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JJd. Research Motivation -
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4.bankrupt.h :
B! b P AT > AR RS I PR R RS e DR S Pl
T El”#u#hf}ﬂr%t ek ]%F’?}iﬁ"‘ 4 By =Aab s 2 Pﬁ(ﬁvﬂt 1=7) o
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H* shape ~' 7§ t:', sqare - tall f=L wide - Per tile size : £l 4  4bpp ﬁfl 16 <> ¥ 8bpp
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pixel Zfe iﬁ%?ﬁ? I'F'ﬂl'ﬁ?b photoshopCS3 fil Photolmpact = S
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EEJH 4 bmp O[S tle set + - fi jar PO » 1) AR ke
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F5Y o B GBA - Juf“ PP RLIE VA > Tone (B AL Usenti » it f21

75 {1 sprite PRI T b o 57 sprite iU attrO~attr3 [fu¥ IV EE ) M [Z] stack > S
T {ﬁﬁ“ il TR ol = E Jirj SBB(Screen Base Block ) = CBB(Char Base
Block):cI PRI 2 ’TVIF{ [F{ | AR 1Y -
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Code:
17" — [l buffer /)@7//?/?7’*7? OAM(Object Attribute Memory)
OBJ_ATTR obj_buffer[128];
Il F/'/f}‘ /“/buffer
oam_init(obj_buffer, 128);
///@"ﬁ/ﬂ;ﬁﬁ s ﬁ@ﬁ/ﬂ%@ﬁ/ féﬂ%f/ 4 FZ %) tile memory
memcpy(&tile_mem[4][0], floorTiles,floorTilesLen);
memcpy(pal_obj_mem,floorPal,floorPalLen);
/l/ﬁ'fﬁfDisplay Control /v Register s¥&f-- Sprite /v mode
REG_DISPCNT=DCNT_MODEO| DCNT_OBJ| DCNT_OBJ_1D;
I1#7— [l Object attribute
obj_set_attr(&(obj_buffer[0].attr), ATTRO_SQUARE | ATTRO_4BPFP,
ATTR1 _SIZE 16x16, ATTR2_PALBANK(pb) | tid);
///%3“@‘% [l Object /74t fE(X, )
obj_set_pos(&(obj_buffer[0].attr), X, y);
///7%2%’ 7 /17 Object attribute 77Z/ OAM
oam_copy(oam_mem, &obj_buffer[0], 1);

Background :  * — {faf Background fiu ik

Code:
///fw\fﬁ?f// i‘ﬁf/ﬁ/%/ﬁ??// . /q%‘ﬁ’/j}?ﬁ’/tilemap = ZJtile memory #
memcpy(pal_bg_mem, graphPal,graph PalLen);
memcpy(&tile_mem[0][0], graphTiles, graphTilesLen);
memcpy(&se_mem|[30][0],game_over_3_Map,game_over_3 MapLen);
///u%?%\i—’Rigister HIEEp ﬁif/f:/ff/tilesets FPZJCBB 0, #/tilemap #¢
I1Z/SBB 30 - background A~ 4bit Z&=7 » < 4/ £L64*32
REG_BGOCNT=BG_CBB(0) | BG_SBB(30) | BG_4BPP |
BG_REG_64x32;
//j’»}?"Display Control Registerﬁ%"lfﬁf‘/ Mode 0 £ BGO
REG_DISPCNT=DCNT_MODEO | DCNT_BGQO;
///q%‘éﬁ f 7t tilemap _FAv5E &
REG_BG_OFS[0].x=x;
REG_BG_OFS[0].y=y;




PeGBA b » 41~ T %Register » REG_SOUNDCNT_H -
REG_TMxCNT ~ REG_TMxD ~ REG_DMAXSAD ~ REG_DMAxDAD ~ REG_DMAxCNT
Ko H 1L FH FUREG_IE ~ REG_IF » 2 TONC  Library=™" 2 i+t IF"[ %%FVE}‘[?C ’
NI Tﬁ%ﬁjﬂ@%ﬁ T ”Fk[ bh o ZHIFR AR 19 T el fiusource code » SR H
SR R 5 ] Foodeft9[* | FUAREG_TMOD ~ REG_TMxCNT4 iftimer
FUH] S 4 oaddress 1953 5]REG_DMAXSAD » REG_DMAIDADF ™ Uit £
G Efar fef - s 2" IREG_DMALICNT Et’fﬁIJDirect Sound channels ¢ %F@”{ %4 o
bAE > PSR R R P ]S SRR  Timer Registor
AR I A1 -

Related code :

Stepl:#-F{["] TektronicWave fi{ Fit ﬁi’}?ﬁfi@f{fj way 7 G4iA sound.c Ol > J?‘l
’ﬁ £% PCMSOUND F¥ structure ©

typedef struct _pcmsound{

const char * pName; NP5l S o )
const unsigned int nSamplingRate; //,/F‘ﬂﬁf’/’ #¥417 frequency
const unsigned long nLength; //,/F‘%f..if’/’ SEHE IR

