JIIIPC2 JIab

YBoa y rpaduky

Bep3uja 1.2

21. mapr 2021.

Ilokperame

[Ipojekar ckunyTu ca:
https://github.com/LPRS2/LPRS2_MAX1000_Game_Console_Emulator
Kan ckunere mpojekar, orBopute kKouzosuiy y LPRS2_MAX1000_Game_Console_Emulator ¢a-
crimkau. Y Ubuntu-y, moxke ce kopuctutu Gnome-Teminal, Koju ce MOyke OTBOPUTHU MEHHU]Y Ha
JIECHU KJIUK y TOpenoMenyToj daciukian. ¥ ciaydajy Jia To Huje noipxkano nahu ra y Dash-y
WIn OTBOPUTH 1peKo Ctrl+Alt+T, 1ma MPOMEHUTH IIyTamby JI0 paclakoBaHe (haciukie ca:

1 [ cd $HOME/Desktop/LPRS2_MAX1000_Game_Console_Emulator/ }

VY cayqaajy Window-a, y KojeMm ce ca ipojekTom paju mpeko MSYS2, orsopuru MSYS2 32-6uthy
KOH3O0JIUILY 118 IIPOMEHUTH IyTarby JI0 paciakoBane (daciukie:

1 [ cd $USERPROFILE/Desktop/LPRS2_MAX1000_Game_Console_Emulator/ }

[Ipojekar kopuctu WAF cucteM 3a KOMIIajaupame, Koje orner kopuctu Python. Crora, 6u
Tpebao ja pajim Ha cBuM Moryhmwm rrardgopmama. la s pajan Bujiehe ce Kaj ce moKpeHe Ka
ce TTOKpeHe TpBa KoMmaH1a ucnon. Curypro pagan Ha Ubuntu.

Kaza mpsu myT nnokpehere oBaj mpojekar Ha HEKOM padyHapy HOTPEeOHO OKPEHYTH KOMAaH Ly
o/ Linux-om (Ubuntu, Raspbian):

1[ sudo ./waf prerequisites }

Tpaxnhe Bam mudpy 3a sudo mpaBa U IPEeKo apt-get KomaHze he mHCTaIMpaTH noTpebHE
naxere. ITog Windows-om (MSYS2) tpeba ussprmTu:

1 [ ./waf prerequisites j

u pacman he nncragmparu norpebue nakere. Nucramupahe SFML 6ubsmmoreky, HEOnXoaHy 32
paJ emystaTopa [

Kana npsu myT nokpehere oTrakoBan WM IMOTIIYHO OYHUINNEH IPOjeKaT, MOTPEOHO Ta je
NCKOH(UTYPUCATH CA:

1 [ ./waf configure j

OBa komanja he nponahum kommajiep u OUOIMOTEKE HEOIIXOJIHE 3a KOMIIAjIMPaibe ITPOjeKTa.
Y caydajy Windows-a, norpebmno je ja WAF nponale GCC u G+-+ kommajiep o MinGW-a
u3 MSYS2 okpyxkema. ¥ caydajy ga je Visual Studio mucrammpan, WAF MoOXKe Jia TOBytUe

! Nnaue, SFML je oymruan engine 3a npasibeme 2D urpuma u tako Tora. ToILra npernopyKa jia ra KOPUCTHTE.


https://github.com/LPRS2/LPRS2_MAX1000_Game_Console_Emulator

MSVC Kao KOMIajjiep, MTo Hehe PaJiuTu mocje y KOMIAjIupamy. ¥ TOM CIydajy MOKPEHYTH
KOH(PUTYPAIU]y Ca JIOJIATHUM OIIIIIjaMa:

1[ ./waf configure --check-c-compiler=gcc --check-cxx-compiler=g++ }

Oge ommuje he marepatn WAF na kopuctu MinGW kommajiepe uz MSYS2 okpyxkema.
Moryhe je zaobuhu WAF u pagutu ca Code Blocks mimm Visual Studio okpyxkemem. Ha
uHTEpHETY 1octoje Tytopujasn 3a SFML 3a 0ba okpyxkema. AKo 0BJie MOCTOje HeKU pobieMn
rabajre ['yrur uinn acucrenre.
Hakon Tora ce mpojekar Kommajiaupa ca:

