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IIpBa rmasa

YBO/JI

CBaku pauyyHapCKH CHCTEM C€ CacToju of] XapaBsepa u coprTBepa. Kama oBa nBa aena paae y
cnpe3n, omoryhaBajy HaM BEIHKH CIIeKTap MOTYHHOCTH, Kao INTO je H3paja JIOKyMeHara,
npeTpaxuBame MHTepHETa, WM UTpake UTPHIla. AJIH, OBa CIIPETa j& TOJIMKO U3pakeHa Ja N3a3uBa
3HauajHy 3aBUCHOCT OBUX KOMIIOHEHTH, INTO 3HAYM Ja, YKOJHMKO C€ jeIHa KOMIIOHEHTa 3HauajHO
MIPOMEHH, TO MOXE CMABUTH (PYHKIIMOHATTHOCT JIpyre (WM je MOTIyHO oHeMoryhutu). Kako 3HamMo
Jla je XapABep y CTaJHOj €BOJYIHjU, NIOCTOjeé MHOTOOPOJHH CHCTEMHU KOjU Cy 3allOCTaBJbEHU Y
KOPUCT HOBHjHUX, JOK C€ Ha HOBUM HE MOXe W3BpmaBatu codTBep ca crapux (Taj copTBep je
HeKxoMnamuoOuian ca HOBHUM CHCTEMOM). 32 OBO TIOCTOje OpOjHH TPUMEPH: CTapH OINEPaTHBHHU
CHCTEMH, WIPHUIE 3a KOH30JI€ KOje ce BHIIe He Mpou3Bone, uta. Takohe ce cycpehemo u ca
o0paTHUM MPOOJIEMOM: Kako MPaBHUMO CBE 3aXTeBHUjH co(TBep, OH he 3axreBaru BHIE pecypca,
edukacHUuje W Ope W3BpIIABAKE Olepalyja.. OBO Kao TOCIEAHIly MMa Opike 3acTapeBambe
KOMIIOHEHTH XapJIBepa, Kao IITO Cy MPOIecop, MEMOpH]je, H CII.

Emynanuja je jenan oa mIaBHUX METO/a KOJHM CIIpeYaBaMo Ja CTapuju co(TBep, OAHOCHO
(YHKIIMOHATHOCTH CTapHujer XaplBepa He HeCTaHy y HOTIYHOCTH, Tj. omMoryhaBaMo Jia ce MOory
KOPUCTHUTH U HAa MOJCPHUJUM CHCTeMHUMa. Y CKIIaay ca TUM hemo Hajrpe neduHHCcaTH OBaj TojaMm.

1.1. ITojam emysanuje. Ilopehemwe ca cumynanujom

VY padyHapcTBY, eMyJIalUjoM (EHII. emulation — U3BOPHO 3HAYCH-E: UMHTAIlHja) CE€ HAa3UBa
MOCTYTIAK KOjUM umumupamo GyHKIH]jE jeTHOT padyHapCKOT CHCTeMa Ha JIPYTroM, 3a TO Kopuctehn
xapasep unu copTBep (miu 000je).

XapaBepcKku eMyJIaTOPH UMajy OOIHK KapTHIa, YHIIOBA U CJI., U lbUXOBUM yrpahuBameM y
HEKH CHUCTEM MM Ce€ JI0ajy Heke MoryhHocTu apyror cucrema. Ha mpumep, y oBy kareropujy Ou
cnanao ypehaj koju OM HEKOj WIrpadkoj KOH30JIM a0 MOTYNHOCT 1a 4HWTa CBOje WIpUIE ca
Jpyradvjer Meauja o OHOT 3a KOjU je Au3ajHHupaHa; peuumo, USB uuTame 3a KOH301y KOja MHa4e
YHUTa UCKIJBYUHBO Ca TUCKOBA.

Co¢TBepcKH eMyJIaTOPH Cy UCIPOrpaMHUpaHU HAa MAIIMHHU HAa KOjOj C€ BPIIM €MYIaIyja,
kopuctehn Heku porpamMcku je3uk kao mto je Assembler, C, C++, u ci. Kao npumep codrepcku
HAIpaBJEEHOT EMYJIaTopa MOXKE MOCITYKHUTH €MYJaTrop KOH30JIe 3a BHJECO HIPE, eMYIaTop HEKOT
nepudepHor ypehaja (Hnp. mraMiiaya) KOjuM ce ocurypasa 1a he ra Behm pacmoH padyHapCKHUX
CHCTeMa TPENO3HATH, WM EMYJIaTop ONEPaTHBHOT CUCTEMa KOjUM MOXKEMO BHPTYEIHO TOKPEHYTH
Hop. Windows 95 ymyrap Windows 7. HapaBHo, mMoryhe je KOpUCTHTH eMyllaTop yHYyTap
emynaropa. Ha mpumep, na Mac OS X mmardpopmu cmo emymupanmu Windows, a yHyTap
emynmupanor Windows-a cMo emynupanu koH3omy PlayStation. OBUM MOCTHIKEMO WCTH PE3yiTar
kao 7a cMo Ha Windows muardopmu emynupanu PlayStation (nako he Op3unHa emynamuje Outu
3HaTHO Beha y Apyrom ciry4ajy).

N3y3eTHO je OUTHO pa3yIMKOBaTH IOjaM eMynanuje o mojma cumynayuje. OBa /Ba mojma
UMajy JOJMPHUX TauyKH aJld C€ CYIITHHCKH pa3nukyjy. ok eMmynammja mompasymeBa ja
IU3ajHep/mporpamep umumupa mpasiceHu ypehaj u CBe BEroBe 0COOMHE, CUMYIalija Mmoapa3syMeBa
caMo onoHawarwe @ynkyuonarHocmu. Panu mimycrpanuje, eMmynaTop apkaaHe urpuie Pac-man je
nporpam Koju IMUTHpPa Xap/Bep Tor apkaaHor ypehaja u unta opurnHanian ROM oBe urpune, 1ok
Ou cumynarop Owiia HTpHIA KOjH caMO rpaduyuKu JTUYH Ha apkagHu ypebhaj, amum je mporpamupaHa
KOHKPETHO 3a miardopmy Ha K0joj ce Halas3u.

VY oBom pany hemo ce mpeTekHO 0aBUTH CO(DTBEPCKUM eMyjlaTOpuMa, 3aTo IITO H3paja
XapJBEPCKHUX eMyllaTopa 3axTeBa 3Hama Koja 3HaTHO MPEBa3niIa3e OKBUpPE MpeIMeTa.



1.2. IIpumene emyaanuje. IlpennocTu u mane

[TocTaBpa ce muTame: koje cee ypehaje mooicemo emynrupamu? Teopujcku oaroBop (koju
ciemu u3 Yepu-TjypunroBe Tte3e, koja he Outm oOpahena y cienehoj 1naBu) je aa MOXKEMO
eMYIIUpaTH CBaKd pauyyHApCKH CHUCTEM, Jakie Owmio Koju ypehaj Koju HMMa HEKY BpPCTY
MUKponporiecopa y cedbu. OBo moapasymeBa padyHape, KaJKyJIarope, UTpadke KOH30JIe, apKaJlHe
MaInImHe, MOOWITHE TenedoHe, U TaKO JaJbe.

OBO HaM HapaBHO Jaje HAJOYMIIICTHU]Y TEOPHJCKY TNPUMEHY eMmysalje: ako OHCMO
epuKacHO eMynupaiu MHOWITBO ypehaja Ha jemHoMm, TuMe Oucmo mosehaBamu Opoj HaMeHa TOT
ypehaja, 1 caMuM THM CMambWIW WM SIIMMUHUCAIH MOTPeOy 3a ypehajuma Koje CMO eMyIHupaIH.

Emynanmja, 3ajeqHo ca MHUTrpanujoM, YHMHH jeJHY Of JBe Moryhe crpareruje kojuma ce
cripedaBa TMOTIYHO HIIUE3aBakE¢ CTapHjer xapaBepa wid codTBepa M MoAaTaka Koje Cy OHH
HalpaBWIHU, T3B. OueUmanta npezepsayuja. Murpanuja noapasymena Aa ce IMOAalU HANpPaBJbEHH Y
CTapHjoj arIMKaldju TPWIAroJie HOBO] aIUTMKAIM]H, JOK CE€ KOI eMyNalfje OKPYKEHE CTapHje
aruTMKaIyje MOTIYHO MPEHOCH Ha HOBHjY miardopMy. Murpamuja, Hako je MHOTO JIaKIla M 3aXTeBa
Mame BpEMEHa, pe3ynTyje MOryhuM ryOuTKoM (PyHKIIMOHAIHOCTH HaJ OPUTHHAIHUM TOJalluMa, U
MoOpa ce paJiTy 3a CBaKy HOBY IPOMEHY CHCTEMA; KaJla KOPUCHUIIM XKeJle J1a ce 3alpKH U3ITIe] U
CBe MOTYNHOCTH CTapor OKpYyXeHa, EeMYJIaTop je IpaBa OIIIHja.

Mehytum, HE MOXEMO TaKO jeTHOCTAaBHO HCKOPUCTHTU ITyH TEOPH]CKH MOTEHIMjal OBE
MeTone. EMynaropu Cy 3aXTeBHU 3a TpaBJbCHE, TPAKE BEJIMKY MPEIU3HOCT M ONpEe3 Ha CHUTHE
nerasbe. Yect mpobneM je M YHMIbEHHUIIA J]a OPUTMHAIHM Npou3BohauM HE TOKYMEHTY]y CBe
(YHKIIMOHATHOCTH HUXOBOT CHCTEMA, T1a C€ OHE MOpajy Hah¥ TTOCTYIIKOM OOPHYTOT MH)KCHEPUHTA.
Taxole, y 3aBUCHOCTH Off CIIOKEHOCTH CHCTEMa KOja Ce eMyJIupa, eMynaluja MoXe OUTH cropa.
Behunna MonmepHUjux cucTema 3a KOJU MOCTOJH €MYJIaTOop YIJIaBHOM HE MOXe J1a ce e(pHUKaCHO
eMyNIupa Ha JaHaIlllUM padyHapumMa. Ha nmpumep, emynanuja konzone PlayStation 2 (u3amia 2000.
roguHe) je omoryhena mojaBom emymaropa PCSX2, amm, 12 rogwHa KacHHWje, YaK M Ha jauuM
padyHapuMma ce 3Ha4ajHu y[eo MIpulla YCIIOpPEHO M3BpIlaBa, a emynartop 3a PlayStation 3 (u3amuia
2006. romuHe) je TeK y IIaHupamy — THM Koju ctoju u3a PCSX2 npensubha na he tpebatn HajMame
jomr 10 roxuHa 1a Ou ce HampaBUO YCIIEIIaH eMyJIaTop 3a OBY KOH3OITY.

Jomn jemaH acmekT emynainyje KOju HUje TPEeTepaHo pa3jallibeH jecTe Ja JH je TO JerajHa
akTUBHOCT. EMynaropu ce mory OecriiatHo ckupatu ca MHTepHeTa, yuMe ce MpOHM3BOJ KOjU MMa
1eHy (4ak Wako ce BHWINE HE MPOM3BOAM) MPaKTHUYHO Hyau OecruiatHo. Mako je edukacHocT
eMyJaTopa 4ecTo Jajeko o epuKacHOCTH camor ypehaja, OCcToje OCHOBaHM paslio3u Ja Ce OBO
cMarpa HEKOM BPCTOM Kpalje MHTeIeKTyaTHe CBOjHHE, OTHOCHO KPIICHa ayTOPCKUX MPaBa.

WNnak, emynanuja uMa Jocta npegHocTd. Maja je u3pazna emynaTopa 3aXTeBaH 110Cao, Ha
Iy’KeM BPEMEHCKOM TIepHOAY MOXKE Ja Ce€ TOKaKe Kao HWCIUIaTHBHja, HApoyuTo y Behum
opraHu3aijama — 3ato mTo he jegaH eMynarop paJuTd MO UCTOM MPUHIUIY Ha CBUM MOAECPHHUM
miargopmama, 0K OM ce MHUTpalrja Mopaja BPIIMTH Ha CBakoj TuiatopMu oaBojeHo. Emymaruja
Takohe MMa M BEJIMKH MOTEHIIMjall 3a Halpeaak, 3aTo IITO ce HajBehu Opoj eMynaropa cTaBjba Ha
WHTepHeT, ca TOCTYIMHOM CBOM JOKyMEHTaIujoM (open source). OBo oTBapa Bpara Behum TUMCKUM
IpOjeKTHMa Ha OBOM T0JbY, a ypehaju JaHaurmbHie Cy TOIUKO CIOKEHH J1a 3aXTeBajy TUMCKHU paj 1a
Ou ce yCIenrHo eMyJIupaiu.



Hpyra miasa

EMVJIALINJA

VY 1pBOj mIaBU CMO Ce MPETEeKHO KOHIEHTPUCATU Ha 00paay mojMa eMmynanuje kopucrehn
CBaKOJIHEBHE TpHMepe U npuMeHe oBe Metoze. Cana hemo npuhu 0BOM 1MojMy ca YHCTO TEOPHjCKe
cTpaHe, Hajupe ce ocBphyhu Ha Te3y Ha K0jOj ce OBaj METOJI M 3aCHUBA.

2.1. Yepu-Tjypunrosa Te3a U mbeHe nocaeaule

VY Teopuju pauyHapctBa, Uepu-TjypuHroBa Te3a je KOMOMHOBAaHA XMIIOTE3a O MPUPOIU
byHKIIMja Yrje BPEIHOCTU Cy €(PEeKTUBHO M3padyHIbUBE (MM Y MOJIEPHHU)jEM U3pPa3y, allTOPUTAMCKH
U3pauyyHJbHBE).

3agpKUMO ce Hajipe Ha NojMy e(eKTHBHO W3padyHsbHBE (QyHKIHUje. DYyHKIHM]y 30BEMO
e(peKTHBHO M3PAYYH/bMBOM YKOJIMKO 32 HEHO H3payyHaBame IOCTOJU e(EeKTUBHA METo/a
(amropuram). Jla 6u MeTona Onina eexTrBHA, MOpa Ja momryje cieache yciaose:

— Mopa 3a cBaku yna3 JjaTu HEKH U3Jas3;

— Mopa yBek aaTH TauaH U3as;

— Mopa yBek OuTH U3pauyHIbUBA Y KOHAYHOM OpOjy KOpaka;
— Mopa paauTu 3a cBaKy HHCTAHILY poodiemMa.

