
Address calculation:
Get PSX-EXE/SLUS/SLES address from RAM:

1. Enter the address of the RAM in the field “In->Address”.
2. If a game uses the standard index, to the “Index list->Select index”, leave “Standard PSX-EXE Index”.
3. Press the button “Calculate”, in the field “Out->Address” we get the address in an executable file(PSX-EXE ).

Example:

Get RAM address from PSX-EXE/SLUS/SLES):
1. Enter the address of the data found in an executable file, to the field “In->Address”.
2. If a game uses the standard index, in the “Index list->Select index”, leave “Standard PSX-EXE Index”.
3. Press the button “Calculate”, in the field “Out->Address” we get the RAM address.

Example:



Get RAM address from load/store instruction:
For example, take the instruction: LH v1, 1A6(v1)
v1 – instruction address. ( v1 = 800385СС)
1A6 – instructions index.
1. Enter the address of the instruction to the field “In->Address”.
2. Enter the “instructions index” to the field “In-> Instruction”.
3. Press the button “Calculate”, in the field “Out->Address” we get the RAM address.
Note: support negative indexes SW v0, -5DA8(s3).

Example:

Get LBA from CD image address:
1. We find the required data in the disc image at: $1a005c
2. Enter the address to the field “In->Address”.
3. Press the button “Calculate”, in the field “Out->Address” we get the LBA of file(in the decimal system) which contains
the required data .
Note: The resulting LBA to be found in the interval LBA files contained on the disc.

Example:



The received LBA is in an interval LBA 647 – LBA 819,

It means the required data contain in the file "SHELL.BIN".

Getting index:
If in game uses non-standard index, we can get them from PSX-EXE(SLUS/SLES).
1. Press the button “Get index”.
2. Choose PSX-EXE (SLUS/SLES).
If index calculation finished successfully, input fields (index name and user index) will be filled automatically.

Example:



Searching index:
Not always, all code of game contained in the executable file PSX-EXE(SLUS/SLES).
If the necessary code located in other file, it need to calculate a non-standard index.
Otherwise converting RAM <-> PSX-EXE will be incorrect.
To get a non-standard index, you need to find the identical data in the executable file and RAM.
Then subtract data address in the RAM, from data address in executable file.

Data address in the RAM: $60A14
Data address in executable file: $26c84
$60A14 - $26c84 = 0x39D90
Index: 0x39D90

Using index:
1. We write our index to the field “User index”.
2. Press the button “Add index”.
3. Select index in “index list ->Select index”.
4. If you want to retain the index, push "Save index" button.

Note: You can open index editor by the minimize button, on window system menu.


