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Chapter 1

Product Introduction and Overview
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Partner-N64PC Features

The Partner-N64PC is a system for use in developing Nintendo
N64 game programs. It provides a personal-computer-based
development environment, using an IBM/PC compatible machine
as a host.

Partner-N64PC, the Windows 95 version of the Partner system,
allows efficient debugging. Designed to handle large amounts of
debugging information, it employs Windows features such as
MDI windows, menus, and scroll bars. In addition, the system's
interface with the host computer is a dedicated parallel interface,
for fast, smooth debugging.

Support for High-Memory-Capacity Emulation
Emulation ROM size: 32 MB (Model 11)

Software Break Function
Up to 15 breakpoints can be set in the program code area.

Hardware Break Function
In addition to breakpoints in the program code area, breakpoints
can be set when accessing I/0 and data areas.

NUS-06-0091 Rev. A
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On-the-Fly Function

Commands can be accepted while the user program is running.
This allows areas such as memory, I/0O, and registers to be freely
referenced and changed. This is also true for commands related
to real-time trace memory.

Real-Time Count Function

The time from start of execution of the user program until it is
stopped can be measured in 1ps units up to 4,294 seconds.

Break on lllegal ROM Area Access

The user program can be made to break with memory writes to a
ROM area or with access (read/write) to a AD16 bus space other
than a ROM area.

Source Level Debugging (when using exeGCC(N64))
Compiling with exeGCC(N64) allows debugging to be performed
entirely at the assembler source level. With a single key, a
breakpoint can be specified or a program can be executed up to
the cursor position while comments are viewed, eliminating the
need for burdensome symbolic debugging. Symbolic debugging
can also be performed for loaded objects that have been created
using methods such as IS-ASM.

Inspect Function

With a single key, any variable can be referenced and changed in
a format that conforms to the data structure of the variable.
This can be accomplished by simply moving the cursor to the
assembler source variable that you wish to reference or change.
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Macro Function

A powerful macro function (language) with a C-like control
structure (if, for, while, do, break, etc.) is provided. This allows
efficient debugging by means such as combining multiple
commands to define new commands or by combining commands
with breakpoints.

Shell Function

This features a history function that records 1,500 characters of
entered commands. These are saved at the end of debugging
session and automatically loaded at restart. The shell function
also includes tools that are useful during command entry, such as
line edit, command search, and global symbol search. When the
same commands are entered repeatedly, previous commands can
easily be recalled.

Improved Help Function
This is provided in help menu format. The help display for entry
errors can be called up with a single mouse click.

System Call Function

Substitute input/output functions for single character
input/output make it possible to load PC keyboard data or output
text to the PC screen from the user program.

Profile Function
In the execution of a user program, the execution time for each
subroutine can be totaled and displayed.

Compatibility with Partner for Work Stations

Keyboard operation of the Code and Command windows
(including function keys) is virtually the same as that for Partner
NW, allowing seamless transition from this version of Partner.

NUS-06-0091 Rev. A
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Strongest Data Reference/Change and Link Functions

The functionality of Partner’s functions for inspecting and
modifying data has been vastly improved. For example, the
Inspect window can be opened and constant data can be easily
viewed and modified simply by double clicking on a constant
viewed in the Source window. Constant data can be similarly
viewed or modified in the Watch and Local windows. In addition,
the mouse can be used to modify data in the Register window and
Memory windows.

Tool Bars

Commonly used functions * such as loading programs to be
debugged, setting breakpoints, running programs, and
inspecting constants " can be registered in a tool bar and easily
executed simply by clicking on a tool bar button.

User Customization Function

Features including the tool bars, display fonts, display colors,
and window layout can be freely customized by the user. In
addition, up to three different window layouts can be registered.

Operating Environment

The following decribes the operating environment required to
begin the Partner-N64PC setup procedure. Before starting the
setup program, please refer to this section to confirm that you
have the appropriate hardware and software.
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Hardware Requirements

Personal Computer and Memory

Operating system: Windows 95

CPU: Pentium class z

RAM: 32 MB minimum 5

Expansion bus: 16-bit ISA slot §
=

Display =

Windows 95-compatible
800 x 600 graphics resolution

Hard Disk

At least 200 MB of available hard disk space required for setup.
Mouse

Windows 95-compatible mouse (required for full use of Partner
functions).

CD-ROM Drive

Partner-ET Dedicated Interface Board

The interface board is required to connect the ROM Emulator to
the personal computer. See Hardware Setup (pg. 17) or the N64
Development Systems Guide regarding setup and other
procedures.

Parallel Interface Cable
Required to connect the Partner-N64PC Dedicated Interface
Board to the ROM Emulator.

NUS-06-0091 Rev. A
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Software Requirements

Windows 95

Before starting the Partner-N64PC Setup program, ensure that
Windows 95 is running is running in the auto-start
configuration.

About this Manual

The following typographical conventions are used throughout
this manual.

[Menu] Menu names are shown inside square
brackets ([ ]).

[Menu]-[Command] Command names are shown inside square
brackets ([ ]) following the name of the
menu in which the command is included.

[Dialog] Dialog box names are shown inside
square brackets ([ ]).
<Button> The names of the various buttons are

shown inside angle brackets (< >).

On-line Help

The on-line help available in Partner-N64PC explains system
functions and provides operating instructions on the screen. To
display on-line help, press the HELP key (the End key on
IBM/PC compatible keyboards), execute the HELP or [HELP]-
[Index] command, or press the <Help> button.
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Partner-N64PC Specifications

Host Interface
Dedicated parallel interface
IBM/PC compatible machines: ISA bus

Power Supply
Power is supplied to the Partner unit by the host PC.

Current Consumption:
Dedicated parallel interface: 200mA

ROM Emulator Cartridge: 400mA

Service Environment

Ambient Temperature: 5°C to 35°C

Ambient Humidity: 35% to 85% RH (without
condensation)

Breaks

Software breakpoints: 15

Hardware breakpoints: 1

A user program can be halted by pressing CTRL+ALT on IBM/PC
compatible machines

Real-Time Count
The speed of user program execution can be measured in 1us
units up to 4,296 seconds.

NUS-06-0091 Rev. A
Released: 5/12/97
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Partner-N64PC Components

Partner-N64PC User's Manual

N64 Development Systems Installation Manual
Modified N64 Control Deck

N64 Controller

Dedicated Interface Board

40-pin Flat Cable

N64 ROM Emulator Cartridge

N64 AC Adapter

AV cable

CD-ROM (N64 environment, Partner-N64PC debugger
software)

P e e e e ek e

Do
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Chapter 2

Hardware and Software Installation

Equipment Configuration

The Partner-N64PC System is shown in Figure 1. The ROM
Emulator Cartridge is inserted into the Game Pak slot in the
modified N64 Control Deck, and is connected to the personal
computer by a dedicated interface board (parallel interface). In
addition, a backup memory pack or Game Pak can be inserted
into the connector on the Partner-N64 unit.

