUND FORMAT">1</param>
<param key="VERSION">01.23</param>
<param key="TITLE">Test Sample&#x0a;Test Sample</param>
<param key="TITLE 01">English Test Sample</param>
<param key="PARENTAL LEVEL">1</param>
<param key="APP VER">01.00</param>
<param key="ATTRIBUTE">1</param>
</paramsfo>
</file>
<file enc="false" locked="false" rank="3" lsn="0"
targ path="PS3 GAME/ICONO.PNG" orig path="D:\Contents\ICONO.PNG" />
<file enc="false" locked="false" rank="4" lsn="0"
targ path="PS3 GAME/PS3LOGO.DAT" orig path="" memfile="true">
<ps3logodat/>
</file>
<file enc="true" locked="false" rank="112" 1lsn="0"
targ path="PS3 GAME/LICDIR/LIC.DAT" orig path="" memfile="true">
<licdat/>
</file>
<file enc="true" locked="false" rank="128" lsn="0"
targ path="PS3 GAME/USRDIR/EBOOT.BIN" orig path="D:\Contents\EBOOT.BIN" />
<file enc="false" locked="false" rank="255" lsn="0"

targ path="PS3 UPDATE/PS3UPDAT.PUP" orig path="" fixed fsize="268435456"
memfile="true"/>

</files>

<dirs>

<dir targ name="PS3 GAME">
<dir targ name="LICDIR" />
<dir targ name="USRDIR" />
</dir>
<dir targ name="PS3 UPDATE" />
</dirs>
</psproject>
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Appendix C: Parameter Description File (*.sfx)
Specifications

This chapter describes the specifications of the parameter description file (*.sfx) used by the Command
Line Version Generator for creating a system file.

File Overall
The parameter description file is written in XML format.

There are no restrictions on the character code, but the use of UTF-8 is recommended.

Parameter Description File Elements

<paramsfo> Element

The root element of the parameter description file must be <paramsfo>. The <paramsfo> element must
include multiple <param> elements. A <param> element must have a key attribute and certain content.
Depending on the system file category, the required and optional <param> elements differ, as shown in
the following table. Each element corresponds to an item in the General Parameter tab of the Generator's
dialog box for game settings or the Category/Patch tab of the System File Utility.

Disc Boot Game

Value of Key Attribute Required/Optional/ Content of <param> Element
Forbidden

"APP_VER" Required "XX.XX" format (with numerals for X)

"ATTRIBUTE" Optional Integer of 0 or larger (*2)

"CATEGORY" Required "DG"

"CONTENT_ID" - Content ID used in the game purchase feature
Required when the game purchase feature is
supported, must not exist for other cases

"PARENTAL_LEVEL" Required Integer from "0" to "11"

"PARENTAL_LEVEL_x" (where | Optional Integer from "0" to "11" or "4294967295"

xisoneof J, A, E, H, K, or C)

"RESOLUTION" Required Integer of 0 or larger (*2), or keywords set off
with"/" (*3)

"SOUND_FORMAT" Required Integer of 0 or larger (*2), or keywords set off
with "/" (*3)

"TITLE" Required String with a maximum of 127 bytes when
converted to UTF-8 (*4)

"TITLE_XX" Optional String with a maximum of 127 bytes when

(with an integer of two digits converted to UTF-8 (*4)

for XX)

"TITLE_ID" Required Product code in "XXXXYYYYY" format (with
capital letters for X and numerals for Y) (*1)

"VERSION" Required "XX.XX" format (with numerals for X)

"NP_COMMUNICATION_ID" | Optional "XXXXYYYYY_ZZ" format (with capital letters
for X and numerals for Y and Z)

(*1)(*2)(*3)(*4) Refer to the later-described notes.
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Disc Boot Game Patch

Value of Key Attribute = Required/Optional/ | Content of <param> Element
Forbidden

"APP_VER" Required "XX.XX" format (with numerals for X)

"ATTRIBUTE" - Integer of 0 or larger (*2)
Required when the patch setting is Overwrite,
Overwrite XMB™ (in game) or Overwrite
PlayStation®Move; must not exist for other cases

"CATEGORY" Required "GD"

"PARENTAL_LEVEL" Required Integer from "0" to "11"

"PARENTAL_LEVEL_x" | Optional Integer from "0" to "11" or "4294967295"

(where x is one of |, A,

E, H, K, or Q)

"RESOLUTION" - Integer of 0 or larger (*2), or keywords set off with "/"
(3)
Required when the patch setting is Overwrite; must not
exist otherwise

"SOUND_FORMAT" - Integer of 0 or larger (*2), or keywords set off with "/"
(3)
Required when the patch setting is Overwrite; must not
exist otherwise

"TARGET_ APP_VER" - "XX.XX" format (with numerals for X)
Required for an incremental patch; must not exist
otherwise

"TITLE" Required String with a maximum of 127 bytes when converted to
UTE-8 (*4)

"TITLE_XX" Optional String with a maximum of 127 bytes when converted to

(with an integer of two UTE-8 (*4)

digits for XX)

"TITLE_ID" Required Product code in "XXXXYYYYY" format (with capital
letters for X and numerals for Y) (*1)

"VERSION" Required "XX.XX" format (with numerals for X)

(*1)(*2)(*3)(*4) Refer to the later-described notes.
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HDD Boot Game

Value of Key Attribute Required/Optional/ Content of <param> Element
Forbidden

"APP_VER" Required "XX.XX" format (with numerals for X)

