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Emulator x86 Quaun Xayuh

YyBO[

NHTepHeT annukaumja “Emulator x86” je egykaTMBHM Nporpam, Koju omoryhaea TecTuparbe Koga
HanucaHor y acembnepy 3a x86 npouecope.

MpojeKkaT je HaNucaH y Nporpamckom jeanky C#,
a rpaduukm nogpaH y Silverlight-y. Pagu
NaKLWer 1 jeAHOCTaBHMjer NpMcTyna, Nnporpam
pagu Ha HTepHeTy. OBa MHTEPHET annKaumja
MMa NPeaHOCT WTO MOXKe A3 Ce NOKPeHe ca
6un0 Koje nnatdpopme, Koja MMa NOAPLLKY
Silverlight-a, npn yemy Huje notTpebaHa
WMHCTanaumja. Ha oBaj HaunH cam NpmubAnKMNO
nporpam CBMM KOPUCHULMMA padvyHapa, Na Yak

M Heknx SmartPhone ypehaja.

NHTepHeT agpeca Emulatora x86 je: www.emulatorx86.somee.com
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ACEMBJTEP N XUNOTETUYKKN MNMPOLLECOP

Acembnep je HajHUKM HUBO NPOrPAMCKOr je3nKa 3a NporpaMmpatse padyHapa, MMKPOKOHTPOI0PA,
MUKponpouecopa. “Emulator x86” je anaMkaumja Koja cumynmpa ofHoc acembnepa u dpamunuje
XUMNOTETUYKMX npolecopa x86 ( 886, 8286, 8486 n 8686). OBu npouecopn Ha cebu mmajy CPU
pernctpe, WTO NpeacTaB/bajy MeMOPUjCKe NoKauumje KoHcTpymcaHe og flip-flop kona. Mpouecopu
x86 UMajy TayHo 4 peructpa BeanymHe 16-6uta. To cy:

AX — Akumulator
BX — Bazni registar
CX —Count registar
DX — Data registar

Ocum oBUX perncrapa Ha oBMM npouecopuma ce Hanase u flag permctpu kao u IP peruncrap.

flag pernctpu — pernctpum 3a uyBarbe pesynTata nopehera ABa NnogaTka (Marbe, jeaHaKo)
IP perucTap — perncrap Koju 4yBa BpeAHOCT agpece 3a cnegaehy MHCTPYKUMjY

Emulator x86 je “nosesaH” ca MeEMOpPMJCKMM NPOCTOPOM, KOju UMa MmoryhHOCT namhera 1 Yntarba
nopgartaka.

Mpouecopwn x86 nmajy 20 OCHOBHMX MHCTPYKLMjA, KOjU CYy NOAE/bEHM Ha:
-UHCTPYKLUMje 6e3 aprymeHTa (5 MHCTpyKumja)

-UHCTPYKLMje ca jeAHUM aprymMmeHToM (8 MHCTpyKuuja)

-UHCTPYKLMje ca ABa aprymeHTa (7 MHCTpyKumja)

NHcTpyKumje 6e3 aprymeHTa cy:
BRK — npuBpemeHoO 3aycTaB/ba pag, nporpama, npu yemy je moryhe npoymTaTn TpeHyTHE BPEAHOCTU
perucrapa

IRET — noBpaTak 3 npeknaa (Intrrupt Return)
HALT — npekuaa pag nporpama

X perucrap)

GET —y4unTaBa BpeaHOCT
PUT —n j



Emulator x86 Quaun Xayuh

ONKOJ oBuMX MHCTpYKUMja n3rnega osako: “00000 m m m”

MHCTpyKUMje ca jeaHMM aprymeHTa cy:

NOT — NHCTPYKLWja NOTUYKe Heraumje

JE — cKOK Koga y cnyyajy Aa je nopehere npe oBe UHCTPYKUMje 6BUno jegHako

JB — CKOK KoAa y cnyyajy Aa je nopehere npe oBe UHCTPYKLMje 6Uno mare

JBE — CKOK Koga Yy cnyyajy Aa je nopehere npe oBe MHCTPYKLMje BUI0 Matbe UM jeAHAKO
JA — cKOK Kofia y cnyyajy aa je nopeherbe npe ose MHCTpyKUKje buno sehe

JAE — CKOK KoZa y cny4ajy Aa je nopeherbe Npe oBe MHCTPYKUMje bBuno Behe nnum jeaHako
JMP — cKoK Koaa

ONKOJ oBMx MHCTpYKUMja n3rnena osako: “000mmnmmm”

MHCTpyKLUMje ca jeAHUM aprymeHTa cy:

OR — MHCTPYKUMja NOTUYKOT “UAn” n pesynTart ce ynucyje y Nnpsu aprymeHT

AND — MHCTPYKUMja noruykor “n” n pesyntat ce ynucyje y npBu aprymeHT

CMP — nopehere aprymeHaTa

SUB —oay3auMatbe apryMmeHaTta v pesyaTarT ce ynucyje y npsu aprymeHT

ADD — cabupatrbe aprymeHaTa u pesyaTaT ce ynucyje y npeu aprymeHT

MOV — Konuparbe Apyror aprymeHara y npBu aprymeHT (bopmaT aprymeHara: per, per/mem/KoHcT )

MOV — Konupatse gpyror aprymeHaTta y Npeu aprymeHT (bopmat aprymeHaTa: Mem, per)

OMKO/M, oBMX MHCTPYKLMja M3rneaa oBako: “numnumppmmm”

AprymeHTH ce mory noAennTu y Tpu rpyne:

-peructapcku (dopmaTm: AX,BX,CX,DX)
-memopujcku (bopmatu: [BX], [xxxx+BX], [xxxx])

-KOHCTaHTHM (popmaTh: XXXX)
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[MPOrPAMUNPARE

MpBa uaeja 3a “Emulator x86” mu je 6una ga HanpaBum Beb annunKkauujy, 36or cBOjUX NPeaHOCTU.
3a peanusaymjy Mopao cam ga NporpammMpam y BULLIE NPOrpamCcKmX je3nKa:

C#, Javascript, HTML

KopuwheH framework je Silverlight.

MehycobaH pag oBMX NPOrpmMacKMx je3rKa je 3acHoBaH Ha O06jeKTHO-OpujeHTMCaHOM M Beb
nporpmmparey. OBaj CKAOM MPOrpamMckmMx jesmka omoryhaBa nako pellaBarbe CKOPO CBaKor
nporpamckor npobaema.

Beb nporpamupame

Y paHawre Bpeme Yy obnact nporpamuparba CBe Ce BUWE Y4M M KOPUCTU UHTEpHET
nporpamuparbe. Beb nporpammpare Mma HEKMX NPegHOCTM U HeKMX MaHa. [pegHoctn Beb
ananKaumja je To WTO ce MOoXKe NPUCTYNUTU CBAKOj anJMKaLMju Ha MHTEPHETY ca 6110 Kor padyHapa
y CBETYy, HWje noTpebHa WHCTanaumja, CBAaKM CTaHAAPAHW ONepaTUBHU CUCTEM MOXKE [a MOKpeHe
MHTEHpHEeT anauKkaunjy. Hajsehu npobnem oBux annuKkaumja je To WTO je He moryhe nokpeHyTu
anaMKaumjy ako Haw ypehaj HMje NnoBe3aH Ha MHTEPHET, Maja Y CaBPEMEHO] TEXHULM CKOPO CBAKM
ypehaj mma moryhHOCT nakor npuctyna WHTepHeTy. Y AaHawre Bpeme Beb nporpamuparbe
AOOMMHMpPaA y 06nacTn npeseHTauMja, peknama, jeaHOCTaBHMX MPOrpma, Y O4HOCY Ha KNacuyHe
windows form anaunkauuje. Beanka npegHoCT je U y nakom Kopuwhery 6a3a nogartaka, na 06uyHo
cBaKa Beb an/MKaumja ce NoBesyje Ha HEKY AATOTEKY.

3a npuctyn Beb anaukaumju notpebHo jy je NOCTaBUTM Ha cepBep Koju Mma moryhHocT npuctyna
WMHTEpPHETY M ajJeKsaTaHe nporpame (cepsuce) 3a oapikaBatbe MPOTOKOAA M 3a UnTarbe/cnarbe
pasHuMx nogataka. ObuyHo cy Tm cepsepu Ha Linux nan Microsoft-oBoj nnatdopmu. Emulator x86
Kopuctn npeaHoctu Silverlight-a Koju je nponssog Microsoft-a, na je Emulator x86 noctas/beH Ha

jaBHM 1 BecnnaTaH hosting cajT www.somee.com , Koju paan Ha Microsoft-ovoj naatdopmu.