Te3a TBpau na ce Omio Koje e(heKTUBHO M3payyHaBame Ha HEKOM ypehajy Moke mpeBecTH y
eKBHBaJICHTHO Ha ypehajy koju ce 30Be Tjypmuroa mammuna. Takohe je Omino kojy eheKTHBHO
U3pauyHJbUBY (QYHKIHM]y Moryhe H3pa3uTH MNpeKo peKyp3uBHO 3aaare QyHkmuje. Jlo OBHX
3aKJbyyaka Cy pa3iuuuTuUM npuctynuma gouuiun Anonzo Yepu u Anan Tjypusr. Mako cy noaesseHu
CTaBOBM O TOME Jia JM CE€ OBa XHUIIOTe3a MOXKE JO0Ka3aTH, NMPaKTHYHO CE€ YHUBEP3aJHO CMaTpa
TaqHOM.

On kakBor je 3Ha4yaja oBa Te3a 3a emynainujy? OCBpHHUMO c€ MpPBO Ha jeIHY O]l HEHHX
nocnenuia: CBaku TMPOTPaMCKH je3HK OIIITE HAMEHE C€ MO)Ke MCKOPHCTHTH 32 MMIUIEMEHTAIIN]Y
OWU0 Kojer ajaropurMa. YONIITEHO, CBE IITO je €(PEeKTHMBHO H3pAaYyHJBHBO C€ MOXKE €(PEKTHBHO
M3pavdyHaTH CBAKUM IMPOTPAMCKHUM J€3WKOM OMIITe HaMeHe (y clydajy eMynaiuje HEeKOT XapBepa,
rocMaTpamo u3padyHaBamba Koja 00aBsba Xap/Bep, U CIUYHO).

Paznor 300r kojer MoXeMO eMyIHpaTH BeTMKUA Opoj pauyHapCKUX CUCTEMA j€ TO IITO Cy OHU
BehuHcku 3acHOBaHM Ha ¢oH HojmanoBoj apxurektypu. OBa apxuTeKTypa, mocraBjbeHa 1945.
ro/IMHE, TOpa3syMeBa pauyHapCKH CUCTEM KOjU MMa MEMOpHjy HacymMuyHor npuctyna (RAM), na
K0jO] MOXKe OWJIo0 e mucatu OWIIO KOju Mpollec; LeHTpalHy mporecopcky jenununyy (CPU) ca
COIICTBEHHM PETHCTPHMa M UMIUIEMEHTUPAHUM CKYIIOM WHCTPYKIIHja, Ka0 U KOHTPOJHY jeIUHHILY.
CBe n0o1aTHEe KOMIIOHEHTE Kao IITO Cy Tpaduka, 3Byk U nepudepHu ypehaju cy camo npoumpemne
oBe apxurektype. OHa neduHUIIE OCHOBHY “y3MH Ia M3BPILM~ TMETJbY HEKOI XapjaBepa nomohy
KOj€ MOXKEMO Yy TICEYIOKOy HalMcaTH IMaBHY NeTJby y BehnHU emynaropa:

while <u3BpmaBamMO MHCTPYKLM]e>

{
y3Mu cyenehy MHCTPYKUM]Y M3 MeMopuje
U3BPULU Yy3ETYy MHCTPYKUM]Y
IpOBEepPM Ha JM MMa TIpeKuma

IToueBmu 0O OB€ OCHOBHC IICTJBC, JCTAaJbHOM I/IMHJIGMGHTaIII/IjOM CBAaKC KOMIIOHCHTC
TPaXXCHOT CUCTEMA CTHXKEMO /10 KOHAYHUX €MYJIaTopa.



2.2. OcHOBHA CTPYKTYpa emysaaropa. Meroau uMIieMeHTALUje

Emynaropu cy yriiaBHOM IMOJEJ/bEHH y MOAYJie (Mame MU BUIIE HE3aBHUCHE IENTMHE) KOjH
OJIrOBapajy MOJCUCTEMUMA PadyHAPCKOT CHCTeMa KOju eMyJrpaMo. Moayiu ca kojuMma ce Hajuenthe
MOXEMO CyCPECTH CY:

— IIPOIIECOPCKH EMYIaTop;
— eMyJIaTop 3a MEMOPHjCKH MOACUCTEM;
— eMYJaTopH YNIa3HuX U u3na3Hux ypehaja (I/O emynaropmn).

Marucrpane ce peTko eMynupajy, paau Behe jeqHOCTaBHOCTU WM HEepPOpPMaHCH, CaMHUM
TUM eMynupaHu nepudepHu ypehaju TOTOBO YBEK AMPEKTHO KOMYHHMIUPA]y Ca E€MYIUPaHUM
IPOLIECOPOM U MEMOPH]OM.

Emynanuja mpomecopa 4ecTto MpeICTaB/ba HAjKOMIUIMKOBAHUJU JI€0 jEIHOT eMysaropa.
300r Tora, MHOTH NPOrpaMepH MUIIY eMyaaTtope y3 nmoMmoh “rpenakoBaHux’ eMyiaTopa Iporecopa,
na Ou ce MOINIM BHUIIIE KOHLIEHTPUCATU Ha Jpyre (GyHKIMOHATHOCTH. Hajnmakimm HaunH emynaiuje
nporecopa je mHTepnpeTepcku. VHTeprperep mpatu eMylupaHd OpOrpaMCKH KOA U, Kaja Hauhe
Ha MHCTPYKIH]Y, MPEKO JIOKAJTHOT IpoLecopa H3BpIIaBa WHCTPYKLHM]Y KOja j€ EKBHUBAJICHTHA
3anatoj. OBo je oMoryheHo TMMe HITO ce perucTpuma u (IeroBuMa Imporecopa Koju ce eMmyaupa
JI071eJbYjy MpOMeHJbUBe. Panu miryctpanuje nHTepnpeTepa, MOKEMO MPOIIUPHUTH METIbY KOjy CMO
HaBEJIH y MPETXOIHOM JeIy:

while <u3BpmaBamMoO MHCTPYKLM]e>

{
switch (Citaj (PC++)) //PC - program counter

{
case 0x00: //kod instrukcije 00
case 0x01l: //kod instrukcije 01

case 0OxFE: //kod instrukcije FE
case 0OxFF: //kod instrukcije FF
default: interrupt=true //instrukcija nije definisana skupom instrukcija

if (interrupt!=false)

//sta raditi ukoliko dodje do prekida

WuTepripeTepu cy U3y3€THO MOIMYJIapHU 3aTO UITO CE€ MHOT'O jeIHOCTaBHHU]E UMILIEMEHTHPA]Y
0J1 Op>KHX aNTepHAaTHBA, U pajie T0BOJFHO Op30 3a eMynauujy BehuHe crapujux cucrema. Mehyrum,
0Baj METOJI € HellpaKTHYaH 3a eMyJlalujy npolecopa Koju uMajy Op3uHYy UCTOT peia BEIMYMHE Kao
wiatgopma Ha kojoj ce emynupa. OBa Gapujepa je mpodujeHa pa3BojeM TeXHUKA peKOMITUJIaluje.

Pexommunanmja moapazymMeBa IMPEKTHO OMHApHO TpeBoheme Mmomaraka W3 eMyJIHpaHoT
porpama y KoJl KOju ce MOXKe U3BPILUTH Ha Aaroj miardopmu. OBa MeToja U3a3UBa BEJTUKU CKOK Y
nepdopMancama, 300T yera ce U KOPUCTH 3a eMyNalujy MoJAepHUjuX cuctema. [loctoje nBa HaunHa
KOjUMa Ce€ MOKEe M3BPLIUTH PEeKOMIWIALMja, cmamuyku U ounamuuxku. CTaTHYKa peKoMIUIanuja
nojpasymeBa InpeBoheme mporpama Ipe H3BpIIaBama, 0e3 Jabux u3MeHa. OBo je Opxke of
JUHAMUYKE PEKOMIMJIAlMje ajdd HEU3BOIJBMBO Y BEJIMKOM Opojy cilydaja: IVIaBHU INPUMEp Cy
camoMoii(uKyjyhy KOoOBH, KOjU MOTY MEH-ATU CBOJY CTPYKTYpPY TOKOM H3BpLIaBama; CaMUM THM
je Hemoryhe mnpeaBuiaeTH kako he kox wu3mienatu 0e3 HEroBOr W3BpIIaBama. IMHAMHYKa
peKOMIIMJIALMja T1opa3yMeBa IpeBoheme OJIoKOBa MHCTpPYKIMja IO NOTpedu, 3a Bpeme
U3BpIlaBama Mporpama. 3aTo IITO je NPUIaroa/buBa MPaKTUYHO CBMM BpcTaMa KoJa, OBa BpCTa
pPEKOMITHIIAIIN]€ C€ U KOPUCTH Yy HajBeheM Opojy MoaepHUX eMyliaTopa.



3a emyJauMjy Memopuje Takohe moctoju Buie npuctyna. Hajounrnennuju npuctyn 6u
TPETHPAO0 MEMOPHU]Yy Kao OOMYHM HU3 oOjekara BelMUYMHE jefHe eMynupaHe “peun”. OBaj monen
ryou epeKTHMBHOCT Kaja ce JECH Ja JIOKalldje y pauyHapcKoj JIOTHUKO] (PEelaTMBHO] AIUIMKAIMjH
KOja je KOPHCTH) MEMOPHjU HHUCY H3jenHadeHe ca guznukom MemopujoMm. [Ipumep oBora cy cBu
CHCTEMH KOjU 3aXTeBajy HEKY BPCTY HAIpPEIHOT yIpaBJbamkba MEMOPH]OM Tj. CUCTEMHU KOjU y cebu
caapke MEeMOpH]CKy ympasibauky jenunuiy (MMU). Kao mocnenuity oBora, Behuna eMyaupaHux
MeMOopHja caapke O6ap JBe onepalyje 3a NPeHu3HO YUTAkE U NMUCAKBE Y JIOTHYKO] MeMopHju. Paau
WIycTpauuje, nmpukazahemo npumMep ca cucreMoM koju kopuctu npsux ROM_SIZE anpeca na Ou
cmectuo ROM, a ocrarak 3a cmemtame RAM-a:

void Pisi (word Adresa,

{

word Vrednost)

word Adresal = Adresa + BazniRegistar;

//logicka adresa

if (Adresal > ROM SIZE && Adresal < Limit)

//ne mozemo pisati u ROM

{

Memorija[Adresal] =

}

else

{

interrupt=true;

Vrednost;

}
word Citaj (word Adresa)
{
word Adresal. =
if
{
return Memorija[Adresal];
}
else
{
interrupt=true;
return null;

//odnosi se na isti metod kod primera za procesor

Adresa + BazniRegistar;
(Adresal. < Limit)

[lITo ce Tnue emynanuje nepugepuux ypehaja, nocroje 18a ocHoBHa npuctymna. [lomro ce
MarucTpaie Hajuenrhe He eMynupajy Kao IITO CMO HaBEJIH, jeIaH O MPUCTYIIA IMoIpa3yMeBa u3pamy
MonyJa 3a cBaku ypehaj omBojeHo. OBaj METOJ j€ KOPUCHUJU Y CMHUCTY J1a C€ CBAaKU MOIYJI MOXKE
3ace0HO MPUJIATOAMTH KapakTepucThukama ypehaja m Tako omoryhutu Behy edukacHoct. pyru
METOJl TIOJpa3yMeBa M3paly yHU(DHKATOpPCKE aruivKaiuje, Koja OW paamia ca CBUM YNa3HUM U
u3Na3HUM ypehajuma, W crnajma BHUXOBE HH(OpMaIMje OCTarky cucrtema (OJHOCHO, IMpHUMaa
uHdopmarje on ocrarka cucrema 3a ypehaje). Ilpemnoct mo0po ucmporpamupaHe OBaKBe
aTuTMKaIMje je IMITO MOXKe MPYKUTH NoApIIKy 3a Behu Opoj ypebhaja.

Emynaropu mnepudepnux ypehaja y cebu Tpebajy caapkaTd OCHOBHY CTPYKTYpy 3a
KOHTpOJTy MIPEeKHa, Tj. mporeaype koje he obaBecTuTH mpouecop J1a je AOILIO A0 MPEeKuaa, Kao U
MPOIIEIype 3a YWUTAlkEe M THCAKke M3 MEMOpHje, KopucTtehu CIMYHEe METOoJe Kao U y CIydajy
eMyIiaiyje MeMopHje.

[TocToju Benuku OpOj MOJATHUX KOMIOHEHTH (OHOCHO MOJYJa) KOJU C€ MOTY €MYJIHpaTH,
Al CMO OBJIE HaBelIM OCHOBHE IPUCTYIE 3a OBe TpH Hajuemihe (1 HajOMTHHUje) KommoHeHTe. Ca
J0OpYM TTO3HABamk-EM OBUX OCHOBA, KAa0 M HMBOOM BEIITHHA y M3a0paHOM MPOTPAMCKOM ]E3HKY,
nporpaMep MOXe KPEHYTH y HUCTPaKMBambe KOMIIOHEHTH KOHKPETHOI CHCTEMa KOjU Kelu Ja
eMYIIIpa, ¥ Ha KPajy MOXKE 3aII0UeTH U caMy H3pay.

V cnenehoj riaBu hemMo uCnpaTHTH jeaH KOHKPETaH TakaB paj, KOju YKIbydyje MpoyyaBame
U eMyupame jeaHe oa HajukonnyHujux handheld kon3ona y uctopuju, GameBoy-a.



Tpeha maBa

AHAJIN3A U EMVYJIAIIMJA GAMEBOY KOH3O0JIE

Hakon caBnajaBama TOpEeHaBEICHMX MeETONA 3a HMMIUIEMEHTAIHM]y Ppa3IHuUuTHX MOJYyJIa
JeaHOT eMynaTopa, MoceayjeMo TEOPHjCKY OCHOBY Koja HaM je moTpedHa. MehyTum, 3a mporpamepa
pal TeK TOYMIbe: CBAKM pPAUYyHAPCKH CHUCTEM C€, aKO WIHOPUIIEMO OCHOBHY apXHUTEKTYpY,
CYIITUHCKU Pa3jMKyje OJ JPYIoT; M 3aTo, Ja OMCMO YCIICITHO HAIPAaBHJIM €MYJIaTop OHJIO KOjer
ypebaja, camum TuM 1 GameBoy-a, HeonxoaHO je nomienaru u taj ypehaj nerasbHuje.