INSTALLATION

G Figure 1. Partner-N64PC System

NUS-06-0091 Rev. A
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There is no backup memory built into the ROM Emulator
Cartridge. When developing games with backup memory, insert
a Game Pak or memory board with the appropriate memory
configuration into the Game Pak connector on the ROM
Emulator Cartridge.

There are several specifications for backup memory and backup
memory cartridges, which vary in capacity.

Connecting the ROM Emulator Cartridge
to the Modified N64 Control Deck

Figure 2: Connecting the ROM Emulator Cartridge to the Modified N64
Control Deck

The ROM Emulator Cartridge is connected to the modified N64
Control Deck as shown in Figure 2. First confirm that power to
the modified N64 Control Deck is turned off. Then fully insert
the ROM Emulator Cartridge into the Game Pak slot.
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Do not insert or remove the ROM Emulator Cartndge while
power to the modlﬁed N64 Control Deck ison.

Onlya modified N64 Cor 'roI Deck can be used with this
.product DO NOT co thls p_roduct to r_etall _N64 Control

ROM Emulator Cartrldge Components

Game Pak Connecter

I 1] 11 l %
I{ | L] | g
Host I/F LL ) g
= | Run LED 2
ﬁ
o ST

Rl [

Figure 3: ROM Emulator Cartridge Top View

The Partner-N64 has an LED and connectors, as shown in Figure
3 above. These parts are described below.

NUS-06-0091 Rev. A
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HOST I/F Connector

This is used to connect the unit to the dedicated interface board
installed in the host PC, by means of a 40-pin flat cable.

> dedicated

inte

RUN Indication LED

This indicates that the user program is being executed. This
LED is lit while the user program is running and extinguished
when execution is stopped.

Game Pak Connector
This connector enables a backup memory Pak or Game Pak to be
connected.

There is no backup memory built into the ROM Emulator
Cartridge. When developing games with backup memory, insert
a Game Pak or memory board with the appropriate memory
configuration into the Game Pak connector on the ROM
Emulator Cartridge. There are several types of backup memory
and backup memory cartridges, which vary in capacity.

A normal Game Pak may also be inserted into this connector for
data transfer. Refer to the z command or TR command in the
debugger section of this manual.

Installing the Dedicated Interface Board

Host PC 1/0 Addresses

Before installing the interface board, use System Setup in the
host PC's Control Panel to determine which I/0 port addresses
are available. Eight addresses are required for system
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installation. The default settings on the interface board at the
time of shipment are addresses 320-327.

Once the addresses have been determined, turn off power to the
host PC. Ensure that the modified N64 Control Deck's power is
also off.

Interface Board Switch Settings

There are three DIP switches on the interface board that can be
set by the user: swi, sw2 and sw3. Set these switches to match
the configuration of the system being used. Their locations are
shown in the figure below.

| G J'1 J

Figure 4: Dedicated parallel interface board

NUS-06-0091 Rev. A
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SW5 SW3  SW2  SWI1

| /O ADDRESS 3 2 OH

Figure 5: Default switch settings

SW1, SW2, SW3

These switches set the I/0 address used for communication
between the Partner-N64 and the personal computer. Specify
bits A3 through A11 of an empty address on the personal
computer being used. The 8 bytes from the specified I/0 address
are used by the board (i.e. 320-327 for the default setting of 320).

swi refers to A3, sw2 refers to A4 through A7 and sw3 refers to A8
through A11. The value that can be set for swi is O or 8. Any
other value are rounded to 0 or 8. (Bits A0 through A2 are
ignored by swi1.) In addition, the upper 4 bits of the address
(A12-A15) are fixed at O (full 16-bit decoding).

The 1/0 address setting at the time the product is shipped is
320H.
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SW5 SW3 SW2 SW1
o189 6"1394 61394
e | e e | |w@ )
@k 2@%| |2DE

10 3 L g

/0 ADDRESS 3 2 OH

Figure 6: Setting the 1/0 address

Switch Address Range Default
Name Setting
SW3 A9-A8 0-F 3
SW2 A7-A4 O-F p:
Swl A3-A0 Oor8 0

Table 1: Switch Settings

The I/0O address settings that can normally be set by the user in
an IBM-PC compatible machine are listed below. Set the I/0
address to an address that will not conflict with another board in
this range. Specify this I/O address in the PORT ADDRESS field
of the environment file (EPTN64.CFG).

NUS-06-0091 Rev. A
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SW5

Address
100h-1EFH

220h-26FH
280h-2AFH
300h-35FH
3EOh-3EFH
Table 2: Usable I/0O Map

Fuseless Breaker

When not connected to an external power supply, power is
supplied to the Partner-N64PC from the personal computer
through a fuseless breaker. In the event of an overcurrent
condition, the white button on the breaker pops out and the
current is interrupted. Once the cause has been eliminated,
press the white button back in. The LED on the board is on when
the breaker is in the normal state and off when an overcurrent
has occurred.
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Installing the Interface Board

Once the interface board switches have been set, install the
board in an available 16-bit ISA expansion slot in the personal
computer according to the following procedure. Appropriate
ESD precautions must be observed while performing these steps.

1) Check the switch settings on the interface board. If they are
not set to match the personal computer being set up, check
Interface Board Switch Settings (pg. 21) and change the
settings.

2) Turn off the power to the computer, and remove the chassis
cover. (Refer to the manual for the personal computer for a
description of how to remove the chassis cover.) Then
remove the expansion slot cover.

z
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7 Remove Screw
1
'
1

Expansion slot cover

< 5

Figure 7: Removing the expansion slot cover
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3)

Install the interface board. Be sure to secure the board with
a screw, or the board may be pulled loose when the interface
cable is removed. Use the screw provided with the host PC
for this purpose.

8 Secure with screw
1

Figure 8: Installing the interface board

4)

5)

6)

Connect one end of the 40-pin flat cable to the 40-pin
connector on the interface board. Connect the other end of
the cable to the 40-pin connector on the back of the ROM
Emulator Cartridge.

Plug the ROM Emulator Cartridge into the Game Pak slot of
the modified N64 Control Deck. When the ROM Emulator
Cartridge is properly inserted, the 40-pin cable connector will
face the rear of the modified N64 Control Deck.

Connect the included N64 AC Adapter to the modified N64
Control Deck, and connect the included standard N64
Controller to socket no. 1 of the Control Deck.

—
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7) Turn on power first to the PC, then to the N64 Control Deck.
Check whether the personal computer boots up. If it doesn't,
check the DIP switch settings, and confirm that the board has
been properly installed. If no installation abnormalities can
be found, contact the Nintendo support group at (206) 861-
2715.

8) After confirming that the personal computer boots up
normally, replace the chassis cover.

9) After installing the Partner-N64PC software (see Software
Installation, pg. 28 ), start Partner-N64PC. If the debugger
starts, everything is normal.
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If the following message is displayed, either the power to the
modified N64 Control Deck is not turned on, or there is a faulty
connection between the ISA interface and the modified N64.