KnacununHu Beb npor

ava, PHP, Perl, Python...
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Silverlight

Silverlight je anat 3a nucarwe annukauuvja. MNpea Bep3uvja je Hactana 2007. roguHe, WTO je
npeactas/bana penamky Adobe Flex-a i Adobe Flash-a. Microsoft je ycnewHo nnacupao oBaj
npoussoa, Na Cy CBU MNpeTpa)kMBauM WMMNAEMEHTMPanAM MNoAPLKY 3a oBaj anat. Silverlight je
OA/IMYHO pellere 33 NpaB/berbe BEO annMKaumja, jep NoaprkaBa cBe AoTagalwte ASP KOHTpoe, ca
TMM WTO MM je omoryhmno n aHumaumje. Silverlight nma mHoro Buwe npoctopa 3a cpehumBame
n3rnepa CKOpo CBAKor efiemeHTa. [NpyM 0BakBOM OKpyKemy ce fobujajy mHoro 60/bm pesyntatu, ca
UCUTUM YNOKEHUM BpeMeHOM. JeanHa maHa (Kao u Kog, Flash player-a) je To wTo ako Hekn ypehaj
Hema browser Koju noap:kasa Silverlight, He mo¥e NPUCTYNUTK CTPaHULM.

Silverlight komaHae ce nuwy y XML ¢opmaty. OBO cy HEKM NPUMEPU KOAa U3 NPOojeKTa:

- JedvnHUcame cTpaHe:

<UserControl xmlns="http://schemas.microsoft.com/winfx/2006/xaml/presentation”
xmlns:x="http://schemas.microsoft.com/winfx/2006/xaml"
xmlns:d="http://schemas.microsoft.com/expression/blend/2008"
xmlns:mc="http://schemas.openxmlformats.org/markup-compatibility/2006"
xmlns:i="http://schemas.microsoft.com/expression/2010/interactivity"”
xmlns:ei="http://schemas.microsoft.com/expression/2010/interactions"”
xmlns:local="clr-namespace:Emulatorx86"
xmlns:toolkit="http://schemas.microsoft.com/winfx/2006/xaml/presentation/toolkit"
xmlns:sdk="http://schemas.microsoft.com/winfx/2006/xaml/presentation/sdk"
mc:Ignorable="d"

x:Class="Emulatorx86.MainPage"

Width="1000" Height="700">
</UserControl>

- DeduHucarbe aHMmaumje Ha gyrmery File:

<Storyboard x:Name="File">
<ColorAnimation Duration="@" To="#FF454545"
Storyboard.TargetProperty="(Panel.Background).(SolidColorBrush.Color)"
Storyboard.TargetName="canvasl" d:IsOptimized="True"/>

</Storyboard>

- ledurHucame Grid-a (nognore):

<Grid x:Name="LayoutRoot"
<Rectangle x:
Stroke="Black" Venti
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<TextBox x:Name="KomandBox" Margin="8,94,0,8" TextWrapping="Wrap"
Text="" HorizontalAlignment="Left" Width="250" AcceptsReturn="True"
TextChanged="KomandBox_TextChanged" FontSize="16" FontWeight="Bold"/>

<Button Content="Pokreni" Margin="0,131,17,0" HorizontalAlignment="Right"

Width="120" Height="33" VerticalAlignment="Top" FontSize="13.333"
Click="Button_Click_2" />

<Button Content="Sledeci korak" Margin="0,168,17,0"
HorizontalAlignment="Right" Width="120" Height="33" VerticalAlignment="Top"
FontSize="13.333" Click="Button_Click_1" />

<Button Content="Resetuj" Margin="0,205,17,0"
HorizontalAlignment="Right" Width="120" Height="33" VerticalAlignment="Top"
FontSize="13.333" Click="Button_Click_3" />

<Button Content="Obrisi memoriju" Margin="©,242,17,0"
HorizontalAlignment="Right" Width="120" Height="33" VerticalAlignment="Top"
FontSize="13.333" Click="Button_Click 4" />

<TextBlock HorizontalAlignment="Left" Height="18" Margin="8,60,0,0"
TextWrapping="Wrap" VerticalAlignment="Top" Width="125" FontSize="16"
FontWeight="Bold"><Run Text="x86 Kod:"/></TextBlock>

<TextBlock HorizontalAlignment="Left" Height="18" Margin="276,60,0,0"
TextWrapping="Wrap" VerticalAlignment="Top" Width="190" FontSize="16"
FontWeight="Bold"><Run Text="Emulovan x86 kod:"/></TextBlock>

<TextBlock HorizontalAlignment="Right" Height="45" Margin="0,46,147,0"
TextWrapping="Wrap" VerticalAlignment="Top" Width="167" FontSize="16"
FontWeight="Bold" RenderTransformOrigin="0.497,-0.049"><Run Text="Ulazno"
Foreground="Green"/><Run Text=" / "/><Run Text="Izlazni" Foreground="Red"/><Run
Text=" panel"/></TextBlock>

<Canvas HorizontalAlignment="Left" Height="100" VerticalAlignment="Top"