"ATTRIBUTE" Optional Integer of 0 or larger (*2)

"CATEGORY" Required "HG"

"CONTENT_ID" - Content ID used in the game purchase feature
Required when the game purchase feature is
supported, must not exist for other cases

"PARENTAL_LEVEL" Required Integer from "0" to "11"

"PARENTAL_LEVEL_x" (where | Optional Integer from "0" to "11" or "4294967295"

xisoneof J, A, E, H, K, or C)

"RESOLUTION" Required Integer of 0 or larger (*2), or keywords set off
with"/" (*3)

"SOUND_FORMAT" Required Integer of 0 or larger (*2), or keywords set off
with "/" (*3)

"TITLE" Required String with a maximum of 127 bytes when
converted to UTF-8 (*4)

"TITLE_XX" Optional String with a maximum of 127 bytes when

(with an integer of two digits converted to UTF-8 (*4)

for XX)

"TITLE_ID" Required Product code in "XXXXYYYYY" format (with
capital letters for X and numerals for Y) (*1)

"VERSION" Required "XX.XX" format (with numerals for X)

"NP_COMMUNICATION_ID" | Optional "XXXXYYYYY_ZZ" format (with capital letters
for X and numerals for Y and Z)

(*1)(*2)(*3)(*4) Refer to the later-described notes.
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HDD Boot Game Patch

Value of Key Attribute Required/Optional/ Content of <param> Element
Forbidden
"APP_VER" Required "XX.XX" format (with numerals for X)
"ATTRIBUTE" Optional Integer of 0 or larger (*2)
"CATEGORY" Required "HG"
"CONTENT_ID" - Content ID used in the game purchase feature

Required when the game purchase feature is
supported, must not exist for other cases

"PARENTAL_LEVEL" Required Integer from "0" to "11"

"PARENTAL_LEVEL_x" (where | Optional Integer from "0" to "11" or "4294967295"

xisoneof ], A, E, H, K, or C)

"RESOLUTION" Required Integer of 0 or larger (*2), or keywords set off
with "/" (*3)

"SOUND_FORMAT" Required Integer of 0 or larger (*2), or keywords set off
with "/" (*3)

"TARGET _APP_VER" - "XX.XX" format (with numerals for X)

Required for an incremental patch; must not
exist otherwise

"TITLE" Required String with a maximum of 127 bytes when
converted to UTF-8 (*4)

"TITLE_XX" Optional String with a maximum of 127 bytes when

(with an integer of two digits converted to UTF-8 (*4)

for XX)

"TITLE_ID" Required Product code in "XXXXYYYYY" format (with
capital letters for X and numerals for Y) (*1)

"VERSION" Required "XX.XX" format (with numerals for X)

"NP_COMMUNICATION_ID" | Optional "XXXXYYYYY_ZZ" format (with capital letters

for X and numerals for Y and Z)

(*1)(*2)(*3)(*4) Refer to the later-described notes.

Game Data That Is not a Patch
Value of Key Attribute = Required/Optional/ | Content of <param> Element

Forbidden

"CATEGORY" Required "GD"

"PARENTAL_LEVEL" Required Integer from "0" to "11"

"PARENTAL_LEVEL_ x" | Optional Integer from "0" to "11" or "4294967295"

(where x is one of J, A,

E, H, K, or C)

"TITLE" Required String with a maximum of 127 bytes when converted to
UTE-8 (*4)

"TITLE_XX" Optional String with a maximum of 127 bytes when converted to

(with an integer of two UTEF-8 (*4)

digits for XX)

"TITLE_ID" Required Product code in "XXXXYYYYY" format (with capital
letters for X and numerals for Y) (*1)

"VERSION" Required "XXXX" format (with numerals for X)

(*1)(*4) Refer to the later-described notes.

In addition, for game data that is not a patch, the <paramsfo> element must have the add_hidden
attribute, and its value must be "false".
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Note:
(*1) Note that this does not contain a hyphen

(*2) For RESOLUTION, SOUND_FORMAT and ATTRIBUTE, the integer values that can be set are those
displayed when the corresponding checkboxes are checked in the General Parameter tab of the
Generator's dialog box for game settings.

(*3) For RESOLUTION and SOUND_FORMAT, the following keywords can be used if a special fmt
attribute (int32-enum) is set to the <param> element.

RESOLUTION: "1080", "720", "576", "576(16:9)", "480", "480(16:9)"
SOUND_FORMAT: "7.1LPCM", "5.1LPCM", "2LPCM", "5.1Dolby", "5.1DTS"

nn

(*4) The characters <, >, and & have specific meanings in XML, so use "&lt;", "&gt;" and "&amp;" instead
when these characters are to be included in a string. Use "&#x0a;" to include a line break in a string.

Example of a Parameter Description File

<?xml version="1.0" encoding="utf-8" standalone="yes"?>
<paramsfo>
<param key="CATEGORY">DG</param>
<param key="TITLE ID">TEST12345</param>
<param key="TITLE">The warrior of Dai-Sougené&#x0a;Chapter 5: To the
Sea</param>
<param key="TITLE 03">El guerrero de Dai-Sougen&#x0Oa;Capitulo 5: Al
mar</param>
<param key="PARENTAL LEVEL">3</param>
<param key="RESOLUTION" fmt="int32-enum">1080/480</param>
<param key="SOUND FORMAT" fmt="int32-enum">2LPCM</param>
<param key="VERSION">01.00</param>
<param key="APP VER">01.00</param>
</paramsfo>

©SCEl Generator Tools

-126 -



SCE CONFIDENTIAL

Appendix D: Trophy Description File (*.trx) Specifications

This chapter describes the specifications of the trophy description file (*.trx) used by the Trophy Pack File
Utility and the Command Line Version Generator for creating a trophy pack file.

