Chapter 1, Getting Started

_ PlayStation-Mobile
(O Developer Program

Your game on PlayStation!!

'Re’g"i‘ster

News Media DevProgram Overview



From psm@playstation.org 4 Reply  =» Forward [ Archive @ Junk &
Subject [PlayStation(R)Mobile Developer Program] Confirmation on PSM Developer registration 4

To Me <mikefleischauer@gmail.com: 1. Other Action

(=

PlayStation:=Mobile Developer Program %

Dear gamefromscratch
Thank you for your application to the PlayStation®Mobile Developer Program.
Please go to the following URL and access,to the r Portal to complete your
registration as a PSM Developer.
hittps://psm.playstation.net/oow o 5 0
= =it s T oas A Bt & AL el . it s i i

The URL above expires 24 hours after it was sent. If it has expired, please apply again. Thank you for
your understanding. If you have not applied to the PSM Developer Program, please contact us from
the support page on our website.

This e-mail message has been delivered from a send-only address. Please do not reply to this
message. We are unable to respond to individual replies to this email.

For any question on the SDK, please ask at the DevForums.

Please visit the FAQ to answer any questions regarding the PSM Developer Program.




PlayStation(R) Vita USE Driver for PlayStation(R) Suite Installer

Start installation of

This wizard will walk you through installing the

PlayStation(R) Vita in development.

To continue, click Mext.

PlayStation(R) Vita USB Driver.

Play5tation(R) Vita USE Driver. This driver is for use with

1 | Cancel

o, New Solution

SSC)

Recent I.é PlayStation Suite Application
= CE#
MURit “.{ PlayStation Suite Library Project
Play5tation Suite
1L
NUnit
Other
+ VBMet

.’ PlayStation Suite Empty Project
O

MName: Chl_Examplel|
Location: Ch\Users\Mike\Documents'\Projects

Solution name: | Chl_Examplel
Project will be saved at C\Users\Mike\Documents\Projects\Chl_Examplel\Chl_Examplel

PlayStation Suite Application

Creates a basic PlayStation Suite Application.

| Create directory for sclution

|Er0wse... |

LCancel

[




PlayStation Mobile Simulator | =] LX)

& Eﬂ o & i1 e L gﬁ L !h é] DF FT

g Solution - H .-':\.FIFIMEiﬂ.EE* 3
~ |= | Solution Ch1_Example2 .
- — o % AppMain® @ Initialize (
—F & Build Chl_Example? F7 —/ using System;
using System.Coll
o  Rebulld Chl Bample  Ctri+F7 SR SYSEER.EeSSE
]

Clean Chl_Example using Sce.Ps=.Core

Run Itermn using Sce.P=s.Core
o . using Sce.Ps=.Core
% Start Debugging ke = -

Run With L

set As Startup Project

using Sce.Ps=.Core

namespace Chl Exan

Mew File.., -
. s I
Tools " Add Files...
Version Control * | @ AddWeb Reference St
st
[E5 Find in Files.. Ctrl+Shift+F Add Files from Folder... st
Open Containing Folder Add Existing Folder...
=ta
Copy CrleC [EJ Mew Folder s



PlayStation Suite Simulator

[

PlayStation Suite Simulator

Hello World




-

i PSM Publishing Utility

) GhY_Examplef = |GE5A1J5TED
d@

File Help
Publisher Key
Key Name |GameFromScratch . 36
\J Generate Publisher Key F
Metadata
Reaistered fpp Key Ring Property of App Key Ring
Management
Bpplication 1D Twvpe Device Mame E:Ed& Expiration Date

Package &
App
| [t | A 2 A
® P &% |
Generate App Key Ring I
Generate App Key Ring @
Select the app xml.
app aari C:\Users\Mike'\Dropbax'\PSMobileCookboo [:]

Application I |ChE_Ewample3

ok | | cancel |




Ch8_Example3 - AppMain.cs - PlayStation Mobile Studio =) e

File Edit View Sesrch |10/ 4| Build Run Version Control Tools Window Help

v @ [0 ] g @  [playStaton Mobie Smuiator [~ ]