3.1. UcTopujar KoH3oJje

GameBoy (#a u3BopHOM jananckom 7 — 4 K — A4 (Gému B61)) je handheld xoH30m1a kojy je
pas3BmiIa jarmancka komnanuja Huntenno. IlpBu myT ce mojaBuia Ha Tpxkumrty 21. ampuna 1989. y
Janany, a Henyro 3atum u Ha Teputopuju CAJl. M3ma3ak oBe KOH30JIEe Ce cMaTrpa PEBOIYIHjOM Ha
handheld TpxwumTy, momro je oBO mpBa KOH30JIa TaKBE BPCTE Koja je ocTaja mupe 3amamheHa,
YIIPKOC MHOTUM TEXHOJIOUIKH CYNEPUOPHHUJUM TPUPYYHUM KOH30JIaMa Koje Cy H3JIa3hJie TOKOM
BpeMeEHa. YCIIEUTHOCT OBE KOH30JI€ je JIoBeNa /10 BelIukor Opoja HoBux Bep3uja (Game Boy Color,
Game Boy Advance, Game Boy Micro) koje cy KymynatuBHO mpojane Buiie o 150 Munnona
npuMepaka mupom cBeta. KoH3ona je mogarHo Jo0wia Ha MOMYJapHOCTH O M3Y3€THO MOIyJIapHe
urpe “Terpuc”, Koja je y MOYeTKy J1oja3uiia 3ajeIHO ca KOH30JI0M; CMaTpa Ce Jia j& caMO KEPTPHUII O
OBe€ Wrpe npojaaT y 35 MuinoHa npuMmepaka. HapaBHo, oBa KOH30J1a pacroyake U APYrUM YyBEHUM
HACJIOBMMA, OJf KOjUX Cy MHOTHM BE3aHM 3a Taja Beh ycTaHOBJbEHE cepHje BHICO WIPHIIA:
“IToxkemon”, “Cynep Mapuo”, “3enna”...

Konzony je ocmucano I'ynnen Joxoun (#iH: &), koju je mopea oBe KOH30JI€ AU3aJHUPAO U
cucreM Game & Watch, u 610 je jenna ox miaBHUX (UTypa y pa3Bojy HEKOJHIIMHE MOMYJapHUX H
nyrotpajHux ¢panmuza Buneo-urpuna (Donkey Kong, Mario Bros...). Muoru ra cmarpajy 3a
Tomaca EnucoHa urpadkor cBeTa, U Mpolewyje ce Ja Ou naHac WHAYCTPHja BUACO UTpHUIla OWiia Ha
MHOTO BHIIIEM HHBOY J]a HHj€ TparuyHo morunyo 4. okrobpa 1997. y cao6pahajuoj Hecpehu.

3.2. M3riien v TexHu4Ke cnenmupukanmje

GameBoy pacnonaxxe ca yeTupu ornepaimona tacrtepa ozHauena ca “A”, “B”, “SELECT” u
“START”, xao u ca noanorom ca ctpenuuama. Ca IecHe CTpaHe KOH30JI€ C€ Hajla3u MoAellaBay
jaumHe 3ByKa, a ca JIeBe CTpaHE CIMYaH MPEKUAad 3a Memame KoHTpacTa. Ha BpXxy ce Hamasu
MPEeKuaad 3a Majbehe KOH30JIe Kao U CJIOT 3a keprpuie. KoHzomy o6uuHo mokpehy uetupu AA
Oarepwuje; 3axTeBa jadynHy cTpyje on 150 mA u Hamon ox 6 V. Ha n1omoj cTpanu KOH30J1€ Haja3u ce
npuKkJbydak on 3.5mm 3a ciaymanuie. Ca JAecHe cTpaHe ce Takohe Hajga3u KOHEKTOp 3a “NHMHK
Ka0JI”, KOjUM Ce MOT'y TTIOBE3aTH JIBE KOH30J1€, IT0]] YCIOBOM Jia 00a urpada urpajy UcTy UTPpHILY.

Texauuke cnernudukaiyje oBor ypehaja cy:

— IIpouecop: MomudurkoBanu 8§-6mtam Sharp LR35902 dpexsenmuje 4.19 MHz, mno
dbyHKIHOHATHOCTUMA jako ciudaH Zilog-oBom Z80 mporecopy;

— RAM: 8 kB cratnukor RAM-a (Mmoxe ce npommuputu 10 32 kB);

— VRAM: 8§ kB;

— ROM: 256-6ajtau BIOS. Keprpunyu ox 256 kb 1o 8 Mb;

— 3Byk: /IBa TamacHa reneparopa, jenan PCM 4-OuTHu wave KaHall 3a Y30pKe, TeHepaTop
IIYMOBA U JeJlaH ayJIuo yaa3 ca KepTpulia;



— Jwucnuej: JIL expan pezonyuuje 160x144 nukcena,

— Kanaposa y cekynau: [Ipoceuno 59.7 FPS;

— VBlank unrepBaju: 1.lms;

— Jmjaronajua: 2.6 unya;

— ITanera: MoHoxpomMaTcka ca 4 HHjaHCE CHBE;

— JInmensmje: 90mm (ayxuna) X 148mm (Bucuna) X 32mm (1youHa).

VY oBa 1Ba MomiIaBhba CMO HANPABWIIM KpaTak, aJid HEOMXO/[aH, YBOJ Y UCTOPUjaT U OCHOBHE
MoryhHocTH oBe KoH30j1€e. Caja HalOKOH MOXEMO 3allOYeTH ca TIIABHUM JIEJIOM IMPOjeKTa, TO jeCT
u3pazoM emynaropa. HapaBHo, w3paay 3alOuuEmEMO O] HAjBaXHH]ET Jieja CBAKOT pavyyHapCKOT
cucTeMa, Ha Koju he mocine 1a ce Hagorpal)yje cBaka cieneha KOMIIOHEHTa — OJ1 IIPoLiecopa.

3.3. IIpouecop

Y mperxomHoj miaBm cMo Beh HaBenu Ja ce 3a eMyjJalnMjy Ipolecopa KOPUCTE
UHTEpIpeTepcke MeToae U Metone pekomnuiaanuje. C o03upom aa je GameBoy cucrem koju nma
nporecop nepdopMaHCH HEKOIMKO PEIOBa BEIMYMHE HCIIOJ] NAHAIIBUX, TMOTIIYHO j€ OMpPaBIaHO
eMynupaTH ra uHTeprperepcku. Jlakie, emynauujom npouecopa GameBoy-a hemo mokymaru na
UMHUTHAPAMO OHO IITO Taj MPOLIECOP PaIH y MPaBOj KOH3OIH.

[Tponiecop ynyrap GameBoy-a ¢yHKuMOHMIE MOX MCTMM MPUHLUUIMMA Kao M BehuHa
JPYTUX MPOIecopa: U3BpIIaBa HEKM MPOTpaM Tako MITO TIOKPEHE HEKY CEPHjy MHCTPYKIIHja KOjy My
Taj mporpam 3aaa. Te HHCTPYKIIMje ce yUuTaBajy U3 MEMOpH]je, U U3BPILIABajy jeqHa 1o jeana. Jla 6u
Ce MOIJIO TPATUTH THAE Ce MPOLECOop Hala3W yHyTap mporpama, 4yBa ce Opoj Ha3BaH Program
Counter (PC). Hakon mTo ce mHCTpykuuja yuuta u3 memopuje, PC ce yseha 3a 6poj 0OajToBa
KOJIMKO CauWbaBa Ta HHCTPYKIIH]a.

VY mpeTxoHOM ey CMO HaBEJH Ja je MpoLecop OBe KOH30Jje jako cinvaH Zilog-oBoM Z80
mpoiiecopy. 3a mera Baxe cienehe ctapu:

— IIpouecop je 8-0uTHH, JaKie CBa yHyTpalllkha U3padyHaBama ce 00aBJbajy 0ajT mo 6ajT;
— Mewmopujcku uaTepdejc Moxke agpecuparu 10 65536 6ajToBa;

— IIporpamuma ce npucTymna Kpo3 UCTy aJJpeCHy MarucTpajly Kao 1 HOpMaJlHO] MEMOPH]H;
— MHHcTpykuuja Mmoxe OUTH BEJIMYMHE OJ1 JEAHOT 10 TpH 0ajTa.

Ocum ropenasegeHor PC-ja, mporecop caapku joIl ceAaM perucrapa Koju MOTy Jaa ce
KOpUCTE 3a M3padyHaBama: OHU ce o3HauaBajy ca A, B, C, D, E, H u L. CBaku o wmux mma
BeJIMYMHY oA jerHor Oajta. [Ipornecop takole cagpxu u nmokaszuBay Ha crek (Stack Pointer — SP)
koju ce xkopuctd y PUSH u POP unctpykuunjama (nogpuika ocHoBaom LIFO (Last In, First Out)
pYKOBamy nojanuma), u peructap 3a ¢uerose F.

[Tomrro moctoju 256 Moryhux BpeaHOCTH 3a TpBU 0ajT WHCTPYKIHje, TO HaM aaje 256
MOryhux MHCTpPYKIMja y OCHOBHOj Tabenu (T3B. omkoaoBu). IIporecop momp:kaBa U MHCTPYKIIH]E
KOje Cy BeJIMYMHE JBa 0ajTa, a BUMa MPUCTYIIaMO TaKO IITO MPBO 3a7aMO OIKOJ KOJH CUTHAIU3UPA
nporiecopy aa he y HapeaHa aBa 6ajta OuTH yHeTa MHCTpyKIHja. OBe HHCTPYKIIMj€ ce Ha3UBajy U
CB-unCcTpyKIIMjamMa 3ato mTo je Taj curHanmm3upajyhu omkopn jemnak OxCB. Cmaka on oBHX
MHCTPYKIIMja C€ MOXKE CUMYJMparh y BehMHM HPOTrpaMCKUX je3MKa, TAKO IITO MaHHUITYJIHILIEMO
MHTEPHUM MOJIEJIOM TpOIlecopa ca TOPEHAaBEACHUM perucTpuMa. HempakTHUHO je MpeHeTH nery
Tabey OINKOAOBA y OBaj paj, 3aTO YMTAOLMMA Y CEKIMjHU ca JIMUTEPaTypoM OCTaB/bamoO JIMHK Ha
KojeM ce Moke Hahu KomIuieTHa Tabena ocHoBHUX U CB omkomosa: [8].

MoskeMO 3aKJbYUHTH JIa OCHOBHH MOJIEJ MPOLIECOPCKOT HHTEPIPeTeEpa MOpa Jia CafpiKHu:

— CrpykTypy Koja 3aapiKaBa CTame CBUX PerrcTapa u CHMYJIHpa mporecopcku clock;
— DyHKIH]E KOje CUMYIIMPAj]y CBaKy Off HHCTPYKIIH]a;
— Hurepdejc xoju he 1a KOMyHUIEpA ca MEMOPH]OM.



VY nporpamckoM jesuky C# oBaj MoJen MOXEMO NpEICTaBUTH Kao Kiacy, U PEerucTpe
MO>KEMO TPEJICTaBUTHU Ha cienehn HauuH:

public class X80

{
private int A, B, C, D, E, H, L, PC, SP; //registri
private bool Fz, FC, FH, FN; //flagovi
public int ticks; //procesorsko vreme

}

Perucrap ca ¢nerouma (F) je Outan 3a ¢QyHKUMOHMCame mpolecopa: ayTOMAaTCKH
nmocraBjba ofipehene OutoBe ((preroBe) y 3aBUCHOCTH Off pe3yaTaTa IMPETXOIHO W3BPIICHE
onepauyje. [Toctoje uetnpu ¢iera y oBoMm mpouecopy:

— ZF (Zero Flag): nocraBspa ce yKOJIHUKO je MPEeTX0Ha omepaluja gaja Hyldy Kao pe3yiTar;
— OF (Operation Flag): moctaBsba ce YKOIHKO j€ IPETX0/IHA OTepalinja Ouiia oy3uMame;
— HCF (Half-carry Flag): mocTtaBipa c€ YKOJWMKO jeé TOKOM IPETXOIHE OIEepaiuje JI0mba

nosjoBuHa 0ajta nmana overflow mpexo 15;

— CF (Carry Flag): mocTaBiba ce YKOJIMKO j€ TOKOM MPETXOIHE orepalyje 100ujeH pe3ynrar
npeko 255 (npu cabupamy) unu ucnof 0 (pu ogy3uMamy).

Cana MokeMo J1aTi ipuMepe yHKITHja KOje CUMYITUPA]y HEKe O] MHCTPYKIIMja YHYTap OBOT
npoliecopa:

private void Add (int b) //dodavanije broja b registru A
{

FH = (A & O0x0F) + (b & 0x0F) > 0xO0F; //setovanje halfcarry flag-a
A += b;

FC = A > 255; //setovanje carry flag-a

A &= OxFF;

FN = false; //operation flag ne treba biti setovan

FZ = A == 0; //setovanje zero flag-a

ticks += 4; //operacija zahteva 4 procesorska ticka

}

private void Compare (int b) //poredjenje broja b sa registrom A

{
//Compare se unutar procesora vr$i oduzimanjem broja b od registra A,
//tako da moramo pravilno setovati flagove

FH = (A & 0x0F) < (b & 0x0F); //setovanje halfcarry flag-a
FC = b > A; //ako je b veéi od A, dobijamo overflow

FN = true; //izvr$ili smo oduzimanje

FZ = A ==Db; //ako je A=b, dobili smo nulu kao rezultat

ticks += 4; //operacija zahteva 4 procesorska ticka

}

private void NoOperation() //nije zadata nikakva instrukcija

{
ticks += 4;

}

HNMiemMeHTanMjoM OBHX M OCTajuX oOrepaiyja JA00HjaMo MOJEN Mpolecopa KOju JaKo
MOXE Jla MaHMITYJIMIIIE CONCTBEHUM perucTpuma. Tmme cMo obawiu Behu neo mocma, mehyTtum,
npolecop Mopa OUTH croco0aH Jja 3aaMTu CBOje pe3yaTare y MeMopHjy Ja 6u Ouo xopuctad. Ha
CJIMYaH HAuWH, [IPU EMYJIallij1 Mpoliecopa HEONXOAHO je UMaTH uHTepdejc koju he KOMyHULIpaTH
ca emynupaHoM mMemopujoM. GameBoy HeMa KOMIUTMKOBaH KOMYHUKAIIMOHU UHTEpdEjC, TaKko Aa U
eMynupaHu HHTepdejc Moxe OUTH jeTHOCTaBaH.
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Y 0BOM TPEHYTKY je CacCBUM JOBOJHHO Ja MPOIIECOp 3Ha Ja UHTepdejc MOCTOjH; JeTaJbu O