Waiting N64 Power Up

If the following message is displayed, check the DIP switches and
connections.

Hardware abnormality. Check DIP switches, cables, etc.

If the DIP switch settings have been changed, the environment
(CFG) file must be also changed before starting EPTN64. Refer
to the manual section that describes environment (CFG) file
settings.
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Power On, Off Sequences

The sequence for turning power on is as follows:

1) Personal Computer
2) Modified N64 Control Deck

The power-off sequence is the opposite of the power-on sequence:

1) Modified N64 Control Deck
2) Personal Computer
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Software Installation

Game

Start Windows 95 in the default (auto-play) configuration. Place
either of the two CDs in the host computer's CD-ROM drive.
After several seconds, installation will begin automatically. The
installation program will walk the user step-by-step through the
software installation. When the installation is complete, eject
the CD. Repeat the above procedure with the second CD, then
store the CDs in a safe place.

Pak Connector

A Game Pak or backup RAM board can be inserted into the Game
Pak connector on the ROM Emulator Cartridge.

When inserting or removing a Game Pak or other device, be sure
that power to the personal computer and modified N64 Control
Deck is off. If a device is inadvertently inserted while the the
power is on, initialize the debugger with the INIT command.

This connector cannot be accessed (read) from the CPU while the
emulation ROM in the debugger unit is enabled (i.e., when the
ROM size in the zrRoM command is non-zero). To access data on
the inserted cartridge, specify 0 as the emulation ROM size with
the z command. In this case, the ROM access speed must be set
to the same speed as the access speed of the game program. For
details on access speeds, refer to Environment File Settings
(ROM SPEED/MONITOR SPEED ).
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Game programs can also be run on this connector, but software
breakpoints cannot be set. Software breakpoints can be set if the
program in the Game Pak is executed after it has been —
transferred to the emulation memory inside the debugger by the
method described below.

In addition, data can be transferred between the Game Pak
ROM, the emulation memory installed in the debugger, and a
file. For details on data transfer, refer to the TR command in the
on-line help.
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Chapter 3

Partner-N64PC Basics

Basic Partner-N64PC Operation

The basic operation sequence for Partner-N64PC is shown velow.

1) Startup
Start Partner-N64PC (Figure 9).

[:7.55] [o1]
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2) Load program
Load the program to be debugged (Figure 10).

See also:

Button Functions (pg. 121), Load Program (pg. 154)

ec File (x.0UT)

Figure 10: Load prég}am to be debugged




Partner-N64PC Basics 33

3) Set breakpoints
Click the mouse in the line-number area or address area of the
Code window to set breakpoints (Figure 11).

See also:
BP command, (p. 87), (p. 87), [Break]-[Set Break], Break
Window Local Menu (p.112)

BASICS

Figure 11: Set Breakpoints
4) Run program

Start execution of the program. The program will stop at the
breakpoints set in step 3) or can be forcibly stopped with ESC.

See also:

uttons (pg. 121), G command, ESC command (pg. 64)
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5) Inspect variables
Display the variable to be referenced (or changed) in the Inspect
window by double clicking on it. (Figure 12) —~

Se also:

button (pg. 121), Code Window Shortcut Keys (pg. 82), INS
command (pg. 87)

(st r\_rt OSMengums )efxFrameMsel = 8800823C0 {mtaueue=*800238E(;

(struct OSThread s *)mtqueue = ¥800238E0 N
(struct OSThread s *)ful lqueue = *800238E0 ]

(int JvalidCount = 2 (0x2)

(int )first = 0 (0x0)

(int JmsgCount = 8 (0x8)

(char **)mss = x800821B0

1L Ry

Figure 12: Inspect Display of IntLoc3
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6) Set variable in Watch
Set the variables that you wish to monitor in the Watch window
(Figure 13).

See also:

button (pg. 121), Code Window Shortcut Keys (pg. 82), w
command (pg. 82),

BASICS

BEIE3

(struct OWengume s JafxFramebseQ = €300823C0 [mtaqueue=¥800238E0;
(struct OSThread s *)mtqueue = *8
& (struct OSThread_s *)fullqueue =
E (int validCount = 2 (0x2)
(int )first = 0 (0x0)
(int JmsgCount = § (0x8)
) (char mmss 3 WLIUBQIBU

Flgure13 vReglster IntLocS in the Watch Window
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7) Exit Partner-N64PC
Exit Partner-N64PC (Figure 14).

See also:

button (pg. 121), [File]-[Exit] (pg. 60), Q/Exit Command
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Chapter 4
Startup

When installation of the Partner-N64PC was completed, a
Partner-N64PC group was created in the Program Manager or
Start menu.

To start Partner-N64PC, the Partner-N64PC environment file
must be set up.

Configuration of Partner-N64PC

Configuration ltems

The following items can be set in the Partner-N64PC
environment (CFG) file. Key words are noted inside ().

o
=
=
<
=
[}

Port address of interface board (PORT ADDRESS)

Select vector used by monitor (BREAK VECTOR)

Specify memory area accessible by Partner commands
(MAP)

Set ROM access speed (ROM SPEED, MONITOR SPEED)
Set monitor usage area (MONITOR AREA)

Set debugging argument area (DEBUG PARAMETER)
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Released: 5/12/97




38 Partner-N64PC User’s Guide

Port Address of Interface Board (PORT ADDRESS)

The interface board uses 8 bytes of I/O space as an input/output
port. This port address can be changed with switches 1, 2 and 3.
Refer to Installing the Dedicated Interface Board (pg. 20). If
the port address has been changed, be sure to change this setting
in the CFG file. (Setting at the time of shipping is 320H)

Example for I/0 address of 320H:

PORT ADDRESS 320

Select Vector used by Monitor (BREAK VECTOR)
Specify the vector to be used by the monitor. Always set this item
to USERO for Partner-N64PC.

Specify memory area accessible by Partner commands
(MAP)

In hexadecimal notation, specify the memory areas accessible by
Partner-N64PC commands or internal processing (up to 20
areas) .

Syntax MAP start address, end address

Memory space from the start address to the end address can be
accessed by Partner-N64PC commands. Up to 20 areas can be
specified in the MAP range. When specifying multiple ranges,
enter these values on multiple lines. (By default, this is set to
0~0xBFFFFFFF)

In some systems, continuous operation is prevented by
generation of a CPU exception when an illegal memory area is
accessed. Therefore, specify an memory area accessible to
Partner-N64PC.




Startup 39

If memory not been specified by the MAP field is accessed with a
Partner command, a message like the following is displayed, and
execution of the command is interrupted.

Bus/address/map error

anly for Partner com ' such access xs m‘es fcted for the
userprogram. .

Set ROM Access Speed (ROM SPEED, MONITOR SPEED)

Set the ROM access speed with this field. Use ROM SPEED to
set the ROM access speed during game program execution. The
speed is ultimately determined by the performance of the mask
ROM. This field is normally set to 80371240. Do not change this
value unless instructed to do so by Nintendo.