1 [ ./waf build }

CBaknu myT KaJia ce IIPOMEHH KOJI, IMOTPeOHO je HAHOBO MCKOMIIAjIupaTu Ipojekar. IIporpam
ITOKPEHYTH Ca:

1[ ./waf run --app=intro )

Panu ayromarnzoBanujer paja, oBe JiBe KOMaH/Ie Ce MOI'y CACTABUTHU OBAKO:

1( ./waf build run --app=intro }

VY cay4dajy Jia 1ocToje HeKaKBHU IIPO0JIeMH TIPpK PaJIy Iporpama, Iorotroso nepdopmatca, Mmoryhe
je mojlecuT eMyJsraTop mnmpeko CONFIG.H 3ariaBiba.
Ba yurniheme camo ouHapHEX dajaoBa, pe3yjTara KOMIIajJnpamba, TOKPeHYTH:

1 [ ./waf clean j
3a notiyHo dnmheme MpojeKTa yPaJuTu:

1 [ ./waf distclean J
Hakon Tora moryhe je mpojekar 3altakoBaTu ca:

1 [ ./waf dist }
N3raen

Kama ce mokpene mporpam orBopuhe ce 1mpo3op ca ciaeaehnum u3riaeioMm:



(< LPRS2 GPU Emulator
FPS: 124 Hz: 60

Crmuka 1: TlouerHu usries ekpaHa eMyaaTopa

Ha ekpany cy npukaszana miasa Mo3a/iHa; IIPBEHN MMPABOYTAOHUK U KBaJIpaT, KOjU IIPE/I-
craB/bajy urpade; u 3eienu 3aciaon (eurs. HUD - Head Up Display). 3acion npukasyje 6poj
dbpejmosa y cexkynau (enrs. FPS - Frames Per Second) ojsocHO Ko/mKo rpadudka MoxKe ja
ucrpra ¢gpejMoBa y CeKyHIU; Takohe ce mpukasyje u (ppeKBeHInjy NpukKasuBarma. l[loderHo
mojteraBame 3a wy je 60 Hz. Ako masa wcrnom Te BpeIHOCTH, 3HAYH J1a je rpadudka mpecropa
3a (ppeKkBeHIN]y NpUKa3WBara, CBaKako je Moryhe crmycTuTn (ppeKkBeHIN]Y NPUKa3UBarmba Y
CONFIG.H u 1o 25 Hz.

V jeJITHOM TPEHYTKY je CaMo jeJlaH Urpad akTuBaH. AKTHBAH Urpad ce mokpehe Ha CTpJIHIle
tactarype. Ca Ttacrepom A ce Mema akTuBan urpad. I3 nporpama emysiaropa ce moxke nzahmu
npeko Esc Tacrepa.

I'padpuruka
I'pacduuka (enrin. GPU - Graphical Procesing Unit) uma cienehe mogose:

Tabena 1: Mojosu rpaduike

’ Moy \ Kon \ Pezonymuja \ Bpoj 6oja ‘
Color bar mon 0 NA NA
IDX1 (1j. 1b index) mox 1 640x480 2
IDX4 (7j. 4b index) Mo 2 320x240 16
RGB333 (1j. 9b color) mom | 3 160x120 512

O60jenu crymiu (enrs. Color bar) Mot ciryzKu 3a TecTHparbe J1a Jin IpadUuKu XapIBep Pa/iH,
1 (pYHKIIMOHUIIIE HE3aBUCHO JIa JIU je HENITO HAI[PTaHo u3 ammkaiuje. [Ipumepa pajan, ako Hema
HUIITA HAIPTAHO HA €eKpaHy, IOr0JIHO je TpebaIMTh HA 0Baj MOJI, KaKO O ce TeCTUPao Xap/iBep,
BE3a ca MOHHUTOPOM, MOHUTOD, uTja. Ako To paju y Color bar Moy, xapjBep je eTMMUHUCAH
Kao KpWBAIl, U mpobsieM je y armmukaruju. OcTtajan MOJOBHU Cy TO3HATH Ca MIpeIaBamba, a OBJIe
nehe OuTn gasbe pasriabaHo O HUMA.