TOME KaKO C€ MaHHWITYJIMIIE MEMOPHjOM HHUCY MOcieaua mpoiecopckux ¢gynkmuja. [Ipomecop he
3aXTeBaTH YETUPH OTEpalnje:

public int ReadByte (int address)
{
//&ita bajt sa date adrese

}

public int ReadWord (int address)
{
//&ita dva bajta sa date adrese

}

public void WriteByte (int address, int value)
{
//pi%e bajt na datu adresu

}

public void WriteWord (int address, int value)
{
//pise dva bajta na datu adresu

}

HaxoH neduHucama OBHX OIeparija, MOKEMO CUMYIHpATH W OIepalyje mporecopa Koje
3axTeBajy NpUCTyn MeMopuju. HaBeanMo HEKOIHMKO mpuMepa:

private void Push(int rh, int rl) //push-ovati brojeve rh i rl na stek
{
WriteByte (--SP, rh); //umanjivanje stack pointera i pushovanje rh
WriteByte (--SP, rl); //analogno sa rl
ticks += 11; //operacija zahteva 11 procesorskih tickova

}

private void Pop (ref int rh, ref int rl) //pop-ovati dva broja sa steka
{

rl = ReadByte (SP++); //pop-ujemo rl i uvelavamo stack pointer

rh = ReadByte (SP++); //analogno sa rh

ticks += 10; //operacija zahteva 10 procesorskih tickova

}

private void LoadFromImmediateAddress (ref int r)
{
//uéitaj vrednost na trenutnoj lokaciji PC-a u registar r
r = ReadByte (ReadWord (PC)) ;
PC += 2; //uveéavamo PC
ticks += 13; //operacija zahteva 13 procesorskih tickova

Cana je 3a OCHOBHHM MOJIEJ] TpOIlecOpa MOTPEOHO joml caMo Aa Je(UHUIIEMO OCHOBHY
“y3MH Tla M3BpIIK~ TETJbY KOja je Y CPIly CBAKOT MOJEPHOT Mpoliecopa. Y OKBHPY OBE METIhE
y3umMamo Tekyhy uHCTpykuujy, oapehyjemMo kojy (yHKIHMjy Tpeba MO3BaTH, U MO3UBAMO Ty
dyHKIH]Y.
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public void Step ()
{
PC &= OxFFFF; //spreCavamo da PC prekorac¢i vrednost OxFFFF
int opCode = ReadByte (PC++); //&itamo tekucu instrukciju
switch (opCode)
{
case 0x00: //NOP
NoOperation () ;
break;
case 0x01: //LD BC, NN
LoadImmediate (ref B, ref C);
break;
case 0x02: //LD (BC), A
WriteByte (B, C, A);
break;

case OxFE: //CP N
CompareImmediate () ;
break;
case OxFF: //RST 38H
Restart (0x0038) ;
break;
default:
throw new Exception(“Unknown instruction”);

OBUM CMO 3aBpIIMIM eMyJalyjy mpoiecopa. HapaBHO, Mako je OBO HajBOXHUJU JIEO
cucTeMa, TPOoIIecop je caM IMo ceOu OeCKOpUCTaH 0e3 OCTaluX JIeNIoBa; Ol KOjuX je Ie(UHUTUBHO
HajOuTHHja MeMopuja. Y cnenehem mormasiby hemo ce 6aButu emynamnujom memopuje GameBoy-a.

3.4. Memopuja

Y roTOBO CBakOM pauyHapCKOM CHUCTEMY, MEMOpHja ca KOJOM Taj CHCTEM MaHMITYJUIIEe HUje
JeIHOCTaBaH M KOHTHHYyaJIaH HU3 mojaraka, 1 GameBoy HUje HUKAaKaB M3y3€TaK [0 OBOM IHUTAbY.
Kako cMo HaBenu y mperxomHoM mnoniaBiby, npouecop GameBoy-a mma mpuctyn Hanx 65536
pa3IMUUTUX JIOKAaIMja Ha aapecHo] Maructpaii. CXOQHO TOMEe, MOKEMO JTe(DUHUCATH “MEMOPH]CKY
Many” Koja Je(MHUIIE CBE PETHOHE KOjUMa MPOLIECOP MOKE MPUCTYTIUTH:

— [0x0000 — 0x3FFF] ROM keprpuua, Hyara 6anka: [IpBux 16384 0GajtoBa mporpama
CaZpXaHOT y KEPTPUIy Cy YBEK JOCTYIHH y oOBOM peruoHy. Caapxxu 1Ba OHWTHa
HOAPEruoHa:
¢ [0x0000 — 0x00FF] BIOS: Kanma ce mponecop nokpere, PC 3amounme ca agpece
0x0000, koja o3HauaBa moderak 256-6ajTHor GameBoy BIOS-a. Hakon mrto ce BIOS
MOKpEeHe, YKJama ce M3 MEMOpMjCKEe Mame, M OBaj MPOCTOp MOCTaje AOCTyHaH 3a
aZipecupame.

¢ [0x0100 — 0x014F] 3arnaBbe keprpupa: OBaj €0 KepTpUa CaApXKH IMOJATKE O
Ha3MBY U Mpou3Bohady, 1 MOpa OUTH 3amKcaH y cenuuuHoM hopmary.

— [0x4000 — 0x7FFF] ROM keprpuna, ocraje 0anke: CBaka oa HapenHux ‘‘OaHaka”
BenuunHe 16000 OajToBa 0 mporpaMa CaAp)KaHOr y KEepTpully Moxe jaa ce omoryhu
JIOCTYITHOM IIPOLIECOPY MPEKO OBOT pErHOHa.

— [0x8000 — O0x9FFF]| I'pa¢puuxku RAM (VRAM): OBzae ce 4yBajy moAaly Be3aHU 3a
M033/IMHE U CIPajTOBE KOj€ KOPUCTU I'pauKU MOJCUCTEM.
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— [0xA000 — 0xBFFF] (Excrepun) RAM keprpuupa: YKOJIMKO Mrpulia 3axTeBa Buiie RAM-
a Hero mrTo joj TO MOXe MNPYXUTH Xapasep, aonatHux 8000 OajToBa je IOCTYNHO 3a
aJipecuparme Yy OBOM PETHOHY.

— [0xC000 — OxDFFF] Paguu RAM (WRAM): GameBoy-eBux umaTepHux 8000 6ajToBa
RAM-a, HaJl KOjUM MIPOLIECOP MOXKE CI000AHO MAHUITYIIUCATH.

— [0xE000 — 0xFDFF] Pagnu RAM (Shadow): Kao nmocnequua ckiiona xapaBepa yHyTap
GameBoy-a, unentuyna komuja pagHor RAM-a je mocrymna 8000 6ajroBa Buiie Yy
MeMopujckoj mami. OBa KoIHja je TOCTYyIHA CBE A0 mocienmux 512 O6ajToBa mare, rae ce
110jaBJbY]y APYTH PETUOHHU.

— [0xFE00 — OxFEFF] Object Attribute Memory (OAM): Ilogauu o crpajTroBuMa Koje je
MpUKa3ao rpauiKy MOJICUCTEM C€ UyBajy OBJE, YKJbYUyjyhH lbUXOBE MO3HIIHj€ U CBOjCTBA.

— [0xFF00 — 0xFF7F] Yaa3uo-uzaa3uu (I/O) peruon: Cpaku ox nojacucrtema y GameBoy-y
CaJip>Ku KOHTPOJIHE BPEJHOCTU KOj€ J103B0JbaBajy MporpaMuMa jia npase eekre U KOpUCTe
xapnsep. OBe BpeIHOCTH Cy AUPEKTHO JIOCTYITHE MPOIIECOPY MPEKO OBOT PETHOHA.

— [0xFF80 — 0xFFFE] Hyatu RAM (ZRAM): Peruon RAM-a Benuke Op3uHE U BEIUYUHE
128 GajToBa je moctymaH Ha Kpajy memopuje. Ha3zuBa ce Hyntum RAM-om 3aro mTo ce
BehnHa nHTEpakuuje u3mel)y nporpama u xapBepa o/iBHja MPeKo OBOT PErHOHA.

Jla 6u emynmupaHu IPOIIECOP MOTA0 Ja MPUCTYITH CBAKOM OJ OBHX PETHOHA OJBOjEHO, CBAKH
ce MOpa MOCMaTpaTh Kao CIEIHjaHU CIy4aj YHyTap (QYHKIHja 32 YHTAaWke M MUCAEkhE KOje CMO
JEKJIaprCcaI y MPETXOAHOM IOTIaBJby. JIOBOJBHO je KOPUCTHUTH if-else maHai wim switch Hapenoy.
HaBonumo jenny on Mmoryhux uMIisieMeHTanmja:

public interface ICartridge //interfejs za rad sa kertridZom
{

int ReadByte (int address);

void WriteByte (int address, int value);

}

public ICartridge cartridge; //pristup memoriji kertridza
private byte[] highRam = new byte[256]; //ZRAM

private byte[] videoRam = new byte[8 * 1024]; //VRAM

private byte[] workRam = new byte[8 * 1024]; //WRAM

public byte[] oam = new byte[256]; //informacije o sprajtovima

public int ReadByte (int address)
{
if (address <= Ox7FFF || address >= 0xA000 && address <= 0xBFFF))
{
//memorija kertridza
return cartridge.ReadByte (address) ;
}
else if (address >= 0x8000 && address <= 0x9FFF)
{
//VRAM
return videoRam[address - 0x8000];

}
else if (address >= 0xC000 && address <= OxDEFF)

{
/ /WRAM
return workRam[address - 0xC000];

}
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else if (address >= 0xE000 && address <= O0xFDFF)
{
//WRAM - (Shadow)
return workRam[address - 0xE000];
}
else if (address >= O0xXFEOO && address <= OxXFEFF)
{
//informacije o sprajtovima
return oam[address - O0xFEQ0O];
}
else if (address >= 0xFF80 && address <= 0OxFFFE)
{
//ZRAM
return highRam[OxFF & address];
}
else
{
//I/0 region, trenutno nepokriven
}
}

public int ReadWord (int address)

{
int low = ReadByte (address); //doniji bajt
int high = ReadByte (address + 1); //gornji bajt
return (high << 8) | low;

VY ropm0j IMIUIEMEHTAIMjU CMO 32 cafa u3ocTaBwin 1/O peruon, 3aTo MmMTO MaHUITyIaldja
THUM PETHOHOM 3aXTeBa MaJIO IIMPY NpHUUy U 3aro he My OMTH mocBeheHO BUILC MAXHE Y JaJbeM
neny paga. Taga hemo mpomupuTu oBaj neo ReadByte pynkiuje.

Oynkuje WriteByte u WriteWord ce nexnapuiny aHaiorso kao v pyHKIHj€ YUTamba, OCUM
IITO C€ HEeKa BPEIHOCT 3alliCyje Ha TPaKEHY JIOKALlMjy YMECTO Ja Ce YuTa ca me (C THM Ja,
HapaBHO, MOPaMO Ma3UTH Jia He omoryhumo 3anucuBame y ROM nenose).

OBHM CcMO 3aBpIIMIA 00paay OCHOBHHMX KOHIIETIaTa BE3aHUX 32 MAHUITYJIALN]y MEMOPH]jOM.
3ajeqHO ca eMYNHMpaHUM IPOLECOpPOM, Beh MokeMO MOCTHhU HEKy BpPCTY eMynaluje: Mmporpam
MOXKEMO YYUTATH Yy MEMOPH]Y, M3PBPLIMTH Td, U KOPEKTHO aXXypUpPaTH PETUCTPE Yy CKIaxy ca
MHCTpYKLIMjamMa Koje Taj mporpaMm 3aaaje. OHO ITO HENOCTaje je Kako IOBE3aTH CBE TO ca
rpapuykuM n3ma3oM. Y HapemHOM MoriaBby hemo ce 0aBUTH OBMM HpOOJIEMOM: Kako H3Iiena
CTpyKTypa rpadudkor nsnasa kogq GameBoy-a, 1 kako ce Taj u3Ja3 npukasyje Ha eKpaHy.

3.5. I'padpuuka npouecopcka jexunuua (GPU)

Ca KoMIUTeTHpaHUM CTPYKTypama Iporiecopa ¥ MEMOpPHje, MOXKE C€ MPUCTYIHUTH eMYJIalujH
nepudepunux ypehaja. Jenan on maBHuX nepudepHux ypehaja GameBoy-a (kao u Behune apyrux
UTPadYKUX CHUCTEMA) je ympaBo rpadMuKd MpPOLECOop: TO je MpUMapHH H3J1a3 3a OBY KOH3OIY, H
BehMHa paja MEeHTpaHOT Mpolecopa “oTnaja” Ha reHepHucame rpaduke 3a mera. 300r Tora hemo
OBOM CHCTEMY ITOCBETUTH TMOCEOHY MaXKIbY.

HuntennoB wuTepHun HaszuB 3a GameBoy je “Dot Matrix Game” (“urpuma matpuie
Taukuia’), 3aTo MTO je meroB ekpaH mnukcenu3oBanu JILJI numensuja 160x144 nukcema. Axo
cBaku nukcen JII[/I-a Tpetupamo kao mukcen yHyTap objexTa kiace Bitmap, MoxkeMO TUPEKTHO
ManupaTH U3IIeN eKpaHa y cBakoM (pejMy. 3a TO MOKEMO KOPHUCTUTH HU3 y KomMe hemo udyBaru
00jy cBakor nukcena 3aceOHo. HaBoauMo jenan o HAYMHA WHUIUjaIU3allHje:
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private Bitmap bitmap; // bitmap
public Graphics graphics; // grafika za bitmap
private uint[] pixels = new uint[160 * 144]; // niz piksela
private void InitGraphics () //inicijalizacija grafike
{
if (graphics !'= null) graphics.Dispose();
graphics = CreateGraphics();
}
private void InitImage () //inicijalizacija slike
{
InitGraphics
for (int i =
{
pixels[i] =
}
// uzimanje pokazivaca na niz piksela
GCHandle handle = GCHandle.Alloc (pixels, GCHandleType.Pinned) ;
IntPtr pointer = Marshal.UnsafeAddrOfPinnedArrayElement (pixels,
// konstruktor za bitmap preko pokazivaca na niz
bitmap =

() ;
0; i < pixels.Length; i++)

0xFF000000; //inicijalizacija na crnu boju

0)7

new Bitmap (160,144,160*4,PixelFormat.Format32bppPargb, pointer) ;

}

private void RenderFrame ()

{

graphics.DrawImage (bitmap,

}

//iscrtavanje frejma

0,

0, Width, Height);

HaxkoH 1m1To cMo anonupainy HA3 MUKCeNa U MHUIMjadru30Bain Bitmap npeko nmokasnBaua Ha
Taj HU3, 32 IPOMEHY 00je Ha MO3UIHjH (X, Y) TOBOJFHO j€ M3MEHUTH BpenHocT pixels[y * 160 + x].

