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The samples with "(*)" are newy added in this rel ease

psx\ sanmpl e\

| --cd

| --earth
| --movi e
| --str3d

--cnplr
+--scratch

--etc
| --card
| --comb
| | --tutol
| | --tuto2
| +--tuto3
| --gun
| --ncrd
| | --tutoO
| | --tutol
| +--tuto2
| - - mouse
| --sio
| | --tutol
| +--tuto2
|--tap
+--thread
--graphics
|--baS|c

|--bgsanp|e
+--fix32
--clutfog
--divide
| --active
+-clip
- dnpsx
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| |--fballs
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I
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--joint
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I
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I

I

I

I

I

I

I

I

| | --60franme
| +- - get ode
| - - oden

| - - phong

| --ppm
|--rotate

| | --arot

| | --intrpol
| +- - mat 2r ot
| - -rot mat

| --screen (*)

| - - shadow

| - -t exaddr

| +--wave

| --tmdpnd

| - -t mdvi ew

| | --1ow evel
| | --rcube

| | --shuttle
| | - -t mdvi ew3
| | --tmdvi ewd
| +- -t ndvi ews
| --tod

| | --janken

| +--todvi ew
|--trr

|--tuto

| - -wal k

--kanji (*)
| --asc2sjis
| --fontdata
| --kanjidiv
| --kanjifnt
+--sjiscode
--math
+--tree
--nodul e
| - - cdexec
| - - execnenu
| | --anim
| | --balls
| +--rcube
| --menu (*)
+- - over menu
--old
+--etc
| --card
| | - - doc
| [--1ib
| | - - makecard
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| | +- - max
| +--cman
| - - pad
| | --anl gctrl
| +- - dungeon
| --press
| +--tuto
| +--mBiro
+--sound
| - - 3def f ect
| --balls
| --basic
| --cdvo
| - - mut ual
| --sinple
| --stream
|--tuto

The sanples with "(*)" are newy added in this rel ease

psx\ dat a (*)

| --bgd

| --cel

| --hmd

| +--scei

| | --anim

| | | - -bal | oon
| | | - - cubeO

| | | - -dones

| | | +- -1 wad
| | | --donesc

| | |--interp

| | | | --3dstudi o
| | | +--nwor | d
| | |--rots

| | | - - snake

| | [--tri3

| | [--trid

| | +--ufo

| | --basic

| | +--di ce

| | --comb

| | | --amonite
| | +--tofu

| | - -envmap

| | +--texture
I | --equip

I | |--pp

| | +- - snownan
| [--mime

| | | --1egs

I | |--twinp

| | +--tw ster
| +--tuto

| +--pyranmd
| --pnd

| --sep

| --seq
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[--tim
[--tmd
| --tod
| --vab
+--vag

Sanpl e I ndex (in al phabetical order)
.\cd\earth: Earth
Exanple to map a noving picture on a curved surface

.\cd\novie: novie <libcd>
A group of sanples of noving pictures with streamni ng
tut 00: sinple stream ng program
tutol: free resolutions
tuto2: on nenory streamn ng
tuto3: avoiding frame skip

.\cd\str3d: conbination
Sanpl e of the conbinati on of noving pictures with stream ng
and 3D nodel displ ay
Spreadi ng | oads of animation with DecDCTvl cSi ze()

.\cd\tuto: CD tutorial <libcd>
CD- ROM st ep-by-step tutoria
tutoO: sinplest CD Player (polling type)
tutol: sinplest CD Player (interrupt type)
tuto2: auto repeat play anmong 2 points of CD- DA
tuto3d: auto repeat play using Cdl Dat aEnd
tuto4: fast operation using CdControl F
tuto5: auto repeat play anong 2 point of CD XA
tuto6: interleaved audi o/ data channel
tuto7: background CD read
tuto8: nultiple-file CdRead
tuto9: |oad and execute prograns
tutol0: high level CD-ROMfile access
tutoll: test CD type

.\cnplr\scratch: Scratch pad area used Sanpl e
Data is placed on the scratch pad area, and the difference of the
processing speed can be seen with 3 access net hods.