Width="100"/>

</Grid>

Ha oBaj HauMH ce mHoro 6pXe ucnporpammpana rpapuka 3a ueo cajt, 36or Tora Silverlight wream
Bpeme, a Npu Tome ce He rybu Ha GYHKLMOHANHOCTK, a Aobunja ce Ha nenwem 1 npernegHujem
u3rneay KoHTpona.
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CH

Emulator x86 je y C# pobuwo n camy o¢yHKumMoHanHocT. MNMowTo je CH 06jeKTHO-OpujeHTUCAH
NPOrPamMcKM je3nK y HeMy CaM MpaBMO pasnnumute Knace. YKYNHO cam Kopuctmo 24 knace un 7
UserControl-a. CBaka MHCTpyKuMja y acembnepy Mma CBOjy Knacy, a cse cy HacneheHe of Knace
NHcTpyKuyja.

-Knaca MHcTpykumja

public abstract class Instrukcija

{
protected Argument a;
protected Argument b;
public abstract List<string> EmulovanKod();
public abstract void IzvrsiKomandu();
}

CBaKa MHCTPYKUMja Mopa Aa MMa fABa aprymeHTa (ako joj HMje noTpebaH HEKM of aprymeHara,
APryMmeHT je jeaHak null), emy/n0BaH KOZ, C/Iy»KKU 3@ NPMKa3 onkoaa.

AprymeHT cam peasnv3oBao Kao nocebHy Kiacy, jep aprymeHT moxe aa byae pasnuuute spcre
(pervMcrapcku, MEMOPU]CKM N KOHCTaHTA).

Knaca AprymeHT uma Bulie ¢pyHKMUMja Mehy Kojuma je HajbuTuHKMja “ArgumentPraser(string s)”,
4YKju je 3a4aTaK CAMYAH Kao U KOHCTpYKTopoB. OBa ¢yHKLMja Tpeba Aa U3 string-a NOCTaBMU BPCTY
aprymeHTa U MHAEKC Memopuje.

private void ArgumentPraser(string s)

{

if (s.Length == 2 && s[1] == 'X")

if (s[e] == 'A" || s[e] == "B" || s[@] == 'C" || s[@] == 'D")
va = Pomocna.VrstaArgumenta.registarski;
indexmemorije = s;
}
else throw new Exception();
}
else
if (s[@] == '[' && s[s.Length - 1] == "]")

va = Pomocna.VrstaArgumenta.memorijski;

if (s.EndsWith("+BX]")) -

if (Pomocna vanBroj(s.Substring(1, s.Leng
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}
else
if (s.Length == 4 && s[2] == 'X")
?f (s[1] == "A" || s[1] == 'B" || s[1] == 'C" || s[1] == 'D")
indexmemorije = s.Substring(1, 2);
else throw new Exception();
else
{
if (Pomocna.IspravanBroj(s.Substring(1, s.Length - 2)))
{ indexmemorije = s.Substring(1, s.Length - 2); }
else
{ throw new Exception(); }
}
}
else
{
if (Pomocna.IspravanBroj(s))
{
va = Pomocna.VrstaArgumenta.konstanta;
indexmemorije = s;
}
else { throw new Exception(); }
}

Ocum oBe dyHKuMje nocToje u ocobuHe: Vrednost,Vrsta,IndexMemorije.
AprymeHT je jefHa og, HajkopuwheHmjux Knaca, jep ca HhOM OCMM LUITO KOPUCTM Kao Be3a usmehy
WMHCTPYKLMja U1 MemMopuja, KOPMUCTU 33 NPOBEPY UCMPABHOCTU YITMCAHUX KOMAHAM.

Knace ca aoBa aprymeHTa

Knace ca aBa aprymeHTom cy mefycobHo canyHe.

-Knaca Add / IzvrsiKomandu

public override void IzvrsiKomandu()

{
}

a.Vrednost = (a.Vrednost + b.Vrednost) % 65536;

OBO je jeaHa o4, CAMYHOCTU Ca OCTaAMM Kiacama. Peummo y knacu Sub je camo pasnunka y MUHycCy
WAn y Knacn Mov je pasniMka WTo ce He Kopuctu a.Vrednost npu payvyHarby HOBE BpPeaHOCTU
aprymeHTa. 360r 0BaKBMX NPeAHOCTM camM ce 04ay4Mo Hall Aa NpaBMM Kiacy 3a CBaKy MHCTPYKLM)Y.
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EmynoBaH Koj CBaKe WMHCTPYKLMje ce pas/ivMKyje, MO MNpaBuMAMMa MNpPOjeKTaHTa npoLecopa, anu
NnocToje Npasuaa 3a aprymeHTe.