[Ipe Hero mrto mpehemMo Ha caMy MaHHMITYNIANWjy HH30M THKCeNa, OMI0 O KOPHCHO Ja
YTBpAMMO KaJia LpTaTH HOBU (pejM; Ja YCIOCTaBUMO HEKY BPCTY IIIOOATHOT Mepema BpeMeHa
CBako TofielIaBamke HM3a THKCeNa je BPEMEHCKH CKyIa olepaiyja Koja 3axTeBa mpuctyn Behem
Opojy pa3IMYUTHX MEMOPHUjCKUX JoKammja. 300r Tora, Ja OucMo wu30ermm mpodieme ca
nepopmancama Ha ci1abujuM padyHapuma, HehemMo MemaTu ¢pejM cBakH myT, Beh hemo memaru
¢dpejM Tek HaKOH IITO Mpole HEeKW KOHCTAaHTHH MHTEpBa (hpejMoBa, YKOJIHUKO je moTpedHOo. OBUME
cMo noOmin 3HavajHo yBehame nephopmaHcu. 3a IPE3HO MEPEeHhe BpeMeHa MOKEMO KOPHUCTUTH
o0jekar kiace Stopwatch. HaBomumo Moryhy umIuieMeHTaIijy oBor IUKIyca:

const int FRAMES PER SECOND =
const int FRAMES SKIPPED = 10;
public Stopwatch stopwatch =
public
public
public

long FREQUENCY =
long TICKS PER FRAME =
long nextFrameStart;
public

X80 x80; // procesor

new Stopwatch () ;
Stopwatch.Frequency;

// vreme sledec¢eg frejma

60; // EPS
// preskacemo do 10 frejmova

// Stoperica

//broj tickova / s
FREQUENCY / FRAMES PER SECOND;
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private void Idleloop (object sender, EventArgs e)
{
if (x80 == null) return; //ako procesor nije inicijalizovan
if (!Focused) return; //ako korisnik nije fokusiran na formu
while (true)
{
int updates = 0; //koliko je frejmova prosSlo u ovom ciklusu
bool toUpdate = true; //da 1i treba azurirati frejm

do
{
UpdateFrame (toUpdate); //azZuriranje
toUpdate = false; //ne treba dalje aZurirati u ovom ciklusu
nextFrameStart += TICKS PER FRAME; //pocetak sledet¢eg frejma
} while (nextFrameStart < stopwatch.ElapsedTicks && ++updates <
FRAMES SKIPPED) ;

RenderFrame () ;
//da 1li je preostalo tickova do sledec¢eg frejma
long remainingTicks = nextFrameStart - stopwatch.ElapsedTicks;

if (remainingTicks > 0) //ako jeste, privremeno zaustaviti program
{

Thread.Sleep ((int) (1000 * remainingTicks / FREQUENCY)) ;
}

else if (updates == FRAMES SKIPPED) //ako smo preskoc¢ili max frejmova
{

nextFrameStart = stopwatch.ElapsedTicks;

}

OBUM CcMO 3aBpIIMIM UMILIEMEHTAIH]y TI00ATHOT ‘“‘UacOBHUKA™ KOjU oApelyje TauHO Kajaa
Tpeba axxypuparu gppejm. HapaBHo, HajBaXKHH]HM €0 U J1aJbe HEOCTAje, a TO j€ caMo aXypHupame (Y
rop0j UMIUIeMeHTanuju caapxxano y gynkuuju UpdateFrame()). Kana ycnemno nocraBumo u oBy

METO/LY, 3aBPIIIIA CMO Ca OCHOBHOM MUMILIEMEHTAIN]OM TpauIKoTr mporecopa.

I'papuukn  um3naz  GameBoy-a
CHUMYJIUpa KaTOIHE IIEBH IPH TeHEPUCAhY
TPEHYTHOT (pejMa; KO KAaTOAHUX IIEBH,
€KpPaHOM Ce€ Tpea3u pel MO pel CHOIIOM
eJIEKTpOHa, M Kaja ce jaohe 10 Kkpaja
NOCTIENBET pefa, mpesa3 ce Bpaha Ha BpX.
[Tpuka3 Tora ce Mo)ke BHUJETH Ha CIUIHU
mecHo. Kao mTo ce Moxke BHACTH,
GameBoy-y Tpeba BuIIe BpemeHa JAa
TeHEpHIe CIUKYy Hero camo naa mpebe
IPEeKO CBHUX IIMKCEJAa: HEONMXOJIaH je
epuo XOPU30HTAITHOT npenasza
(HBlank) mocne cBake nuHuje, U MEPHOA
BepTukanHor mpenasa (VBlank) mpu

Line 1

Line 2

Line 3

Line 143

Line 144 -

Bpahawy Ha Bpx. Takolhe, rpaduuku npouecop oBe KoH30j1€ he mpu UcLpTaBamky CBake JUHUjE 1
Hau3MeHu4Ho npuctyna VRAM-y u unpopmanujama o crpajroBuma. Panu norpebe emynanuyje,
cmarpahemo J1a Cy oBa IpUCTyIHama JAUCjyHKTHA U HaU3MEHWYHA 3a cBaky JuHHjy. Cneneha tabena

MpHUKa3yje KOJIMKO TyTro Ipolecopy Tpeda 3a CBaKy OJl TOPEHABEACHUX MHCTPYKIIH]a:
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IMepuon bpoj mona IToTrpedHo BpeMme (y tick-oBuma)
[Tpuctyname MEMOpPHUjU O CIIPajTOBUMA 2 80
[Ipucryname VRAM-y 3 172
XOpHU30HTAIHU Tpesia3 0 204
Jenan pen (mpenas + HBlank) 456
Beprukanuu npenas 1 4560 (10 penosa)
[leo dpejm (144 pena + VBlank) 70224

Caga umamo OCHOBHE MH(OpMaIMje 0 TOME Kako M3INIeAa Mpolec MpaBibemha (ppejma, anu
HaM ¥ J1aJbe HEI0CTajy WHGOpMaIrje 0 TOME Kako ce Mojaly o 0ojama MHUKcena y ToM ¢pejmy
yyBajy. Kao u Behuna konsona tor no6a, GameBoy Huje pacmonarao ca J0BOJBHO MeMopHje 1a Ou
Ce HM3 MHKCEeJIa 9yBa0 y MEMOPHjH. YMECTO TOTa j€ aHTa)XOBaH cUCTeM “‘Turoumnia’ (tile system).
[Tnouune npeacTaBbajy CKyIN MamuX OMTMANoBa KOju ce 4yBajy y Memopuju. [lo3anuna ce npasu
kopuctehu pedepeniie Ha Te Outmare. [J1aBHA MPETHOCT OBOT CHCTEMA j€ IITO CE€ jeHa TUIOYHIIA
JIAKO MOKE KOPUCTHUTH BHILIE ITyTa HA €KpaHy, jelIHOCTaBHO Kopuctehu leHy pedepeHiy.

GameBoy-eB cucTteM IUJIOYMIIA KOPUCTH IUIOYMIE BeIMYMHE 8X8 mukcena, U 256
JUCTUHKTHHX IJIOYMIA CE MOTY KOPUCTHUTH IPU Mamupamy eKpaHa. Y Ouio koM MOMeHTYy Moryhe
je npkatu aBa ceta on 32x32 MaTpwuIle TUIOUHIA, U jeaH Ol lbUX C€ Y JeTHOM MOMEHTY KOPHCTH 32
npuka3z. Memopuja GameBoy-a naje 1oBospHO mpocTopa 3a 384 ruiouuIe, Tako J1a je MOJIOBHHA
YyBaHMX IUIOYMIIA JI€JbEHA: MIPBU CET KOPUCTH IIounIle ca uuaekcuma 0 — 255, a npyru miovuue ca
uHnekcuma -128 — 127. YV napennoj tabenu gajemo nozxeny VRAM-a Ha pernoHe y 3aBUCHOCTH O]
OBe Mojiee:

Perunon IMopaum
0x8000 — 0x87FF Cer wrouunria #1 — mwrouwnre 0 — 127

Cert mwioyuna #1 — rrounne 128 — 255
Cet miouuna #0 — miounne -128 — -1

0x9000 — 0x97FF Cet mnounna #0 — miounne 0 — 127
0x9800 — 0x9BFF Mana mounria #0
0x9C00 — 0x9FFF Mamna mounna #1

0x8800 — Ox8FFF

Kana ce nedunuie nosaanHa, beHa Mara U CeT IJIOYHUIla MHTEeparyjy U npou3Boae Tekyhu
dpejm, Kao ImITO ce MOXKE BUJICTH HA JIOFHO] CITHIIN:
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Kao mTo cMo HaBenu, Mama mo3ajauHe ce
cactoju on 32x32 marpulle TUIOYHIA; OBO Jaje
BEeIMUMHY of 256x256 mnukcena. GameBoy-eB
ekpan je pesomynuje 160x144 mukcenma, mITO
3Ha4d Jla ce T[O03aJMHa MOXe IOMepaTu
peNlaTMBHO y ONHOCY Ha ekpaH. [paduuku
IpPOIIECOpP OBO TOCTIKE TaKo INTO JAepHUHHUIIE
TauKy Ha I[03aJHUCKOj Mamu Koja OJroBapa
TOpH0j JIeBO] TaukW €KpaHa; roMmepajyhu oy
Tauky usMelhy ¢pejmoBa, omoryheno je
noMepame Mmo3ajuHe npeko ekpaHa. OBa Tauka je
nedunmrcana ca nBa peructpa: Scroll X u Scroll
Y. Kao minyctpanujy MoxeMO YHOTPEOUTH CIUKY '
NIECHO, TJIe YOKBUPEHH IO TPEICTaBba OHAj JIe0 " '
no3aauHe Koju he OUTH MpuKazaH y Gppejmy.

GameBoy ce decto ommcyje ka0 MOHOXpOMaTCKa KOH30J1a, COCOOHA Ja MpHKa3yje camo
1pHY U 6ex1y 60jy. OBo HHje cacBuM TauHO: GameBoy

¥Ma CIIOCOOHOCT NpHKasMBama 4eTupu 0oje; ocum [0x503E]( o4 [olol1]1 1| 0= 0xdE
upHe W Oerne, MOApXKAHE Cy W ABE HHUjaHCE CHBC [nyanaf]| 1| 0| o|o|4 |04 |1 |=0xED
(cBerna m tamHa). CBaka on oBHX 0o0ja ce MOXe

npeAcTaBUTH Kopuctehu nsa O6uta. Mehytum, xon 21 o3 tae
GameBoy-a MOCTOjJU KOMIUTMKAIja: nap

UICHTU(QHUKAIIMOHE  BpeAHOCTH M 0oje  HHje v

KOHCTaHTaH, Tj. CBaka o]l 4YeTUpu Moryhe BpeIHOCTH

OBa J1Ba OMTa MOTY J1a OZIroBapajy OMJI0 K0joj 01 OBHX Palette translation

00ja. 3aro je HEOMXOAHO YyBaTH HH3 OJf YETUPH
yjaHa y kome heMo namMTuTH Koja 00ja oroBapa Kojoj
uaeHTuGukanuju y Omino koM TpeHyTky. JlomatHa .. ....

KOMIUTMKAIMja je Y HaYMHY Ha KOjH C€ MOJalH YUTajy
n3 VRAM-a: npu jeqHOM uYuTamy HaM je JOCTYyMaH
jenaH pen jeqHe IUIOYMIIE, a MOIITO ce 00ja yyBa y JBa OMTa, HEONXOIHO je MPOYUTATH JBa peaa U
M3BPIIUTH MTOMEpamke OUTOBA, TaKo Ja, 32 HEKYy KOJIOHY, OMT W3 MPBOT MPOYUTAHOT pe/la OAToBapa
Mam€e 3HauajHOM HJIeHTH(UKaMOHOM OHUTY O0je (paau miycTpanuje nomieaajTe CIuKy rope).

Cama Hajipe MO)KEMO HMCKOPHUCTHUTH CBE OBe HMH(OpManmje a MPOMMPHMO HAIly KiIacy
npoliecopa ca HOBUM NMPOMEHJBUBUM U METOJIOM 3a aXKypHpame M03anHe:

public enum LcdcModeType { HBlank = 0, VBlank = 1, SearchingOamRam = 2,
TransferingData = 3 } //imenovanje svih faza pri crtanju frejma

public LcdcModeType lcdcMode;

//boje

public const uint WHITE = OxXFFFFFFFEF;
public const uint LIGHT GRAY = OxFFAAAAAA;
public const uint DARK GRAY = OxFF555555;
public const uint BLACK = 0xFF000000;

public bool TileMapSelect; //da 1li koristimo mapu plocica #0 ili #1

public int scrollX, scrollY;

//poletne vrednosti niza koji mapira id u boju

public uint[] backgroundPalette = { WHITE, LIGHT GRAY, DARKWGRAY, BLACK };
public uint[,] backgroundBuffer = new uint[256,256]; //pozadina
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public void UpdateBackground ()
{
//pozicija pocetka mape plocica u VRAM-u
int tileMapAddress = TileMapSelect ? 0x1C00 : 0x1800;

for (int i = 0; 1 < 32; i++)
{
for (int j = 0; j < 32; j++, tileMapAddress++)
{
//pozicija pocetka informacija o tekucoj plocici
int tileDataAddress = videoRam|[tileMapAddress];

//normalizacija pozicije u odnosu na VRAM
if (tileDataAddress > 127) tileDataAddress -= 256;
tileDataAddress = 0x1000 + (tileDataAddress << 4);

int v = i << 3; //stvarna pozicija plodice na pozadini
int x = j << 3; //stvarna pozicija plocice na pozadini

for (int k = 0; k < 8; k++)
{
//uzimanje prvog i drugog reda koji odredjuju boju tekuceg reda
int low = videoRam[tileDataAddress++];
int high = videoRam[tileDataAddress++];
for (int b = 7; b >= 0; b--)
{
backgroundBuffer[y+k,x+b] = backgroundPalette[ (0x02 & high) |
(0x01 & low)]l; //podesavanje boje
//shiftovanje do sledele kolone
low >>= 1;
high >>= 1;

Konauno MOXEMO, Y3 HOMOh OBUX IMPOMCHJBMBUX U OBC MCTOAC a I[G(I)I/IHI/ILHGMO MCTOOAY
UpdateFrame(). /la OucMo cumynupaiu mpoiecopcko Bpeme koje he mporehu TokoM cBake on ¢asza
axypupama mnosanune, nepunucahemo u metony ExecuteCPU() koja he ompehenu Opoj myra na
U3BPIIH TPOIIECOPCKH ITHKITYC.