File Overall
Trophy Description File is written in XML format.
There are no restrictions on the character code, but the use of UTF-8 is recommended.

Trophy Description File stores the following information.
¢ Config Information
¢ Language Information

e Reference to Icon files

Config Information and Language Information can be stored in a Trophy Description File directly or
stored in other files (Config Information and Language Information files) and then referenced.

Trophy Description File Elements

<trophytrp> Element
The root element must be <trophytrp>.

The <trophytrp> element must have one or more <file> elements.

<file> Element
The <file> element must have name attribute and path attribute.

Each <file> element corresponds to Config Information, Language Information or Icon according to the
value of the name attribute.

If the <file> element corresponds to Config Information or Language Information, the value of the path
attribute is allowed to be blank ("").

If the value of the path attribute of the <file> element is blank, the <file> element must have just one
<trophyconf> element.

If the value of the path attribute of the <file> element is not blank, the <file> element must not have
contents.
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name Attribute

The value of the name attribute must be one of the followings.

Value of the name attribute | Meanings

"TROPCONEF.SFM" (*1) Config Information

"TROP.SFM" Language Information (default language)
"TROP_xx.SFM" Language Information (other languages)

(xx is an integer of two digits that indicates language)

"ICONO.PNG" Trophy set still-image icon (default language)
"ICONO_xx.PNG" Trophy set still-image icon (other languages)
(xx is an integer of two digits that indicates language)

"GRxxx.PNG" (xxx is an integer of three digits that Trophy group still-image icon (default
indicates Group ID) language)

"GRxxx_yy.PNG" (xxx is an integer of three digits that | Trophy group still-image icon (other
indicates Group ID, yy is an integer of two digits that | languages)

indicates language)
"TROPxxx.PNG" Trophy still-image icon
(xxx is an integer of three digits that indicates the
Trophy ID)

(*1) Note that the value of the name attribute is not .SFN but .SFM.

path Attribute

This indicates the path to a Config Information File, a Language Information File or an icon file that the
<file> element corresponds to.

If Config Information or Language Information are to be stored in a Trophy Description File directly as a
<trophyconf> element, let the value of path attribute blank ("").

<trophyconf> Element

The <trophyconf> element in the <file> element is identical to the <trophyconf> element of the Config
Information File or the Language Information File in the following description.

Config Information File (*.sfn) Specification
Config Information File is written in XML format.

Config Information File is also used in [Import Config (Non-Language Information) ...] and [Export
Config (Non-Language Information) ...] in [File] menu of Trophy Pack File Utility.

Note

The specification of the Config Information File created by old version of Trophy Pack File Utility is
different from the specification in the following description, but the old file can be read by newer version
of Trophy Pack File Utility.

The Config Information File created by newer version of Trophy Pack File Utility cannot be read by older
version of Trophy Pack File Utility.

<trophyconf> Element
The root element of a Config Information File must be <trophyconf>.

The <trophyconf> element must have a version attribute - the value must be either "1.0" (in case it does
not contain group information) or "1.1" (in case it contains group information).
The <trophyconf> element must have the following elements.

e <npcommid> element

e <trophyset-version> element
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e the number of <group> elements equal to the number of trophy groups minus 1 (for version "1.1" or
later)

e <trophy> elements of the same number as trophies

Note
Currently, a <group> element whose group ID is 000 cannot be specified; thus, the number of <group>
elements is equal to the number of trophy groups - 1. This restriction will be cleared in the future.

<npcommid> Element

This indicates NP Communication ID.

<trophyset-version> Element

This indicates Trophy set version.

<group> Element

The <group> element must have the following attribute.
e id attribute

Note
Currently, a <group> element whose group ID is 000 cannot be specified. This restriction will be cleared
in the future.

id Attribute
This indicates the Group ID of a trophy. The value must be an integer of three digits.

<trophy> Element

The <trophy> Element must have the following attributes.
e id attribute
e hidden attribute
e ttype attribute
e pid attribute

If version="1.1" or later, the <trophy> Element can also have the following attribute.

e gid attribute

id Attribute
This indicates the Trophy ID of the trophy. The value must be an integer of three digits.

hidden Attribute
This indicates the show /hide attribute of the trophy. The value must be "yes" if hidden, or "no" if shown.

ttype Attribute
This indicates the grade of the trophy. The value must be "P" if platinum, "G" if gold, "S" if silver or "B" if
bronze.

pid Attribute

This indicates the platinum link attribute of the trophy. The value must be "000" if linked or "-1" if
unlinked.
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gid Attribute

This indicates the group ID of the group to which the trophy belongs. The value must be an integer of
three digits or "-1". If the gid attribute is not specified (or "-1" is specified), this indicates that the trophy
belongs to the base game group.

Language Information File (*.sfm) Specification
Language Information File is written in XML format.

Language Information File is also used in [Import Language Information ...] and [Export Language
Information ...] in [File] menu of Trophy Pack File Utility.

Note

The specification of the Language Information File created by old version of Trophy Pack File Utility is
different from the specification in the following description, but the old file can be read by newer version
of Trophy Pack File Utility.

