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1 FAQ

1.1 Yy b7y T

111 FTOERANRRABEDOHMY FEHA
CodeWarrior IDE Ot A = = —76 [BRERRE] 2RI, V=AYV —] RE SRV
LTI,
XY s b, BEXOAT —¥ 35 U Tk TWLSDK_ROOT ¥ L O
IS TWL_DEBUGGER_DIR D% ENMLE TY,
Z=L 1] 2o e &=
TWLSDK_ROOT IRIEZS | CW_TWLSDK_ROOT RHEZE 4 [OW_TWLSDK_ROOT 1= TwISDK ~> 7
IWIRZARBREENTINS C &,
IS_TWL_DEBUGGER DIR | ¥B3&%# | IS_TWL_DEBUGGER DIR | ¥8 #% %= % I IS_TWL_DEBUGGER DIR J IZ
IS-TWL-DEBUGGER A3/ » R h—LEA TV
BRIND TINRZANEESA TS &,
1.1.2 IDE®ATYERSA VY—ILOBENRICELSL L oT:

CodeWarrior Tix7 A &> ZADOEBUZ FlexLM Z{HEH L T\ E T3, FlexLM ZffH LT 51l
AL S ERBEA S TLM_LICENSE_FILE) ZfE L TWb &, T4 B ADMRRIAFNET i
TLEW, FFBRNRETLZENHY £,

R4 TLM_LICENSE_FILE] (2t G D T A £ AR (=407 7 A LR R) 35
EINTWDLHE, LFTOFIEEZBHLIZS VY,

1) TLM_LICENSE_FILE] BREEATHRES N TV D, DT A Ay — "3z kL

TWRWD RS 5,
2) CodeWarrior DR ZENEF & G o2 LV FiicEL (T4 AR E, BIav
() TRV FET, )
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%51) LM_LICENSE_FILE = C:¥Program Files¥Freescale¥CW for NINTENDO TWL Vx.x
¥license.dat; (fittffhd 7 £ &1 A/ NX)

(B xx I A= a YR GHAD £F, SPXRERONTNLZEbHY £,
[LM_LICENSE_FILE] BREAKZHIRT 2 (WAZE—7 L TN T 7EIW)
CodeWarrior IDE (%, [LM_LICENSE_FILE | BRIEZAHMNHE SN TWVRWGEATEH, A >
A R=NTxNZDlicensedat 7 7 A NVEFHLET, a~vr R4 Y — &2 THEHO

BalE, a~r R4 vy — L ER—7 /L FWIZ licensedat Z a2 B — L THBWTL &
AN

1.2 C/IC++aiN4 5

1.2.1  F54 =< Toptions align=] AEH LY
CodeWarrior for NINTENDO TWL Ti%. [#pragma options align=] (355 7E % & O Hisk
FH A,
V= AZADOHEHEOBLS D [native] F8E L Treset] FEEDHAITELE 2 HI 2N 912725 T
WbHDHTT,

1.2.2

TSTTBELDIZ. 7547 Tinline_depth] ZEALTWLWTHaV/SCMILA

723> T IDon'tinline] ZHETHEA U FA 0 ENEL<LED

BRI, A NF T g 0TI T NMERE o TET,
LN S . nline BEO 7S5 V<l a v A NF T g i3 2 MR BRI > TV E T,

2R, NF 7 a  linlineDepth) 1, 77 7'~ [dont_inline] &2 7~ Tinline_depth]
DT OEEZFF > T E T,

AVNRANA TV ay | AEDTSTRR
lnlineDepth] THIEE

Don't Inline “dont_inline on”

Smart

“dont_inline off” m™D “inline_depth (smart)”

1~ 8

“dont_inline off” A™D “inline_depth(n)” (n=1 to 8)

7=, 777~ Tdont_inline) X777~ Tlinline_depth) XYV @EELEINET,
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WNELT, BERZAFESRTTRALET L,

=

T dont_inline 77 /'~
| > InlineDepth 47 a2 > C"Don't Inline" Z 5 &

| > inline_depth 77 /'~

! > InlineDepth 47" 2 > C"Don't Inline" LISt Z 5 E
&

LR ET,

LA VAT v a T Don'tInline Z5E L72RIET, %Y — A7 7 A VHALCTT 7 7~ %
VT inline B OHIE 217 5 BB I2i3,

#ipragma dont_inline off

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

123 #HF7EUINTEELDRFBARKRIZAZ VI ICEBEASATWEEENHSD

AB sy 7k E 8 NA NT T A A2 MIRD%IZ, CodeWarrior for NINTENDO TWL @ =t /%
AT T, FBEOL P AZE RS2y 7GR 25 AICIERI LY AZZX I —L LTHWT
BEEO LA X % PUSH L CWET,
ZOK, B LYRAZFLI—L V) RPN OEMIZH Y £H A,