private void ExecuteCPU(int ticks)

{

do
{
x80.Step () ;
} while (x80.ticks < ticks);
x80.ticks -= ticks;
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private void UpdateFrame (bool toUpdate)
{
if (toUpdate)
{
uint[] backgroundPalette = x80.backgroundPalette;
uint([, ] backgroundBuffer x80.backgroundBuffer;
for (int y = 0, pixellIndex = 0; y < 144; y++)
{
//pristup podacima o sprajtovima
x80.1lcdcMode = LecdcModeType.SearchingOamRam;
ExecuteCPU (80) ;
//pristup VRAM-u
%x80.1lcdcMode = LcdcModeType.TransferingData;
ExecuteCPU(172) ;
//HBlank
x80.1lcdcMode = LcdcModeType.HBlank;
ExecuteCPU (204) ;
//azuriranje pozadine
x80 .UpdateBackground () ;

int scrollX = x80.scrollX;
int scrollY = x80.scrollY;

for (int x = 0; x < 160; x++, pixelIndex++)

{

uint currColor = 0;
currColor = backgroundBuffer [0xFF& (scroll¥+y), OxFF& (scrollX+x)];
pixels[pixelIndex] = currColor;

}
}
else //samo izvr3i procesorske radnje ali ne aZurira]
{
for (int y = 0; y < 144; y++)
{
x80.lcdcMode =
ExecuteCPU (80) ;
x80.1lcdcMode = LedcModeType.TransferingData;
ExecuteCPU(172);
x80.1lcdcMode = LecdcModeType.HBlank;
ExecuteCPU (204) ;
}

LcdcModeType . SearchingOamRam;

}

//VBlank

x80.1lcdcMode = LecdcModeType.VBlank;
ExecuteCPU (4560) ;

OBHM CMO KOMIUIETHPAJIA OCHOBHY eMyJalijy rpaduykor mnpormecopa. [Ipumernmo na jormn
YBEK TIOCTOj€ €JIEMEHTH KOjH HEIOCTajy, O KOjUX CYy HAjOUMIIICAHHJU CHpPajTOBH; HHUMa hemo
MOCBETUTH BHIIE TAXKKE Y JSTHOM OJ] HAPETHUX TOITIaBIba.

Cama ¥MaMoO TpH HajBaKHHMja MOJYJa y HAlleM eMYJIaTopy, CAaMHM THM CBE IITO HaM je
noTpeOHO Ja 3ampaBO BHIUMO HEKE pe3yiITare Hamer paga. MelhyTum, mpe Hero mTo MOXKEMO
yCIIENTHO TMOKpeHyTH Hekn ROM, Mopamo aa oapauMo joIn HeKe cTBapH kKojuMa hemo cTBOpHTH
“cipery” oBa Tpu MOAYJa, M YIIpaBo o ToMe he OuTH peun y cienehem moriaBiby.
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3.6. UnTerpaumja

Jla OucMoO yCHenHo cBe3all CBe KOMIIOHEHTE KOjeé CMO JO Cajia HalmpaBHIIU, HEOMXOTHO je
00e30e1uTH poIecopy ¥ MEMOPH]U PUCTYN oApeh)eHuM perucTpuma Koju MpHUIiaajy rpadhuakoM
nporecopy. HakoH mTO TO YCHENIHO ypaawMo, €MynaTtop je Beh MNpuUnpeMJbeH 3a OCHOBHY
ynotpeoy.

I'paduuxu mporecop GameBoy-a pacronake ca HH30M perucrapa Koju ce Mamupajy y
memopHjy y I/O peruon. 3a ycnemny eMmysanujy ca Mmo3aJiuHCKOM CIMKOM, ciefnehu peructpu ce
Mopajy oMoryhuTtu (mocroje u Apyru perucTpu Koje Hyau rpaduuku MpoIecop, U Ha HEKe Of hUX
hemo ce OCBpHYTH KacHH]j€ y pany):

Anpeca Perucrap
0xFF40 JILJI koHTpONIA
0xFF42 Scroll Y

0xFF43 Scroll X

0xFF44 WNHnekc TpeHyTHE THHM]E
0xFF47 [To3aguHcka nanera

O mo3aauHCKOj maneTu je Beh Ouo pedn y MpeTXOAHOM MOoraBiby (y MUTamy je€ HU3 O]
YEeTUPU €JIEMEHTa y KOME Ce MaMTH Koja ce uaeHTH(ukanuja Manupa y kojy 0ojy). Takohe je Beh
ousno peun o Scroll BpenHocTHMa, a UHAEKC JTUHUje HE Tpeba Jajbe pasjalrmaBaTi. To HaM OCTaBJba
neo ca JILJI xorTponHuM peructpoMm. OH ce cacToju o1 8 oBOjeHuX (ieroBa KOju KOHTPOJIHIITY
pa3In4mTe JeoBe TpaduyKor mporecopa:

bur dyHKIHja Axo je 0 Ako je 1

0 [Tozaguna Hckipyuena VYKibyueHa
1 CrnpajroBu Uckibyuenu YKibyueHu
2 Bennuuna cripajToBa (y mHCKeIMMa) 8x8 8x16

3 Mana nnouuna 3a no3aguHy #0 #1

4 Cer mouuna 3a Mo3ajnHy #0 #1

5 “IIpozop” Hckibyuen VYKibydeH
6 Mana miouuna 3a “npo3op” #0 #1

7 Hucnej Uckibyuen VYKibydeH

MoxeMO MPUMETUTH Ja MMaMO TPH PETHCTpa Be3aHa 3a (PyHKIIMOHAIHOCTU KOje /0 caja
HHUCMO TIPEKPWJIH: CIPAjTOBH, KOJH TPEACTABIba]y JI0JaTHE O00jeKTe KOje MOXKEMO TOMepaTH 0
NO3aIuHH, U “TIPO30p” KOjH je JOAAaTHU CII0j KOjU c€ MOXe MpHUKa3zaTu u3Haj no3aauHe. CrpajToBe
hemo aeTtasbHU]jE MPEKPUTH Y JETHOM OFf HAPEIHUX IMOTIABJBA, JOK Cy MPUHIMIH paaa “mpo3opa’
MOTIYHO UCTH Kao U KOJ MO3aJIuHe.

CBaku Ol OBHX perucrapa MOXEMO IMPEACTaBUTH Kao jeaHy bool, OMHOCHO int BPETHOCT
yHYyTap Kjiace nporecopa. Mcnon cnenu moryha ummnemenrtanyja y yakiuju ReadByte:

21



public bool backgroundDisplayed;
public bool spritesDisplayed;

public bool largeSprites;

public bool backgroundTileMapSelect;
public bool TileSetSelect;

public bool windowDisplayed;

public bool windowTileMapSelect;

public bool lcdControlOperationEnabled;
public int scrollX, scrollyY;

public int ly;

public uint[] backgroundPalette = { WHITE, LIGHT GRAY, DARK GRAY, BLACK };

public int ReadByte (int address)

{
if (address <= OxX7FFF || address >= 0xA000 && address <= 0xBFFF))
{

else

{
//samo prikazan I/0 region
switch (address)

{
case 0xFF40: //LCD kontrola
{
int ret = 0;
if (lcdControlOperationEnabled)
{

ret |= 0x80;

if (windowTileMapSelect)
ret |= 0x40;

if (windowDisplayed)
ret |= 0x20;

if (TileSetSelect)
ret |= 0x10;

if (backgroundTileMapSelect)
ret |= 0x08

if (largeSprites)
ret |= 0x04;

if (spritesDisplayed)
ret |= 0x02;

if (backgroundDisplayed)
ret |=0x01;

}

return ret;
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case O0xFF42: //Scroll Y
return scrollY;

case 0xFF43: //Scroll X
return scrollX;

case 0OxFF44: //indeks trenutne linije
return ly;

case O0xFF47: //pozadinska paleta

{
int ret = 0;
for (int i =

{

3; i >=0; i--)

ret <<= 2;
switch (backgroundPalette[i])
{

case BLACK: ret |= 3; break;
case DARK GRAY: ret |= 2; break;
case LIGHT GRAY: ret |= 1; break;

case WHITE: break;

}

return ret;

Amnanorno oBome Tpeba msmenutd u WriteByte metony. Takohe TpeGa TokoM M3BpIIaBama
byHKIMje 3a axypupame ¢pejMa axypupard HHICKC TPEHYTHE JUHHjE. Y3 CBE OBE INPOMEHE,
KOHaYHO UMaMO €MYJIaTop KOjH je croco0aH Ja NpuKake HeKaKkaB rpaMuKy n3jas.

Mebhytum, oBaj eMmynarop HHUje HU ONHM3Yy JKEJHEHOM pE3yATary: caMo je CrmocobaH 3a
NpUKa3UBamke MO33JMHE, W HE Jaje OMIo KakBe MOTYWHOCTH 3a KOHTpPOJY caMoM Hrpady. Tum
npobiemoM hemo ce 0aBuTH y cienehem MmoriiaBJby.

3.7. Yna3

Kao mTo cMo HaBenu y aHanmu3u TeXHUUKHMX cnenupukanuja GameBoy-a, oBa koH3071a
pacroiaxe ca ocaM pa3IHUUTHX TacTepa KOjuMa Urpad MOXKe Jja KOHTPOJIHILE HEKE aKIHje y Urpu:
yetupu ctpenuue, “A”, “B”, “SELECT” u “START”. Moryhe je na y ucto Bpeme Oyne NpuTHCHYTO
Buie tactepa. Kox BehmHe Tacrarypa, TacTepu Cy MOCTaBJBEHH Y MPEXY KOJIOHA M PeroBa Koje
MOXEMO TpPETUPAaTH Kao XKML, MPKO KOJUX HEKU
TacTep MOXKe J1a Harpasu Be3y. Kana je Heka konoHa =
aKTUBUpaHa, OMJIO KOjU PEIOBU MOBE3aHU ca HOM he

ce Takohje aKkTHUBHpaTH, U XapIBep Taga MOXe Ja "

Npero3Ha aKTUBHE PEIoBE Ja OH OAPESIHO TPEHYTHO M
HgI/ITI/ICHyTe TaCTeplg AOBE A APCAHO TPEHYT Down| |Start . JOYP
’ OxFFOO

Kox GameBoy-a, oBa Mpexa uMa JBe KOJIOHE Up, Select o

W 9CTHPHU peja, IITo je J00po, Y CMUCTY Jla Ce CBE Left, 1B -

HEOMXOMHE KOHEKIIMje MOTY 4yBaTh y jEIHOM 8- Right| |A

outHoMm peructpy. (Buau ciuky)
Ca cnmke ce oaMax MOXKE 3aKJbY4YWTH HauuH Ha koju HauuH GameBoy ozapelhyje xoju cy
TacTep NPUTUCHYTH:
— VYnucaru 0x10 mim 0x20 y perucrap: oBo he akTuBUpaTHU YETBPTH, OAHOCHO ME€TU OUT;
— Cauexaru HEKO BpeMe Jia IOBE3aHU PENOBU IIPOMEHE BPEAHOCT PETUCTPA;
— IlpoBepurtu noma 4 Outa peructpa ja 6u ce ca3Hajo KOjU Cy PElAOBU aKTUBHU 32 Ty KOJIOHY.
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Kox xoju he mporecuparu mpuTHUCKe TacTepa U OJPEAUTH KOjU je TacTep MPUTHCHYT je
peNIaTUBHO JeTHOCTaBaH 3a Kyname y C# je3uky. OHO IITO je Majio TeXE j€ UCKYIIaTH HaYlH Ha KOJU
he ce mnpumibeHe uWHQOpPMAIMje HHTEPIPETUPATH Yy TMpPOLEcopy. 3aTo Hajupe NpUKa3yjeMo
MMITIEMEHTAIH]y YHyTap KJace mporecopa:

//boolovi za svaki taster

public bool leftKeyPressed;

public bool rightKeyPressed;

public bool aButtonPressed;

public bool bButtonPressed;

public bool startButtonPressed;

public bool selectButtonPressed;

public bool keyPl4, keyPl5; //bool za kolone

public void KeyChanged (Keys keyCode, bool pressed)
{
switch (keyCode)
{

case Keys.D:
bButtonPressed = pressed;
break;

case Keys.[F':
aButtonPressed = pressed;
break;

case Keys.Enter:
startButtonPressed = pressed;
break;

case Keys.Shift:
selectButtonPressed = pressed;
break;

case Keys.Up:
upKeyPressed = pressed;
break;

case Keys.Down:
downKeyPressed = pressed;
break;

case Keys.Left:
leftKeyPressed = pressed;
break;

case Keys.Right:
rightKeyPressed = pressed;
break;

}

public void WriteByte (int address, int value)
{
else
{
//samo prikazan Keypad deo
switch (address)

{
case 0xFF00: //key pad

keyPl4 = (value & 0x10) !'=0x10;
keyP1l5 = (value & 0x20) != 0x20;
break;
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public int ReadByte (int address)
{
else
{
//samo prikazan Keypad deo
switch (address)

{
case 0xFF00: //key pad

if (keyPl4)

{
int ret = 0;
if (!downKeyPressed) ret |= 0x08;
if (!upKeyPressed) ret |= 0x04;
if (!leftKeyPressed) ret |= 0x02;
if (!rightKeyPressed) ret |= 0x01;

return ret;
}
else if (keyPl5)
{

int ret = 0;

if (!startButtonPressed) ret |= 0x08;
if (!selectButtonPressed) ret |= 0x04;
if (!bButtonPressed) ret |= 0x02;

if (!aButtonPressed) ret |= 0x01;

return ret;
}

break;

Cana HaMm je jeIUHO MPEeocTano Jla y caMoj aluldKaluuju Je(QUHUIIEMO IITa PaguTH Kaaa
nohe 1o mpuTHCKa (OHOCHO OTIYIIITamka) TacTepa:

private void Forml KeyDown (object sender, KeyEventArgs e)
{ x80.KeyChanged(e.KeyCode, true);

érivate void Forml KeyUp (object sender, KeyEventArgs e)

{ x80.KeyChanged (e.KeyCode, false);

