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Press UP to turn on the sound.
Press DOWH to turn offthe sound.

Press LEFT back to Menu.
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| press any key
i' v to exit...
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EEES : gfx2gba -fsrc -pxxxxx.pal -t1 xxxxx.bmp
B4 raw.c # pal.c MEE=R

EEMH : gfx2gba -D -fsrc -pxxxxxx.pal -t8 yyyyy.bomp zzzzz.bmp
EXE xxxx.pal Ml ZEMHEFE raw.c EETESRE

e
SERMEE SRR BT L IEIEEEE FINEMIDI #&.midi 1858 /K.s3m 1 -
Krawall A% converter:i%.s3m 18 5%.s LK .h 18

Krawall &

Void krapPlay(const Module,int mode ,int song); //{& M & %
vot krapStopl(); //E LB RS %

BiTER :

int MAIN_buttons(); // MAIN a9 8B 1=

int FirstLV(); //E—



int SecondLV(); //E

int ThirdLV(); //E=F

int PlayGame_buttons(int,u8); /T R I A0 H SR A
void Gameover(); //GameOver BIEH
void Win(); // R EE

void monsters(); // R R ENRYR
void Move(u8 *,int ,u8 ,int *,int *, int *, int *,u8);
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HAM Tutorial
http://www.aaronrogers.com/ham/index.php
FineMidi

http://www.arachnosoft.com/main/links.php?type=software&category=mu

sic

http://a9.vgsky.com/gba/display/display/20076292136561639.html