Use MONITOR SPEED to set the ROM access speed during
monitor execution. This value is the ROM access speed during a
break in the user program and is set to a faster value than that of
ROM SPEED. MONITOR speed is normally set to 80370902. If
you wish the ROM speed during monitor execution to match the

speed during game program execution, set MONITOR SPEED to
the same value as ROM SPEED.
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Set Monitor Usage Area (MONITOR AREA)

This field specifies the area used by the monitor program. The
default ROM setting assigns the monitor program to a ROM area
(PI area: OXxBFF00000-0OxBFFO1FFF). Because this memory area
is not normally used by the game program, this imposes no
memory restrictions on game program development. Moreover,
the monitor area cannot be destroyed by the game program.
When the ROM area is specified by the user, however, Partner-
N64PC commands may be slowed, because the ROM areas may
not be cached and ROM access may be slow. This is particularly
true of commands that access a large amount of memory, such as
the RD and WR commands.

Specifying RAM assigns the monitor program to the RAM area
(0x803FE00-0x803FFFFF). This memory area corresponds with

the last 8 bytes of RAM space for N64. Consequently, when RAM

is specified, the game program cannot use this RAM space.

When RAM is specified, Partner-N64PC commands may be A~
executed at high speed, because high-speed RAM space may be

cached. This is particularly true of commands that access a large
amount of memory, such as the RD and WR commands.

Set Debugging Argument Area (DEBUG PARAMETER)
Set the argument area for debugging in this field.

Syntax DEBUG PARAMETER <ON / OFF>{, argument
address}

When set to OFF, the debug argument function is disabled.

When set to ON, the debugging argument function is enabled. In
addition, a destination address can be specified to indicate the

memory area where the debugging arguments are stored (ROM —_
area only; default: OxBOFFBO00O ).
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Example of EPTN64.CFG:

Port address
PORT ADDRESS 320

Select vector used by monitor
BREAK VECTOR USERO

STARTUP

Memory area accessible by Partner commands (up to 20 areas)

EX. MAP 10000000, 1000FFFF
MAP 80000000, 8FFFFFFF
MAP 00000000, 8FFFFFFF

Set ROM access speed during game program execution
ROM SPEED 80371240

Set ROM access speed during monitor execution
MONITOR SPEED 80370902

Set monitor usage area (ROM, RAM)
MONITOR AREA ROM

Set debug argument constants
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Memory area accessible by Partner commands (up to 20 areas)

EX. DEBUG PARAMETER OFF
DEBUG PARAMETER ON, BOFFB000

DEBUG PARAMETER ON, BOFFB0O0O
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Setting Command Line Startup Options

The startup options for Partner-N64PC are shown below.

-B Option

Specify the sizes of the debug information and macro areas. A
large amount of information is stored in the debug information
area, including global and local symbols, line number
information, and function and variable type information.

-B [size D][,size M]

size D
Size (in 16 KB units) of the area in which debug information is
registered. The default size is 512 KB.

size M
Size (in 1 KB units) of the area in which macro definition
information is stored. The default size is 2 KB.

-D Option

Specify the current Partner-N64PC directory. The config file
(EPTN64.CFG), monitor file (MON_N64.EPT) and Windows
initial settings file (EPTN64.INI) must all exist in the current
directory. See Files Needed to Start Partner-N64PC.

STARTUP

-D directory

directory 1is the current directory when Partner-N64PC is
started. If this option is omitted, the directory is that specified in
[Working Directory] of the [Program Item Properties] dialog box
or in the directory containing the executable program specified in
[Command Line], in that order.
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-E Option
Specify the default extension for source files to be
displayed/referenced in the Code window.

-E extension

extension is the default extension of the source files. Specify the
extension portion of the filename, without the period (.). If this
option is omitted, the default extension file.C or file.ASMis
used.

-SD Option

Specify the directory that contains the source file to be referenced
in the Code window. Separate multiple directory specifications
with a semicolon (;).

-SD directory

directory is the directory containing the source files. If this
option is omitted, the directory is that specified with the -D
option.

-TAB Option

Specify the size of the tabs used when displaying source code in
the Code window. This function makes it easy to display files in
which the tab size has been changed.

-TAB tab size
Tab size is the number specified by tab size. If this option is
omitted, a tab size of 8 is used.
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-1 Option

Starts Partner-N64PC regardless of monitor program operation.
Use this to forcibly start Partner-N64PC when display of a
message box prevents startup. When Partner-N64PC is forcibly
started, only commands that display or change the contents of
emulation ROM can be used. If other memory space or I/0 space
is displayed, only zeroes (0) are displayed. Commands that
result in execution, such as the G, T, and P commands, cannot be
used in this case.

This function is used to reference the monitor program with the u
command when abnormal operation of the monitor program
prevents Partner-N64PC startup. It is also used to write and
execute a simple test program in emulation ROM. To execute a
program written to emulation ROM, reset the target system. To
do this, press the reset switch on the target, or use the RESET
command.

Related Files

STARTUP

Files used by Partner-N64PC are shown below.

Files Needed to Start Partner-N64PC

The files needed when Partner-N64PC starts are the config file
(.CFG), the monitor program (.EPT) and the Windows initial
settings file ((INI). The INIT.MCR file will also be loaded if it
exists. This file is discussed below in Files Created when
Partner-N64PC is Exited.

The current directory and the directory containing the
WPTNG64.EXE file are searched in that order, and each file is
loaded from the directory where it resides.
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Config File (EPTN64.CFG)

The config file specifies the resources used by Partner-N64.
Partner-N64PC uses a file that is identical to the config file used
in the network version of Partner (Partner-N64NW). For a
detailed description of the config file contents, refer to
Configuration of Partner-N64PC (pg. 37).

Monitor Program (MON_NG64.EPT)

The monitor program resides in the RAM area of the ROM
Emulator Cartridge. Partner-N64PC uses a file that is identical
to that used in the network version of Partner (Partner-N64NW).

Hardware Definition File (N64DEB1.SEQ)

This file defines the Partner-N64 hardware. Partner-N64PC
uses a file that is identical to that used in the network version of
Partner (Partner-N64NW).

Windows Initial Settings File (PT>x.INI)

This file sets the initial state of Partner-N64PC. It stores the
window arrangement, font, color specifications, tool bar settings,
breakpoint settings, and startup options.
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Autoexec File (INIT.MCR)

The autoexec file automatically accesses and executes files when
Partner-N64PC is started. It is nearly equivalent to the MS-DOS
AUTOEXEC.BAT file. If pre-processing necessary for debugging
(e.g., loading of user programs) is entered in this file, this
processing can be automatically executed when Partner-N64PC
starts.
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Files Created when Partner-N64PC is Exited

Partner-N64PC creates several files when it is terminated.
These files are stored in the directory from which the program
was loaded during startup.

Contents of Memory Window
The contents of the Memory window are stored in the memo.pt
file.

