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1 FAQ

1.1 Yy b7y T

1.11 THOERRABEODMY FHA

CodeWarrior IDE Ot A == —7 5 [BRERE] 28RN L, V=XV VU —] RE/ SR E
RBLTLEEN,
Yo Frrndes b BIORAT—3 37V Tix NITROSDK_ROOT B LT IS_NITRO DIR

DRENBIETT,
=Ll e ] %

NITROSDK_ROOT IRIEZE % | CW_NITROSDK_ROOT | ¥Ri%ZE%t TCW_NITROSDK_ROOT) IZ NitroSDK ~®d
TILISADERESIAh TSI &,

IS_NITRO_DIR RELH IS_NITRO_DIR IEELH TIS_NITRO_DIR) (= IS-NITRO-DEBUGGER
MA VR F=ILENTNBIERAD TIL/ISRH
BRESNTWSZ L,

1.1.2 IDEXRATUKSAUY—IDEHENRARIZELL o=

CodeWarrior TiX7 A &> ADEBIT FlexLM Z{#HH L TWE T2, FlexLM ZEH L T\ 51t
AL S ERBEA S TLM_LICENSE_FILE) ZfE L TWb &, T4 B ADMRRIAFNET i
TLEW, FFBRNRETLZENHY £,

BRBEZ5 % TLM_LICENSE_FILE] (2B DT A £ o AR (=407 7 A L3 R) HE
EINTVDIHE, LTOFEEZBRALIZS VY,

1) [LM_LICENSE_FILE] BBEBEAH THESIN TS, DT 1 & A9 — 33305 IE L

TORWVIDERT D,
2) CodeWarrior DMZRNEF 2 AL DR 2 LV ENcELS (A48 ARR T, BEIan v
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%51) LM_LICENSE_FILE = C:¥Program Files¥Freescale¥CW for NINTENDO DS V2.0
SP1¥license.dat; (ftitlAlihD 7 A & 2 /3R)

[LM_LICENSE_FILE] BREAZHIRT 2 (WEZE—7 L TN T 7EIW)

CodeWarrior IDE {X, [LM_LICENSE_FILE] BREAHNPHRTE SN TORNEATH, £~

A N—=NTF/ZD licensedat 7 7 A L EHFHALET, a~ NIV — L& THHAD

BEE, a~vr R4 Y — v ER—7 3 /LZHIZ licensedat 2 B — L TRV TLEE
AN

1.2 C/IC++aiN4 5

1.2.1  F54 =< Toptions align=] AEH LY
CodeWarrior for NINTENDO DS Tl&. [#pragma options align=] 13356 7E % & O Hisk
FH A,
V—ADHEBMEOBL AN G [native] F5E & lreset] fEEDLGITEELZHI WL 512725 T
WbHDHTT,

1.2.2

TSTTBELDIZ. 7547 Tinline_depth] ZEALTWLWTHaV/SCMILA
72 32T Don'tinline] #BETIEA UM EINELKED

BRI, A NF T g 0TI MERE o TET,

LOALERS . inline R0 V< ar A VAT a N3 2« R BIRIZ > TWE T,

2 RA NF 7 3 linlineDepth) X, 77 7'~ [dont_inline] & ~7'Z 7~ Tlinline_depth]
DWW OEEEFF> TV ET,

AVRANATOay | AEOTSIIRR
l'nlineDepth] TODEE

Don't Inline

“dont_inline on”

Smart

“dont_inline off” m™D “inline_depth (smart)”
1 ~38

“dont_inline off” A™D “inline_depth(n)” (n=1 to 8)
F£7-. 777~ Tdont_inline) X777~ Tlinline_depth) XYV @ELEINET,
WENE LT, ERIREZ RESTRETERILET &,
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1 dont_inline 7’7 7'
| > InlineDepth 47" =2 > T"Don't Inline" & 45 &

| > inline_depth 75 /'~

l > InlineDepth 472 = > T"Don't Inline" L4t & F5 &
i

L0 ET,

R A T a T Dot Inline Z4EE L7ZIKRET, &Y — AT 7 A NVHNTT T 7~ %
W inline JEBA Ol 217 5 A 1213,