-Knaca Add / EmulovanKod

public override List<string> EmulovanKod()

{

string s="";
string s1 =
string s2 =
List<string> 1 = new List<string>();

s += "101";
s+=Pomocna.RegistarOPCode(Pomocna.BrojArgumenta.prvi, a);
if (b.Vrsta == Pomocna.VrstaArgumenta.konstanta)

{

s += "111";
string ps = b.IndexMemorije;
ps = ps.PadLeft(4, '0");
sl = ps.Substring(@, 2);
s2 = ps.Substring(2);
} if (b.Vrsta == Pomocna.VrstaArgumenta.registarski)

{

s += Pomocna.RegistarOPCode(Pomocna.BrojArgumenta.drugi, b);
if (b.Vrsta == Pomocna.VrstaArgumenta.memorijski)

if (b.IndexMemorije.Contains("+BX"))
{
string ps = b.IndexMemorije.Substring(@, b.IndexMemorije.IndexOf('+"));
ps = ps.PadLeft(4, '0");
sl = ps.Substring(@, 2);
s2 = ps.Substring(2);
s += "101";

}

else
if (b.IndexMemorije.Contains("BX") && b.IndexMemorije.Length == 2) s += "100";

else

{
string ps = b.IndexMemorije;
ps = ps.PadLeft(4, '0");
sl = ps.Substring(e, 2);
s2 = ps.Substring(2);
s += "110";

}
¥

1.Add(s);
1.Add(s2);
1.Add(s1);
return 1;
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[a 6y emynatop npenosHao MHCTPYKUMjy, MpOrpam Mopa A3 CBaKM YHETU pej ynopegu ca
MCMpPaBHUM MPaBUIHOM CMHTAaKCOM, Ha Taj HauMH MPOrpam MoOe [a Mpeno3Ha KOPUCHUKOBY

KOMaHay. Y c/yyajy Aa He MOCTOju KOMAHZA KOjy je KOPUCHMK ynucao, Nporpam jas/ba rpeLuky m
6poj pesa y Kojoj je rpeLuka.

-Knaca Add / ProverilspravnostKoda

public static bool ProverilspravnostKoda(string s)

{
Argument pomarl, pomar2;
if (s.StartsWith("ADD "))
{
try
{
s = s.Substring(4);
string[] ar = s.Split(',");
pomarl = new Argument(ar[@]);
if (pomarl.Vrsta != Pomocna.VrstaArgumenta.registarski)
return false;
pomar2 = new Argument(ar[1]);
}
catch { return false; }
}
else { return false; }
return true;
}

Y Knace ca gBa aprymeHTa cnagajy KomaHge:
Add,Sub,Cmp,And,Or,Mov

Emulator x86

Y cnyyajy Aa je KOPUCHMK NOrpewun npu ynucy
KomaHgu. Emulator x86 nomarke KOpUCHULMMA,
jep MM TayHO Hanuwe y KOM peny ce Hanasu
rpewka. Ha oBaj HaumH je yHanpeheHa
KOMYHMKaLKja nporpama n KOpUCHMKa.
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Knace ca jegHUM aprymeHToOm

Knace ca jegHMMm aprymeHTOM ce MOry Aa Ce M 30BY jump Kaace, ca TUM LWITO UM ce U npuaoaaje Not
Knaca. Jump Knace cnyxe 3a CKOK Kopga Ha nabeny Koja joj je aprymeHT. 3aTo WTO Mma 7 jump
WHCTPYKLMja U MehycobHO cy cnmuHe, HanpasMo cam nocebHy Knacy, Koja je poauTesb CBUX jump
WMHTPYKLUMja. Jump Knaca je nusseaeHa o Kaace MHCTpyKuuje.

public abstract class Jump:Instrukcija

{
protected Argument IPLabel;

protected Registri reg;

OBO je npumep dyHKUMje Koja M3BpLIaBa Ja KoOMaHAa.

public override void IzvrsiKomandu()

{

if(!reg.Manje && !reg.Jednako)

reg.IPSledeci = Pomocna.DecBrUHexString(IPLabel.Vrednost);
}

Ha nouetky ucnutyje aa nm cy yeknpanu flag pernctpm Mare n JegHako. AKo jecTe oHpa ce
noctass/ba cengehu IP Ha BpegHocT nabene aprymeHTa Jump objekTa U Npu Tome A0Ma3n 40 CKOKA
Ha Apyrn Aeo Koaa. AKO HUWje Kog HacTas/ba Mo peay Aa pagu. Octanm Aeo Koda OBWUX Kiaca je
CAMYaH Knacama ca fiBa aprymeHTa.

