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The Western Research Laboratory (WRL) is a computer systems research group that
was founded by Digital Equipment Corporation in 1982. Our focus is computer science
research relevant to the design and application of high performance scientific computers.
We test our ideas by designing, building, and using real systems. The systems we build
are research prototypes; they are not intended to become products.

There is a second research laboratory located in Palo Alto, the Systems Research Cen-
ter (SRC). Other Digital research groups are located in Paris (PRL) and in Cambridge,
Massachusetts (CRL).

Our research is directed towards mainstream high-performance computer systems. Our
prototypes are intended to foreshadow the future computing environments used by many
Digital customers. The long-term goal of WRL is to aid and accelerate the development
of high-performance uni- and multi-processors. The research projects within WRL will
address various aspects of high-performance computing.

We believe that significant advances in computer systems do not come from any single
technological advance. Technologies, both hardware and software, do not all advance at
the same pace. System design is the art of composing systems which use each level of
technology in an appropriate balance. A major advance in overall system performance
will require reexamination of all aspects of the system.

We do work in the design, fabrication and packaging of hardware; language processing
and scaling issues in system software design; and the exploration of new applications
areas that are opening up with the advent of higher performance systems. Researchers at
WRL cooperate closely and move freely among the various levels of system design. This
allows us to explore awide range of tradeoffs to meet system goals.

We publish the results of our work in a variety of journals, conferences, research
reports, and technical notes. This document is a research report. Research reports are
normally accounts of completed research and may include material from earlier technical
notes. We use technical notes for rapid distribution of technical material; usualy this
represents research in progress.

Research reports and technical notes may be ordered from us. You may mail your
order to:

Technical Report Distribution

DEC Western Research Laboratory, UCO-4
100 Hamilton Avenue

Palo Alto, California94301 USA

Reports and notes may also be ordered by electronic mail. Use one of the following
addresses:

Digital E-net: DECWRL: : WRL- TECHREPORTS

DARPA Internet: WRL- Techreport s@ecw | . dec. com
CSnet: WRL- Techreport s@ecw | . dec. com
UUCP: decw | !wl -techreports

To obtain more details on ordering by electronic mail, send a message to one of these
addresses with the word ‘“hel p’’ in the Subject line; you will receive detailed instruc-
tions.
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Overview of the DECWRL/Livermore Magic Release

This document corresponds to Magic version 6.

1. Introduction

This version of Magic, version 6, gathers together work done by numerous people at
several institutions since Magic version 4 was released from Berkeley on the 1986 VLSI
tools tape. This is a release of Magic and IRSIM only. You'll probably want to obtain
other tools by ordering the 1986 VLSI Tools Tape from Berkeley.

This release has been prepared with the assistance of several groups. Much of the
new software came from Walter Scott’s group at the Lawrence Livermore National Labs
(LLNL). LLNL also provided partial funding to help prepare the release. Digital Equip-
ment Corporation’s Western Research Lab (DECWRL) helped out by providing com-
puter equipment, a place to work, and the services of one of us (Robert Mayo). Don
Stark, Michael Arnold, and Gordon Hamachi also worked on the release at DECWRL.
Stanford donated significant pieces of new code, including a simulation system called
IRSIM. Other individuals and institutions have also contributed code and assistance in
ways too numerous to detail here.

New features in Magic Version 6 include:
New and Improved RoutingMichael Arnold and Walter Scott of LLNL

Three major routing improvements have been made in this version of
Magic. There is a new, improved, global router courtesy of Walter Scott (of
LLNL). Walter Scott has also added a gate array router. See the "garoute”
command in the manual page for details. Michael Arnold (of LLNL) has writ-
ten an interactive maze router that allows the user to specify hints to control
the routing. See the documentation for the "iroute” command.

Extractor Enhancementdon Sark of Sanford and Walter Scott of LLNL

The new "extresis" command, developed by Don Stark, provides substan-
tially better resistance extraction. Magic’s normal extraction ("extract”) lumps
resistances on a node into a single value. In branching networks, this approxi-
mation is often not acceptable. Resis was written to solve this problem.
Walter Scott added accurate path length extraction, an important feature when
dealing with high speed circuits, such as ECL.

New contact structure Walter Scott and Michael Arnold of LLNL and Don Sark of
Sanford
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Multilayer contacts are handled better. In the previous version of Magic,
there needed to be a separate contact type for each possible combination of
contact layers over a given point. This caused a combinatorial explosion of
tile types for multi-layer technologies with stacked contacts. Under the new
scheme, there are only a couple of tile types for each layer: one that connects
up, one that connects down, and one that connects in both directions.

Simulator Interface to IRSIM Sanford

A simulator interface is provided courtesy of Stanford. See the commands
"startrsim”, "simcmd", and "rsim". The irsim simulator, Stanford’s much
improved rewrite of esim, is included in this distribution. Credit goes to Mike
Chow, Arturo Salz, and Mark Horowitz.