#ipragma dont_inline off

#ipragma inline_depth (smart)
EWI AP TR L TTF SV,

123 #HF7EUVINTEHELDRZ BARKIZARZ VI ICEBENTWNSIEELH S

RSy kA 8 N NT T A A2 MIR-D%IZ, CodeWarrior for NINTENDO DS 2.0 & =1
NAZTE, FBEO LV AZ ALy 7IZRET 55 AIZIER3I VLY AZ X I —L LTHN
TEEMEO LY AHX % PUSH L TWET,

ZORE, B LYAFEFH I -0 RS OERITH Y 8 A,

(CodeWarrior for NINTENDO DS 1.2 VUi =84 5 Tld, [SP 2 /IET 5] &
D IEEESTHY E LN, ZOFETIEHBEEICA X v 7 OT 74 38 /34 MNESRD DS
NTLES B2, 1®RFRDTHNDHOT, BRI ELE, )

1.24 JO7274ASERABOITER

& TuTyAJIIMEEMOEEE Y —7 v b (IS-NITRO-EMULATOR F7zi% Ensata) ® #
TV RICHELET,  Z0%., Profilerinit)0% 3515 (a7 74 75034 5 B O K
Gat) LEHASIE (a7 7 A TR 2B CALL O RES) THED REVVHE
FHRELETEXY—F Y bDOAEV A —N"—LTLEFNVET,

& TuTyAT7IE, ALy RRUHFIVAZIZKIGLTEY F¥A, 77 A 7 THthz
T72 D #IH T, ALy FOFEORH LROHI 0 IALDIAENFEIAT b TEBY £3 &, E
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125 A4 VEBEINGEWMEENRHS

TROBEIIA T4 VEBSNER A,

o [ENVERITAF TV MeRETEK
® EENME Y T ABIE A FF ORI

o WG IHY A M EFFORK

1.2.6  TNintendo CodeGen] /33 JL® lReplace 8-bit memory access] ZHIIZT
5EEENENM LGS

CodeWarrior for NINTENDO DS 2.0 7»5 (% Replace 8-bit memory access] A 7' = U (EH R
—hSZe< 7 £ L

ZOAT v a iE, LEIO TEG R — REMARFOHIRICHIET 220D DT LI,

ZDF T a rdMEZ D DIE CodeWarrior for NINTENDO DS 1.2 72T,

CodeWarrior for NINTENDO DS 2.0 TiX, DA 7 v a IR L TEDTII LN TFIV,

1.2.7  TUse Instance Manager] A7 a3 U h 88 L 4Ly

CodeWarrior for NINTENDO DS TiZ [Use Instance Manager] 47 a 3% AR — K LTV E
B A,

1.3 7€2I5

131 C Y—REEBEEZLDIWN—FUoETEUISTHERDLEZICEZRETRZLD
RAAE?

CodeWarrior for NINTENDO DS @ =734 7 TiX ARM ftd ATPCS (Arm Thumb Procedure
Call Standards)|Z SV TV ET,
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T RA=ZEEN—F AZHEL, MREZZTRD VY AZITE, VLYAZ 0 ~ 13 &ff
HALET, Y7 —Fra— LTk, EOL2%2BENIZH 0 ~ 13 ZFHT52 MR T
TET, O ESNDZL—F 1F, HIRTDHEI0 ~ 13 ZEH LT 24 EIH Y £ A,
N—F DO — I NVEROEEREFTD L P AZIZIE, VYRS A~ rll 2R LET,
Thumb REDZEIFIFE A EDOMA T, B—H BTV AKX 14 ~7 LIMEATE
Fth, FOHINDINL—F U NINDLD LI AZEHATHEE1T. OV —F BN
AN ZNED LA X DIEEE LT DR H Y £7,

VUAZ 12 1, a—NVNAZ T F LI ARZ ip T, 7ri—Y vy a— Ll T, rl2
FEDLORAMICHHERT 52 N TEET, FOHEN L —F 3 BIwilic ri2 %
BT H0EITH Y £ A,

VAKX 131E, AX I RAHZ, sp TT, ZOLTVAXEMOBTHALTLRY
FHA, FRHEND NV —F UMb DA 7Yy FTsp IXRFFSNDEIZ, O FY T
REFEN DI LRI U CTRITFIUER Y TR A,