.\ds\tuto: DS tutorial <libds>

CD- ROM st ep-by-step tutoria

tutoO - tutoll
rewite libcd tutorial for |ibds

tutol2 conpares the nusic starting tine:
playing DA with the forward seek vs. w thout forward seek

tutol3 conpares the nusic starting tine:
playing XA with the forward seek vs. without the forward
seek.

tutold4 conpares the read time:
continuously reading nultiple files vs. readi ng one by one
after seek.

.\etc\card: Menory card access sanple
Mermory card file utility such as state-nmonitoring, formatting
creating.

.\etc\conb: Link cable sanple
Sanpl e for sending and getting data on the 2 machi nes connected
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to each other by a link cable.

.\etc\gun: gun controller sanple
Sanpl e for detecting the position that the gun controller is
poi nted and di spl ays the position on TV nonitor.

.\etc\ncrd: Menory card sanpl e
tut o0 Synchronous processing: |con generation program
tutol Asynchronous processing: Sanple 1
Di splays the list of files on the nenory card
tut 02 Asynchr onous processing: Sanple 2
Sel ectively copies the Slotl file(s) to Slot 2

.\etc\nouse: Mouse control sanple
Sanmpl e to process cursor-nmovenents and clicking with a nouse

\etc\sio\tutol\tutol: SIO driver sanple
Sanpl e to connect the debugging station with PC via H3050 and
echo-back input from PC

Netc\tap: multi tap sanple

.\etc\thread: Thread sanple
Sanpl e to process other jobs until the next VSync

.\graphi cs\basic: denobnstrates for basic functions
Each denp is executed from MENU
2d: Texture mapping on a curved surface.
Mappi ng a 512x256 texture pattern on a 3-di nensional curved
surf ace.
When 'select' is pressed, the pattern will come to pieces.

balls: Displaying a | ot of 16x16 sprites.
The ways of using the follow ng functions are described here.
FntPrint KanjiFntPrint, VSyncCallback(), VSync()

di ffuse: 16x16 balls or rectangle polygons are diffused fromthe
origin in the world coordinate system
GTE performance denonstration

mat: Sprite animation
The Matchang animation is placed in the 3 di mension

rgh24: Denp in the 24-bit node
Exanples with Storel mage(), Loadl mage(), Mvel mage() are here

.\ graphi cs\bg: BG drawi ng function sanple in |libgs <libgs>
TIMCEL\BGD files made up with Sprite Editor may be read in
and di spl ayed.
bgsanpl e: Background sanpl e
fix32: Background sanple (fast)

.\graphics\clutfog: Fog sanple with clut
tutoO: A clut is generated frame by frane, and transferred to
t he VRAM
tutol: Sone cluts are placed on the VRAM and swi tched according
to the depth of fog
tuto2: Cluts are switched by DR_MOVE
Applicable to drawing by Iibgs as well.

.\ graphi cs\data: shared data
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.\ graphi

.\ graphi

.\ graphi

.\ graphi

.\ graphi

.\ graphi

.\ graphi

.\ graphi
.\ graphi

cs\divide: Polygon automatic division sanple <libgte>

clip: Divide function exanples to avoid texture distortion.
In readne.txt, PCpoly function exanpl es included.

active: Sub-division sanple with the direct mapping.
Crack problem and z-sorting by the maxi mum val ue not
by the center of gravity are included.

cs\dnpsx: DMPSX <li bgte>
Hi gh speed sanple with dnpsx

cs\ gsgpu: GSGPU <l i bgpu, | i bgs>

Sanpl e using libgs and |ibgte together.
tuto0: Uses AddPrin() in |ibgs.

tutol: Draws |ibgs objects with DrawTag().