New device/machine Suppor¥various

X11 is fully supported in this release, and is the preferred interface.
Older drivers for graphics terminals and X10 are also included, but X11 is the
preferred interface (meaning it is better supported and you’ll have lots of com-
pany). Magic’s X11 driver has a long history, starting with an X10 driver by
Doug Pan at Stanford. Brown University, the University of Southern Califor-
nia, the University of Washington, and Lawrence Livermore National Labs all
prepared improved versions, some of them for X11. Don Stark of Stanford
took on the task of pulling these together and producing the X11 driver in this
release.

Magic runs on a number of workstations, such as the DECstation 3100
and Sun’s SPARC processors. Partial Unix System V support is provided, via
the compilation flags mentioned below. The system also runs on the Macll.
Don Stark gets credit for the System V mods and support for HP machines,
while Mike Chow helped get it running on the Macll.

To assist people with small machines (such as the Mac Il), Magic can
now be compiled without some of its fancy features. Compilation flags are
provided, as indicated below, to eliminate things like routing, plotting, or
calma output. This is courtesy of Don Stark.

Reorganization of Magic Source Directory

Magic, as previously distributed, was set up with the assumption that lots
of people would be changing the code at the same time. As a result, the
makefiles did all sorts of paranoid things like making extra copies of the source
code whenever a module was re-installed.

Since Magic is more stable now, this copying is no longer needed.
Instead, each makefile invokes the scriptnstclean after installing a module.
This script, by default, doesn’t copy the source code but does leave the .o files
around. This cuts down on the disk space needed by a factor of two. You can
change the script if you want the copying, or if you want to delete unused .o
files to save even more disk space.

Lots of bug fixes Various

Lots of bugs have been fixed in this release. We'd like to thank every-
body that has reported bugs in the past. If you find a new bug, please report it

-2
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as mentioned below.

2. Distribution Information

This version of Magic is available via FTP. Contact "magic@decwrl.dec.com" for infor-
mation.

For a handling fee, this version of Magic may be obtained on magnetic tape from:

EECS/ERL Industrial Liaison Program
479 Cory Hall
University of California at Berkeley
Berkeley, CA 94720

3. Bug Reports

Maintenance of Magic is a volunteer effort. Please send descriptions of bugs via
InterNet e-mail to "magic@decwrl.dec.com” or via Uucp e-mail to "decwrl'magic”. If
you develop a fix for the problem, please send that too!

4. Changesfor Magic maintainers

Previous releases of Magic expected to find their system files in the home directory
of the usercad. The default behavior of version 6 is no different, but it is possible to put
the files in another directory by setting t&&D_HOME shell environment variable. If
this variable is set, magic will use that location instead oflfbad it finds in the pass-
word file.

4.1. INSTALLING MAGIC

The distribution tape contains a version of Magic ready to run on Digital’s line of
Ultrix RISC workstations, such as the DECstation 3100. For other machines, read ahead.
In any event, all users should set their shell environment variable CAD_HOME to point
to the place where the tape is loaded, unless that pladears, in which case things will
default correctly.

Before installing Magic, you should set your shell environment variable
CAD_HOME to point to the place where you loaded the tape. If you "cd" to the magic
source directory (${CAD_HOME}/src/magic) you will find a makefile. Anéke
config" will run a configuration script that asks questions about your configuration and
sets up magic to be compiled for your local environment.

After running a "make config”, you can run aake force" to force a complete
recompilation of magic. A rhake install" will then copy the binaries to the
${CAD_HOME}/bin area, as well as install things in ${CAD_HOME}/lib and
${CAD_HOME}/man.

Included in this documentation is a set of Magic maintainer's manuals. These
should be read by anybody interested in modifying Magic or by anybody that is having
difficulty installing it on their system.
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4.2. Technology file changes
Users of Magic 4 should have little trouble switching to Magic 6.

A new section, themzrouter section needs to be added to your technology files.
See the mzrouter section of the tutorfdagic Maintainer’s Manual #2: The Technology
File for details.

Display styles must be defined in tttech file for the mzrouter hint layers magnet,
fence and rotate. We suggest copying this information from the styles section of the
scmos technology file on the distribution tape. You'll also need to include these display
styles in your.dstylefile.

5. Beta-test Sites

We'd like to thank the beta-test sites that tried out this version of Magic, reported
bugs and fixes in a timely manner, and ported the code to new machines:

Mike Chow, Apple Computer

Arun Rao, Arizona State University

Richard Hughey, Brown University

Rick Carley, Carnegie-Mellon University

Hank Walker, Carnegie-Mellon University

Christos Zoulas, Cornell University

Andreas Andreou, John Hopkins University

George Entenman, The Microelectronics Center of North Carolina
Shih-Lien Lu, The MOSIS Service

Jen-1 Pi, The MOSIS Service

Guntram Wolski, Silicon Engineering, Inc.