(CodeWarrior for NINTENDO DS 1.2 LURiD 22234 Z Tt [SP #EE /MET D] &»
D TEEE > TR LN ZOTETIEBREIINCA S v 7 DT A 3834 MR B
NTLEY RS, 1SRN DOT, BRICARVELE, )

1.24 JO7274SERABOTER

& TuTvyATIIEEROMEEE Y —% v (ISSTWL-DEBUGGER) ® A€ U FIZHEfR: L £
T TR, Profilerinit)D % 3515 (v 74 7530 BBORREFHE) L% 451
B (Ta77A TR 585 CALL DR KIRE) THEV REWEZHEELET &4
—7 Y NOAEY A —_"—LTLEVET,

® TurvyA7E, ALy FERUOEHVIARIZHIGLTEBY £HA, Tu7rA 7 THtTx
T72 5 #iPH T, ALy FOFEORH LROFI 0 IAZDIAENBEIAT b TEBY £3 &, IE
LRI CERD -T2, T a7 7 A T OEEHEBROT — 2 BNENT- 0 T 20N H Y
7,
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125 A4 VERBEINGEWMEENRHS

TROBEIIA T4 VEBSNER A,

® ENVERITIAF TVl MeRETHEK
® EIENME Y T ABIE A FF ORI

o WG IHY A M EFFORK

1.2.6  Nintendo CodeGen] /3R JL®D [Replace 8-bit memory access] ZHFI=T
5EEENEN LGS

CodeWarrior for NINTENDO DS 2.0 7>5 (% Replace 8-bit memory access] A 7' a U (EHR
—hSZe< 7 £ L

ZOFT v a s F, Pio TEG A — REARE ORI IS T 22D b DT LI,

ZDOFT v a UhMEZ D DX CodeWarrior for NINTENDO DS 1.2 2T,

CodeWarrior for NINTENDO TWL Tif, ZDOF 7 v a TRk L TEDTIEI LRV T RS,

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

CodeWarrior for NINTENDO TWL TiZ [lUse Instance Manager] 47> a »id¥H—FLTW
F¥ A,

1.2.8 WL, FfE,. FELZT)avA Ay ERFERIN-E, a1 5089 5
vy AT HBEENHS

BLWAN—=T g Da A 752 LR & HIZ TWL SDK IO H W U a3 by &
ZHIBR L2 0 X720 ¥ A, TWL SDK O H WU 2 %4 b~y Xk
{TWLSDK_ROOT}¥cache¥include 7 # /L& ZfFE L £7,
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1.2.9

AR5 TOaTS LEMDIPAE— FEYHR— FLTULEL

R )
= .

Woom@

pil

v T LAEALO IPA £— Rit, ARM BB TIIZAIT A PSR TWERA, FHD
BETIHEHALL ZE W,
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1.3 7t>IS

131 CY—REEEFLDIN—FUETEUITSTHEDEZIZEZREIRELDR

BlE?

CodeWarrior for NINTENDO TWL @ = 731 7 Ti% ARM £ ATPCS (Arm Thumb Procedure
Call Standards)|Z SV TV ET,

WRIA=ZEENL—FT ACEL, ERELZZTWMD LY AZITIE, LYAZ 0 ~ 13 &ff
HALET, P70 —Fra—flTiE, EOLIZRAMIZH 0 ~ 18 #FEHTHZ LN T
TET, BFOHSNDZL—F F, HEIRTDHEI0 ~ 13 ZEH LT 20EIH Y A,
N—F oD — R VEROE T D LY A XL, VLY AKX A~ 11l AL £,
Thumb REDHZEIXIEE A EDOMB T, B—BWNEIIZV U AZ 14 ~r7 LIMEATE
FHA, FOHENAIL—F o RINOLD LV RAXEERTH5E1E. FONL—F 3
JRENZ ZNOD L P AZ DEEE LT D0 ERH Y 7,

LYRAZ 12 1L, a—VNAZ Ty FLIVRAZ ip T, 7rI—T % a—/L/ T, rl2
FEDX I REMICHHERT L Z N TEET, PO EN D0 —F % \@IFENC r12 %
BT H0EITH D £H A,

LYAZ 31X, AY v I RAH sp T, TOLVAXZMOBRTHEML UL
FHA, FRHEN DN —F 6D A 7Yy N Tsp IZRFFSNDMEIZ, D= MY T
REFEEN DM LRI U CTRFERY TR A,