The Language Information File created by newer version of Trophy Pack File Utility cannot be read by
older version of Trophy Pack File Utility.

<trophyconf> Element
The root element of a Language Information File must be <trophyconf>.

The <trophyconf> element must have a version attribute - the value must be either "1.0" (in case it does
not contain group information) or "1.1" (in case it contains group information).
The <trophyconf> element must have the following elements.

e <title-name> element

o <title-detail> element

¢ the number of <group> elements equal to the number of trophy groups minus 1 (for version "1.1" or
later)

e <trophy> elements of the same number as trophies

Note
Currently, a <group> element whose group ID is 000 cannot be specified; thus the number of <group>
elements is equal to the number of trophy groups - 1. This restriction will be cleared in the future.

Caution:
The characters <, > and & have specific meanings in XML, so use "&lIt;", "&gt;" and "&amp;" instead when
these characters are to be included in a string. Use "&#x0a;" to include a line break in a string.

<title-name> Element

This indicates the trophy set title.

<title-detail> Element

This indicates the trophy set details.

<group> Element
The <group> element must have the following attribute.
e id attribute
The <group> element must have the following elements.
e <name> element

e <detail> element
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Note

in the future.

Currently, a <group> element whose group ID is 000 cannot be specified. This restriction will be cleared

id Attribute

This indicates the Group ID of a trophy. The value must be an integer of three digits.

<name> Element

This indicates the trophy group name.

<detail> Element

This indicates the details of a trophy group.

<trophy> Element

The <trophy> element must have the following attribute:

e id attribute

The <trophy> element must have the following elements.

e <name> Element

e <detail> Element

id Attribute

This indicates the Trophy ID of the trophy. The value must be an integer of three digits.

<name> Element

This indicates the name of the trophy.

<detail> Element

This indicates the details of the trophy.

Example of a Trophy Description File

If group information is not included (trophyconf version="1.0"):

<?xml version="1.0" encoding="utf-8"?>

<trophytrp>

<file name="TROPCONF.SFM" path="">
<trophyconf version="1.0">
<npcommid>SMPL01234 00</npcommid>
<trophyset-version>01.00</trophyset-version>

<trophy id="000"

<trophy 1id="001"

<trophy 1id="002"

<trophy id="003"

<trophy 1d="004"
</trophyconf>
</file>

hidden="no" ttype="P" pid="-1"/>

hidden="yes" ttype="B" pid="000"/>
hidden="yes" ttype="B" pid="000"/>
hidden="yes" ttype="B" pid="000"/>
hidden="yes" ttype="B" pid="000"/>

<file name="TROP.SFM" path="">

<trophyconf version="1.0">
<title-name>The warrior of Dai-sougen</title-name>
<title-detail>Trophy set for Dai-sougen</title-detail>

<trophy id="000">

<name>Dai-sougen Platinum Trophy</name>
<detail>Collected all other Dai-sougen trophies</detail>
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</trophy>
<trophy id="001">
<name>Slime Killer</name>
<detail>The player has killed 5 slimes</detail>
</trophy>
<trophy id="002">
<name>Skeleton Destroyer</name>
<detail>The player has killed 5 skeletons</detail>
</trophy>
<trophy id="003">
<name>Ice Wizard</name>
<detail>The player has learned 5 ice spells</detail>
</trophy>
<trophy i1d="004">
<name>Fire Wizard</name>
<detail>The player has learned 5 fire spells</detail>
</trophy>
</trophyconf>
</file>

<file

name="TROP 02.SFM" path="">

<trophyconf version="1.0">

<title-name>Le guerrier de Dai-sougen</title-name>
<title-detail>Serie de Trophees pour Dai-sougen</title-detail>
<trophy id="000">

(snip)

</trophy>

</trophyconf>
</file>
<file name="ICONO.PNG" path="D:\dev\image\trop\trx\ICONO.PNG" />
<file name="ICONO 02.PNG" path="D:\dev\image\trop\trx\ICONO 02.PNG" />
<file name="TROP000.PNG" path="D:\dev\image\trop\trx\TROP0O0O.PNG" />
<file name="TROP001.PNG" path="D:\dev\image\trop\trx\TROP0OO1l.PNG" />
<file name="TROP002.PNG" path="D:\dev\image\trop\trx\TROP002.PNG" />
<file name="TROP003.PNG" path="D:\dev\image\trop\trx\TROP0O03.PNG" />
<file name="TROP004.PNG" path="D:\dev\image\trop\trx\TROP004.PNG" />
</trophytrp>

If group information is included (trophyconf version="1.1"):

<?xml version="1.0" encoding="utf-8"?>
<trophytrp>

<file

name="TROPCONF.SFM" path="">

<trophyconf version="1.1">

<npcommid>SMPL01234 00</npcommid>
<trophyset-version>01.00</trophyset-version>

<group 1id="001"/>

<trophy id="000" hidden="no" ttype="P" pid="-1"/>

<trophy id="001" hidden="yes" ttype="B" pid="000"/>
<trophy id="002" hidden="yes" ttype="B" pid="000"/>
<trophy id="003" hidden="yes" ttype="B" pid="000"/>
<trophy id="004" hidden="yes" ttype="B" pid="000"/>
<trophy id="005" hidden="no" ttype="B" pid="-1" gid="”001"/>
<trophy id="006" hidden="no" ttype="B" pid="-1" gid=”001/>

