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General Notice

When using this document, keep the following in mind:

1. This document is confidential.  By accepting this document you acknowledge that you are bound
by the terms set forth in the nondisclosure and confidentiality agreement signed separately and in
the possession of SEGA.  If you have not signed such a nondisclosure agreement, please contact
SEGA immediately and return this document to SEGA.

2. This document may include technical inaccuracies or typographical errors.  Changes are periodi-
cally made to the information herein; these changes will be incorporated in new versions of the
document.  SEGA may make improvements and/or changes in the product(s) and/or the
program(s) described in this document at any time.

3. No one is permitted to reproduce or duplicate, in any form, the whole or part of this document
without SEGA’s written permission.  Request for copies of this document and for technical
information about SEGA products must be made to your authorized SEGA Technical Services
representative.

4. No license is granted by implication or otherwise under any patents, copyrights, trademarks, or
other intellectual property rights of SEGA Enterprises, Ltd., SEGA of America, Inc., or any third party.

5. Software, circuitry, and other examples described herein are meant merely to indicate the character-
istics and performance of SEGA’s products.  SEGA assumes no responsibility for any intellectual
property claims or other problems that may result from applications based on the examples
described herein.

6. It is possible that this document may contain reference to, or information about, SEGA products
(development hardware/software) or services that are not provided in countries other than Japan.
Such references/information must not be construed to mean that SEGA intends to provide such
SEGA products or services in countries other than Japan.  Any reference of a SEGA licensed prod-
uct/program in this document is not intended to state or simply that you can use only SEGA’s
licensed products/programs.  Any functionally equivalent hardware/software can be used instead.

7. SEGA will not be held responsible for any damage to the user that may result from accidents or any
other reasons during operation of the user’s equipment, or programs according to this document.

(11/2/94-  002)

NOTE:  A reader's comment/correction form is provided with this 
document.  Please address comments to :

 SEGA of America, Inc., Developer Technical Support (att. Evelyn Merritt)
 150 Shoreline Drive, Redwood City, CA 94065
 
SEGA may use or distribute whatever information you supply in any way 
it believes appropriate without incurring any obligation to you.
 



SE
G

A 
C

on
fid

en
tia

l

   

TM

MPEG
Stream Build
Precautions
Doc. # ST-129-R2-SP2-082495

© 1995 SEGA.  All Rights Reserved.



SE
G

A 
C

on
fid

en
tia

l

    

READER CORRECTION/COMMENT SHEET

Chpt. pg. # Correction

Corrections:

General Information:

Your Name Phone

Document number ST-129-R2-SP2-082495 Date

Document name MPEG Stream Build Precautions

Questions/comments:

Keep us updated!
 If you should come across any incorrect or outdated information while reading through the attached
document, or come up with any questions or comments, please let us know so that we can make the
required changes in subsequent revisions.  Simply fill out all information below and return this form to
the Developer Technical Support Manager at the address below.   Please make more copies of this form if
more space is needed.  Thank you.

Where to send your corrections:

Fax: (415) 802-1717
Attn:  Evelyn Merritt,
Developer Technical Support

Mail: SEGA OF AMERICA
Attn:  Evelyn Merritt,
Developer Technical Support
150 Shoreline Dr.
Redwood City, CA  94065
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MPEG Stream Build Precautions 1

MPEG Stream Build Precautions

The following are precautions to be taken when building an MPEG stream.

Precautions:

When a disc builder is used to build an MPEG stream file, dummy data (empty
sectors) is filled in the file equivalent in size to the difference between the sector rate
and bit rate.  This creates the following problems:

(a) The resulting file size is larger than necessary.
(b) Pre-reads to the CD buffer become ineffective.

Select the smallest sector rate permitted by the range given below to delete empty
sectors.  In other words, the sector rate should be the smallest possible value, but
larger than the total bit rate.

sector rate ≥ sum of all bit rates

Please refer to section 2.6, The Relationship between Sector Rates and Bit Rates on page
16 of the Virtual CD System Supplementary Manual (ST-129-R2-SP1-061995) for infor-
mation on how to calculate the sector rate.

Furthermore, the Virtual CD System Supplementary Manual only gives an equation
that yields values in bit units (CD rate).  Use the following equation to determine the
sector rate value.

sector rate ≥ [BR(NV)/2296+BR(NA)/2279+BR(F1)/2048+BR(F2)/2324]/8
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