VYRS 41E, Vo7 VPR ZIr T, w7 RV AZRFET 25813 4 22—
oMo BRI Z EnTEET,

LA 5L, Tl T L X, pe T, ZOLVAZ EMOBICHERTHZ &
I TEEEA,

L4 |RABE |B% | Joid—Pra—LBEITHET5EE

r15 - pc Jng5LhoUAR

ri4 - Ir JoHyLURA

r13 - sp | REYIRAUAE

r12 - ip JOL =¥ 2= )RR SYFLIRE

ri v8 - ARM JREEZEHL DX A 8

r10 v7 sl ARM REEZ#HL DX 4% T,
RAYYFTvIRENYTUFRDRE YY) Iy bR
15

r9 v6 sb | ARM IKEEZHL DX 4 6,
RWPI N T U RDRAT 4 I R—R

r8 v - ARM IKEEZHL OX 42 5
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r7 v4 EHLIORXE 4
ré v3 EHLIRE 3
r5 v2 EHLORA 2
r4 v EHLORA 1
r3 al BIB/RER/RVZ9FLORE A
r2 a3 SIB/HER/RVIYFLURES
ri a2 SIB/HER/RVTYFLURE2
r0 al SIB/HER/ RV YFLURE
<EE>

VOABZDfEZ AR 7 I\IRRET DT, A X v ZHEBIN 8 S R T T4 A2 MRS L 9D
—EIZA RT T DLV RAEZRNGEEOEEIL, R3E2XI—L LTED CTHEK

IZLTFREW,

EC 2 HEE BRI LET,

1.4 YA

(FRAE, Vo BICHETAHERITAED A, )

1.51 TWL SDK & malloc() OERIZDINT

TWL SDK @ crt0.0 #4577V —3 2T MSL C 7477 VU ® malloc() BI% %
HH LD TWLOS O API 2L Ce—7DO#H{bE1T-> T

T 2720121,

<TZEWy,

malloc() BI%kix _ sys_alloc() BaEHL T L FeE—T B AEY ZHG L £7,
FGURALDLTATTY Y —AIZH TWLSDK @ APl 2L Ce—7%EfRT 572D
B9%c _ init_hardware() WHE S TWET,

__init_hardware()I%

{CodeWarrior{ > A ~—/L7 4 L7 b U ¥ARM_EABI_Support¥Runtime¥Runtime_ ARM¥

(Common_Source)¥__ NITRO_eabi_init.c"

TEZEINTWET,
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1.5.2 iostream.hDERAAEIE?

iostream ~ v Z 29 5 7-®12i%. mallocQ2A %% T4, mallocQEE &M+ 5720
H\EWK§V&4A%@_jM_jmmmmO%@UmT_&#ugﬁﬁo
__init_hardware(QiZ
¥ARM_EABI_Support¥Runtime¥Runtime_ARM¥(Common_Source)¥ NITRO_eabi_ini
t.c

TERZINTWVET,

HWE . __init_hardwareQa W AZ A AT HLERHHTL LY BIAIX, e—7AFY
DA XDEF) . TOHAZ <A Xa— N TwiStartUpQ B EEGLRT5 Z &N TE
EJ AN

1 -
#include <twl.h>

#include <iostream.h>

extern "C" void __init_hardware(); // Setup heap memory
extern "C" void TwilStartup(); // this func is called before C++ init
// (_call_static_initializers())

void TwilStartUp(Q
{

__init_hardware();

void TwiIMain

{
0S_Init(Q);
0S_Printf(""Welcome to CodeWarrior for NINTENDO TWL¥n'™);
0S_Terminate();

¥

153 HYR—FSA4ITSUDYVEILF

DSi Tlit, HH0 L EN RENIAERE CIC+H+E T H A LT A4 7T VRS CnEkd, i@
W INOGDIAT TV EYENRTLHMLEETHY FHA, LV ENLRTHI LIFHEINT
WEHA, LML, BERGE, BTV D makefile ZFEHLCY BV RTEET, a~
Y RTA U TIEITT DA, cygwin D2~ Ry =)L bash OAF|IHARETT, 79477V %

11
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VEN R 5703, BREEAE CWINSTALL 253 ET 20818 H Y £7, bash Tk, LATD
PIOXSITERELET,
> export CWINSTALL=""C:¥Program Files¥Freescale¥CW for NINTENDO DSi V1.3"