Command History
The contents of the Command History are stored in the
PTNG64.dat file.
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Starting Partner-N64PC

Partner-N64PC can be started once the CFG file has been edited.
To start, double click on the Partner-N64 icon. Command line
entry is also possible.

When Partner-N64PC starts, the screen shown in Figure 15 is
displayed.

STARTUP

E Wmn: RO

Flgure15 Partner-N64PC St pScreen v

When Partner-N64 will not Start

If any of the message boxes shown in figures 16 through 22 is
displayed during startup, refer to Trouble Shooting,
Customizing the Monitor Program, Configuring Partner-ET,
or Error Messages at Startup in the Installation portion of this
manual.
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Error Messages Related to the Environment (CFG) File

Edit the CFG file using an editor for the user’s target system.
The CFG file is loaded when the debugger software
(WPTNG64.EXE) is started. If there is an error or a conflict in the
specified CFG file, one of the following messages is displayed.
Re-edit the CFG file.

Wrong configuration file (EPTN64.CFG) format

This message is displayed with the line number of the field in the
CFG file that contains an error . Correct the specified field.

Not found Configuration file (WEPTN64.CFG)

The CFG file cannot be found in the current directory or in the
directory containing WPTN64. EXE. Create EPTN64.CFG in the
current directory or in the directory containing WEPTN64. EXE.

Error Messages at Startup

The following messages is displayed when there is an error
during startup. Retry as instructed by the corresponding
message.

Please turn ON Nintendo 64 power switch

Power is not turned on to the modified Nintendo 64 Control Deck.
Turn on power to the Control Deck.

Hardware trouble. Please check DIPSW, cable, connector and
etc.

There is an abnormality in the connection between the interface
board and the ROM Emulator Cartridge. This message is
displayed when the PC is unable to recognize the ROM Emulator
Cartridge. Check the following items.
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1) The switch settings and/or I/O port address settings on the
interface board or the port address setting (PORT ADDRESS)
in the environment (CFG) file. This message is displayed if
PORT ADDRESS does not match the I/0 address setting on
the interface board.

2) The I/0 port address used on the interface board. It may
conflict with another board in an expansion slot in the PC.

3) The dedicated interface board. It may not be properly
connected to the ROM Emulator Cartridge by the 40-pin flat
cable.

4) The fuseless breaker on the interface board. If power is
supplied from the PC, and if the breaker button has popped
out, an overcurrent surge may have occurred. Check for
possible causes of such an overcurrent, then depress the
white button again.

Monitor program (MON_N64.EPT) not found!

The monitor program file (MON_N64.EPT) cannot be found in
the current directory or in the directory containing
WPTN64.EXE. Confirm that WEPTN64.EPT exists. First the
current directory and then the directory containing the
WPTN64.EXE file are searched for MON_N64.EPT when
WEPTNG64 is started.

STARTUP

Not found Hardware Seqg. Data (n64debl.seq)

The hardware definition file, N64ADEB1.SEQ, must be in the
current directory or the directory containing the WPTN64. EXE
file in order to start the debugger. Confirm that N64DEB1.SEQ
exists. First the current directory and then the directory
containing the WPTN64.EXE file are searched for
N64DEB1.SEQ when WEPTNG64 is started.
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Wait Monitor (CPU) RUN!

The monitor program cannot start normally.

When this message is displayed and processing will not proceed,
confirm that the Partner-N64PC is properly connected. Also
confirm that the N64 is a modified unit. Partner-N64PC will not
start properly with a retail N64 Control Deck.

This message may also be displayed while the game program is
loading. This happens when there is an error in the game
program itself or when an incorrect method was used in creating
the program.

Hardware (FPGA) initialize error

Initialization of the debugger hardware has failed. Confirm that
the Partner-N64PC is properly connected. Also confirm that the
I/0 address has been properly set.

Abnormal environment file (EPTN64.CFG) format

Environment file (EPTN64.CFG) not found
Error in initial stack setting

Abnormal monitor file

These messages concern errors in the environment (CFQG) file.
Refer to Configuration of Partner-N64PC (pg. 37) and correct
the CFG file.
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-] Partner ERROR

Not found
configuration file
(EPTN64.CFG)

Exit Partner-N64PC

[OK]

Figure 16

[-] Partner ERROR

Hardware trouble.
Please check DIPSW,
cable, connector and
etc.

Exit Partner-N64PC

[OK]

-] Partner ERROR
Can’'t Open ptn64.ini

[OK]

Figure 18
-] Partner ERROR

Wrong configuration
file (EPTN64.CFG)
format.

EPTN64.CFG : ROM1 TYPE
274096

Exit Partner-N64PC

[OK]

Figure 17

-] Partner ERROR

Invalid Hardware ID
Exit Partner-N64PC

[OK]

Figure 20

Figure 19

-] Partner ERROR

Monitor program
(MON_N64) not found!
Exit Partner-N64PC

[OK]

Figure 21
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The message in Figure 21 is displayed when the monitor file
(MON_NG64), initial setting file (.INI), or environment file (. CFG)
is not present. Confirm that each of these files exists.

[ Partner ERROR

Wait Monitor (CPU) RUN!
Exit Partner-N64PC

[OK] [CANCEL]

Figure 22

If the message in Figure 22 is displayed, the monitor program
could not be properly executed . If processing will not proceed
with this message box displayed, refer to Troubleshooting in the
installation portion of this manual. Click on the <OK> button in
this message box to terminate Partner-N64PC startup.
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Chapter 5

Window Commands

The Partner-N64PC debugger uses MDI (Multi Document
Interface) to display necessary information in various slave
windows during debugging, providing a greater volume of
information than the DOS version of Partner. In addition, a fast
operating environment is provided through the use of shortcut
keys, menus, tool bars, status bars, and dialog boxes.

Window Configuration

This section describes the main structural elements of the
Partner-N64PC screens, such as menus, tool bars, status bars,
and various debug windows.

Structural Elements

The window elements are shown in Figure 23.

Toolbar
Window
Bar
Code Window
Inspect sjcztrace
Window indow
Command Break
Window Window
Watch
Window Memo
Window
Mgmory Status Bar
Window i =

Figure 23: Screen Elements
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Main Window
This is the main window for Partner-N64PC. It contains the
menu bar, tool bar, and status bar.

Code Window

This window displays source and reverse assembly. The program
counter is highlighted, and software breakpoints are underlined.
There are two of these windows.

Command Window

This window is for entering dialog commands and displaying
execution results.

Memory Window

This window is for the dump display of memory space. It is
updated with new data when the CPU stops.

Register Window

This window displays the CPU registers. It is updated with new
data when the CPU stops.
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Stack Window

is displays the stack contents. It is updated with new data
when a break occurs in the CPU.

Local Window

This displays the contents of the local variables in the C
functions that currently have a program counter. It is updated
with new data when a break occurs in the CPU.

Watch Window

is displays the stored watch data. It is updated with new data
when the CPU stops.

Backtrace Window

This displays a backtrace of C functions. It is updated with new
data when the CPU stops.