Knace ca jegHum aprymeHTOoMm cy:

Not,Ja,Je,Jae,lb,lbe,Jmp,le
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Knace 6e3 aprymeHaTta

NHCcTpyKumje 6e3 aprymeHTa Cy 3aHMM/bUBE jep NPUKA3Yjy NOpyKe KopucHMUMMa. Mpobaem cam
MMao jep HMje Morna aa ce NpuKaxke nopyka ca MessageBox.Show(“...”), jep oBakBa KOMaHAa paau
Ha APYroj HUTK, Na bn Kog, HacTaBMO Ca U3BPLUABaHbEM, MAKO KOPUCHUK HUje yracno NpUKasaHy
nopyKy. Ha Taj HauMH 61 y ciyyajy Aa MMamMo BULLE MHCTPYKLKjA ca jeAHUM apryMeHTOM, nopyke 6u
ce npukasane no npuHumuny JINPO. 360r oBakBMx Npobiema HanpaBMo cam NocebHy Knacy
Message u gogao kraj u stop npomeH/bmuse. CBaka MHCTPYKUMja B6e3 aprymeHTa Koja npukasyje
NOPYKy Kao NpOMeH/bUBY MMa [Viessage.

-Knaca Halt / l1zvrsiKomandu

public override void IzvrsiKomandu()

{
m.kraj = true;
m.stop = true;
mess = new Message("HALT instrukcija");
mess.SubmitClicked += new EventHandler(mess_SubmitClicked);
mess.Show();
}

Memopwuje-UserControl

Ha rnaBHoj ¢opmun ce Hanase ase UserControle. OHe npeacTaB/bajy Memopuje, na Tako MMamo
npaBy MEMOPWUjY U PETUCTAPCKY MEMOPU]Y.

3agaTak npase memopuje je Aa UcnpasHO NamTu 1 Bpaha cBe BPpeAHOCTU KOje NPoLLecop 3aTpaxKu.
OHa Mopa Aa ce 0CBeXM NPu NPOMEHU HeKe BPeAHOCTH, Aa ce NomMepa Ca KOPUCHUKOBUM Kejbama.
Ca nese cTpaHe ce Hanasn TextBox KOju CAyXM 3a NPOMEHY MEMOPUJCKUX MPOCTOPa KOje KOPCHUK
Xenu aa suau.

0 LRSS C. D E F |
| 000_ JooJoofoofoofoojoooooojoojoofioofoofoofoofoofoo]
001 00 J 00 J oo oo J oo foo Joo foo oo Joo oo oo foofoofao oo
00§00 J00]00JooJoofoofoofoofoofoofoofoojfoofoofoo
| 0000 Joofoofoofoofoofoofoofoofoojoojoofoofoofoo
004_ § 00§ 00§ 00000000 foooofoofoofoofoofoojoofoo]oo

Mpn 0BaKBOM pache
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-Knaca MemorijaBoxControl / Refresh

private void Refresh()

{
if (MemorijaBox.Text.IndexOf("_") == -1)
MemorijaBox.Text += "_";
if (MemorijaBox.Text.Length == 4)
{

string hex = MemorijaBox.Text.Substring(e, 3) + "0";
int dec = Pomocna.HexStringUDecBr(hex);
string pomhex = "";
for (int i = 1; i <= 4; i++){
pomhex = Pomocna.DecBrUHexString(dec + 16 * i);
pomhex = pomhex.Substring(@, pomhex.Length - 1);
TextBlock x = (TextBlock)LayoutRoot.FindName("Lb" + i.ToString());
if (pomhex.Length == 4)
pomhex = pomhex.Substring(1, 3);
x.Text = pomhex.PadLeft(3, '0"') + "_";
}
TextBox t;
for (int i = 0; i <= 4; i++){
for (int j = 0; j <= 16; j++){
t = (TextBox)this.LayoutRoot.FindName(i.ToString() + j.ToString());
string hexl = MemorijaBox.Text.Substring(e, 3) + "0";
int decl = Pomocna.HexStringUDecBr(hex1);
string s = Pomocna.DecBrUHexString(this[(i * 16 + j + decl) % 65536]);
t.TextChanged -= new TextChangedEventHandler (t_TextChanged);
t.Text = s.PadLeft(2, '0");
t.TextChanged += new TextChangedEventHandler (t_TextChanged);

333}

KoHTpona Registri je 3agy»KeHa 3a peryimcatbe cTakba y permctpuma y npouecopy. OHa cnyxu 3a
YyyBakbe M YMTakbe BPEAHOCTM NoAaTaKa y peructpuma. JegmHy GyHKLM)y Kojy uma je Reset.