</trophyconf>
</file>
<file name="TROP.SFM" path="">

<trophyconf version="1.1">
<title-name>The warrior of Dai-sougen</title-name>
<title-detail>Trophy set for Dai-sougen</title-detail>
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<group id="001">
<name>Expansion of Dai-sougen</name>
<detail>New adventure of the Deep Forest</detail>
</group>
<trophy id="000">
<name>Dai-sougen Platinum Trophy</name>
<detail>Collected all other Dai-sougen trophies</detail>
</trophy>
<trophy id="001">
<name>Slime Killer</name>
<detail>The player has killed 5 slimes</detail>
</trophy>
<trophy id="002">
<name>Skeleton Destroyer</name>
<detail>The player has killed 5 skeletons</detail>
</trophy>
<trophy id="003">
<name>Ice Wizard</name>
<detail>The player has learned 5 ice spells</detail>
</trophy>
<trophy 1d="004">
<name>Fire Wizard</name>
<detail>The player has learned 5 fire spells</detail>
</trophy>
<trophy id="005">
<name>Forest Warrior</name>
<detail>The player has killed 5 forest monsters</detail>
</trophy>
<trophy id="006">
<name>Forest King</name>
<detail>The player has killed 100 forest monsters</detail>
</trophy>
</trophyconf>
</file>

<file

name="TROP 02.SFM" path="">

<trophyconf version="1.1">

<title-name>Le guerrier de Dai-sougen</title-name>
<title-detail>Serie de Trophees pour Dai-sougen</title-detail>
<group 1d="001">

<name> (snip) </name>

<detail> (snip) </detail>

</group>

<trophy id="000">

(snip)

</trophy>

</trophyconf>
</file>
<file name="ICONO.PNG" path="D:\dev\image\trop\trx\ICONO.PNG" />
<file name="ICONO 02.PNG" path="D:\dev\image\trop\trx\ICONO 02.PNG" />
<file name="GROO1l.PNG" path="D:\dev\image\trop\trx\GR0OO1l.PNG" />
<file name="GR001 02.PNG" path="D:\dev\image\trop\trx\GR0O01 02.PNG" />
<file name="TROP000.PNG" path="D:\dev\image\trop\trx\TROP0OOO.PNG" />
<file name="TROP001l.PNG" path="D:\dev\image\trop\trx\TROP0OO1l.PNG" />
<file name="TROP002.PNG" path="D:\dev\image\trop\trx\TROP002.PNG" />
<file name="TROP003.PNG" path="D:\dev\image\trop\trx\TROP0O03.PNG" />
<file name="TROP004.PNG" path="D:\dev\image\trop\trx\TROP004.PNG" />
<file name="TROP005.PNG" path="D:\dev\image\trop\trx\TROP0O05.PNG" />
<file name="TROP006.PNG" path="D:\dev\image\trop\trx\TROP006.PNG" />
</trophytrp>
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Appendix E: Error/Warning Messages

In this chapter, error/ warning messages that may appear when using Generator tools are described. The
meaning of the messages and the correct way to handle the situation will be described for each function of
the Generator. Information of the messages displayed by other tools can be found in the following places.
Messages of the System File Utility
For messages displayed when saving system files, refer to "System Files (*.sfo)" in the section "Verification
of Iso Image Files and Blu-ray Discs".
Messages of the Trophy Pack File Utility
For messages displayed when saving or checking trophy pack files, refer to "Trophy Pack Files" in the
section "Verification of Iso Image Files and Blu-ray Discs".
Messages of the Checker
For messages displayed when verifying Iso image files and Blu-ray discs, refer to the section "Verification
of Iso Image Files and Blu-ray Discs".
Messages of the Command Line Version Generator
For messages displayed by build command, refer to the section "Creation of Iso Image Files".
For messages displayed by burn command, refer to the section "Writing Iso Image Files to Blu-ray Discs".

For messages displayed by verify/veri file/veri dir commands, refer to the section "Verification
of Iso Image Files and Blu-ray Discs".

For messages displayed by make sfo command, refer to "System Files (*.sfo)" in the section "Verification
of Iso Image Files and Blu-ray Discs".

For messages displayed by make trp command, refer to "Trophy Pack Files" in the section "Verification
of Iso Image Files and Blu-ray Discs".
Lines Starting with the Filename

Many messages start with the filename. However, when a file is embedded within a file, for example, the
information can be displayed as follows.

sample.self: PPU file. Normal file
sample.self(embedded#01): SPU file. File embedded in a file
sample.mself:inner.self: PPU file. The inner file, in a nesting structure like
MSELF and TRP
sample.mself:inner.self(embedded#01): SPU file. A file embedded in the inner file
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Creation of Iso Image Files
For messages displayed in the dialog for displaying pre-build verification results, refer to the section
"Verification of Iso Image Files and Blu-ray Discs" as well as the following.
The number of sectors is larger than maximum.

The number of used sectors exceeds the maximum. Change the [Disc Type] of the Volume tab and
select a disc type of greater size, or reduce the size or the number of files.

The number of sectors is smaller than minimum(600000).
Displayed when the number of used sectors are small. Ignore this message because it is obsolete.
Disc Type is Dual Layer, but the number of sectors in Layerl is zero.

Dual Layer is selected in [Disc Type] but the content of Layer] is empty. Select Single Layer in [Disc
Typel.

Producer Name field is blank.
Copyright Holder field is blank.

[Producer Name] or [Copyright Holder] is not set.
Process finished with error. err_no=FFFFFEDB

Failed to read a file included in the project. Make sure that you have not moved or resized files after
adding files to the project.