OB i Bxport... M [ - pebug [+ f= B @& & & - souton
—I_ & Create Package...
0l ] appbain.cs x Edit References.. @
g
5 < ERTILTU VT S e ==
5 g
- . Active Configurstion v -
? * PlayStation Mobile Simulator Q
& Compose PSM Master Package Android (CBSALISTED]) 3
8 Submit PSM Master Package ePadButtons.Cross) =
Refresh Device List... 2
= Apply Policy... rePadButtons.Left) == GamePadButtons.Left)
= Export Policy. tion¥ (FMath.Radians (1)) ; o
g Solution Options nEFad.Elut.t.nns.Right;J == GamePadButtons.Right) E
& Ch3Example3 Options tion¥ (-FMath.Radians(1)): g
if({gamepad.ButtonsUp & GamePadButtons.Circle) == GamePadButtons.Circle) { 2
if (model.Textures[0].FileName == "/Application/crateNeon.png") 5
model.Textures[0] = texturel:
else
model.Textures[0] = texture2;
¥
if({gamepad.Buttons & GamePadButtons.Up) == GamePadButtons.Up) { =
if (opacity < 1f) opacity+= 0.01f;
62 ¥
&3 if((gamepad.Buttons & GamePadBuftons.Down) == GamePadSuttons.Down) {
64 if (opacity > Of) opacity-= 0.01f;
65 }
& if((gamepad.ButtonsUp & GamePadButtons.Triangle) == GamePadButtons.Triangle)
7 Random rand = new Random():
ambientColor = new Vector3 (rand.Next (0,255) /255, rand.Next (0,255) /2555, rand. Next (0, 255) /255£) I
¥
model.SetiorldMatrix (ref world);
model . .Materials[0] .Ambient = ambientColor;
model.Materials[0].Opacity = opacity:
graphics.Enable (EnableMode.Blend) ;
graphics.SetBlendFunc (BlendFuncHode.kdd, BlendFuncFactor.Srchlpha, BlendFuncFactor.OneMinusSrchlpha):

graphics.Enable (EnableMode.CullFace)
graphics.SetCullFace (CullFaceMode.Back, CullFaceDirsction.Ceow):
graphics.Enable (EnableMode.DepthTest) ;

graphics.SetDepthFunc (DepthFuncMode.LEqual, true):

model.Update () ;
model. Draw (graphics, program) ;

Solution loaded. 63:48 INS  @OAD &Tasklist

Slwele|o]w]

24 PM

.
K7

10/02/2013

PlayStation.Store = M Game

Fﬂﬂsﬂ_%;

LUS

eatured ew eeases op ownloas
D PS Vita Games (PQ REGERilE00es
. Download List

"RrEE Free To Play ﬂ Services List

PL AV

Transaction Management

> -

1‘;‘ Cross-Play Gamesp\




|12 Build Run  Version Control  Tools Window Help

Export...
1= Create Package...
] Edit References...

i Code Metrics

Active Configuration

PlayStation Suite Device Target

Apply Policy..
Export Policy...

Solution Options
Project Options

& M [ vebug

[ ] app.cig % |

@ Update ()

fal- S

{
/4 S=t up the

18]

PlayStation Suite Simulator i
* D5 Vita (03274168540337315)

3=

™ Refresh Devicelist.. |

public static wvoid

{

43

A4 Query gameps
var gamePadData



Chapter 2, Controlling Your PlayStation Mobile Device

PlayStation Maobile Simulator . |£|_Iéj




PlayStation Mobile Simulator (=] i)

E 1‘" ‘; !

1) 4
‘ g"ﬁ,‘g!%\m
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L N ..-_ = ||

File (F}  Background (B)

Use | Single Sereen | Dual Screen |

L Trigger

R Trigger

L Analog

R Analog

DPad Key Left Up Right Dawn

Face Button Square Triangle Cincle Cross

Select/Start Start Select Pull

Default Show

Logic Version System Bar




File (F}  Background (B) I
Single Screen | Dual Screen

| Category | DPad Key | Face Button | Select/Stat|

Targe  Jo  lox  §
Coss o o 1

4.2 inch [16: 9] (H 3.6606, V' 2.059]

@ 16: 9 @ 16:10 & 15:10 ) Free




[ View - Edit Mode

® To View Mode (V)

Glick the buttons you want to expand or reduce in size. or want to drag.