-Knaca Registri / Resetuj
internal void Resetuj()

{
IPSledeci = "0";
IP = "0";
AX = 0;
BX = 0;
CX = 0;
DX = 0;
Manje = false;
Jednako = false;
}

Oga Knaca uma gocTa ocobuHa. CBaka ocobuHa je 3aayrkeHa 3a cBaku peructap (AX,BX,CX,DX,IP,flag
registri).

-Knaca Registri / AXHEX
public string AXHEX
{
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[nasHa popma

lnaBHa ¢opma 3anpaBo Aaje U *KmeoT Emulatoru x86. Ha rnaBHoj dopmK ce HafasM MeHW Ha
roptbem geny ekpaHa, ca Kor je moryhe HanpaBWUTU HOB, CHUMUTM MU OTBOPUTU MpPOjeKar.

-Knaca MainPage / SnimiKao_Click

private void SnimiKao_Click(object sender, System.Windows.RoutedEventArgs e)

{

SaveFileDialog saveDialog = new SaveFileDialog();
saveDialog.Filter = "Script Emulator X86|*.sx86";
bool? open = saveDialog.ShowDialog();

if (open.HasValue && open.Value)

{
fs = saveDialog.OpenFile();

byte[] fileByte = (new UTF8Encoding(true)).GetBytes(KomandBox.Text);
fs.Write(fileByte, 0, fileByte.Length);
fs.Flush();

Y rnaBHoj popmu ce Hanasu ayrme Debug rae ce KAMKOM Ha Hbera, YnTajy MHCTPYKLUMje U3 NpocTopa
3a ynuc KomaHau. AKO nporpam npernosHa MHCTPYKLUMjY OH je ynucyje y MemMopujy n KacHuje npwm
NoKpeTaky CBOje CKPUNTE, NPOorpam YMTa U3 MeMopuje MHCTPYKLM]jyY Na je oHZa U U3BpLUABA.

-MpenosHaBakbe 1 NpoBepa UCMPABHOCTU MHCTPYKUMja M3 KomandBox-a

while (komande.Length > @)

if (inst.Contains(":"))

if (nl.DodajUNiz(new Labela(Reg.IPSledeci, inst.Substring(@,
inst.Index0f(':")))))

{ inst = inst.Substring(inst.IndexOf(':"') + 1); }

else { Pomocna.Messege("GreSka u redu broj:" +
Convert.ToString(instrukcije.Count + 1)); break; }

if (Add.ProverilIspravnostKoda(inst) || Mov.ProveriIspravnostKoda(inst) ||
Not.ProveriIspravnostKoda(inst) || And.ProverilIspravnostKoda(inst) ||
Or.ProveriIspravnostKoda(inst) || Sub.ProveriIspravnostKoda(inst) (inst == "GET ") ||

Jbe.ProveriIspravnostKoda(inst) Je.ProveriIspravnostKoda(inst)

I
Cmp.ProveriIspravnostKoda(inst) || Jb.ProveriIspravnostKoda(inst) |

| I
Jne.ProverilspravnostKoda(inst) || Ja.ProveriIspravnostKoda(inst) |
|
|

|
|
|
I
Jae.ProveriIspravnostKoda(inst) Jmp.ProveriIspravnostKoda(inst) |

I
Put.ProveriIspravnostKoda(inst) Halt.ProveriIspravnostKoda(inst) ||
Brk.ProveriIspravnostKoda(i nostKoda(inst))
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else
{
Pomocna.Messege("Greska u redu broj:" + Convert.ToString(instrukcije.Count + 1));
break;
} }
-[onaBarbe MHCTPYKLUMja n3 KomandBox-a y memopujy
switch (s)

{
case "ADD": i = new Add(a, b);
1 = i.EmulovanKod();
il = new InputLb(listBox2, Reg.IPSledeci.PadLeft(4, '0"),
Pomocna.BinUHex(1[@]), 1[1], 1[2], "ADD", operatori[@], operatori[1]);
PovecajIP(Pomocna.BinUHex(1[@]), 1[1], 1[2]);
break;
case "MOV": i = new Mov(a, b);
1 = i.EmulovanKod();
il = new InputLb(listBox2, Reg.IPSledeci.PadLeft(4, '0"),
Pomocna.BinUHex(1[@]), 1[1], 1[2], "MOV", operatori[@], operatori[1]);
PovecajIP(Pomocna.BinUHex(1[0]), 1[1], 1[2]);
break;
case "AND": i = new And(a, b);
1 = i.EmulovanKod();
il = new InputLb(listBox2, Reg.IPSledeci.PadLeft(4, '0"),
Pomocna.BinUHex(1[@]), 1[1], 1[2], "AND", operatori[@], operatori[1]);
PovecajIP(Pomocna.BinUHex(1[@]), 1[1], 1[2]);
break;

DRSNS
. .