Mewmopujcka marna rpadutike nma 4 jesa:

Tabena 2: Permonn mem. marne rpadpudke

’ Peruon \ [Touerna ajpeca ‘
Common 0x000000
IDX1 mode 0x400000
IDX4 mode 0x800000
RGB333 mode 0xc00000

Y Common peruony ce Hajia3e 3 OCHOBHA PETUCTPA:

Bits 31 210
[
0(0x00000000) - 8
=

Read/Write R RW
Inital Value 0 0
Bits 31 10

5]

1(0x00000004) - S
<

[a )

Read/Write R RW
Inital Value 0 0
Bits 31 10

E

2(OX00000008) - =
0N

=

Read /Write R R
Inital Value 0 0

Cruka 2: OcHOBHU peructpu

Y MODE perucrap ce ynucyje Ko akTuBHOT Mojia. ¥ PACKED perucrap ce ynucyje 0 ma Oyse
aKTHUBaH paclakoBaHe, ojHocHO 1 3a makoBane Oadepe. Perncrap VSYNC ce nosyje kKako 0u ce
JI06M0 CTaTyC BEPTUKAJIHOI CHHXPOHU3AIIMOHOI CUTHAJA, PAIl CHHXPOHU3AIIN]e AllTHKAIHOHOT
KoJia Tj. urpe. Bepruka/na CHHXpOHHU3AIIN]a je IePUOJL Y UCIPTaBakby CINKE Ha eKpaHy u3mehy
nBe ciauke (enr. Frame). Osaj mepuoj morude u3 j100a eKpaHa ca KaJIOHUM IEBUMA, Kaja je
om0 1T0TPEOHO OIpeheHo BpeMe Jia ce CHOII eJIEKTPOHA, HAKOH IITO je UCIIPTA0 CJIUKY Ha eKPaHy
JINHU]Y TI0 JIMHUjY, BPATH U3 JOWEr JIeCHOT Ha TOPIbU JIEBU yrao, KAKO OM MOTAo I[PTATH HOBY
CITUKY.

Y Common peruony ce takobhe HaJia3u naJjiera 3a uHjekcue mojose. [lajera nounme Ha
ajnpecu 0x1000. Cpaku 32-6utHu perucrap je jeana 6oja y nanern y RGB888 dhopmary. Ako
je aktuBan IDX1 wmoj, kKopuctuhe ce npsa 2 perucrtpa u3 najere, 0x1000 u 0x1004; ¥V [DX/
ce xopuctu jenre 16 xkomasa, ox 0. o 15. permcrpa. OBie Tpeba HamoMeHyTH, Ja Ce Ha
eMmysaTopy Ha ajipecu 0x2000 6oja 3a 3acion (enrsi. HUD - Head Up Display). Boja 3aciona
ce MOKe 110 IOTpedy IMPOMEHUTH, aKO Ce MOKJalla ca caJprKajeM KOjU ce HCIPTaBa Ha eKpaHy,
IIpeBaCXOAHO IIO3aJIUHOM.

Y ocrasna 3 pernona HaJjasze ce badepn UCTOMMEHUX MOJOBA.



Tabena 3: Badepu

’ Peruon \ [TakoBame \ Aspeca ‘
unpacked | 0x400000
IDX1mode | " 1ed | 0x600000
DX/ mode unpacked | 0x800000

packed 0xa00000
RGB333 mode | unpacked | 0xc00000

Ilojnen

[lojuen (enrn. Joypad) mma camo jenan perucrap ca ciejgehuM KOHTpoJama:

Bits 31 24 23 16 1514131211109 8 7 6 5 3210
== Bzl |8

0(0x00000000) ANALOG_Y ANALOG_X  [SHISIBew - [SESEI<|N|mx|<
2laa 2aal" 5

Read /Write R R RRRRRR R RRRRRRRR

Uz Inital Value 0 0 000000 0 00000000

Chauka 3: Peructpnu Ilojuena

Ha emysraropy ANALOG_X m ANALOG_Y HuCy MMILJIEMEHTHDPAHU.

Onuc

Baponumo caja y koxa. Ha cioemehum imamjama Mory ce BugeTu caja Beh mosuare jgedpuHu-
1je ToKa3nBada.