Break Window

This displays the breakpoints that are currently set.
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Memo Window

This is a simple editor for use during debugging. Its contents are
saved when the user exits Partner-N64PC.

Inspect Window

This inspects and displays the contents of variables.
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Screen Display

The windows generally cannot be scrolled horizontally to display
data in the off-screen portion of a window. To view such data, the
size of the window or the font size must be changed. Windows
that can be scrolled horizontally are the Code, Memory, and
Memo windows.

In addition, when a portion of the results of a character string
search is off-screen, this portion is indicated by three (3)
rightward angle brackets (>) on the corresponding line. To
display search results (Figure 24), change the window size or font
size, and select [Find Next] in the [Search] menu.

00000000 {
Rl 80030000 (-2147287C
R2(vD) BFFD000S (-1074790%
R3(v1) BFFOO00S (-1074790%:
Ra (a0} AB4D4300 { 1263 haes
%(al)  00000NOD .
R6(a2) 00000000
R7(a3) 00000000

1474335

o s o e

Ra(t0) 800001CO (-2 :
RI(t1) €00D01E4 (-21474832
RID(t2) 00000000 (

R11{t3) 00004000 { 1Be:
R12(td} 03400008 ( 54525¢
RI3(t5) 00000000 ( .
R14(36) 1F703636 ( 527447¢:
R15(t7) SA2EEC3D ( 1513024F
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Figure 24: Display Screen with Search Character String Off
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Menus

Partner-N64PC commands are grouped in the menus.
Commands include those that immediately execute processing,
and those that display a dialog box allowing the user to select
additional options.

A check mark (v)
indicates that that
item is in the ON
state

Some commands
can be selected
using shortcut keys

Figure 25. Menus
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File Menu

NG

Reload (R)
Module (M)
Exit (X)

The [File] menu provides file-related commands. [Module] can
be executed only when the Code window or the Command
window is active.

Menu Item Function

Load (L) Displays the dialog box for loading the program to
be debugged. See Open File Dialog Box (pg. 127).

Reload (R) Reloads the program to be debugged

Module (M) Displays the dialog box for selecting a module

contained in the loaded debug program. See
Module Dialog Box (pg. 130)
Exit (X) Exits Partner-N64PC

Edit Menu

Edit (E)
Paste (P) Shift+Ins
Copy Page (C) Cirl+Ins
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The [Edit] menu provides commands for moving character
strings within and between windows via the clipboard.
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Edit (E)

Undo (U)  Alt+BkSp
Cut (C) Shift+Del
Copy (O) Citrl+Ins
Paste (P)  Shift+ins
Delete (D) Del
Clear All (L) Ctrl+Del
The [Edit] menu changes to that shown above when the Memo
window is active.

Menu Item Function

Paste (P) Pastes the contents of the clipboard

Copy Page (C) Copies the information displayed in the window
to the clipboard

Undo (U) Cancels previous editing

cut (C) Moves the selected character string to the
clipboard

Copy (0) Copies the selected character string to the
clipboard

Delete (D) Deletes the selected character string

Clear All (L) Deletes the entire contents of the Memo window
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Search Menu

Search (S)

oo
Search for String.. (F) F4, Ctrl+QF
Find Next (N) Ctrl+F4, Ctrl+L
The [Search] menu provides commands for searching for
character strings in a window.
Menu Item Function
Search for Displays a dialog box for specifying the
Stzing.s (E) character string to be found. See color in
each window.°
Search Character String Dialog Box (pg.
128).
Find Next (N) Searches for the specified character string
in the specified direction
P
28
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View Menu

v' Status Bar (S)
v Toolbars (T)

Hint (F)

v Window Bar (W)

The [View] menu provides commands to display or not display
the toolbars and other bars.

Menu Item

Function

Status Bar (S)

Choose whether to the status bar. See Status
Bar (pg. 126).

Toolbars (T)

Choose whether to display the toolbars. See
Tool Bars (pg. 12).

Window Bar (W)

Choose whether to display the window bar. See
Window Bar (pg. 124).

Hint (F)

Choose whether to display hints related to the
buttons.




Window Commands 65

Run Menu

Run Program (G) F5

Come (C) F7
Trace (T) F8
Step (S) F10

Return Run (U) Ctrl+F5
Software Break (S) F9

The [Run] menu provides commands related to running and
interrupting user programs.

[Come] and [Software Break] can be executed only when the
Code window is active.

Menu Item Function
Run Program (G) | Executes user program from current PC.
Come (C) Runs user program to the line where cursor
is located.
Trace (T) Executes a trace run in units of source code
lines units or machine language
commands. 28
Step (S) Executes a step run in units of source code °F
lines or machine language commands. z3
- - 20
Return Run (U) Runs a program until execution of the o

current function is completed (Return) and
program control returns to the calling
function.

S(g)ftware Break [ Setsand cancels software breakpoints.

Forced Break (B) | Forcibly interrupts the user program and
returns control to Partner-N64PC
(interrupts linked execution during linked
execution of commands or macros).
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Local Menu Windows

Local menus contain commands that can be executed in the
corresponding window. The local menus for the active window
are registered on the menu bar. The various local menus can be
displayed and selected by clicking the right mouse button.

Code Menu

Inspect (1) F6, Ctrl+l
Watch (W) Ctrl+W
Come (C) F7
Assembler (A) F3
Module (M).. F1

Line No. (L)  Ctrl+QL

Top (T) Ctrl+QR
Bottom (B) Ctrl+QC
PC Local

Set Function (F)
Flip (P)

The [Code] menu provides commands for controlling the Code
window.

See Code Window Local Menu (pg. 85) for descriptions of
commands in this menu.
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Command Menu
Command (C)

Load (L)..

Reload (R)

Paste (P) Shift+ins
History (H).. Shift+F2
Expand Symbol (S)..  Shift+F6

The [Command] menu provides commands for controlling the
Command window.

See Code Window Local Menu (pg. 85) for descriptions of
commands in this menu.

Memory Menu
Memory (M)
v View Byte (B) B

View Word (W) w
View Double Word (D) D
Short Float (S) S, F
Long Float (L) L
Temp. View Float (T) T
View ASCII (C) C

v View Hexdecimal (H) 6, H
View Decimal (D) D
Set Address (A).. A, F7
Edit Data (E).. E, F6
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The [Memory] menu provides commands for controlling the
Memory window.

See Memory Window Local Menu (pg. 94) for descriptions of
commands in this menu.
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Register Menu
Register (R)
Initialize (2) F3

Increment (+)

Decrement (-)

Change Value (C)  Enter
View Decimal (D) F9
View Symbol (S) F6
View Memory (M) F7

The [Register] menu provides commands for controlling the
Register window.

See Register Window Local Menu (pg. 100) for descriptions of
commands in this menu.

Stack Menu
Stack (S)
View Symbols (S) F6
View Address (A) F7

The [Stack] menu provides commands for controlling the Stack
window.