LORZ A, V7 VPR Z I T, BT RV AZREFET 25513, 4 z=a—1
MOMOBENTHERT 52 LB TEET,

LYAF 5L, Ial T, pc T, TOLVVAX MO BRICHERT S 2 &
ILTEEEA,

LPRXE | RBE (B% | Foo—Cra—LREICEIT 5%

r15 - pc PPN o PE,

ri4 - Ir JoOLYRA

r13 - sp REYYRALE

ri2 - ip | FAY—Cv3—ILRARYTYFLIURE

rit v8 - ARM AKREZHL OX% 8

r10 v7 sl ARM ARREZHL DR E T,
REAYYFTYIREN)TUMADRE YY) Sy kR
1243

r9 v6 sb | ARM KREEZHL X4 6,
RWPI WNYTFURDRAT 49D R—R

r8 v5 - ARM JREEZEHL DX A 5

ri 7z - EHLORA 4

ré v3 - EHLIORXA 3

r5 v2 - EHLIORA 2

r4 vi - EHLIOZXA 1

r3 a4 - IR/ HER/AVSVFLIURE 4

r2 a3 - I8/ HER/ AV YFLIRES

r a2 - I8/ ER/AVSYFLIRE 2

r0 al - BIB/HER/ RV T yFLIURAE
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LR B DI % AR o 7 BT BT A2 VR 8 A R T T4 A MRS LD
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3 2 FiEE BRI LET,

1.4 Y>h

FE. VoI BB Y A, )
1.5 SA4T3Y

(BIE, A7 7V ICHETHERIIAEY EEA, )
1.6 IDE
1.6.1 BAEXRBZANTHEXFEITTS

CodeWarrior IDE Dffi A = 2 —/n 6 TEREGRE] Z®INL, (740 &P T RENSTINVE
MRL TS, BABEZFERTED 74 b (AAERE /5 System 72 &) ZHEET5
VERH Y F,

Mz oW TIL,  TIDE User Guide] #Z LT 7Z2& W,
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162 HNEBITA3ZFE->TVWSRBICT—BHNICHBITA A TY—XIT7A4ILZRL
HiElE?

T 4 X EfE) LOICRESN TVWDHAIC. TV —7 KA v NERET HED LI

WCNBEB=T 4 Z T —AT7 7 A VEIZIE, FrROFERH Y 7,

o [N =T 4 & NI &fES,
IDE O — R —D—FHIZHDHT A a P LIAEFN T DREDERNINT =T ¢« #
T, MLIAENLTOVRWIREBORIINI =T 4 # TT7 7 A VAR K HIZRY £7,
ZOBRENDX— A VT A U TNIET 7 40 R T Crl+3 T

® Alt¥—%1ff>
IaT el N4 RUTT 7 AN EX TN Y v 7 X Enter TS FRIZ, Alt ¥ —
IR LARNL AT VT Y w7 T Enter TR  # THE 7,

FZ BTN T 4 Z THWTWD V=27 7 A )V ENBERRES DL A NH—T + 4T

BE<ICiE, FRedFIETITWE T,

1) BRPIESIEEI~ 7 al) S RAEETEZ ) v 7

2) Wy 77 vT7A=a—0 TOOEHE~BH] b LT TOOEE~BE] ©LT Ctrl ¥—

EHLRNLAEZ Y v 7 X Enter,

1.6.3 W—ILN—IZRE U %BMN - HIBRIT B HEIE?

V= UN—ZARH L EBINT DL FRROFIE TV E T,

1) CodeWarrior IDE OffifE A =2 —06 Ta~r Red—n_A T 07 &R L, [IDE
AV RDOHAZ~AX] 74 RUERL,

2) Ta~wU ) SA T T = N—IHH ] <A DOHFNG Y — 3= ZBI L 72V ERE
B, ZOWRBADEILH LT A aLinh Y — A N—DEEOMEICRT v /& Ray
75,

(7 A 2 DEEEREIL Y — LN — BN TX FH A, )

V= N—=BR X ERIBRT DX TR FIETIT VN ET,
1) BIBRLTEWREZ L ONETEZ U v 27,
2) Ry 7Ty T A=a—0 V=1L "—HHHEZHIR] 28R,
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1.7 TI/INvH

171 FA—=N—LABDT/INyTHIELTHRAEL,

CodeWarrior @7 /3 #1% NITRO-SDK @ TROM 7 7 A /L A7 A(FS)API] DA —/3—1 A
BEDOBISICNERRY e 7 L— 2 R A FEREL THEHRT L2 LICk o T I 7oA — 1 —1
ADORMZEIIREL, ELWY =R T 7 A NV ERRTHREEITR>THET,
ZD#, A=A OFEIC NITRO-SDK @ APl (I L722WMEY 1T/ > TV DAL,
CodeWarrior D7 /3w H TlEA— =LA E5OT N ZITIE LT 2 FH¥ A,
ZOXSIREDGE . Ty FBMRICTRO L O REEX A T u Iy nERrEshET,
o [Unable to find needed symbol "FS_StartOverlay" in ARM9 EIf file.