~

1sf#define gpu_p32 ((volatile uint32_t*)LPRS2_GPU_BASE)

19 |#define palette_p32 ((volatile uint32_t*) (LPRS2_GPU_BASE+0x1000)
)

20 |#define unpack_idx1_p32 ((volatile uint32_t*) (LPRS2_GPU_BASE+O0
x400000))

21 |#define pack_idx1_p32 ((volatile uint32_t*) (LPRS2_GPU_BASE+0
x600000))

2 |#define joypad_p32 ((volatile uint32_t*)LPRS2_JOYPAD_BASE)

23

2 | typedef struct {

25 unsigned a 1;
26 unsigned b 1;
27 unsigned =z 1;
28 unsigned start 1;
29 unsigned up 1;
30 unsigned down 1;
31 unsigned left 1;
32 unsigned right 1;

3|} bf_joypad;
u |#define joypad (*((volatile bf_joypad+*)LPRS2_JOYPAD_BASE))
-




OBzie ce ymecto jiepunmcama MpOMEH/bUBUX Cy Jedunncanu makpou. VHTEpecanTna je
MoC/Ie/Iiha JIMHUja Y JINCTUHTY, TJe ce MOKa3MBad OJIMax W jiepedepeHiiupa Tako jia ce He MOpa
KOPUCTHUTH OIIEPATOP ->.

Cresiehn n3suet npukasyje KOHMUTYPaAIjy UTPUIIE.

46 |#define STEP 32
a7 |#define RECT_H 64
s | #define RECT_W 128
1w | #define SQ_A 256

50

s1 |#define UNPACKED_O_PACKED_1 O

- J

Op 3Hauaja je UNPACKED_O_PACKED_1, ¢ KOjUM Ce Mema Ja JIM Ce KOPHUCTEe MAKOBaHU WJIN
pacnakoBanu dadepu.
Crenehu uzmeT npukasyje cTpyKType 3a omnuc cramba urpe (enrsi. Gamestate)

( 7
ss | typedef struct A
59 uintl6_t x;
60 uintl6_t y;

61 |} point_t;
62
63 | typedef enum {RECT, SQ} player_t;
64

e | typedef struct {

66 // Upper left corners.
67 point_t rect;

68 point_t sq;

69

70 player_t active;

7n |} game_state_t;
- J

Kao mTo je 6uo pevueHo Ha NpejaBamiMa, aJlOPUTAM UI'pe MOYNbe ca MoAelllaBambuMa
U WHUIMjaJIn3andjaMa 1 HaKOH Tora Cce y MeT/bU U3BpallaBajy KOpallu:

e YunraBamke KOHTPOJIA,
e Pauyname ciiesieher crama,
e VcupraBame.

[IpBo ce koudurypuiie rpapudka.

80 // Setup.

81 gpu_p32[0] = 1; // 1b index mode.

82 gpu_p32[1] = UNPACKED_O_PACKED_1;

83 palette_p32[0] = 0x00£f£f0000; // Blue for background.
8a palette_p32[1] = 0x000000ff; // Red for players.

Haxkon Tora ce nauImjam3yje crame UTPUIIE.



88 // Game state.

89 game_state_t gs;

90 gs.rect.x = 0;

o1 gs.rect.y = 0;

92

93 gs.sq.x = 128;

94 gs.sq.y = 128;

95

9 gs.active = RECT;
- J
VY meTsbu ce MPBO BPIIH yUNTaBaHhe KOHTPOJIA.

104 // Poll controls.

105 int mov_x = O;

106 int mov_y = O0;

107 if (joypad.down){

108 mov_y = +1;

109 }

110 if (joypad.up){

111 mov_.y = —1;

112 }

113 if (joypad.right){

114 mov_x = +1;

115 }

116 if (joypad.left){

117 mov_x = -1;

118 }

119 //TOD0 Have bug here. Hold right button and play with A

button.

120 int toggle_active = joypad.a;

. J

Pezynrar ce cknauimTn y Mehy-nipoMeH/buBe.
Haxkon Tora ce Bpim pauyHame ciejeher crama urpe.

130 switch(gs.active){
131 case RECT:
132 //TODO0 Limit not to go through wall. Same for all
players.
133 gs.rect.x += mov_x*STEP;
134 gs.rect.y += mov_y*STEP;
135 if (toggle_active){
136 gs.active = SQ;
137 }
138 break;
139 case SQ:
140 gs.sq.x += mov_x*3TEP;
141 gs.sq.y += mov_y*STEP;
142 if (toggle_active){
143 gs.active = RECT;
144 }
145 break;
146 }
- J

OBnie Tpeba 3anazutu Kako Ha ciamdad Haunn y VHDI-y ce nurie switch mo HeKoM cramby
1 Ty Ha OCHOBY yJa3a U TPEHYTHOI' CTalba PadyHa Hape/IHO CTalbe.



