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 1. HAM online documentation 
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  http://mccormick.cx/viewcvs/looper/Attic/krawall.h?rev=1.4 

  3. mygba.h 

    http://emulinks.de/svn/enjin/trunk/toham/mygba.h 

  4. tonc 

    http://www.coranac.com/tonc/text/ 
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