Edit




§
1= PSM Publishing Utility l TR o] - [ |

File Help

Comman Property | fipplication Mame | Rating CGheck, I In-fpp F‘uru:hase|

4 1.Development

Managed Heap 32768

Re=zource Heap 65536

GamePad True El
Touch True

Motion True

4 2. Application
Project Mame
Version 1.00
Runtime Version 0.99
Default Locale en-Uus
4 3.Rating L
Parental Lock Level 3
4 4.Image L
Icon 512x512 I

Icon 256x256
Icon 128x128
Splash

4 5Lh.Genre 1
Primary Genre i
Secondary Genre

4 6.Developer |
Developer Name
Website 1
Copyright Short 'l
Copyright

]

GamePad i

[Required] Select True to Enable and False to disable GamePad input. The on-screen

contraller will be enabled on devices without a hardware pad when =et to True. N

Save




Chapter 3, Graphics with GameEngine2D

I S B e B e e W DlayStation Mobile Simulator ENE




5358 | L[ E 59552|j£ i

Solution

= [ Selution Ch3_Example2

Refe
shad
app.-3
] Apph

[ Build Ch3_Example2

® %

Febuild Ch3_Exampled
Clean Ch3_Exampled

Bun ltem

Debug ltemn
Run With
Set As Startup Project

Tools

WVerzion Control

Find in Files...

Open Containing Folder

Copy

S | E AppMain.cs ¥

Mo selection

= 1|—-||u=ing

2 using
Ctri+F7 | -
g using Sce.
S using Sce.
& using Sce.
) using Sce.
4 ¥
9 namespace

Sv=tem;
Sv=estem.Colle

Flay5tat
Flay3tat
Play5tatc
Flay5tat

Chi Exam

Mew File...

, Add Files...

¥ | @ AddWeb Reference

Ctrl+Shift+F Add Files from Folder...
Add Existing Folder...
CrleC [ Mew Folder




General | Empty Class
Gtk . Creates an empty class,

Misc
PlayStation Mobile
Text Templating e

Web | Empty Interface
XML = O

T

Ernpty Struct

MName: | MyScene.cs




PlayStation Mobile Simulator

Screen Center

= PlayStation Mabile Simulator
i .- -

Screen Center







# (0.0j1.0)

A
)
i
4t
\
i
B

# (0.0,0.0)

- TexturePackerGUI

I File |E|::||t| View Help Tools
& Add Sprites E —

=

Mew —= Add Folder faults Add Sprites  Add Folder D
— i1l Delete [

B X

¥ Output =




T Geometry

Autosize (o
Fixed width 256 v |
Fixed height  |128 - |

Allow free sizes [

Iy

Scale 1.0000 =
Scale mode

AutoSD ]

T Layout

Algorithm [Easic - ]
Sort by [Name v]
Order [Ascending - ]
Border padding 0 -
Shape Padding 0 -
Inner Padding 0 —
Extrude 0 =

File Edit VYiew Help Tools

B BEa = = &5 4

5|

Mew Open Save Save defaults Add Sprites  Add Folder Delete  Publish

Texture Settings g X
T Qutput i
Data Format [cocoszd ']
Data file iters/Chapter3/SpritePacker/SpriteSheet.plist E]
Texture format [PNG (.png} ']
Image format |RGBAS88S - |
Dithering [NearestNeighbour - ]
Texture file iters/Chapter3/SpritePacker/SpriteSheet.png E]
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PlayStation Mobile Simulator | = | ‘—&‘

PlayStation Mobile Simulator | = | 2




Chapter 4, Performing Actions with GameEngine2D

F o—
[ — . _IilgyStatlon Mobile Simulator

A
I Lalbel | | Part!cles | [ Plane3D | [RawSpriteTileList| [ Scene | [ SpriteBase | [ Spritelist |
[ Transition Scene | [ SpriteTile | [ SpriteUV |
\ TransitinanadeBase |
[ TransitionCrossFade | [ TransitionCrossFade | [ TransitionSolidFade |




