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Memories 

 

 
TYPE OF 
MEMORY 

 
SIZE in bits 

 
FUNCTION 

ROW  
 

4160 x 2 
 

Row Buffer 

 
BITMAP RAM 

 
49152 

 
Stores tiles 

 
TILE MAP RAM 

 
8928 

Stores  
addresses  

 
OBJECT RAM 

 
6912 

 

Stores 
position for 

objects 
 
PALETTE RAM 

 
256 

 
Store colors 

 
Total Memory = 73568 bits 
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Problems and solutions 
 

The program was too large to fit in bRAM 
 This was solved by putting the stack and the heap in external RAM. 

Getting address calculations correct turned out to be 
problematic 

 Draw good images and diagrams helps a bit 
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