
Memory Bank $E1

$FFFF

$9FFF

$9E00

$9D00

$2000

$0000

Pixel Data

Scan-line Control Bytes

Color Palettes

Color Palettes ($9E00-$9FFF)

7 6 5 4 3 2 1 0

7 6 5 4 3 2 1 0

Even Byte

Green Blue

7 6 5 4 3 2 1 0
Odd Byte

Reserved (0) Red

Color $0 $9E00-01
Color $1 $9E02-03
Color $2 $9E04-05
Color $3 $9E06-07
Color $4 $9E08-09
Color $5 $9E0A-0B
Color $6 $9E0C-0D
Color $7 $9E0E-0F
Color $8 $9E10-11
Color $9 $9E12-13
Color $A $9E14-15
Color $B $9E16-17
Color $C $9E18-19
Color $D $9E1A-1B
Color $E $9E1C-1D
Color $F  $9E1E-1F

Palette $0

Color $0 $9FE0-E1
Color $1 $9FE2-E3
Color $2 $9FE4-E5
Color $3 $9FE6-E7
Color $4 $9FE8-E9
Color $5 $9FEA-EB
Color $6 $9FEC-ED
Color $7 $9FEE-EF
Color $8 $9FF0-F1
Color $9 $9FF2-F3
Color $A $9FF4-F5
Color $B $9FF6-F7
Color $C $9FF8-F9
Color $D $9FFA-FB
Color $E $9FFC-FD
Color $F  $9FFE-FF

Palette $F...through...
(16 Palettes, each containing 16 colors)

Palette Select

Scan-line Control bytes ($9D00-$9DC7)

horizontal resolution = (0) 320 or (1) 640

generate interrupt = (0) disabled or (1) enabled

color fill mode (320 only) = (0) disabled or (1) 
enabled

reserved = write 0
Palette ($0-$F)

Pixel Data ($2000-$9CFF)

$2000 $2001 $2002 ... $20A0

Actual Screen 
Pixels

$9CFF

7 6 5 4 3 2 1 0

Pixel 1 Pixel 2

7 6 5 4 3 2 1 0

Pixel 3 Pixel 4

Screen Memory is completely linear in relation to pixels!

Byte = 2 pixels

Word (2 bytes) = 4 pixels* 
(largest possible single instruction write)

Scan-line Control Bytes
for each line

Line 200 -  $9DC7
Line 199 -  $9DC6
Line 198 -  $9DC5

.

.

.

Line 0  -  $9D00
Line 1  -  $9D01

*in 320 mode, in 640 mode it's 8 pixels