PlayStation Mobile Simulator

PlayStation Mobile Simulator




PlayStation Mabile Simulator

[E=EEE < )

PlayStation Mobile Simulator




Chapter 5, Working with Physics2D

PlayStation Mobile Simulator | =L ot S




PlayStation Mobile Simulator

" PlayStation Mobile Simulator e




PlayStation Mobile Simulator | = | ‘—&‘

r Y
PlayStation Mobile Simulator | = —83—‘







5358 | U |E| SBSSE|3£

= & Solution Ché
= F | ch6_Exar
Referer
shaders
app.xm

B AppMai

2 Build Ch6_Examplel
Rebuild Chi_Example?
Clean Ché_Examplel

Bun Iterm

® @

Debug ke

Tools
Verzion Contral

Find in Files...

Open Containing Folder

Cut

Rename
Cloze
Options

Display Opticns

Ctrl+F7

4
2

Ctrl+5hift+F

Ctrl+X
F2

[ *" Add New Project...
Add Existing Project...

[E. Add Solution Folder

Mew File...
Add Files...




-

New Project

Recent Eﬂ PlayStation Mobile Application
B C# -
NUnit % PlayStation Mobile Library Project
PlayStation Mobile
" (] PlayStation Mobile Empty Project
NUnit
Other
VENet

MName: | Demolibrary |

Location: | ChUsers\Mike\Dropbox\PSMobileCookbook\Chapters\ChapterS\Code\ChE_Example7

Project will be saved at C\Users\Mike\Dropbox\P5MobileCookbook\Chapters\Chapter5\ Code\Ch6_Example?
“Demolibrary

f ——

‘ All | Packages ‘ Projects ‘ Net Assembly ‘ |0‘ Search (Control-+F) | Selected references: @

Directory ‘E System

‘E System.Core
Version=2050 Culture=neutral Pub:
@ ScePlay5tation.Core

ersion=10.00, Culture=neutrzl Pub

D Demaolibrary
ChUsersi W I

1




Chapter 6, Working with GUIs

PlayStation Mobile Simulator MR [ e

Hello world

PlayStation Mobile Simulator

Push me to quit

i




— ™
PlayStation Maobile Simulator ' [ EI_IéJ

Button #2

Button #3

Button #4

Button #5

Button #6

i ilie Create New Project |ﬁ|1
Project Name DemoScene
File Path C:\temp |E|
R
OK | | Cancel |
J




r. NewLayoutWindow

Class to Layout

Class Name

Size

=)

SCEI'HE -
Demo L
Width 960 Height 544 "
Presets ]
| 960x544 - |
N

| ok || cancet |

J Demo * |

L)
30 ||1 |10E| |zoc| |3ou |4ou |soc| |50E| |?ou |aou |sou 1000,
Vb oo b5 o S o T L S L S L B Lo D o 0 L 3 L

oo sod poaod s g paed o

-
[

[Fropert [Reset] D
A Widget
Variable Name Pamel_1
Position |® *« | x o yo
Size «| woso 'hisa
Anchor | || I
Visible ]
Effect
4 Panel
BackgroundColor . M
BackgroundAlpha 100 <




IS8T Add File to Folde

v The file c\temp\Demo.composer.cs is cutside the target directory. What would you
like to do?

@ Copy the file to the directory
(") Mowe the file to the directory

() Add a link to the file

Use the same action for all selected files




ﬁi PlayStation Mabile Simulate

| PlayStation Mabile Si
i

User Prompts

Are you sure you wish to continue?




