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Surveys:
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Figure 1. Z80 microprocessor
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Orthogonal instruction set)

iv. K2R 16 x 32-bit HFRER(FFRMES register
file)
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vi.  RZ1H5—E CPU BIHR#AT -
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EEO MM RTL (EFERER - 10 Verilog ) RIS EE
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2. Game Boy Advance

Game Boy Advance EHARFEXREATIR 2001 F 3 H 21 H#E
RS AL i - I F S K BB LABIAY Game Boy #1 Game Boy Color
AR - —ARRETES GBA - EXREAQTEENR 2003 F 2 H 14 Hi
7 BRiEEM o] B8 HBEAERAIYEA Game Boy Advance SP(—
K E7ES GBASP) -

‘RN 2005 F 9 A 13 HRVEAIBFE 20 BFELCER - BE
HLRAD 5 RRERANSECRRRFR - AUBE  BEEREE
158 GAME BOY MICRO(—# & #7%5 GBM) GBM 7 Game Boy
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Advance %5l lE—Am FEAELIEI Game Boy #1 Game Boy Color
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GAME BOY MICRO WifiREERS= - B 2 R=ERZE -

GBA Byt B

i.  BEE—FE RISC 2248/ 32 17t CPU ARM7TDMI + #1—
28 CISC Z2R#&#9 8 fir7t CPU - Hh 8 firohy CISC CPU
= F2R1EA Game Boy 1 Game Boy Color IR -

i. SEHEETER 240x160

ii.  EADJDIEER 32768 (2715) TEEEES

iv. EREEBRNEERTFTESR -

v. fE£ Game Boy +F 5@ A - BB ZANIEMT L~
R m{E## -

vi.  (ERMB=SREE(AAX)AKBEEER 15 B/ - 2

3. Game Boy ROM development kits

EF% GBA zREES - B =IRF 2R development kit oJLIE#E - IIf
—18#2[ A GNU gcc compiler #il - 218 C/C++Z 0 HIE:

A. devkit advanced®: &F#J GBA development kit - BIRSE
mAMERS -

B. devkitPro/devkitARM®: 7 devkit advanced Bk - 548
EZMRENRE T E#IM:Tonc) - TIEARBFE LHIGEE
& —1& opensource project -

C. HAM Gameboy Advance Development Kit>: —Ef§5 A
A GBA R 1T H - AEMEMAY HAM library oI LIEEEAERS
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3. ¥ GBA Game Source:
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6. GBA ROM 4M3REERS
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A. Memory Management:
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B. £ GBA LB RE:
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