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What’s a gameboy ?

Figure: A gameboy

160 x 144 LCD screen
1 x 4 color palette

1 0x0: #0F380F
2 0x1: #306230
3 0x2: #8BAC0F
4 0x3: #9BBC0F

Custom 8-bit Sharp LR35902
4-way D-pad
4 buttons: A, B, select, start
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Gameboy specific constraints

3 layers

Background
Window
Sprite

20 x 18 8x8 tiles
256 items in tilemap
32 KB per rom
10 sprites per line
Essentially no 3D
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Gameboy specific constraints

3 layers
Background
Window
Sprite

20 x 18 8x8 tiles
256 items in tilemap
32 KB per rom
10 sprites per line

Essentially no 3D

Figure: 10 sprites on a line
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Gameboy specific constraints

3 layers
Background
Window
Sprite

20 x 18 8x8 tiles
256 items in tilemap
32 KB per rom
10 sprites per line

Essentially no 3D

Figure: More than 10 sprites on a line
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Gameboy specific constraints

3 layers
Background
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Sprite
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Gameboy specific constraints

3 layers
Background
Window
Sprite

20 x 18 8x8 tiles
256 items in tilemap
32 KB per rom
10 sprites per line
Essentially no 3D

Figure: Toy Story Racer - 2001

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Here’s a little lesson in history

Devkits

Lots-o’-assembly
Lots-o’-optimization

Let’s take a look at a real game
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Here’s a little lesson in history

Devkits

Lots-o’-assembly
Lots-o’-optimization

Figure: The Wide-Boy - Back

Let’s take a look at a real game

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Here’s a little lesson in history

Devkits
Lots-o’-assembly

Lots-o’-optimization

Let’s take a look at a real game

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Here’s a little lesson in history

Devkits
Lots-o’-assembly
Lots-o’-optimization

Let’s take a look at a real game

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Here’s a little lesson in history

Devkits
Lots-o’-assembly
Lots-o’-optimization

Let’s take a look at a real game

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Why make a gameboy game in 2019

Design with constraints

"Simple" sprites
An active community, on modern social networks
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Sidenote: about GB Studio

Figure: GB Studio

The RPG Maker of gameboy development
Free as in freedom and free beer
Cross-platform
Exports to web

Unfortunately, EPITA syndrome is a thing . . .
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What you need to get started

A programming language
A compiler
A library
An editor
A sprite editor
A tilemap editor
Tests
CI / CD
An emulator
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Tools - Programming language
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Tools - Compiler
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Tools - Library

gbdk-n by Andreas Karlsson
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https://github.com/andreasjhkarlsson/gbdk-n


Sidenote: about gbdk-n

Relatively up-to-date

Easy to use

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Sidenote: about gbdk-n

Relatively up-to-date
Easy to use

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Sidenote: about gbdk-n

Relatively up-to-date
Easy to use
Complete documentation

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Sidenote: about gbdk-n

Relatively up-to-date
Easy to use
Complete documentation

Quentin "sunbro" Barbarat Making a gameboy game in 2019 - Follow-up



Tools - Editor
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Tools - A sprite editor
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Tools - A tilemap editor
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Tools - Test framework

Criterion by Snaipe
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https://github.com/Snaipe/Criterion


Tools - CI / CD

Gitlab CI
gb_img by me
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https://gitlab.com/quentin-dev/gb_img


Playing your game

Method Cost

Wide-Boy devkit ≥ 349e
Everdrive GB ≈ 115e
EZFlash Ω 40e
Emulators free as in free beer

Table: Methods by obtainability
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https://www.ebay.fr/itm/NINTENDO-DMG-CARTRIDGE-PROBE-2-GAMEBOY-GB-PROTOTYPE-DEVELOPMENT-WIDEBOY/174113186158?hash=item2889f4616e:g:6SsAAOSww5pcwQpF
https://everdrive.me/cartridges/edgbx7.html
https://www.amazon.fr/EZ-Flash-OMEGA-nouveau-GameBoy-Advance/dp/B07D7X7CD5
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Tools - Emulator

BGB by bircd
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http://bgb.bircd.org/


Let’s read some code
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Let’s read some code

Figure: Gameboy screen coordinates
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Demo

How about a demo ?
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Demo

What about real hardware ?
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Possible improvements

Add menus

Add sound
Migrate from C to ASM for performance
Make something more ambitious
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Questions, comments, something unclear ?

Thank you for listening
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