Reg.Resetuj();
for (int i = @; i < inlniz.Count; i++)

{
if (inlniz[i].ImeInstrukcije.StartsWith("3"))
{
inlniz[i].PrviArgument = nl.VratiIP(inlniz[i].PrviArgument);
inlniz[i].s3 = inlniz[i].PrviArgument;
}
DodajUMemoriju(inlniz[i].s2, inlniz[i].s3, inlniz[i].s4);
inlniz[i].DodajuUListBox();
}

MowTo cy ybaueHe MHCTPYKLMje Y MeMOpPW]y, KNMKOM Ha Pokreni unm Sledeci korak, nHcTpyKumje
MOpajy cafa Aa ce npeseay U3 memopuje y Wa ce usspuue.To je pasnor Kopuwhera
BeH/IMKOr 6poja case netsbu. Mpu nss WHCTPYKUMje IP ce HamellTa
KOMaHze.
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-Jopasarbe MHCTPYKLMja U3 memopuje y Knacay Instrukcija

Instrukcija i = null;
switch (spl)

{

case "111": i = new Mov(new Argument(sp3, Reg, Memorija), new
Argument(sp2, Reg, Memorija)); break;

case "110": i = new Mov(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija)); break;

case "100": i = new Sub(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija)); break;

case "101": i = new Add(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija)); break;

case "010": i = new And(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija)); break;

case "001": i = new Or(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija)); break;

case "011": i = new Cmp(new Argument(sp2, Reg, Memorija), new
Argument(sp3, Reg, Memorija), Reg); break;

case "000":
{
switch (s2)
{
case "00":
{
switch (s3)
{
case "111": i = new Put(Panel, Reg); break;
case "101": i = new Halt(this); break;
case "011": i = new Brk(this); break;
31}

KacHuje ce n n3BpLliaBa MHCTpyKUMja:

i.IzvrsiKomandu();

3aTUM ce UcnuTyje Aa v je To Nocaera MHCTPYKLMjA, aKo jecTe Ucnucyje obasellTere 0O KPajy.

OBO je jeaaH Kpyr npesohera s KomandBox>Memopuja>lpeBohene>I3BpLuaBarse.

Ha oBaj HauuH ce 1 no3mBa Pokreni camo WTO Nporpam pagu cee A0K He Aohe fo Kpaja.
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3AK/bYHAK

CmaTtpam aa je oBo jegaH gobap nporpamumh Ha Kome ce moxKe cHahu cBakM KOpUCHMK. Mma cBoje
npeaHoOCTM y OAHOCY HAa KOHKYPEHTHe nporpame osor Tuna. Hagam ce ga he ce Kopuctutu y
eflyKaTuMBHe cBpXe, Npu Yyemy he 1 KOpUcHUK BUTU 3a8,0B0/baH NepdopmaHcama oBe aniuKaumje.
HamepHo cam y3eo 3a amsajH KombuHauwnjy 6ene n nnase 6oje paan onywTaka KOPUCHMKA,
mucaum pga 6u 6uno Koja apyra KombuHaumja 60ja 6uMna HamagHa MO KOPUCHUKA. Y OBOj
[AOKYMEHTaLMjU je MOT/I0 jow KoAa Aa CTaHe, ann cMatpam aa 6u 61no Bpio HenperiegHo v TEWKO
3a UMTarbe.

3a npaB/berbe 0Be anaunKkauunje MHoro cam Hay4dmo o Web nporpamuparey. Mucaum aa cy Silverlight
n C# nobeaHnYKa KombUHaLMja 3a CBaKM MpojeKaT, WTo U aokasyje Emulator x86. Mpenopyyyjem
yyemse Silverlight-a.
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Silverlight 4 Unleashed,
Professional Silverlight 4,

Microsoft Silverlight 4 Step by Step,
Silverlight 4 How-To,

Professional C# 4.0 and .NET 4,

Pro C# 2010 and the .NET 4 Platform,

Pro ASP.NET 4 in C# 2010,

HTML5: Up and Running,

JavaScript(TM) Step by Step,

NTIUTEPATYPA

AyTop: Laurent Bugnion

Aytopu: Jason Beres,Bill Evien,Devin Rader

AyTop: Laurence Moroney
AyTtop: Rajesh Lal

Aytop: Kindle Edition

Aytop: Andrew Troelsen

Aytop: Matthew MacDonald

Aytop: Mark Pilgrim

AyTop: Steve Suehring
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