cs\hnd: HVD format sanple
anim ani mati on using HVD for mat
tuto0: general HVD animation
tutol: Realtime Mtion Switch #1
tuto2: Realtinme Mtion Switch #2
tuto3: General HVD ani mation viewer using view point
ani mation
ani mvi ew. Ceneral HWVD program
basi c: viewer using HVD format
tuto0: general HWVD viewer
tutol: HMD viewer using shared pol ygons
tuto2: shuttle viewer using HVD format
tuto3: HMWD vi ewer using sub divide
mnme: MM sanpl e using HVD format
pdriver: sanple codes of primtive driver for HVD fornat

cs\jimen: Undistorted texture mapping <libgte>
Function sanple for undistorted texture mapping.

cs\mesh: Mesh

gmesh: two di nensional nesh
tut o0: sanple of QVESH function...screen clip
tutol: sanple of QVESH function...terrain data

rmesh: round nesh

snmesh: strip nmesh
tut o0: drawi ng performance of SMESH functi ons
tutol: browsing SMESH function draw ng node
tuto2: icosahedron

cs\mnme: MM
joint: Joint MM animation of articul ated nodel
vertex: MM Interactive Aninmation
M Me sanpl e programw th GsDOBJ5
Controlling 4 MM paraneters with L1,L2, Rl, R2 buttons.
The data is a sinple gauraud-shaded pol ygon, and M Me
processing is performed for the normal.
vimnme: MM animation of articul ated nodel
tuto0: Joint MM animation of articulated nodel with
vertex M M
tutol: Joint MM animation of articul ated nodel

cs\m pmap: m pnmap sanpl e
cs\misc: graphics mscellaneous

60frane: difference 60 franes from 30 frames
getode: Using Vsync with Interlace Mde
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.\ graphi

.\ graphi
.\ graphi

.\ graphi

.\ graphi
.\ graphi

.\ graphi

.\ graphi
.\ graphi

cs\oden: COden <libgs>
Moving 3 light sources interactively, changing their colors,
performing the real-tine |ighting cal cul ati on.

cs\ phong: phong shadi ng <li bgte>

cs\ppm undi storted mappi ng
(perfect perspective nmapping) <libgte>

cs\rotate: rotation <libgte>

arot : Rot ati on angl e interpol ati on program

intrpol: various kinds of interpolating about rotation
mat 2rot: Get Euler's angles fromrotation matrix

cs\rotmat: difference between RotMatrix and Rot Matrix_gte <libgte>

cs\screen: Screen

Frame buffer viewer.

Denp to explain the display node and di spl ay environment
par amet ers.

cs\ shadow. Shadow <l i bgt e>

The shadow dropped froma triangle is calculated in this program
Since the clipping is perforned accurately, the shadow can be
dropped on the steps

cs\tndpnmd: TMD/ PMD data vi ewer

cs\tndvi ew. TMD vi ew
A group of sanples with TMD and PMD dat a
data: Directory where the data used in the sanples is included.
low | evel: Using low | evel functions
Low |l evel sanple with GsTMDfast...() functions
tuto0: 3 sided polygon, flat
tutol: 4 sided pol ygon, gouraud
tuto2: elimnate a gap between pol ygons (wth dnpsx)
tuto3: mpmap version (wth dnpsx)
rcube: rotating cubes
Vari abl e effect sanples for 3D
shuttle: shuttle
Hi erarchi cal coordi nate system sanple with a space-
shuttl e nodel .
The Animation such as opening/closing the hatch
is displayed by setting the hatch and a satellite in
the shuttle in its child coordinate.
t ndvi ew3: The sinplest PVMD data di splay programw th GsDOBJ3
tuto0: Sinplest TMD data di splay programw th GsDOBJ3
t ndvi ewd: The sinplest TMD data di splay programw th GsDOBJ2
tuto0: sinple tndviewer using GsDOBJ2(GsSort Cbj ect4())
tutol: using GsSortCbject4d()
tuto2: active sub divide sanple
tuto3: sanple code for split screen using GsDOBJ5
tuto4: sanple code for nultiple ot and using sane object with
di fferent handl ers.
tuto5: multiple screen coordi nate sanple
tut0o6: sanple code of subjective nove.
tuto7: using GsSort(bject4J() and using naterial attenuation
in GsDOBJ2
t mdvi ews: TMD data display programw th GsDOBJ5
tutoO: Sinplest TVMD data di splay programw th GsDOBJ5
tutol: Sanple of split screen
tuto2: Wth nodeling data sone objects are displ ayed.
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More than one OT are used.
tuto3: Autonatic division with GsDOBJ5 attribute
tutod4: Miltiple screen coordinate system
tuto5: Sanple rewitten with GsSort Obj ect5J
tut 06: Sanple where the viewpoint is noved subjectively