PlayStation Mobile Simulator

English




A Label
Text @LABEL_TEXT@|
TextColor . 000000
TextAlpha 100 | 9
Font Systemn , Reqular , 25px
TextTrimming [ EllipsisCharacter - ]
LineBreaks [Cha racter i ]
Alignment Honzontal
Vertical
Shadow £
Resource
D] English French
LABEL_TEXT Hello World Bonjour tout le m

J/DemoScene_LlanguageTable.csv

l [ Apply to layout




Chapter 7, Into the Third Dimension

p
- PlayStation Mobile Simulator




— L A’
reserme e R S R = e

g G B




PlayStation Mobile Simulator

PlayStation Mobile Simulator
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PlayStation Mobile Simulator - - e - |£|—|—J1




Chapter 8, Working with the Model Library

i CA\Program Files (xB6)\SCE\PSM\tools\ModelConverter\MadelConverter.exe =RACN X

gmocony C:xtempsBlendershox.fhx
more options 7

load "C:stemp~Blendershox.fhx"'
import "CistempsBlender-scrate.png'
zave "C:istemp~Blendershox.mdx"

2 hones H 188 hytes
parts H 872 bytes
materials =
textures = 405168 hytes ?
motions H L2 hytes

filezize H 486392 hytes 18
Press any key to continue

485184 hytes >
woo
>

L4

a

a8
116 bytes a

9 "

a

@

®, PlayStation Mobile ModelViewer 0.99 - [ box.mdx / 406460 bytes ] N o S
File(F) Help(H)

1) VIEN MODE

VERTEX @ 24 { 36 IDX )
FORMAT @ P32 N32 T32




Ch\Program Files (xB6NSCE\PSM\tcols\ModelConverter\ModelConverter.exe

r

gmoconv C:stempsBlender~box.x
more options T -5
load "C:stempsBlendershox.x"

import "CistempBlenderscrate.png” ¢ 485184 hytes >
cave "C:istempsBlendershox.mds'
Press any key to continue

— o

PlayStation Mobile Simulator
—_—

|




-

PlayStation Mobile Simulator h e . j L= |

PlayStation Mobile Simulator _ — - - -7 i’




PlayStation Mobile Simulator

- 4

] |

PlayStation Mobile Simulator




Dperator Presets

£ Forward
Y Up
Ermpty Camera Lamp
Apply Modifiers

Face

" Include Animation

" all Actions

Dptimize Keyframes




®, PlayStation Mobile ModelViewer 0.99 - [ 1.mdx / 1211712 bytes | o S|

File(F} Help(H]

17 VIEW MIDE

VERTEX : 22632 ¢
FORMAT : P32

|
is

PlayStation Mobile Simulator — — b—— —_— -

:
'
)




Chapter 9, Finishing Touches

Search

Game From Scratch

GameDev m Gam

[ -‘:’- Kentico
New to Game Dev? Start Here! P B
C++ Game Tutorial Series
PlayStation SDK Tutorial Series
Cocos2D HTML5 Tutorial Series
Moai Tutorial Series
Gamedev Math Tutorials
Unity 3D book round-up
Cocos2D book round-up ame ssue
3D Application List e
HTML5 Game Dev Links
Product Reviews

A closer look at the Loom Game Engine, Part Two: Running on Android

4. March 2013

To do 50, open up a terminal windo!

loom run --android ( thats two '-' by the way )

Cateaorv list



PlayStation Mobile Simulator —

10.10.161.87
Hello World
Co

Waiting for connection on IP 10.10.161.87 on PORT 9210
Hello World




PlayStation Mobile Simulator

— ey S—

New Post: Adobe releases updated Flash Game Development tools. C++ compiler, profiler
and SDK updated. http://t.co/z258ip96 #gamedev

There's a newly started blog focusing on the really dull aspects of gamedev. Let's hope it
keeps getting updated. http://t.co/AKFOWpwA

Game Development Recipes series now officially launched. Export more in the future. #ga
medev http://t.co/KqgiRszv5

New Post: GameMaker pulls a gigantic DRM blunder, annoys paying customers. Not prett
y! http://t.co/kF4Pel6h #gamedev #gamemaker

New Post: GameDev math recipes: Collision detection using an axis-aligned bounding box
. Part 2. http://t.co/SRxoFEZ0 #gamedev

New Post: GameDev math recipes: Collision detection using an axis-aligned bounding bo
X, http://t.co/OydBUVVL #gamedev #math

Just discovered a book on platformers | read when just starting out, Action Arcade Adventu
re Set,available online free: http://t.co/ADhQMXZp