}

OBUM CMO YCIEIIHO pEeHIMIM MpOoOJeM yiasza, ¥ cala Ce Ha eMyJIaTropy MOTYy HWIpaTh
JeIHOCTaBHHjE UTPEe Kao IITO je WKc-okc. Mehyrum, BehnHa urapa ce Mopa Wrpatd Haclero, 3aTo
ITO C€ MOYKE TIPUMETUTH J1a y BehuHu urapa Hurae Hehe Outh mokasmBava koju he ykazatu urpaqy
I7le ce TPEHYTHO Hala3u Ha ToJby. Mrpuie mpousBone OBE HHAMKATOPE TAaKO INTO KOPHUCTE
cipajroBe. CrpajToBu ce Mory AepuHHCATH Kao “ruiodniie” Koje ce MOry momohy rpadudkor
npoIecopa CMECTUTH M3HAJ M03aJuHe M He3aBHCHO nomepaTtu. Bemmku Opoj urapa 3a GameBoy

M3Yy3€THO MPUMERY]j€ CIPaJTOBE Y CBOjOj UMIUIEMEHTAIIU]H, U 3aTo je cieAehu u Bpio BakaH KOpak
MIPABUITHO MX EMYIIUPATH.
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3.8. CnpajroBu

Kao mro cmo Beh HaBenu, GameBoy urpuiie eKCTEH3UBHO KOPHCTE CrpajToBe: mMoryhe je
MOCTaBUTH MX W3HAJ M HCIIOJ TI033aJiHEe, Kao M J1a uX Oyae BuIle ucToBpeMeHo. CIpajToBH Cy Y
CYIITHHHM TIOYUIIE, KCTE BPCTE KAaKBE KOPUCTHU U TI03a/IMHA; TO 3HAYU Ja j€ CBAKH CIPajT JTUMCH3H]je
8x8 mukcena (¢ TuMm na je Moryhe mpukaszatu Ux 'y
muMeH3djama  ox  8x16  muKkcena,  CETOBameM Sprite above background
onrosapajyher rpaduukor peructpa Koju CMO HaBelr \‘

y noraBiby 0 uHTerpauuju). Cnpajt ce takohe moxe
CI000THO KpeTaTh TO TO3aquHU, U MOXKE OUTH
JNENMMAYHO WU TOTIYHO W3BaH ekpana. Crpajt

W3HAJA TO03aJuHE je TMOTIHYHO NpPHKa3aH, a CHpajT r=
HUCIIOJ IMO3aJWHC CaMO Yy IIMKCCIIMMa TIAC IMOo3aarHa I_ =
nMa BpenHoct 0oje 0. HapaBHo, Ha cnnyaH HauuH he \

U CTpajT U3HAJ MO3aWHE 2 MPOIYCTH MO3aANHY Ha
nuKkcenuMa TAe wuma BpeaHoct ©Ooje 0. (Pamm
WIIyCTpallyje NorieJaTu CIMKY JECHO)

Jla Ou ce oBakaB W3IJIe[ CUMYJIHpAO YHyTap eMyJjaTopa, HajjelIHOCTaBHUjU HAYMH OM OHO
HajIpe HALPTaTH CIIPajTOBE UCIIOJ MO3aIuHE, 3aTHM 103aIMHY, I1a OHJIa CIIPajTOBE W3HA] 033AUHE.
MelhytuM, oBaj ajropuTaM je HEMpakTH4YaH y CMHUCTY Ja he TOHOBHUTH IOCTYIAaK IPaBJbeHa
CIpajToBa JiBa IyTa. bosbe je mpBO UCUPTATH MO33AMHY, [1a 3aTUM HAa OCHOBY IIPUOPHUTETA CIIPajTa U
00je mo3aauHe Ha HEKO] MO3UIMjU OAPEIUTH Ja JIM I[PTATHU Taj MUKceN crpajta win He. GameBoy
3a/aje jeAHy JOAATHY KOMIUTMKAIM]y KOJA H-ETOBOT CHUCTEMa 3a CIPajTOBE: CIPAjT MOXKE OUTH
“0OpHYT” XOpPU30HTAIIHO WJIM BEPTUKAIHO OJ1 CTpaHEe XapJBepa TOKOM HcIpTaBama. OBa MOTyhHOCT
je HampaBJbeHa y OPUTHMHAIHO] KOH30JM Ja Ou ce uyyBaja MEMOpHja, 3aTo IITO ce, Ha MpHMED,
KpeTame yHa3aJ o0jekaTa MOXKE CHUMYIHUpAaTh Kao KpeTame YHampel y3 MPUMEHEHO KOPEKTHO
obpTame.

GameBoy wuma noBosbHO MeMopwje na dyBa wuHpopMamuje 3a oko 40 cmpajToBa, y
MEMOPHjCKOM PETHOHY 3a KOjU CMO TOKOM aHaJIM3Hpama MeMOpHje caMo HaBenu Ja ce 308e OAM
(Object Attribute Memory). Caku ox 40 cnpajroBa nocenyje 4 6ajta y OAM-y. Cnenu nerajban
onuc nH(poOpMaIHja Koje cy caapkaHe y opa 4 6ajra:

Sprite below background

Bajr Omnuc
0 Y KOOP/IMHATA TOPEHET JIEBOT TeMEHA
(BpenHOCT KoOja ce maMTH je 3amnpaso Y — 16)
1 X KOOpIMHATA TOPHLET JIEBOT TeMeHa
(BpenHOCT Koja ce maMTH je 3arnpaBo X — 8)
2 WHpekc miiouniie Kojy KOpUCTH CHpajT
Momudukamuje crpajra:
but Onuc Ako je 0 Ako je 1
7 [TpuopuTer cnpajta W3nan nozanune Hcnoa nozanune
3 6 Beprukanno obprame Hopwmanan OO6pHYT
5 XOpHU30HTATTHO 00pTame Hopwmainan O6pHYyT
4 WHpekc nanere #0 #1
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Kao mTo ce moxe mpuMeTuTH, rpaduuku Mpolecop uMa MPHUCTYI JBeMa Majierama 3a
crpajtoBe; cBaku o 40 crpajToBa MOXKe Ja KOPHCTH HEKY Ol T€ JIBE HaJieTe, y 3aBUCHOCTH O]l
BPEIHOCTH Koja cToju y meroBoM jaeny OAM-a. Ose manete ce 4uyBajy y I/O peruony memopwuje
onmax mociue no3aauHcke nanere (Ha agpecama 0xFF48 u 0xFF49) n muma ce mMaHumynumie Ha
WCTH HauWH Kao M ca TMO03aJIMHCKOM TasieToM. 300r Tora HeheMo HaBOJUTH KOJ KOjUM MPHUCTYHaMO
majeTamMa 3a CIpajToBe.

[TonmaTke o muoynIIaMa Koje KOPUCTE CIPajTOBHM MOKEMO YHYTAp KIlace Mpolecopa 4yBaTu y
YETBOPOAMMEH3MOHATTHOM HHU3Yy BenmuuHe 256 * 8 * 8 * 2. Jlumensuje he mpencraBbaT, peaoM:
WHJICKC TUTOYMIle, Y KOOpAMHATY, X KOOpAWHATy, MHAeKc mnanere. [IpuimkoM axypupama OBHUX
IUTOYHIIA, IITO MOpaMO OOaBHUTH TPE HEro INTO MOXKEMO HCIPTaTH CIIPajTOBE, HEOIXOIHO je
aXypHpaTH 0Baj HU3 TaMo T7e je noTpedHo. Ciaenu Moryha uMILIeMeHTaIija TOT aXypupama:

//palete za sprajtove

public uint[] objectPalettel { WHITE, LIGHT_ GRAY, DARK GRAY, BLACK };

public uint[] objectPalettel = { WHITE, LIGHT GRAY, DARK GRAY, BLACK };
//&etvorodimenzionalni niz
public uint([,,,] spriteTile = new uint[256, 8, 8, 2];

public void UpdateSpriteTiles|()
{
for (int i = 0; 1 < 256; i++)
{
int address = i << 4; //pozicija i-te plocice u VRAM-u
for (int y = 0; y < 8; y++)
{
int low = videoRam[address++]; //donji bitovi boje
int high = videoRam[address++]; //gornji bitovi boje
for (int x = 7; x >= 0; x—-)
{

//indeks unutar palete

int paletteIndex = (0x02 & high) | (0x01 & low);

//shiftovanje na sledec¢u kolonu

low >>= 1;

high >>= 1;

if (palettelIndex > 0)

{
spriteTile[i, vy, x, 0] = objectPalettel[palettelIndex];
spriteTile[i, vy, %, 1] = objectPalettel[palettelndex];

}

else //indeks je 0, sprajt ¢e biti transparentan u ovom pikselu
{

spriteTilel[i, vy, x, 0] = 0;

spriteTile[i, vy, x, 1] = 0;

Cana MO’)KeMO MHTETPHUCATH OBaj HU3 U METOAY YHYTap METONE 3a axypupame ¢pejma Kojy
CMO HaNMcajd y TOIIaBby O rpaduukoM mporecopy. Kao mro je Beh HamomeHyTo, HpTame
crnpajToBa hemo BpIIMTH HAaKOH HMCLpTaBama no3aauHe. GameBoy Bpim HCIpTaBame CIpPajTOBA
JIMHUJY TIO JIMHUjY, UCTO Kao IITO W IpTa TMO3aJiHYy; 3aT0 heMo M y HaleM eMynaTopy CIpajToBe
pTaTd Ha oBaj HauuH. Ilpu mpomasy kpo3 cBaky JWHHjy hemMo wmcmuTatu 1a Ju Ce CBaKU OJ
CIpajTOBa HaJa3W y TOj JIMHU]JU; YKOJIHUKO jecTe mpoiecupahemo Tekyhu mukcen TOr crpajTa, Uy
3aBHCHOCTH O] FhbeTOBOT IIPUOPHUTETA U TPAHCTIAPEHTHOCTHU T03aauHe HapTatu. Cieau HOBH KOJ 32
¢byukunjy UpdateFrame(); n3ocTaBibeHH Cy MPETXOIHO JOJATH JACJIOBH 3a IPTamke M03aAnHE.
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private void UpdateFrame (bool toUpdate)
{
if (toUpdate)
{
byte[] oam = x80.ocam;
for (int y 0, pixelIndex = 0; y < 144; y++)
{
//izostavljeni delovi sa crtanjem pozadine
x80.UpdateSpriteTiles () ;

if (x80.spritesDisplayed) //ako se sprajtovi prikazuju
{
uint(,,,] spriteTile = x80.spriteTile;
if (!x80.largeSprites) //ako su velicine 8x8
{
//prolazimo kroz svih 40 sprajtova u OAM-u
for (int address = 0; address < 160; address += 4)
{
int spriteY = oaml[address]; //Y - 16
int spriteX = oam[address + 1]; //X - 8
if (spriteY==0]||spriteX==0]|spriteY¥>=160]|spriteX>=168)
{
continue; //ako je sprajt van ekrana
}
spriteY -= 16; //normalizacija Y-a
if (spriteY > y || spriteY + 7 < y)
{
continue; //ako je sprajt van tekuce linije

}

spriteX -= 8; //normalizacija X-a

int spriteTileIndex = oam[address + 2]; //indeks plolice
int spriteFlags = oam[address + 3]; //modifikacije sprajta
//odredjivanje modifikacija

bool spritePriority = (0x80 & spriteFlags) == 0x80;
bool spriteYFlipped = (0x40 & spriteFlags) == 0x40;
bool spriteXFlipped = (0x20 & spriteFlags) == 0x20;
int spritePalette = (0x10 & spriteFlags) == 0x10 ? 1 : 0;
int spriteRow = y - spriteY; //red u odnosu na sprajt
//pozicija u nizu piksela
int screenAddress = y * 160 + spriteX;
for (int x = 0; x < 8; x++, screenAddress++)
{
int screenX = spriteX + x; //tekuc¢a X koordinata ekrana

if (screenX >= 0 && screenX < 160) //ako je na ekranu
{
//boja tekuleg piksela sprajta, uz eventualna obrtanja
uint color = spriteTile[spriteTilelIndex, spriteYFlipped ?
7 - spriteRow : spriteRow, spriteXFlipped ? 7 - x @ x,
spritePalette];
if (color > 0) //ako sprajt nije transparentan ovde
{
if (spritePriority) //ako sprajt nema prioritet
{
if (pixels[screenAddress] == 0xFFFFFFFF)
{
pixels[screenAddress] = color;

}
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else

{

pixels[screenAddress] = color;

}

else

{

//analogni kod za sprajtove velicine 8x16

}
}

else

{

//ukoliko ne azZuriramo frejm...

VYenenmHo c¢MO TOCTAaBWIIM CHCTEM 3a CIpajToBe, W cada he HeKH Opoj jeIHOCTAaBHUX
GameBoy urpuna paautu y normynoctd. Mehytum, Benuku 6poj urpuia nehe paautu 6e3 monatHe
KOMIIOHEHTE: HauMHa Ha KOjU ce ozapehyje kana ce ¢gpejM Moxke moHOBO ucipraru. CKopo cBaka
urpa BpUIM “OCBeKaBame” eKpaHa JoK je ekpaH y ¢a3u VBlank-a, momro ce oBe npomene Hehe
NPUKA3aTH CBE JOK I'pauKy IpoLiecop MOHOBO HE IMOYHE aXypuparu GppejM.

Hexke jennocraBHe urpe he mposeputu kaaa je ekpan y VBlank-u tako mro he menatu y
KO0jO] C€ JIMHUJU TPEHYTHO Hasla3u rpaduyky Ipolecop MpHu axypupamwy; kaa nohe 1o nuauje 144,
tana je VBlank 3amoueo. OBo 3axTeBa 3Ha4ajHY KOJIMYMHY MPOLECOPCKE CHAre TOKOM MOHAaBJbamha
uKityca. 3ato je dentha Metona uHdopmucame Urpe o HekoM jgorahajy Kajga ce Jecu: oBa Mopyka
Ce Ha3MBa MPEKUJOM. Y HapeaHOM MomiaBsby he Outu HapounTo peun o VBlank npexuny, u kako ce
UCTHU MOXE CUMYIIUPATH Jja OM ce 0Ba MOpyKa JAONpPEMUIIa 10 EMYIHpaHe UTPHLIE.

3.9. lIpekuau. VBlank npexun

W3 mpeTxomHOT Tmacyca ce MOXKE JIaKO 3aKJbYYHTH Ja je KOHIENT MPEKHIa jako KOPUCTAaH:
HajBaXHUje MH(pOpMaIMje ce MPEeKo MPEeKHJIa MOTY AMPEKTHO “‘CepBUpPATH’ MPOLECOPY YMECTO Ja
MPOIIECOP CaMOCTAaIHO TpoBepara 3a kuX. OBUM ce 3Ha4YajHO IITEU BpEME U MPOIIECOpPCKa cHara.