Overlay debugging will not work correctly. ]
o [Unable to find needed symbol "FS_UnloadOverlaylmage" in ARM9 EIf file.

Overlay debugging will not work correctly. |

1.72 IDETnef 274 IWNEHHAAFETOTNYITRHIZI7ALZEOVY LENES
(L=

T 74N FOIRRETIE, IDE Tnef 7 7 A VAR ERED LT 7 A Vam v 7 LigHT 5%, =
<Y K7 A2 ThO make BHIKARL 720 £7,

TrANER YT LBWEIIZT DI, =5y RORET 4 RUD [F 3y HRE) /3%
ND TEITRE ARV DF v v a2 OF 2w 7Ry 7 A%F7IZL TRV,
W, nef 7 7 A W aGRAAETTEHEZITBEICnef 77 A BBy 7 SNTLESTNDE, 20O
RIEZITR>TH make HREHAN, —ET Ny HEFETIERIETr v 7 PRI ET,
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2 TIPS

21 C/IC+FA4¥ 53 HIZET 5 TIPS

211 NRYYLEBEERDAVNIZTIERT BAEE

it MOEENZT 7B AT 551X 4 3, N7 7B AMESBIMEDLND %, @5 T int 25X
WA RERIZT ITA L ENTWDRERH Y £7,

Wi Rz 8y 7 UT2E R, BIJ712 char 1< short B DS A 5 202 it MBS D T T A4 v A v
RS 43 REERDOANTLE LS, 77 BATHEIIT It BERDOT T4 A MY 4
NA MEROMBEICKD L O ITHEEEROLHET FLAZTHTHLERH Y 1,

111)
typedef struct {

u8 dstMac[6] __attribute__
u8 srcMac[6] __attribute__
ulé type __attribute__
u32 n2 __attribute__

} TEST_PACKET;

TEST_PACKET packet_a;
TEST_PACKET packet_b;

DX RIEEROSE . BRI N2"
MEFIZEDE LI LERDH Y £7,
LU, _ attribute_ ((aligned(x)) T#g

etc...) OHTT,

ZOXIRGE. TROXIBRFENRHY £7,

((aligned(1)));
((aligned(1)));
((aligned(1))):
((aligned(1))):

CELL T 7 BATHITITHERO ST R A% 12 34

EHRDME x 1% 2 ORFEFFEE (1, 2, 4, 8, 16, 32, 64,

char packet_data_a[sizeof (u16) + sizeof (TEST_PACKET)] _ attribute_ ((aligned(4)));
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char packet_data_b[sizeof (u16) + sizeof (TEST_PACKET)] _ attribute_ ((aligned(4)));

TEST_PACKET* packet_a = (TEST_PACKET*)&packet_data_al[sizeof (u16)];
TEST_PACKET* packet_b = (TEST_PACKET*)&packet_data_b[sizeof (u16)];

2.2 Windows RIZIZEHET B TIPS

221 FHANEFOFAAVEERESTSHETRO ) bR ELED

windows XP /»6 7+ W F DT A 3 BEERKD X 917> TWET A, Windows XP LA
TIE7+VEHED ARV ERENE] & AT LB 273 NEDHAZ<A XT T
ELTHAT 28 ITR>TWVET,

( Microsoft fLDABAfE®E :  http://support.microsoft.com/kb/326549/ja )

IDH, TVl KT FANNHDL T FNEDT A 2 INEEIND L, CodeWarrior [ X% D
TuTxl FRENTHLGH AR EHAERE L, ey 27 RIS RoTL
FNWET, TV NI TANARDDLTANTEITA AL OEREDO AL A XX Teb
IRNTTFE,

HL, ZORIRREBIZRSTLEVWELEZS, av s RFrUT BT

attrib -R -S [7 #+ /L Z 4]
AT T, THNFORBMEEZRLTFEIV,
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