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The Basics Of A Game Boy Program
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A Friendly Greeting
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Creating A New Project
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#i ncl ude "nygba. h"

MULTI BOOT

i nt mai n(voi d)

{
ham I nit();
whi | e(1)
{
}
return O;
}

/* END OF FI LE */
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Writing The Greeting Program Source Code
)$ 1 $

%

Programming The Nintendo Game Boy Advance: The Unofficial Guide
Copyright (¢)2003 by Jonathan S. Harbour -- http://mww.jhar bour.com

%



#i ncl ude "nygba. h"

MULTI BOOT

i nt mai n(voi d)

{
ham I nit();
/linitialize the text system
ham | ni t Text (0);
whi | e(1)
{
//display a greeting nessage
ham Dr awText (0, 0, "Greetings!");
ham Dr awText (0, 2, "Welcone to the world of");
ham Dr awText (0, 4, "Ganme Boy Advance progranmm ng!");
}
return O;
}

/* END OF FI LE */

Compiling The Greeting Program
1
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Testing The Greeting Program In The Emulator

7 % +?
& +
& G & / Al"

Programming The Nintendo Game Boy Advance: The Unofficial Guide
Copyright (¢)2003 by Jonathan S. Harbour -- http://mww.jhar bour.com

%



Programming The Nintendo Game Boy Advance: The Unofficial Guide
Copyright (¢)2003 by Jonathan S. Harbour -- http://mww.jhar bour.com

%

| *



)
8
1
Drawing Pixels
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Writing the DrawPixel Program Source Code
6 '
% 41
% '
1 $ )%
1
NNy
/1 Programm ng The Gane Boy Advance
/1 Chapter 4: Starting Wth The Basics
/1 DrawPi xel Project
// main.c source code file

FEEEEEEEE bbb r b r i r g

i nt mai n(voi d)
{
/1 create a pointer to the video buffer

unsi gned short* videoBuffer = (unsigned short*)0x6000000;
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/1 switch to video nobde 3 (240x160 16-bit)
/1 by setting a nenory register to a specific value

*(unsi gned | ong*) 0x4000000 = (0x3 | 0x400);
/1 draw a white pixel (16 bits) directly to video nenory
/1 pixel location is centered on the screen (120, 80)

vi deoBuffer[80 * 240 + 120] = OxFFFF;

/1 continuous | oop

while(1) { }

/1 end program

return O;
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Compiling the DrawPixel Program
1
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Testing the DrawPixel Program in the Emulator
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Writing the Fill Screen Program Source Code
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#def i ne REG_DI SPCNT *(unsi gned | ong*) 0x4000000
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#define MODE 3 0x3
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#defi ne BG2_ENABLE 0x400

)01 L'S5 L' ALL

#defi ne R@B(r,g,b) (unsigned short)(r + (g << 5) + (b << 10))
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voi d DrawPi xel 3(int x, int y, unsigned short c)

{
vi deoBuffer[y * 240 + Xx]
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/1 Programm ng The Gane Boy Advance
/] Chapter 4 - Starting Wth The Basics

/1 FillScreen Project
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// main.c source code file

FEEEEEEEErrr bbb r bbb r i rrrrns

/1 define register for changing the video node

#def i ne REG DI SPCNT *(unsi gned | ong*) 0x4000000

//video node 3 = 240x160 16-bit
#defi ne MODE_3 0x3

/l'use background 2

#defi ne BG2_ENABLE 0x400

//macro to pack an RGB color into 16 bits

#defi ne R@B(r,g,b) (unsigned short)(r + (g << 5) + (b << 10))

//create a pointer to the video buffer

unsi gned short* videoBuffer = (unsigned short*)0x6000000;

//draw a pixel on the node 3 video buffer
voi d DrawPi xel 3(int x, int y, unsigned short c)

{
vi deoBuffer[y * 240 + x] = c;

NNy
/1 Function: main()

/1 Entry point for the program
NNy
i nt mai n(voi d)

{

int x, vy;

//switch to video node 3 (240x160 16-bit)
REG DI SPCNT = (MODE_3 | BG2_ENABLE);
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//fill the screen

for (x = 0; x < 239; x++)

{
for (y = 0; y < 159; y++)
{
Dr awPi xel 3(x, y, RGB(O0, (255-y),Xx));
}
}

/1 continuous | oop
whi | e(1)

{
/1 do nothing

/1 end program

return O;

Compiling the Fill Screen Program
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Testing the FillScreen Program in the Emulator
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Detecting Button Presses
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NNy
/1 Programmng The Gane Boy Advance

/1 Chapter 4: Starting Wth The Basics

/1 ButtonTest Project

// main.c source code file

FEEEEEEEE bbb bbb r bt

/1 include the main hamlibrary

#i ncl ude "nygba. h"

/1 enable multi-boot support

MULTI BOOT

NNy
/1 Function: main()
/1 Entry point for the program
NNy
int main()
{

// initialize hamib

ham I nit();

/1 initialize hamfor text output

ham | ni t Text (0);

/1 display the button nanes

ham Dr awText (0, O, "BUTTON | NPUT TEST");
ham Dr awText ( 3, 2, "UP");

ham Dr awText (3, 3, " DOM") ;

ham Dr awText ( 3, 4, "LEFT");

ham Dr awText (3,5, "Rl GHT") ;

ham Dr awText (3, 6, "A");

ham Dr awText (3,7,"B");

ham Dr awText (3, 8, "L");
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ham Dr awText (3,9,"R");
ham Dr awText ( 3, 10, " START") ;
ham Dr awText (3, 11, " SELECT") ;

/1 continuous | oop
whi | e(1)
{
/1 check UP button
i f (F_CTRLI NPUT_UP_PRESSED)
ham Dr awText (0, 2, " X");
el se

ham DrawText (0,2," ");

/1 check DOWN button

i f (F_CTRLI NPUT_DOWN_PRESSED)
ham Dr awText (0, 3, " X");

el se

ham DrawText (0, 3," ");

/1 check LEFT button

i f (F_CTRLI NPUT_LEFT_ PRESSED)
ham Dr awText (0, 4, " X");

el se

ham DrawText (0, 4," ");

/1 check RIGHT button

i f (F_CTRLI NPUT_RI GHT_PRESSED)
ham DrawText (0, 5, " X");

el se

ham DrawText (0,5," ");

/1 check A button
i f (F_CTRLI NPUT_A_PRESSED)
ham Dr awText (0, 6, " X");
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el se

ham Dr awText (0, 6," ");

/1 check B button

i f (F_CTRLI NPUT_B_PRESSED)
ham Dr awText (0, 7, " X");

el se

ham DrawText (0,7," ");

/1 check L button

i f (F_CTRLI NPUT_L_PRESSED)
ham Dr awText (0, 8, " X");

el se

ham DrawText (0, 8," ");

/1 check R button

i f (F_CTRLI NPUT_R PRESSED)
ham Dr awText (0, 9, " X");

el se

ham DrawText (0,9," ");

/1 check START button

i f (F_CTRLI NPUT_START_PRESSED)
ham Dr awText (0, 10, " X");

el se

ham Dr awText (0, 10, " ");

/1 check SELECT button

i f (F_CTRLI NPUT_SELECT PRESSED)
ham Dr awText (0, 11, " X");

el se

ham DrawText (0, 11," ");
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/1 end program

return O;

Compiling the ButtonTest Program
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Testing the ButtonTest Program in the Emulator
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Running Programs Directly on the GBA
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The Flash Advance Linker
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