.\graphics\tod: Animation with tod
janken: Multiple interactive tod animation
todvi ew. Sinple aninmation

.\graphics\trr: TransRot...functions sanple <libgte>
Sanpl e of TransRot...() functions to elinmnate a gap between
pol ygons

.\graphics\tuto: Tutorial <libgpu>
St ep-by-step tutoria
t ut 00 Di spl ayi ng sprites
tutol Drawing test with OT
tut 02 Drawi ng a rotating polygon with GTE
tut o3 Drawi ng a rotating cube
t ut o4 Drawing a cube with the |ight source
tut o5 Drawi ng nul tiple 3D objects
t ut 06 Testing a 1D scrolling BG
tut o7 Drawi ng a cube with the depth cueing
t ut 08 Showi ng a cell-type BG
tut o9 Showi ng a 3D-cel |l -type BG
tutol0 3D cell type BG (bird view)
tutoll pseudo nosaic effect
tutol2 pseudo line scroll effect
tutol3 multiple w ndow operation

.\graphi cs\wal k: An object wal ks on a pol ygon <libgte>
Constrai ni ng an object on a pol ygon.
On a object (objectl) created by pol ygons, another object
(object2) may nove around. The objectl may take any shapes.
The object2 changes its direction according to the direction of
the objectl's normal.

.\ graphics\zinen: Terrain
A group of progranms to display the endless plane
tutoO: Active primtive subdivision (wth dnpsx)
tutol: Basic view ng volume clipping
tuto2: Meshed ground pattern w thout height
tuto3: Meshed infinite ground pattern
tuto4: Meshed ground with active subdivision
tuto5: Terrain sanple with CLUT FOG (version with |ibgs)

.\kanjilasc2sjis: the ASCI| code to the Shift-JIS code
Converts the ASCI| code to the Shift-JI'S code

.\kanji\fontdata: Font data
Si ze and type
11/ 13/ 15 dots.
non-kanji/first level/second | evel/vertical/half-size
characters
Code conversion table

.\kanji\kanjidiv: Conmand to extract character data
Extracting inage data fromfont data in character units.
Command and viewer for extracted image data.

.\kanjil\kanjifnt: Use of font data by size
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Sanmple to use font data by size

.\kanji\sjiscode: KANJI Code Viewer Program
Shift-JI'S codes of the built-in fonts can be di spl ayed

\Amath\tree: Math-1libaray-used sanpl e
Drawing a tree curve by the trigonometric function

.\ modul e\ execnmenu: EXEC sanpl e
BALLS, RCUBE, and ANIM are activated fromthe nenu
There are 2 exanples in this sanple.
* Activated by LoadExec().
* Activated by Exec() after reading to the avail able
nenory.

.\ modul e\ menu: Sanpl e Program Vi ewer which | oads execution file.
Sanpl e execution files are activated fromthe nenu.
It is necessary that the program which can be activated fromthis nmenu
shoul d link "none2.o0bj" and be witten in "nmenu.lst".