Note
The size of a file is evaluated when the project is opened and when the file is added to the project. If you
have resized the file after adding it to the project, save the project first and then open the project again.

Process finished with error. err_no=FFFFFED1

Failed to write Iso image file. Check the remaining capacity of the target.

Writing Iso Image Files to Blu-ray Discs

(Drive is not recognized)

(Media is not recognized)

Error: Selected drive is not available.
Error: Disc is not loaded.

If the drive or the media is not recognized, check the following points.

¢ The firmware of the Blu-ray Disc drive is the latest version

¢ You have not started any third-party writing software (including packet writing software)
e There is no program (including Explorer) that is accessing to the Blu-ray Disc drive

e There is no program with heavy load (recommended)

® You have not started any media player software (Windows Media Player etc.)

¢ Autoplay of media is disabled (recommended)

e There is no USB-ATA conversion cables in order to connect the Blu-ray Disc drive or other
peripherals (recommended)

¢ The Blu-ray Disc drive does not stand vertically (recommended)
e There is no labels on the disc
e There is no fingerprints, scratches or dusts on the disc

Error: Selected Image File is invalid.

The selected file is not a valid Iso image file.
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Error: Disc must be either Blank or Erasable.
The medium is not writable. Use other medium.

Error: Disc must be single layer.
Error: Disc must be dual layer.
Error: Disc must be BD-R/RE.

The content of the Iso image file mismatches the type of the medium. Use the correct medium.
Read error in LSN %d(%08X).

Reading the Iso image file failed. Verify the Iso image file to make sure it was properly created.
Write command failed LSN xxxx(yyyy). SK/ASC/ASCQ=zzzzzzzz.

Write command to the medium failed. Refer to "Drive is not recognized".

Writing Emu Image to BD Emulator HDD
(No HDDs are displayed in the list)
Execute the software using an administrator privilege.
(\\.\PhysicalDrive0 cannot be formatted)

This specification is implemented to avoid erasing the OS by mistake.

Verification of Iso Image Files and Blu-ray Discs

General

(filename): Seek error(xxxx).
(filename): Read error(xxxx).
(filename): Header search error.

There is a program file that cannot be found or read. Check to see that the file has not been truncated.

(filename): Not found.
(filename): Not found in xxx.

A required file does not exist.

(filename): Invalid filename.
(filename): Invalid dirname.
(filename): Must not exist.

A file or directory with an invalid name exists.
(filenamel): (filename2) must exist.

The file "filename2" required by "filenamel" does not exist.
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System Files (*.sfo)

TITLE_ID = %s.
PARENTAL_LEVEL = %s.
ATTRIBUTE = %x.
RESOLUTION = %s.
SOUND_FORMAT = %s.
VERSION = %s.
PS3_SYSTEM_VER = %s.
APP_VER = %s.
TARGET_APP_VER = %s.
GAMEDATA_ID = %s.

This shows the system file parameters. This is not an error report. It is possible for invalid parameters
not to be shown.

PARAM.SFO:

Param (param): Not found.

A parameter required for the system file was not found.

PARAM.SFO:

Param (param): Blank string.

A blank string is set in the system file parameters.

PARAM.SFO:

Param (param): Must not contain BOM.

A BOM (Byte Order Mark) is included in the system file parameters.

PARAM.SFO:

Param (param): Must not contain control characters.

A control character (forbidden in the system file parameters) is included.

PARAM.SFO:
There are more line feed codes than the specification in the system file parameters.

PARAM.SFO:

Param (param): Too many lines(%d).

Param (param): Invalid UTFS8 format.

An invalid character for UTF-8 is set in the system file parameters.

PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:
PARAM.SFO:

Param (param): Invalid format.

Param (param): Invalid format(%os).

Param (param): Invalid value.

Param (param): Invalid value(%X).

Param RESOLUTION: HD unsupported.

Param RESOLUTION: SD unsupported.

Param SOUND_FORMAT: 2LPCM unsupported.

Param RESOLUTION: 480 required if 480(16:9) is supported.
Param RESOLUTION: 576 required if 576(16:9) is supported.

App_Ver <01.00.
Target_App_Ver < 01.00.
Target_App_Ver >= App_Ver.

The format of a string set in the system file parameters is invalid or the value itself is invalid.

PARAM.SFO:

Invalid param (param).

A parameter forbidden in the system file is included.

PARAM.SFO:

PS3_SYSTEM_VER < SDK Version.

The PS3_SYSTEM_VER of PARAM.SFO is set to a smaller value than the Runtime Library Release
version of EBOOT.BIN.
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PARAM.SFO: PS3_SYSTEM_VER < Required SDK Version.

PS3_SYSTEM_VER of PARAM.SFO is set to a smaller value than the Runtime Library Release version
required by EBOOT.BIN or another SELF file.

Content Information Files etc.

(filename) > 3MB.
(filename) + (filename) > 3MB.

The file size is larger than the specification.

(filename): Invalid System file.
(filename): Invalid History file.
(filename): Invalid Logo.

(filename): Invalid PNG format.
(filename): Invalid ATRAC3plus format.
(filename): Invalid PAMF format.
(filename): Invalid P3T format.

The format of the file is invalid or cannot be read.
(filename): Invalid filesize(%d).

The file size does not conform to specification.
(filename): Must not contain control characters.

A forbidden control character is included in the file.
(filename): Must not contain BOM.