Hakon Tora ce Bpmm uctprasame. [IpBu Kopak jecte U3BpIHIUTH CHHXPOHU3AIIN]Y ITPOTpaMa
n rpacduuke. Haumme, momrro ce oBjie Kopuctu camo jegan Oadep OkBupa, a He JIBOCTPHUKO
badepoBaibe, MMOTPEOHO je MPTaTh KaJjia je rpadudka y cramby BePTUKAJIHE CHHXPOHU3AIIM]E.

154 // Detecting rising edge of VSync.

155 WAIT_UNITL_O (gpu_p32[2]);

156 WAIT_UNITL_1(gpu_p32[2]);

157 // Draw in buffer while it is in VSync.

Cunxponuzarmja ce obaB/ba 3ay3eTuM YekameM (eHry. Busy wait) pacryhe usuie curnasa
BepTUKa/He cuaxporu3aluje mpo3uBkom VSYNC perucrap. Hakon tora je rpacduyka y BepTu-
KaJIHO] CUHXPOHU3AIMju, u Moryhe je npraru y 6adep okBupa 6e3 apTudakTta Ha €KpaHy.

[IpBo ce ucrpara mraBa mo3a/uHa.

164 // Clear to blue.
165 for(int r = 0; r < SCREEN_H; r++){
166 for(int ¢ = 0; ¢ < SCREEN_W; c++){
167 unpack_idx1_p32 [r*SCREEN_W + c] = 0;
168 }
169 }
. J

VY Jlokaluje perucrpa ce yumcyje 0, Koja HMHEKcupa IiaBy 00jy u3 najere. Kopuctu ce
pacnakoBanu 6adep 1-6uTHOr MHIEKCHOT MOja rpadudke. [lomTo je mokasusad Ha Taj dadep
1-TuMeH3nOHAIHE HI3, TOTPEOHO je cpadyHaTH WHJIEKCUPATHA Taj 1-MMeH3MOHAHN HU3 Kao 2-
numensuonasinu. To ce obaBsba m3pazoM r*SCREEN_W + c. [lohro cy y C-y pesioBu y npegHocTu
(errsi. Row Major), onya he Jjiokanuje Kojione ¢ OuTH y3acTolHe, JOK e PeJoBH MOYUATH
Ha cBakuX SCREEN_W Jjiokaruja. IIpumep paju, ako 6u nmMmam MaTpuily ca 2 peja U 3 KOJIOHE,
n3TyIeaasIa 01 OBaKo:

01 2
u=l3 3

Heka je mputom M marpura, A HU3, a W IMUpUHa MaTpHUIE, y oBoM ciaydajy 3. Oua Om Koj 3a
MHJIEKCUPaIbe CBaroK eJIeMeHTa U3IJIeIa0 Kao y Tabes i UCIIOJ.

Tabena 4: Nnnekcupame marpuie y C-y

] Pen \ Kosona \ [Ipeko maTpurie \ [Ipeko

HI3a, \ Anpeca \ Bpeanocr

0 0 M[0] [0] A[OxW + 0] 0 0
0 1 M[0] [1] A[O*W + 1] 1 1
0 2 M[0] [2] A[OxW + 2] 2 2
1 0 M[1] [0] A[1+W + 0] 3 3
1 1 M[1][1] Al1*W + 1] 4 4
1 2 M[1][2] Al1*W + 2] 3 5

Tpeba 3ama3uTu ma je crospalllba MeT/ba 10 PEJOBUMA, & YHYTPAIkbha 110 KOJOHAMA.

165 for(int r = 0;

166

for(int ¢ = 0;

r < SCREEN_H;
¢ < SCREEN_W;

r++){

c++){

Pazsior 3a To je ja ce genthe mpuctyna y3acronnuM Jjokanujama. Ha Taj HaUuH ce KOpUCTU

npocTopHa JiokajaHocT (enrt. Spacial Locality) ckpusene memopuje (enrit. Cache).

Ha cimuan maunn ce ncgpTaBa 1 IIPpaBOYIraOHUK.