} PCMSOUND,* PPCMSOUND;

Step2:#[/*'| play_sfx Fyl?‘??ﬁifvﬁ @

REG_TMOD ~ REG_TMxCNT //fj/?/f// timer

REG_DMAXSAD VTR 17 address

REG_DMAIDAD W TR ol RS2 1
REG_DMAICNT //f?ﬁ}%Dz)@c[ Sound channels ¥ #5%¢ /7/ 2

void play_sfx(PCMSOUND b){

// make sure Timer 0 1s off
REG_TMOCNT = 0;

// make sure DMA channel 1 1s turned oft
REG_DMAICNT = 0;

// make sure the FIFO is reset
REG_SOUNDCNT _H |I=0x0800;  // just set the reset bit and leave the other ones

alone

// start the timer using the appropriate frequency
REG_TMOD = 0xFBES;
REG_TMOCNT = 0x0080;

// start the DMA transter on channel 1

10



REG_DMAISAD = (u32)b.pName;

REG_DMAI1DAD = 0x040000A0;

REG_DMAICNT = 0x80000000 I 0x30000000 | 0x04000000 | 0x02000000;
}
BpEEE -
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B2} [HZ"EJ 128 [[—‘]JTI(WE oBJ ID F'E 128 i) - {HIE ﬂ*ﬁ\lﬁlp U'T‘j?’?ﬁﬁ
T e R Bl R ﬂ#‘m:fi'[ﬁ“ | OAM :C'[FL?E'F”?EW > Frl JiWF'EJ*IJE'JEI’fF (&
obj_buffer Er’,’]"e— (i stack - ”E %ﬁ%l%ﬁ% T‘iﬁ‘ﬁ g% Sprite HiEf 14 push 1£5. ﬁﬁi
fifp R 2 B rjﬁ‘%' i Sprite F‘”F“ 51 0OBJ_ IDleﬁlﬂ/ rﬁ?ﬁE'*U” *l[*fj
RRLPNERZS (24 GBA sl ﬁff'[*’jllaﬁpifﬂ HIH] xgl*‘ﬁ“% uﬂil%‘[
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ARRIPL=RE sy 1 5 R > ) B0 Y code 2D BT THEIVIIE -
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PR C I FRLISFRTPOE) - [ Rl GBA - SR N BE R YR
FIRIFIfOS 6 while s - 56 5 R5 421 C 8% GBA iU code [Ff » flljgfL -
J[;"q pguﬁﬁr IR E I

. o - 55 (BB 7 1 PSR | 1o
CLEfIfIY o 2511 FUITRIRER > RLALH] 20 fRESpbafyi e S0 o (FRLF | iifel
(LT U > oIy P 44 IS (0GB o P LRI s > AIE
T F%%@ﬁg g ERAATERT T 32{%[3# Sﬁg code [ ffSE) -

%'l‘%*ﬁ“EQE’JF} I 2L% > GBAH ""?’Ljﬂir:t'[‘%j?“* IEASEM A (= rﬁﬁlﬁfj‘ﬁiﬁﬁ
o % P HIFRREE S R mrﬁ@* Ll:c'[‘%:r*ﬁi'j iiﬁJﬁL K » 7 FrhLER i
421512 X 512 UR[RFEE] GBA il T fk- |’5F AET o) -

L PRV B BOIIRE  BESIRTY FIPER C AS F rand B oA -
(g oy BePE " 55 srand() - Z5 [ B IV LS FHE Whlle(l)lL_[%fle
B0 % P R | B [ U 3

g MY project f1 > FHFIEFE] N [UEIFE £ (ERE I EEL R
ol EAERAHI LG ] A AN AL S 1 define Uil SBLE & i -
fol T, ekl Py & 2 BT [EED Hﬁff fol {55 F"[Ef“jf““ﬁl}%a‘ Py~ o
i - ﬁb?'%ﬁ 25 MBS EE SARAVE - R RSOy
AL AT [/ 2ERAY function FERGE VRIS I A E > BEGRISEN 0

TL“* Sl I'Eiil" PSRL CERAVINT T o

F1 & GBA code “44 RNl G B ﬁ' o=@ T jﬁr LY register
ORIt R S B R Rkl [ P9 7 I function » i RL e f“fHJ
U W ORE R > % ”fe&ﬁﬁli B A

Vd. Work Disteibution -

ProjectLeader : ff‘ﬁ}ﬁ%éﬁ
Programmer S ?ﬁfﬁ}
Sound o e
Art L TF
SpecialThanks PR

VdJd. Resource:

http://www.gamedev.net/reference/articles/article1823.asp
http://belogic.com/gba/
http://www.coranac.com/tonc/text/
http://belogic.com/gba/
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Software :

TektronicWave &“Efﬁ'f, FoRd=t
PhotoShop/Photolmpact 5 (A

Usenti Y (BE gba i F P RE
Tile Studio R tile AURHSY

Mappy B tile PR
DevKitPro Compiler
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