A BOM (Byte Order Mark) is included in the file.

(filename): Too many bytes per history(%d).
(filename): Too many lines(%d).
(filename): Too many bytes per line(%d).

The change history or change history update file exceeds the size, number of lines, or bytes-per-line
specification.

(filename): Invalid Resolution(%dx%d).
(filename): Invalid Depth(%dbit).

(filename): Interlaced.

(filename): Invalid SampleFreq(%d).

(filename): Invalid format(ATRACS3).

(filename): Invalid N_ch(%d).

(filename): Invalid VideoType(Not MPEG4 AVC).
(filename): Invalid Profile/Level.

(filename): Not CAVLC.

(filename): Invalid FrameRate(%d.%dfps).
(filename): Invalid ImageSize(%dx%d).
(filename): Invalid AudioType(Not ATRAC3plus).

The format of the content information file does not conform to specifications.
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Trophy Pack Files

(filename): Invalid TRP format.

(filename): Files ordered invalidly in TRP.

(filename):(filename2): Access error.

(filename):(filename2): Invalid SFM format.

(filename):(filename2): Invalid attribute in TRP entry(%08x).
(filename):(filename2): Signature bit conflict in TRP entry.

(filename):(filename2): Conf mismatch.

(filename):(filename2): Invalid SFM format (Conf file must not contain text info).
(filename):(filename2): Invalid SFM format (Language file must contain text info).
(filename):(filename2): Invalid SFM version(%os).

The format of the trophy pack file is invalid or cannot be read.
(filename):(filename2): Invalid filename in TRP.
A file with invalid name (filename2) exists in the trophy pack file.

(filename): SFM file (filename?2) not found.
(filename): Trophy #%03d Icon file (filename2) not found.
(filename): Trophy Set Icon file (filename2) not found.

Required file such as icons (filename2) does not exist in the trophy pack file.
(filename):TROPCONF.SFM: Not signed.

The trophy pack file does not have signature. The message is regarded as warning when the file is
saved, or it is regarded as error otherwise. Refer to the "Trophy System Overview" document to know
how to test running with using unsigned trophy pack file.

(filename): No Trophies contained.
There is no trophy contained.
(filename):(filename2): Invalid num_trop(%d).
There are too much trophies.
(filename):(filename2): Invalid NP Comm ID(%s).
The format of NP Communication ID is invalid.
(filename):(filename2): Invalid Trophy Set Version(%s).
The format of trophy set version is invalid.

(filename):(filename2): Platinum Trophy must be the first (Trophy #%03d).
(filename):(filename2): Platinum Trophy must not have Platinum link (Trophy #%03d).
(filename):(filename2): Total linked points: %d < %d (minimum of large-scope game).
(filename):(filename2): Total linked points: %d > %d (maximum of large-scope game).
(filename):(filename2): Trophy #%03d must have Platinum link (base game).
(filename):(filename2): Trophy #%03d must not have Platinum link (expansion pack).
(filename):(filename2): One or more Gold trophies must have Platinum link.
(filename):(filename2): Total points: %d < %d (minimum of small-scope game).
(filename):(filename2): Trophy #%03d must not have Platinum link (small-scope game).
(filename):(filename2): Grade of trophy #000 cannot be Platinum because no trophies have link.
(filename):(filename2): Grade of trophy #000 must be Platinum because other trophies have link.

The grades or total points of trophies do not conform to specifications. Refer to the "Trophy System
Overview" document.
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(filename): NP Comm ID = %s.
(filename): Trophy Set Version = %s.
(filename): Number of Trophies = %d.

This shows parameters such as NP Communication ID in the trophy pack file. This is not an error
report.

(filename):(filename2): Invalid UTF-8 text. (info_string)
Invalid UTF-8 text is included in the string.

"(info_string)" is a string that indicates the problematic field and the language, for example, "Trophy
Set Title, Default Language" or "Trophy #001 Details, Japanese".

(filename):(filename2): Must not contain control characters(%02x). (info_string)
Invalid control characters are included in the string.
(filename):(filename2): Must not contain BOM. (info_string)
BOM(Byte Order Mark) is included in the string.
(filename):(filename2): Invalid XML text(%s). (info_string)
Invalid XML text is included in the string.
(filename):(filename2): Too many lines(%d). (info_string)
The number of linefeeds in the string exceeds the maximum.
(filename):(filename2): Too many bytes(%d). (info_string)
The string is too long.
(filename):(filename2): Blank string. (info_string)

The string is blank.

Program Files

(filename): Invalid SELF format.
(filename): Invalid PAID for SELF.
(filename): Invalid ELF format.

The format of the program file is invalid or cannot be read.

(filename): Invalid SDK version (xx.xxxx).
(filename): Invalid Required SDK version (xx.xxxx).

The value for the Runtime Library Release version of the created program file is invalid.
(filename): SDK version = xx.Xxxx.

The Runtime Library Release version of the created program file is displayed. This is not an error.
(filename): Required SDK version = xx.xxxx.

The Runtime Library Release version required for the program file to run when a special library has
been linked (for example), is displayed. This is not an error. In most cases, this message is not
displayed because the Runtime Library Release version required is the same as the Runtime Library
Release version by which the program file was created.

(filename): Invalid ELF type(%os).

The program file type is invalid (for example, a file that should be a PPU program may be an SPU
program).

(filename): Symbol found (%s).

A symbol is included in the program file.
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Note
In titles created with the Runtime Library Release 1.6.0 and earlier, this will be a WARNING instead
of an ERROR.