175 for(int r = gs.rect.y; r < gs.rect.y+RECT_H; r++){

176 for(int ¢ = gs.rect.x; ¢ < gs.rect.x+RECT_W; c++){
177 unpack_idx1_p32 [r*SCREEN_W + c] = 1;

178 }

179 }

[IpuTtom ce KopucTe MakKpou U3 KOH(UTYpAIlje UI'Pe U YIAHOBU U3 CTYKTYPE CTaiba UrDe
3a cpadyHaBarmbe I'paHulla TPABOYTaOHUK Tj. 3a IOYeTHE U Kpajihe MHJIEKCE PeJIoBa M KOJIOHA.
Y perucrap ce ynucyje 1, Kako 61 ce nHJEKCUpaJa IIpBeHa 0oja u3 IaJiere.

[Ipunukom 1pTama KBajIpaTa ce KOPUCTH jeJlaH 2-muMeH3noHaiad npuctymn. Y C-y "Huje mMo-
ryhe neduHMCaTH MOKa3MBaY Ha 2- TMMEH3NOHAIHI HI3, Y KOJI ce MOXKe JOJETUTH HeKa aJIpeca,
a caMUM THU HHUje MOryhie KOHBEPTOBATHU aJpecy y MOKa3uBad 2-IMMeH3NOHAJHOT HI3a. Perreme
3a TO je HAIPABUTH CTPYKTYPY ca JePUHUIMJOM 2-TMMEH3MOHAJHOI HU3a, I1a MOKA3UBATIYy Ha
TY CTPYKTYPY JOJI€JIUTU KAO Ha U3JUCTY UCIIOJ:

sertypedef struct {

37 uint32_t m[SCREEN_H] [SCREEN_W];

s |} bf_unpack_idx1;

s |#define unpack_idxl (x((volatile bf_unpack_idxl*)unpack_idxl_p32
))

- J

[Tocse Tora ce j1ako MoxKe 0DABUTH 2- TMMEH3MOHAIHO WHJIeKcupame badepa.

( )
183 // Red sqaure.
184 // Use struct with 2D matrix.
185 for(int r = gs.sq.y; r < gs.sq.y+SQ_A; r++){
186 for(int ¢ = gs.sq.x; ¢ < gs.sq.x+SQ_A; c++){
187 unpack_idxl.m([r][c] = 1;
188 }
189 }
- J

Y CBUM TOpeHaBeJeHNM IpUMeEpHMa IpTalba KOPUCTe ce pacliakoBaHW Oadepm, rie je y
cBakm 32-6uTHU perncrap crakosaH 1 1-6ntHEN nukcesn. Vako je oBakaB HAUWMH TPUCTYTIA JTAKIITN
3a IpTKame, n3y3eTHo je crop. V3 Tor passora morojHo je KOPUCTUTHU MaKoBaHe dadepe, rie
je y jeman 32-6utHu permcrtap crakoBaHo 32 nukcesa. CamMuM THM je OBaj HPUCTYI 32 mMyTa
opxku. Vznucr ucnoj mpukasyje oBakaB IPHUCTYIL:

198 for(int r = 0; r < 32; r++){

199 for(int ¢ = 0; ¢ < 1; c++){

200 pack_idx1_p32[r* (SCREEN_W/32) + c] = Oxffffffff;
201 }

202 }

OcHOBHa pas/uKa je y MUpUHA Tj. Opojy KOJIOHA, KOju je cax 32 myTa Mamu. Hesromarmja
ca OBAaKBHUM IIPUCTYIIOM je KaJa Cy MOTpeOHM OOJUIN Yhja IMHUPUHA HUje YMHOYXKAK 32 KOJIOHE.
Y ToMm ciyuajy je moTpebHO cpadyHaATH BPETHOCT Koja Tpeba Ja ce ymuiie y perucrap. Pamm
TecTUparba OBOI' HAUMHa IPTarba MOTPEOHO je Makpo UNPACKED_O_PACKED_1 MocTaBUTH Ha 1.

3agaTakK

[Tourparu ce maJjo ca urpuiom. l3nebaroaTu Oar ca MemameM aKTUBHOI Urpada. Peasu-
30BaTU OI'PAHMYCIHE Jla UI'pad He MpoJia3u Kpo3 3uj. PeanmzoBaTu urpy jia (pyHKIMOHHIIIE Ca,
nakoBanuM Gadepom. Tomaru Tpoyrao u kpyr (y oba Moma).



	
	
	
	
	
	