NRANZAR=ANGENDIGE, FTNT +—T—2 a » THEMENRH Y £9°, CWINSTALL
WZIWEDSTE DAV AR—IL—F T4 L7 FUDRAZRELTFIV,

VBT 477 U O KO makefile 25 2H 0 £7°, BIZIX, HEECITIA 77 V%2 U ENL
R4 2572012iE, LT DOm0 IZITWET,

> cd $(CWINSTALL) ¥ARM_EABI_Support¥msI¥MSL_C¥MSL_ARM¥Project

> make -f MSL_C.NITRO.mak clean

> make -f MSL_C.NITRO.mak

HBODIA 77V s ERLEFRRICY BV FTEET,

C++7 A4 77V &2V ENRTL5a. ALV T 427 MU %

S(CWINSTALL) ¥ARM_EABI_Support¥msI¥MSL_C++¥MSL_ARM¥Project

[ZZEB L, MSL_C++.NITRO.mak 7 7 A V&AM LET, @i, 7V a3 b~y 23
SNFEHA, b LMEREAIL. MSL_C++ Header NITRO.mak Z{#i~> TV E/L RT& £,
> cd $(CWINSTALL) ¥ARM _EABI_Support¥msI¥MSL C++¥MSL ARM¥Project

> make -f MSL_C++.NITRO.mak clean

> make -f MSL_C++_NITRO.mak

BMOMSL 7477V %2V BN RTIHEG, ALy T 4L M) &
$(CWINSTALL)¥ARM_EABI_Support¥msI¥MSL_Extras¥MSL_ARM¥Project
\ZZE L, MSL_Extras.NITRO.mak 7 7 A LV &HH L £9,

> cd $(CWINSTALL)¥ARM_EABI_Support¥msl¥MSL_Extras¥MSL_ARM¥Project
> make -f MSL_Extras.NITRO.mak clean

> make -f MSL_Extras.NITRO.mak

%I, TUHA L TATT7 VYV ENLRT DS, LT 4 L7 U &
$(CWINSTALL)¥ARM_EABI_Support¥Runtime¥Runtime_ARM¥Runtime_NITRO¥(Proje
cts)

\ZZH L, NITRO_Runtime.mak Zff/H L £,

>cd
$(CWINSTALL)¥ARM_EABI_Support¥Runtime¥Runtime_ARM¥Runtime_NITRO¥(Proje
cts)

> make -f NITRO_Runtime.mak clean

> make -f NITRO_Runtime.mak

12
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1.6 IDE

1.6.1 BAEABZANTSHEXFIEEITTS

CodeWarrior IDE Dt A == —7226 [BRERRE] ZEIRL, 740 F&¥ 7] RENSKRNV %
B LT EE,  HAEEZRRTESE 740 b (HAFEREEZR S System 72 &) Z45ET S
VENRBHY £,

FEREIZ oW TIE,  TIDE User Guide] #Z L TL72& W,

162 HNEBITA2EE->TVWAEFIC—BMNICABITARATY—X77/4IIL%EHL<
HiElE?

SNRET 4 5D K OICREINTWAEAIL. T L —7 KA MR ET DHD AR

N =T 4 Z# TY—AT7 7 A NVERLITIE, TROFERSHY £7,

o [N T & N7 &9,
IDE O — N N—D—FALZHDHT A 2P LIAEN TV D IRIEDORFISNL T 1« &
T, FLAEN T RWVRIEBORHINH =T 4 ¥ TT7 7 A NVER LH1C2D £,
ZOWEE~DX—NA T A X T 7 40 T Crl+J T,

® Altx—%fl)
TVl N4 RUTT 7 AN EZXETNT Y v 7 T Enter T FRIZ, Alt ¥ —
R LARNO AT VT Y w7 T Enter TREITT  # THHE 7,

F BRI TT 4 2 THWTWD Y —A T 7 A L EN D ERBRLES ORI 2N~ T 4 4T

BI<ICIX, TROFIETITVET,

1) BRAESIMEI~raly I A5 ETHZ ) v

2) Ry 77 v7A=a—0 TOOEHE~BH] b LT TOOEE~BE] OLT Ctrl %—

EHLRNLAEZ Y v 7 X Enter,

1.6.3 W—ILN\—IZRE U #BMN - BRI 5H%E?

WV LRSI BN DI FRRDFINETITWVE T,

13
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1) CodeWarrior IDE DfRtE A =2 —m 6 [a<wr REXF— N[ F 07 28R, TIDE
AR RDHAZ~AX] U4 RUzhi<,

2) Ta~vr ) AT T = N—HHH] A OHNG Y — =TI LW RE
BN, ZOWRALDEIZHDLTA 2z — LW N—DEEDOMNEIZRT v /& Ry
715,

(7 A 2 PEENEREILY — L R— B TE £ A, )