See Stack Window Local Menu (pg. 103) for descriptions of
commands in this menu.

Local Menu

Local (L)
Inspect (1) F6, Ctrl+l
Watch (W) F7, Ctrl+W
View Element (+) Enter
Offset (O) F9

The [Local] menu provides commands for controlling the Local
window.
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See Local Window Local Menu (pg. 105) for descriptions of
commands in this menu.

Watch Menu
Watch (W)
Inspect (I) F6, Ctrl+l
Watch (W) Ctrl+W

View Elements (+) Enter
Add Watch (A)

Clear“AII 0 F3

The [Watch] menu provides commands for controlling the Watch
window.

See Watch Window Local Menu (pg. 110) for descriptions of
commands in this menu.

Backirace Menu
Backtrace (B)
Inspect (I) F6, Ctrl+l
Source (S) F9
v Address (A) F7

The [Backtrace] menu provides commands for controlling the
Backtrace window.

See Backtrace Window Local Menu (pg. 107) for descriptions of
commands in this menu.
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Break Menu
Break (B)
Set Break (A)..

Forbid (D) F9, Enter
Clear (C) Del
Clear All (1) C

Save Settings (S) F4
Load Settings (L) Fé
Hardware Break (H).. F7

The [Break] menu provides commands for controlling the Break
window.

See Backtrace Window Local Menu (pg. 107) for descriptions of
commands in this menu.

Memo Menu

Edit (E)

Undo (U) Alt+BkSp
Cut (C) Shift+Del
Copy (O) Cirl+Ins
Paste (P)  Shift+ins
Delete (D) Del
Clear All (L) Ctrl+Del

The [Memo] menu provides commands for controlling the Memo
window.

See Memo Window Local Menu (pg. 118) for descriptions of
commands in this menu.
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Inspect (1)
Inspect (1) F6, I, Ctrl+l
Watch (W) F7, W, Ctrl+W
View (V) F8,V, Ctrl+V
Range (R).. F9, R

Change (C).. F10,C
Change Base (D) F5

The [Inspect] menu provides commands for controlling the

Inspect window.

See Inspect Window Local Menu (pg. 115) for descriptions of

commands in this menu.

NUS-06-0091 Rev. A
Released: 5/12/97

WINDOW

(72]
(=]
4
<
=
=
(o]
o




72 Partner-N64PC User’s Guide

Window Menu

Window (W)
Cascade (C)
Tile (T)
Arrange Icons (1)
User Setup 1 (1) Ctrl+1
User Setup 2 (2) Ctrl+2
User Setup 3 Ctrl+
Save Window Setup (S)
1 Memo.PT

2 _exit-1

3 Register

4 Local

5 Memory

6 Backtrace

7 Stack

8 Watch
v 9DRY.C

More Windows (M)...

User Setup 1 (1)
User Setup 2 (2)
User Setup 3 (3)

The [Window] menu provides commands for controlling the
windows as a whole.
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Menu Item

Function

Cascade (C)

Displays open windows in an
overlapping pattern.

Tile (T)

Displays open windows side by side
(special Partner-N64PC
arrangement).

Arrange Icons (I)

Arranges window icons in rows.

User Setup 1 (1)

Retrieves the window arrangement
saved with [Save Window Setup]-
[User Setup 1].

User Setup 2 (2)

Retrieves the window arrangement
saved with [Save Window Setup]-
[User Setup 2].

User Setup 3 (3)

Retrieves the window arrangement
saved with [Save Window Setup]-
[User Setup 2].

Save Window Setup (S)

Saves current window

arrangement.

NUS-06-0091 Rev. A
Released: 5/12/97

WINDOW

[72]
(=]
4
<
=
=
O
(&




74 Partner-N64PC User’s Guide

Settings Menu

Settings (S)
Select Colors (S)..
Set Toolbars (T)..
Set Font (F)..

Set Options (O)..
v Resize Window (R)

The [Settings] menu provides commands for setting up Partner-
N64PC.

Menu Item Function

Select Colors (S) Displays a dialog box for selecting
the window and text colors. See
Specify Colors Dialog Box (pg. 128).

Set Toolbars (I) Displays a dialog box for registering
the toolbar buttons. See Toolbar
Setup Dialog Box (pg. 128).

Set Font (E) Displays a dialog box for selecting
the text size. See Specify Font
Dialog Box (pg. 127).

Set Options (Q) Displays a dialog box for specifying
the various Partner-N64PC settings
Resize Window (R) Changes the size tiled windows to fit

the size of the main window
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Help Menu

Help (H)
Contents (C)
Search for Help on (8)...
How to Use Help (H)
About Partner-N64 (A)...

The [Help] menu provides commands concerning the Help

feature.
Menu Item Function

Contents (C) Displays the table of contents for
Partner-N64PC Help.

Search for Help on (8) Searches Partner-N64PC Help for
a keyword.

How to Use Help (H) Displays instructions for using
Windows95 Help.

About Partner-N64 (A) Displays information about
Partner-N64PC.

Shortcut Keys

Shortcut keys are key combinations defined to execute frequently
used Partner-N64PC commands more smoothly and easily.
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Shortcut Keys Common to Multiple Windows

The following key operations are shortcut keys that are common
to various windows.
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Key Operation Function

F1 Toggle the active window between [Fill
Screen] and [Return to Original Size].
o B

1 the Code window and Command window.

F2 Moves the active window to the bottom level,

CTRL+O making the next window active.

CTRL+B Makes the previously active window active
(Reverse of F2, CTRL+O).

F4 Opens the Search Character String dialog

CTRL+QF box to specify search string and search
direction. See color in each window.°
Search Character String Dialog Box (pg.
128).

F5 Runs user program from current PC.

F8 Trace run of user program.

F10 Step run of user program.

CTRL+C Displays one screen down.

Page Down

CTRL+D Moves cursor one position to the right.

N

?TRL+E Moves cursor one line up.

CTRL+L Repeats search from cursor position for
character string specified with F4 .

CTRL+R Displays one screen up.

Page Up

CTRL+S Moves cursor one position to the left.

-

CTRL+X Moves cursor one line down.

<return>

CTRL+INS Copies one screen of information from the
active window to the clipboard

CTRL+AlIt+F1 Toggles Code window 0 between open and

CTRL+AIt+O minimized.

CTRL+AIt+F2 Toggles Command window between open

CTRL+AIt+C and minimized.

CTRL+AIt+F3 Toggles Watch window between open and

CTRL+AIt+W minimized.
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Key Operation

Function

CTRL+Alt+F5 Toggles Register window between open and
CTRL+AIt+R minimized.

CTRL+AIt+F6 Toggles Stack window between open and
CTRL+AIt+S minimized.

CTRL+AIt+F7 Toggles Local window between open and
CTRL+Alt+L minimized.

CTRL+AlIt+F8 Toggles Backtrace window between open
CTRL+AIt+T and minimized.

CTRL+AIt+F9 Toggles Break window between open and
CTRL+Alt+B minimized.