New post: Gamedev math: Rotating one object relative to another object. http://t.co/gaGu
STpg #gamedev

New Post: Game Math Recipe: Velocity. We all need velocity sometime... http://t.co/maX
Alda8 #gamedev

INew Post: PlayStation Mobile 1.0 released. http://t.co/MuDfVvPE

Finally added another PlayStation Mobile tutorial. Working with GameEngine2D SpriteUV
UV coordinates. http://t.co/A2UTrVul

PlayStation Mabile Simulatar - ¥ — EI_IéJ1







—
E,] PSM Publishing Utili

File Help
GComman Froperty | Application Name | Image | Rating Check I In-fpp Purchase
— 4 1.Development
Managed Heap 32768
Resource Heap 65536
R — GamePad True
Touch True
Motion True
4 2 _Application
Application ID Cho_Example6
Management ‘u"ers!un . 1.00
Runtime “ersion 1.00
b Default Locale en-Us
4 3.Genre
a' Primary Genre Games - Fitness
Package & Secondary Genre Games - Horror
App 4 4.Developer
Website http:/ /www.gamefromscratch.com
Copyright Short (C) 2012 GameFromScratch.com

Copyright

Copyright
[Regquired] Specify a text file where copyright information is described.

Save




. _ —
% PSM Publishing Utility : "a

File Help

l Comman Property | Application Name |Image | Rating Check I In-fpp Purchase

= Title

Locale Long Mame Short Mame

en—-US Survival Fitness Horrorshow SurviveF itHorror
en—GE e Olde Survival Fithesz HorrorShow SurviveFitHorror

= ja-JP
ﬁ Les Survival Fitness Horrarshow| SurviveFitHorror
es-ES
de-DE
it-IT

b nl-ML
pt-PT
= pt-BR.

Package & rku—_iLIR
App o

zh-Hansz
zh—Hant
fi-FI
zv-5E
da-DK
nb—MO
pl-FL

Lone Mame
[Required] Application name with maximum 64 characters and within 127 bytes in UTFA.




p
E-}] PSM Publishing Utility : "app.xml”

File  Help

Management

2

Package &
App

| Comman Property | Application Mame | Imaege | Rating Check I In-App Purchase|

Icon B12xhB12
LA AGIMPProjects\SurvivalFitnessHorrorshow.png
Icon 256256

(-]

e AGIMPProjects\SurvivalFitnessHorrorshow_256.png
Icon 128128

B [ Generate image from 512 ]

e AGIMPProjectsh\SurvivalFitnessHorrorshow_128.png
Splazh
LA AGIMPProjects\SurvivalFitnessHorrorshowSplash.png

B [ Generate image from 512 ]

(]

Save




_ — — Hl"—-'l
&< PSM Publishing Utility : "a I" .L_L j
File  Help
||
I | Comman Property | Application Mame | Image | Rating Check |In—P|p|:u Purchase| i
I |
Metadata PEGI express
— PEGI express Web Site
ﬁ httpe/ pem-rating pegieu/Games Submit

fAege Rating Loeo Regiztered Number

Content Descriptors

] Fear m Gambling Drues

Package & Bad Laneuaee m Dizcrimination Sex
App o @.
;?F, Wialence E Online Game

ESRE Short Form
ESRE Short Form web Site
https:/fautoratingtool esrb ore/ B RTelient/ PlayStationMobile aspe

Rating Gategory Certificate Code

[ s




(4] PSM Publishing Utility : =appaxm ~ I il |

File  Help
I
I | Comman Property | Application Mame | Image | Rating Check | In-App Furchase | 1
— Support Locale
en-Us de-DE ru-RU sv-SE
Metadata it-IT kao-KR da-DK
ja-1F nl-MNL zh-Hans nb-NC
fr-FR pt-FT zh-Hant pl-PL
% es-ES pt-BR fi-FI
Key Praduct Label MAGED2| fidd Product
Management
._ Swoont Consumable
| e LS Swiord of awesomensss
@ Swurd of awezomeness
Package & MACED Consumable
App en—-LS