(filename): Debug library found (%s).

A library for debugging is linked to the program file.
(filename): Unallowed library linked (%os, xx.xxxx).

A library with a version whose use is not permitted in the program file is linked.
(filename): Section sceversion missing.

The section sceversion is missing in the program file.

Note
The lack of a section sceversion is not handled as an error for SPU programs and PRX programs.

(filename): Version conflict error (%os, XX.XXXX).
The combination of the versions of the libraries that are linked to the program file is not permitted.
(filename): Version conflict warning (%s, xx.xxxx).

The versions of the libraries that are linked to the program file are not the same. Although the
combination is permitted, check whether this discrepancy is intentional.

(filename): SELF file (Not allowed).
(filename): MSELF file (Not allowed).

A program file that is not allowed to be saved in the game data directory is included.

(filename): (binary type) file.
(filename): (binary type) file, SDK version = xx.xxxx.
(filename): (binary type) file, SDK version = unknown.

The program file and the Runtime Library Release version used for creating that file are displayed.
This is not an error report. The Runtime Library Release version is not always displayed. "(binary
type)" can indicate "Signed PPU SELF", "PPU SPRX", or "PPU OVERLAY SELF", for example.

(filename): (binary type) file, invalid file type.
(filename): (binary type) file, invalid file type in SELF.
(filename): (binary type) file, invalid file type in MSELF.

The program file is in a format that is not permitted. This is not always an error; it is sometimes a
warning.

(filename): SDK version must be xx.xxxx.
(filename): SDK version should be xx.xxxx.

The SDK version is invalid. This is not always an error; it is sometimes a warning.

(filename): SYS_PROC_PARAM missing.
(filename): SYS_OVERLAY_PARAM missing.
(filename): Compressed Segment found.

The program file structure is invalid. This is not always an error; it is sometimes a warning.

(filename): Embedded SELF found (ofs=%x).
(filename): Embedded ELF overlapped invalidly (ofs=%x, prev=%ox).
(filename): Invalid Embedded ELF format (ofs=%x).

An invalid program file is embedded in the file.
(filename): Invalid ELF header found, skipped (ofs=%x).

Part of an ELF header is embedded in the file. This is not an error report.
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(filename): Invalid filename for MSELF.
The filename (extension) is incorrect.
(filename): MSELF file, entries = %d.
The MSELF file and the number of files it includes are displayed. This is not an error report.
(filename): Only the first %d entries in MSELF is checked.
There are too many files in the MSELF file. This is a warning.
(filename): MSELF in MSELF.
There is an MSELF in the MSELF file.

(filename): SDK version=xx.xxxx, which must be yy.yyyy.
(filename): SDK version=xx.xxxx, which should be yy.yyyy.

There are program files that were built with different SDK versions. As a rule, all PPU/SPU programs
stored in a title must be built with the same SDK version.

This rule also applies to SPU programs embedded in a PPU program file.

Note
The SDK version used in the creation of EBOOT.BIN (a PPU program) is the basis of comparison.

(filename): SDK version conflict(xx.xxxx/yy.yyyy).
Multiple program files are linked to runtime libraries of different SDK versions.
Do not keep runtime libraries of old SDKs in a build environment.
(filename): Invalid SDK version(xxxx).
SDK version information in the program file is invalid.
Make sure that the program file is built with an officially released SDK.
(filename): SYS_PROCESS_PARAM missing.
SYS_PROCESS_PARAM macro is not declared in the program file.

The priority and stack size of the primary PPU thread must be set using the SYS_ PROCESS_PARAM
macro.

(filename): Debug library linked(xxxx).
A debug library is linked with the program file.
Do not use debug libraries.

(filename): Symbol xxx found.

A program file contains symbol information. Delete all symbols.

Note
Some of the libraries when linked are cause for SPU programs that include symbol information.

(filename): Section sceversion missing.
Version information (section sceversion) has been removed from the program file.

Do not remove the section sceversion from a program file.

Note
It is possible for this message to be displayed for SPU/PRX programs that simply do not have this
section.
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(filename): Invalid ELF(unencrypted).
(filename): Invalid SELF(unencrypted).

There is an unencrypted program file.

The encryption attribute of all program files in a game disc must be set to ON.

(filename): Invalid file type(PPU ELF).
(filename): Invalid file type(PPU PRX).
(filename): Invalid file type(PPU OVERLAY ELF).
(filename): Invalid file type(SPU ELF).

There is a PPU/SPU program file which is not in SELF format.

A PPU/SPU program file must be in SELF format.
(filename): Invalid file type(xxxx SELF).

There is a forbidden SELF format file.

A file must not be in SELF format unless it is a PPU/SPU program.
(filename):(embedded): Invalid file type(PPU xxx).

There is a PPU program embedded in a program file.

A PPU program cannot be embedded in any file.

(filename):(embedded): Invalid file type(xxx SELF).
(filename): Embedded SELF found(ofs=xxxxxx).

There is a file in SELF format embedded in a program file.

A file in SELF format cannot be embedded in any file.

Other Files

(filename): Map file (Must not exist).
A map file that must not be included is included.

TimeStamp = 2008-01-01 01:23:45.

This shows the timestamp of the root directory or the directory that contains PARAM.SFO. This is not

an error report.

[Image%d] The image has been synced %d times.

File Synchronization function is enabled for the selected image. Recreate the disc before submitting it

as a master disc.
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