V= U= AR Z CERIRT DI RO FIRTITVWET,

1) HIRLIZWAREZ > OfETEHEZ Y v 7,
2) RuF T v FA=ma—0 W— L _X—THHZYIR] 23848,

14
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1.7 TINvAH

1.7.1 FA—=N—LA8DT/IN v THRIELLTHRALEL,

CodeWarrior 5 /3 v 771X TWL-SDK @ [ROM 7 7 A Lo 27 L(FS)API] DA —"— L A
ORI 27 L — 7 KAV FERE L TERT L Z EIC ks T EITHOA—"— 1A
DIRMEHR L, ELWY—AT 7 A NERRTDHREETRoTVET,
ZDF, A—N— LA OFHIZ TWL-SDK O APl (3 L2RWED 127> TW DAL,
CodeWarrior O /3w T CldA—/ "= L A Ty OT Ny ZIXIE L T 2 TH¥ A,
ZO X IREOLE. Ty VR TREO & 5 B G XA T a FinFnSivEd,
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 IDET.nefZ 7AILERARAETETOTNAYIEIZI7Z7AILZOv 2 LEVNES
[ZL71=Ly

774 FOIRRETIL, IDE Tnef 7 7 A V&G ARERD L T 7 A Ve n v 7 LT 5%, =
<~V T A TO make BHIZEARL 220 9,

TrANER Y7 LRNVE T DR, =7y RORIEY 4 RUD [Ty HEGE] 3%
MO TETHE S RADR ¥ v 2 ki T 5] OF =y 7Ry 7 2% A 7IZLTFEW,
Wi, nef 7 7 A Nz Gl L ERIZBEC nef 7 7 A A3y 7 SR TLESTND R, 20
DE R T Th make HRERHAN, —EF Ny HEFITSH%ITn v 7 MEESET,

15
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2 TIPS

21 C/IC++FAY S5 UHIZETBTIPS

211 NRYYLEBEERDAVNIZTIERT BAEE

it BMOEENT 7B AT D5E1L4 31 N T 72 AMESRFEDLND %, @8E Tl int AT 4
WA RERIZT ITA L ENTVWDRERH Y £7,

WKz /8y 7 LTG5, B1J712 char 150 short B DA 5 412 it BB O T 7 A v A v
431 MERADOANT LEIGE, 77 8ATHEHIITINtMELOT T4 A MR 4
NA MEROMBICRD KO ITHEEEROLET FLRAZTHTRERD Y £,

i)
typedef struct {
u8 dstMac[6] _ attribute_ ((aligned(1)));
u8 srcMac[6] _ attribute_ ((aligned(1)));
ul6 type __attribute__((aligned(1)));
u32 n2 __attribute__((aligned(1)));
} TEST_PACKET;

TEST_PACKET packet_a;
TEST_PACKET packet_b;

DX IEEROYE . BHn2NCIELL T 7 B AT HICITEERO KT KL 2% 12 3 A
FESICEDELVNERH Y £,
L72rL, _ attribute_ ((aligned(x)) THEHEDME x 1 2 O (1, 2, 4, 8, 16, 32, 64,
etc...) OHTT,
ZOXRI GG, TiEDO X2 RGERDY £7,

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

16
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(TEST_PACKET=*) &packet_data_al[sizeof (u16)];
(TEST_PACKET=*) &packet_data_b[sizeof (u16)];

TEST_PACKET* packet_a
TEST_PACKET* packet_b

2.2 WindowsERIZEEET HTIPS

I NVEDTFAaAVEERTRETOS ) FHARITEL LS

windows XP /»6 7 W F DT A 3 HEERKD X 917> TWET A, Windows XP LA
T 7 ANZAFO TGO EREME] & (VAT L@ 27 ANVTDNAZ~ A X7 T 7
ELTHAT 28 ITR>TWVET,

( Microsoft £ /AR # :  http://support.microsoft.com/kb/326549/ja )

ZD%H, Tl NI ANDBHDL T A NEDT A a2 NWERIND L, CodeWarrior [X% D
TuT= FRENTH LGB AR A E L, e e s FERT RS2 TL
FWET, TRV NI FANBEDL T ANTIEITA A OERFEDO I AL~ A XITb
TRNT RV,

Hbl., ZOLIBRREIZR->TLENVELRESL, v K77 T

attrib -R -S [7 # /L Z 4]
BT oC, 7ANVEDORMEEZRLTFE,

17
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3 Thin

(BUE, ZOMOHEHRITAY £HA, )
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