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Design and Implementation of a Micro
Real-Mode Operating System Based on
Bare-Metal x86 Architecture
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2. RGEWEEN S BB (System

Architecture)
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1. FEEE: BE DS=ES=5S=0x0000, & XART$&4 sp=0x7C00.
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3. BEFHAR $Offset = Y \times 320 + X$.
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TG | R B2 % (Fixed-point Arithmetic) HYRILITHR., S8 Y Bhryhes:
AR

$$X' = X \cdot \cos(\theta) - Z \cdot \sin(\theta)$$
$$Z' = X \cdot \sin(\theta) + Z \cdot \cos(\theta)$$
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$$X {screen} = X {center} + \frac{X' \cdot S} {100} $$
$$Y {screen} =Y {center} + \frac{Y \cdot S} {100}$$
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5. it 5Rk¥EE (Conclusion & Future Work)
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