.\ modul e\ overmenu: Overlay sanple
BALLS, RCUBE, and ANIM are activated fromthe nenu
3 BINfiles are executed in order with the sound on.

.\pad\anlgctrl: Controller library sanple <libpad>
Thi s program shows how to operate two types of actuator, swi tching
the terminal type, Lock/Unlocking of term nal type switch, and the
like. This program also displays the actuator information on the
screen. Moreover, this programuses a new library function to
suspend/ resune conmuni cation with the controller for each PlayStation
port.

.\ pad\ dungeon: Controller library sanple <l|ibpad>
You may wal k around in a dungeon with anal og sticks of the controller.
The actuators (vibrators) represent wal ki ng speed and/ or i npact.

.\press\tuto: Tutorial <libpress>
MDEC st ep-by-step tutori al
tutol: sinple VLC decode and MDEC on nenory deconpression
tuto2: parallel execution of Loadl mage() and DecDCTout ()
tuto3: sinple on-nmenory novie operation
tut o4: handshake usi ng cal |l back
tuto5: parallel execution of Loadl mage() and DecDCTout ()

usi ng cal | back.

tut 06: conpl ete background on-nenory novie deconpressi on
tuto7: fine tune-up for paraneters

.\sound\ 3def fect: 3D sound using |ibsnd functions.
This sanple shows off 3d sound key on series
Best performance of 3d sound |ocation can be heard w th headphones.

.\sound\ bal | s: conbi nati on of the sound and graphics
Exanpl e of conbi nati on of sound and graphics.
Wi le pressing a button, balls bounce in the screen.
When they hit against the wall, different sounds for each
ball are generated
SEQ data is used as the background nusic

.\sound\ basic: Basic play 1
SEQ SEP data processing function sanple.
SEQ and SEP data may be played sinultaneously.
SEP data consi sts of 3-connected SEQ data
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.\sound\ cdvol : SPU decoded data readi ng sanple <libspu>
Musi ¢ played on the CDis read as the "SPU decoded data" fromthe
SPU in the background, and the volunme is displayed with a graph
(with the display of the peak |evel).

.\'sound\ nutual : Wave form data divided transfer sanple <libsnd>
At a timng divided wave formdata is read into the main nenory,
and transferred to the sound buffer. This process is repeated
until all parts are transferred. As a result, 2 pieces of nusic
may be pl ayed.

.\'sound\si nple: Basic play 2
Exanpl e using the SEQ data processing functions.
Pl ayi ng SEQ endl essly.
On the screen the current tenpo, volune, status (playing
pausing, etc.) are displayed.

.\'sound\ stream SPU streani ng sanpl e program <l i bspu>
tutol: The background is "balls".
tuto2: The background is "novie".

Sanmpl e using the SPU streaning library included in the basic
sound library.

Perform ng playback and halt of 7-channel (14 voices) SPU
streans by operating the control pad.

Di spl ayi ng the state of SPU stream ng on the screen.

.\sound\tuto: Basic usage of basic sound library <libspu>
tutol: Pitch designation/key-on/key-off
According to the control -pad operations, a sound is
pl ayed with variabl e pitches.
tuto2: Mite
Perform ng the sound generation, nute-on, mnute-off
tuto3: SPU interrupt
Setting a interrupt in the mddle of piano sound data.
When t he piano sound starts, and the interrupt
occurs, a sine wave is generated
tut o4: Noi se sound source
Generating a sine wave and noi se by changing a pitch
tuto5: Divided transfer of wave formdata
Al ternating divided transfer and sound
generation after the transfer in 2 voices.
tuto6: Reverb
CGenerating a piano sound and designating 9 kinds
of reverbs for the sound.

.\'sound\ xse: Auto-effect
Exanpl e using the sound utility functions.
Such effects as pitch-bend, auto-panning, auto-volune are
applied to the keyed-on sounds.
By noving a thunb in the scroll bar, auto-panning, auto-volung,
and pitch-bend can be appli ed.
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