Save




Appendix, Publishing Your Application

PSM Developer registration

Download PSM SDK

Apply PSM Publisher License

Review and approve PSM
Publisher License application

Pay license fee

Register bank information
and submit necessary
Development and testing documents
with PS Vita and/or PS
Certified Device

Review registered bank
information and submitted
necessary document

Submit PSM Application

Review submitted PSM
Application

Sell the PSM Application at
PlayStation®Store

Renew Sales Report

Pay off sales

. : Action for Developer / Publisher

. : Action for SCE

Fig. 1: Overall flow of PSM Developer Program



e pswruisies vy S . ==

File Help

Publisher Key

= Key Name | | Date of Creation

Metadata QSI- Q!: ‘ﬁ‘

=]
@ Fpp Key

Registered App Key Ring Property of App Key Ring
Management Seedi

Application ID Twpe Device Mame Key
o

Package &
App

Expiration Date

Generate Publisher Key

Start to generate Publisher key.
Flease enter key name.

Key name




i Common Property | Application Mame | Image | Rating Check | In-fpp Purchase

a 1.Development

Managed Heap 32768
Re=zource Heap 65536
GamePad True
Touch True
Motion True

a 2 Application
Application 1D SampleGameGFS
Wersion 1.00
Runtime Version 1.00
Default Locale en-Us

4 J.Genre
Primary Genre
Secondary Genre

4 4.Developer
Webszite http:/ /www.gamefromscratch.com
Copyright Short 2012 GameFromScratch.com

Copyright Copyright.txt

Games - Fitnhess
Games - Horror

Common Property || Application Name | Image | Rating Check | In-#pp Purchaze
Title

Locale Lone Mame Short Mame
Survival Fithess Horrarshow SurviveF itHorror
en—-GB e Olde Survival Fithess HorrorShou SurviveF itHorror
ja-JF Survival Fitness Horrorshom SurviveF itHorror
fr-FF. Les Survival Fitness Horrorshow SurviveF itHorror
ez—E5 Survival Fitness Horrorshom SurviveF itHorror
de-DE Survival Fitness Horrorshom SurviveF itHorror
it-IT Survival Fitness Horrorshom SurviveF itHorror
ni-HL Survival Fitness Horrorshom SurviveF itHorror
pt-PT Survival Fitness Horrorshom SurviveF itHorror
pt-ER. Survival Fitness Horrorshom SurviveFitHorror
ru-FU Survival Fitnezs Horrorshow SurviveF itHorrar
ko-KF. Survival Fitnezs Horrorshow SurviveF itHorrar
zh-Hans Survival Fitness Horrorshiow SurviveF itHorror
zh—Hant Survival Fitness Horrorshiow SurviveF itHorror
fi-FI Survival Fitness Horrorshiow SurviveF itHorror
av—5E Survival Fitness Horrorshom SurviveF itHorror
da-DK Survival Fitness Horrorshom SurviveF itHorror
nb—MO Survival Fitness Horrorshom SurviveF itHorror
pl-PL Survival Fithess Horrorshow SurviveF itHorror
Lone Mame
[FRequired] Application name with maximum 64 characters and within 127 bytes in UTF3.

m



Icon B12:612
AsurvivalFitnessHorrorshow.png

Ion 256206
.AsurvivalFitnessHorrorshow_256.png
Tcon 128128
ASurvivalFitnessHorrorshow_128.png
Splash

AsurvivalFitnessHorrorshowSplash.png

[

E] [ Generate image from 512 ]

E] [ Generate image from 512 ]

[




Rating

a Parental Lock Level 2

PEGI express

PEGI express Webh Site

http!pem-rating pegieu/ Games Submit

fee Rating Loga Fegiztered Number

E )

m [] Gambling [ Drues
Bad Languaes T [ Digerimination E [[] Sex

ﬂ [] Violence

ESRE Shaort Form

ESRE Short Form Wb Site
https:/fautoratingtoolesrb ore/ 8 R Te lient/ PlavStationMobile aspex

Rating Category Certificate Code

EVERYOME v] I

PlayStation Mobile dee Rating Swstem

Fezult
| Fating=3

| Start Rating Chechk
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