CTRL+AIt+F10 Toggles Memo window betweenopen and
CTRL+AIt+E minimized.

CTRL+1 Load user setup 1.

CTRL+2 Load user setup 2.

CTRL+3 Load user setup 3.

Alt+F10 Display local menu for active window.
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Shortcut Keys Unique to Certain Windows

Unlike the previously described shortcut keys, which are used in
multiple windows, these shortcut keys are defined for individual

windows. See the page listed for the shortcut keys for the
corresponding window.

Window Name Reference Page
Code Window Code Window Shortcut Keys 82
Command Window Command Window Shortcut 82

Keys
Memory Window Memory Window Shortcut Keys 93
Register Window Register Window Shortcut Keys 99
Stack Window Stack Window Shortcut Keys 102
Local Window Local Window Shortcut Keys 104
Backtrace Window Backtrace Window Shortcut Keys 107
Watch Window Watch Window Shortcut Keys 109
Break Window Break Window Shortcut Keys 107
Inspect Window Inspect Window Shortcut Keys 114
Memo Window Memo Window Shortcut Keys 118

Mouse Operation

Mouse operations in the windows are divided into those that are

common to multiple windows and these that are unique to

specific windows.

—
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Mouse Operations Common to Multiple Windows

Click Right Button

Clicking the right mouse button in the active window displays
the local menu for that window, from which you can select a
command. See Local Menu Window (pg. 66).

¥

" Figure 26: Code Win

from ROMES

dow Local Menu

WINDOW

(2]
(=]
z
<
=
=
o
(5]

NUS-06-0091 Rev. A
Released: 5/12/97




80 Partner-N64PC User’s Guide

Drag Left Button

A character string in a window can be highlighted and copied to
the clipboard by dragging the mouse across the character string
while depressing the left mouse button, then releasing the
button.

Selected
portion

Al BankFile
u32

AL SyrConf iz
AL Seaplonf iz
amConf iz

F|gure 27: Selectlon of Copy Range

Dragging the mouse means ta mcwe the mouse whlle holding
down a mouse button. . - .
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Mouse Operations Unique to a Window

Unlike Mouse Operations Common to Multiple Windows these
mouse operations are independently defined for each window.
Refer to the pages listed below for the mouse operations in each

window.

Window Name Reference Page
Code Window Code Window Mouse Operations 87
Memory Window Memory Window Mouse Operations 96
Register Window Register Window Mouse Operations 102
Local Window Local Window Mouse Operations 106
Backtrace Window Backtrace Window Mouse Operations 108
Watch Window Watch Window Mouse Operations 111
Break Window Break Window Mouse Operations 108
Inspect Window Inspect Window Mouse Operations 116
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Code Windows

The Code windows display either source code or a mixed display
of assembler and source codes. There are two Code windows,
enabling various display modes to be specified.

R S e ey Sy O e S e e S RS S eSS P e

Program Counters

f

Flguré 28: Code Windows
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Code Window Shortcut Keys

Commands can be executed in the Code window using the
following shortcut keys. These shortcut keys are valid when the
Code window is active.

Key Operation Function Dialog
Command

F1 Displays a dialog box for
selecting the module. See
Module Dialog Box (pg. 130).
F3 Toggles the Code window V command
between source code and U command
reverse assembler display.
Switches so that the line of
the current PC is displayed.

Fe6 Inspects the variable at the INS
CTRL+F6 cursor position. command
CTRLAI
F7 Runs user program for the
current PC up to the cursor
position.
F9 Sets or clears the software BP
breakpoint at the cursor command 2
position. %5
CTRL+F1 Toggles the Code window 2§
between [Fill Screen] and ;8

[Return to Original Size].

CTRL+F2 Makes next window active.
CTRL+F3 Toggles the Code window V command
between source code and U command

reverse assembler display.
Switches so that the line of
the cursor is displayed.
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Key Operation Function Dialog
Command

CTRL+F4 From the cursor position,

CTRL+L repeats search for the same
character string and in the
same direction as specified in
the previous character string
search.

CTRL+F5 Ends execution of current G command
function (Return) and
executes user program to
point where control returns to
calling function.

CTRL+F7 Registers variable at cursor W command

CTRL+W position in the Watch
window.

CTRL+F8 Displays variable at cursor VAL

CTRL+V position in the Command command
window. ? command

CTRL+F9 Places character string at

CTRL+G cursor position at the cursor
position in the Command
window.

CTRL+F10 Copies the character string at
the cursor position to the
clipboard.

CTRL+QL Displays a dialog box for V command
specifying the line no. and U command
address to be displayed.

CTRL+QR Displays top of source code.

CTRL+QC Displays end of source code.

CTRL+QJ Returns to initial window
arrangement.

CTRL+QP Displays line of current PC.
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Key Operation Function Dialog
Command

CTRL+F Moves the cursor to the next
character string when source
code is displayed. When
reverse assembler is
displayed, moves the cursor
sequentially in the order:
address—code—nemonic.
CTRL+A Moves the cursor to the
previous character string
when source code is

L |displayed | |
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Code Window Local Menu

| Code () I

Inspect (I) F6, Ctrl+l
Watch (W) Ctrl+W

Come (C) F7

Assembler (A) F3
Module (M).. F1

Set Function (F)
Flip (P)

Line No. (L)  Ctrl+QL
Top (T) Ctrl+QR
Bottom (B) Ctrl+QC
PC Location (P) Ctrl+QP

The [Code] menu provides commands for controlling the Code

window.

Menu Item

Function

Inspect (I)

Opens the Inspect window for the variable at
the cursor position. If the character string at
the cursor cannot be inspected, the Inspect
Setup dialog box is displayed. See Inspect
Setup Dialog Box (pg. 129)

Watch (W)

Registers the variable at the cursor position
in the Watch window. If the character string
at the cursor position cannot be registered
for Watch, the Watch Set dialog box is
displayed. See

Watch Set Dialog Box (pg. 129).

Assembler (A) /
Source (S)

Toggles source and reverse assembler
display.

Module (M)

Displays the dialog box for selecting a
module contained in the loaded debug
program See Module Dialog Box (pg. 130).
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Menu Item Function
Line No. (L) / Displays the dialog box for entering the line
hdgucse (B) number or address to be displayed. See Line
Number Specification Dialog Box (pg. 131),
Display Address Specification Dialog Box
(Code) (pg. 131).

Top (I) Displays top of file being displayed.

Bottom (B) Displays end of file being displayed.

PC Location (B) Displays current PC location.

Set File (8) If a file in the PC is currently being checked

and the PC moves out of this file, another

Code window is activated. In addition, if the

PC moves to the file that was checked, the

checked Code window is activated.

Set Function (E) | If g function in the PC is being checked and

the PC moves out of this function, another

Code window is activated. In addition, if the

PC moves to the checked function, the

checked Code window is activated.

Flip () Another Code window is activated each time
the function on the PC changes.

Set File, Set Function and Flip are valid only w. en two Code

windows are displayed. .
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