Ca craHoBHIITa Xap/Bepa, MpoLEcOp Mopa Ja MPUBPEMEHO MPEKHHE H3BpIIaBambe OHOTa
IITO TPEHYTHO paay Kaja My Ce€ JOCTaBH HEKH TPEKUA, U YMECTO TOTa MOYHE Jla MpoIecHpa Taj
NpeKu] Ha ajekBaTaH HauuH. [Ipouecop Tpeba a mpoBepH JAa Jid UMa MPEKUIa TOKOM CBAaKe HOBE
uTeparyje MPOIECOPCKOT IUKIyCca. YKOJIWKO TMPEKHJl TMOCTOjU, Mporecop Tpebda Ja 3amaMTh
MO3MIIMjy TJe ce 0 Taja Hala3uo M U3BPIIM “‘CKOK” 10 ajapece Koja ce 0aBU pa3pelemheM TOor
KOHKPETHOT TIPEKH/Ia.

Kon GameBoy-a nmoctoju met pa3inyuTux UL KOje TPAHCHOPTYjy NpPeKua; oHe MOTUIy
U3 pa3HOBPCHUX nepudepuja oBe koH30ie. CBaka o] BbUX UMa COTICTBEHY aJ[pecy 3a pa3pelieke:
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IMpexug AJpeca pa3pemuBaya
VBlank 0x0040
JIL/L craryc 0x0048
[Ipekopayeme Tajmepa 0x0050
Cepwujcku TMHK 0x0058
[Iputncak racrepa 0x0060

Y xoHkpetHoM ciy4ajy VBlank-a, kuma ce yOamyje Ha AHO €KpaHa: 4YUM TpadUuyuKu
IPOIIECOp 3aBPIIM Ca XYpHpameM CBUX JIMHHja €KpaHa M CTHTHE 10 JHA, MPEKUJ Ce OKHUIa U
mpoliecop u3Bpiana ckok 10 aapece 0x0040, nzppmapajyhu pa3pemmay 3a VBlank npeku.

[TocToje u cuTyaryje y KojuMa mpekuae He Tpeda mpoiecuparu (MOXK/a je HIIp. omepaiyja
KOja C€ TPEHYTHO M3BpIIIaBa y MPOIECOPY BUCOKOT MPHUOpUTETA U HEe Tpeba je mpekumaru). Jla ou
OBAaKBH CIy4ajeBH OWJIM MPAaBUIHO UMILIEeMEHTUpaHu, BehuHa mporecopa (na au GameBoy-eB Huje
M3Y3€TaK) CaJap>Kh HEKY BPCTY “TWIaBHOT (hiera’ 3a mpekue. AKO U caMo ako je oBaj (er akTuBaH,
nporecop he nponecuparu npekunae. GameBoy caap:ku 1Ba perucTpa yHyTap MEMOpHje ca KojuMa
KOHTPOJIHIIIE TIPEKKIC; crienuduKanuje cy aare y Tadbemnu:

Perucrap Anxpeca Omnuc Herambu
but Ako je 0 Axo je 1
0 VBlank uckss. | VBlank ykib.
Owmoryhasase Kana cy Gurosn I | Jfwews. | JILULyws.
OxFFFF | NOACIUICHH, PECTIEKTHBHH ) )
(mggf;n;;er) MPEKHITH CE MOTY 2 Tajmep UCKIb. Tajmep ykib.
IIpOLIeCUpATU 3 Cepujcku uckib. | Cepujcku yKJb.
4 TacTtep UCKIb. TacTep ykJb.
Dricros Kana cy ouroBu
DeKIIa O0xFFOF | mopemienu, pecrieKTUBHU Uctu pacnopen xao u 3a OxFFFF
e MIPEKHUJI C€ JOTOANO0

[TomiTo ce OBM perucTpu Hallaze y MEMOPHjU, IlbUXOBY UMIUIEMEHTAIN]y 00aBbaMO TPEKO
KJIace Tmporiecopa: ao/aBameM bool-oBa u n3meHoM (pynkmmja ReadByte u WriteByte:

public bool interruptsEnabled = true; //da 1li je omoguéeno procesiranje

public bool keyPressedInterruptRequested; //da 1i je doSlo do prekida?
public bool keyPressedInterruptEnabled; //da 1i je omoguéeno procesiranje
//analogno za ostale prekide

public bool serialIOInterruptRequested;

public bool serialIOInterruptEnabled;

public bool timerOverflowInterruptRequested;

public bool timerOverflowInterruptEnabled;

public bool lcdcInterruptRequested;

public bool lcdcInterruptEnabled;

public bool vBlankInterruptRequested;

public bool vBlankInterruptEnabled;
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public int ReadByte (int address)
{
//prikazan samo I/0 region
else

{ switch (address)
{ case OxFFOF: //Interrupt flag
{ int ret = 0;
if (keyPressedInterruptRequested)
{ ret |= 0x10;
if (serialIOInterruptRequested)

ret |= 0x08;
if (timerOverflowInterruptRequested)
ret |= 0x04;
if (lcdcInterruptRequested)
ret |= 0x02;
if (vBlankInterruptRequested)
ret |= 0x01;

}

return ret;
}
case OxFFFF: //Interrupt enable
{
int ret = 0;
if (keyPressedInterruptEnabled)
{
ret |= 0x10;
}
if (seriallOInterruptEnabled)

ret |= 0x08;
if (timerOverflowInterruptEnabled)
ret |= 0x04;
if (lcdcInterruptEnabled)
ret |= 0x02;
if (vBlankInterruptEnabled)
ret |= 0x01;

}

return ret;
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Amnanorso tpe6a axxypupatu u WriteByte metony. IIpeocrano je jour camo 1a cuMynupamo
OJITOBOP TIpoIiecopa Ha MPEKHjIe; pe Tora Tpeda UMIIIEMEHTUPATH MPOIECOpPCKe (PyHKIIHMjE KOje ce
0aBe npekurMa (CKOK 10 paspeminBayda, uta). Cieau Moryha uMIieMeHTalMja HajBaKHU]e TPH:

private void Return () //vrac¢anje na prvu adresu sa stacka
{

Pop(ref PC);
}

private void Interrupt (int address) //razredivaé¢ na adresi address

{
interruptsEnabled = false; //dok procesiramo prekid ne moZemo ostale
Push (PC); //paméenje trenutne pozicije na stack
PC = address; //skok do adrese

}

private void ReturnFromInterrupt () //povratak iz prekida
{

interruptsEnabled = true;

Return () s

ticks += 4; //operacija zahteva 4 procesorska ticka

Cana MOKEMO UMIUIEMEHTUPATH U OITOBOP IIpOLiecopa:

public void Step ()
{
if (interruptsEnabled)
{
if (vBlankInterruptEnabled && vBlankInterruptRequested)
{
vBlankInterruptRequested = false;
Interrupt (0x0040) ;
}
else if (lcdcInterruptEnabled && lcdcInterruptRequested)
{
lcdcInterruptRequested = false;
Interrupt (0x0048) ;
}
else if (timerOverflowInterruptEnabledé&&timerOverflowInterruptRequested)
{
timerOverflowInterruptRequested = false;
Interrupt (0x0050) ;
}
else if (seriallOInterruptEnabled && seriallOInterruptRequested)
{
seriallOInterruptRequested = false;
Interrupt (0x0058) ;
}
else if (keyPressedInterruptEnabled && keyPressedInterruptRequested)
{
keyPressedInterruptRequested = false;
Interrupt (0x0060) ;

}

//ostatak iteracije procesorskog ciklusa koji smo ranije naveli
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VYenemHo cMO MMITJIEMEHTHPAIM MPOLECOPCKO pyKoBame mpekuauma. Cana je jom camo
OCTaJI0 OIPEAUTH MOMEHTE y Kojuma ce oapehenu npekuan masby. OBae hemo ce 3aapkatu camo
Ha VBlank nmpexuny, 10k ce ocranu wiu npocielyjy Ha ciauuad HauuH kao VBlank npexun, win
nokpuBajy komnonente GameBoy-a koje HICMO 00paInIN OBUM PaJIOM.

Kaga Ou O6mo mpaBu MomeHar jaa ce mpouecopy npocienu VBlank mpexun? Jlormuan
ONITOBOp je, HapaBHO, kajga ce aktmBupa VBlank ¢daza y ¢yHkmmju koja axypupa dpejm.
JlonaBameM OBOI' cllakba CMO KOMIUIeTHpanu uMmIiuieMeHTaudjy VBlank mnpekuna. Cnenn
uMmIieMenTanuja y meroau UpdateFrame():

private void UpdateFrame (bool toUpdate)

{
if (toUpdate)

//prikazujemo samo deo sa ulazom u VBlank
x80.lcdcMode = LecdcModeType.VBlank;

//ovo je pravi momenat za slanje prekida
if (x80.VBlankInterruptEnabled)

{
x80.VBlankInterruptRequested = true;

}
ExecuteCPU (4560) ;

Ca nonatkom camo VBlank npexuna Beh cMo 3HaTHO pommpuin Opoj UTpHIA KOje Ce MOTyY
y TMOTIYHOCTH €MYJIMpaTH Ha HalleM emynartopy. JemHa ox mux je u “Terpuc”, urpa xoja je
IpOCIIaBHiIa OBY KOH30IIY, ca MMPOAATHX 35 MUIMOHA KEPTPHIJA.

OBUM CMO 3aBpIIMIM MOIVIAaB/bE O MPEKUAMMA, KOj€ j€ YjeqHO U IMOCIEAnE MOIIaB/be OBE

TJ1aBC.
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3AK/bYYAK

['maBHM 3ajaTak OBOT MaTypcKOT paja W Tpojekra je Owo jacan: emynuparu GameBoy
KOH30JTy U IIITO KOHIIM3HH]Ee TOKYyMEHTOBATH Taj MOCTymnak. Kao HeomxonaH yBOJI je Hajupe HEIITo
pEYCHO O eMyJalMjh YONIITEHO, a 3aTHM C€ eMylaluju ypehaja MPUCTYMWIO KOpaK MO KOpak,
npatehu HekakaB jormdaH pernociien. [lo MOM MHIIIBEHY, MPOjeKaT je YCIENIHO M3BEICH, M Kao
MIPOU3BOJ j€ T0OUjEeH eMyllaTop KOju Moke euKacHO Aa emynupa go0ap aeo opuruHaaHnx ROM-
oBa 3a GameBoy.

[TorpebHO je HarmOMeHyTH, HapaBHO, Ja moctoju Behu Opoj kommoHeHTH GameBoy-a koje
HHCY TOKPHBEHE OBUM pajoM. Heke o mHX, Kao IITO je yuTame mojaraka u3 ROM-a keptpuua,
JOAATHH TPEKUIH, TajMEPH... Cy UMIUIEMEHTHPAHU HAKHAJHO y OBaj MPOjeKart, 0K Cy HEKHU JIPYTH,
Kao IITO je eMyialifja 3ByKa, HaXaJOCT M30CTaB/beHH. Mako cam J0CTa HAydwo O jEIHO] Of
OMHWJbCHUX KOH30JIa W3 JICTHIbCTBA, 3a ojapeheHe pomare NesoBe emynaropa caM HIAK MOpao
KOPHUCTHTH TOTOB KOJI: unTame 3 ROM-a je jeman on mux. Mel)yTiM, TOTOBO CBE KOMIIOHEHTE KOje
Cy HaBeJIeHE y CKJIOIY OBOT paja Cy MCIpOTrpaMHUpaHe ca Moje CTpaHe, y3 eKCTCH3UBHY YHOTpeOy
pa3sHOBpCHE JuTeparype (Kao MmITo ce ¥ MOYKE BUICTH M3 CIIHCKA JINTEPATYpE).

Hamam ce ma he mMoj mpucTynm oBOj TeMH OWTH OKapaKTepHCaH Kao J00ap M MpaKTHYaH.
Jenan on Behux nmsbeBa Mu je OMO J]a OBY, YIIaBHOM HEIO3HATY TEMY ydeHHIMMa Maremaruuke
rMMHAa3Mje, U3JI0KUM Ha TakaB HauMH Ja Ou, eBeHTyallHO, Oyayhe 3auHTepecoBaHe TeHepalllje OBe
IIKOJIE MOTJIE JIa JIAKO OBJIaJajy OCHOBHHMM BELITHHAMa HEOITXOJHHUM 3a eMylnalujy kopuctehu oBaj
paa. CMatpaM Temy emynaluje W3y3e€THO 3aHMMJbUBOM M KOPHUCHOM, alli M TEMOM KoOja 3axTeBa
BEJIMKY MOCBENEHOCT M CHPEeMHOCT Ha CaMOCTAIHO HCTpaxkuBame O ypehajy koju ce emynupa:
YeCcTo ce Kaxe J1a ocoba koja Mopa 1a nuta “Kako na HampaBum emynarop?” HHUje HU HMPUOTHKHO
CIpeMHa J]a ra HalpaBy.

Ha camom kpajy oBor paja, xeneo OUx J1a ce 3aXBaJIUM:
MenTtopy oBOr paaa u mpodecopy mporpamupama M MPOrPaMCKHX je3WKa y YEeTBPTOM
pa3peny Mujoapary Dypumuhy, koju Mu je TOkOM H3pajie paja HEM3MEPHO TOMOTa0 ca caBeTUMa

U IPOrpaMEPCKUM “‘TPUKOBUMA;
porpamep p ;

[Ipodecopku pauynapctBa u uHpopmartuke y Tpehem pazpeny HeBenku CnaneBuh, 6e3
YHjer HEOIXOTHOT yBO/Ia Y CBET Xap/Bepa BepoBaTHO He OM OMIIO HU KOHIIETITA 32 OBaj Paj;

Mojum npyroBuma u3 Marematnuke rumHasvje ‘Boplhy Huxoauhy u Bawu IllapkoBuh,
KOJH Cy MH 9€CTO JIaBaJId MOTHBAITH]y TOKOM H3paJIe paja;

CBuM ayTopuma JoKyMeHTanuja xapasepa 3a GameBoy, 6e3 unjer 61 MyKOTPITHOT paja y
JOKyMEHTOBamYy CBake ()YHKIIMOHAIHOCTH OBE MaJle, alll M3y3eTHE KOH30JIe, MOj 110cao OMO MHOTO

KOMIUIEKCHU] U,

buno xome ko HHje HaBEIEH NMPH TOPHUM 3aXBaTHOCTHMA, a JIOTIPUHEO j& CTBapamy OBOT
pana Ha OWUJIO KOjU HAYHH.

VY beorpany, jyun 2012.
[Terap Bennukosuh
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