Don Stark, Stanford University

Gregory Frazier, University of California at Los Angeles
Yuval Tamir, University of California at Los Angeles
Steven Parkes, University of Illinois

Larry McMurchie, University of Washington

Tim Heldt, Washington State University

David Lee, Xerox Palo Alto Research Center

Martin Harriman of Silicon Engineering wrote a "select less" command for Magic during
the beta-test phase. "Select less" has been a much-requested feature.

In addition to the persons named above, there were many other beta-test users of
Magic at these and other sites -- too many to list here. We appreciate their help. We also
acknowledge the help of the pre-release sites, who tested a version that included most of
the fixes from the beta-test phase.
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NAME
ext2dlys— create a SCALD wire-delays file from a tree of .ext files

SYNOPSIS
ext2dlys[ —d psPerPf][ —| psPerCentimicron][ —-m minmult maxmult] [ —o outfile] [ —t capscale] [
—-D drivefile][ -l iload][ —L netfile][ -M scaldmapfile] [ —O oload ] [ extcheck-options] file

DESCRIPTION
Ext2dlys is used to produce a SCALD wire-delays file ¢tys(5) format) on standard output, to be used in
simulation and timing verification. It computes the wire delay information from capacitance in the circuit
extracted from a layout bgnagic (1).

The filenamédfile given toext2dlys is the name of the roagxt file of the extracted circuit, and also of the

.net file. The .ext files, in ext(5) format, contain the capacitance to substrate for each electrical node,
specify the connectivity of the circuit, and also give distance information. .fi#tefile, in net (5) format,

lists the nets and terminals in the circuit that will be present in.dhes file. All terminals in the.net file

are by default considered to be inputs (receivers) unless explicitly identified as driversiiindiée given

with the —D option; see the description below. In addition to identifying the terminals of interesh¢he

file gives the signal name associated with each net as a comment line immediately prior to the list of termi-
nals in the net.

The remaining arguments &xt2dlys tell how this capacitance and distance information is to be converted
into delay, as well as specifying the use of alternate files:

—d psPerPf
Used to turn capacitance into delay; one picofarad is equadRer Pf picoseconds of delay. The
default value is100.0, or roughly what one would expect if using 100 ohm drivers. The value of
psPerPf is used only for drivers whose effective on resistance hasn't been given explicitly in the
drivefile specified with the-D flag (see below).

—| psPerCentimicron
Used to turn distance into delay; one centimicron of distance is equabkRerCentimicron
picoseconds of delay.

—m minmult maxmult
Multipliers to convert estimated delays into best-casefult) and worst-casenfaxmult). Both
are 1.0 by default.

—o outfile
Write the output tautfile (note that no suffix is implied) instead of to the standard output.

-t capscale
Gives a scale factor by which units of capacitance in.gm file will be multiplied in order to
give femtofarads.Capscale may be a real number; its default valuelie.

-D drivefile
Also used to turn capacitance into delay, but on a per-net basis. Each line of ttiévifde con-
sists of a hierarchical pin name (of an output driver) and its associated “drive factor” (equivalent
to delay in the —d flag above), namely the number of picoseconds per picofarad for the net driven
by that output pin. Nets driven by a pin listed not in this file use the default delay specified by
above. If this file isn’'t given, we don’t know for certain which pins are the drivers in each net, so
we arbitrarily pick one pin per net and assume it is the driver.

-l iload In addition to the capacitance reported in tlsen file for each net, add an additiondbad
attofarads of capacitance for each input on a given net to the total capacitance for that net. (Inputs
are counted only if they appear in tireet file.) The default value ofioad is 0.0, since it varies so
much from one technology to the next. This option is provided to account for extra transistor
capacitance not computed by the extractor, such as when the technology of the circuit being
extracted is non-MOS (e.g, bipolar).

1990 DECWRL/Livermore Magic 1
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-L netfile
Instead of usindile.net as the netlist file, useetfile.net instead.

—M scaldmap
If specified, therscaldmap is read (note no suffix implied) to obtain a translation between Magic
terminal names and SCALD pin names. Each linesdaldmap contains a Magic name followed
by a SCALD name. The Magic name is terminated by the first blank; the SCALD name continues
from the next non-blank character to the end of the line, possibly including embedded blanks.
When writing the output file, the corresponding SCALD name is used instead of the Magic name
for each pin in a net. Sedtys(5) for more details of the output file format.

-0 oload
In addition to the capacitance reported in tlsen file for each net, add an additionaload
attofarads of capacitance for each output on a given net to the total capacitance for that net. The
default value obload is 0.0. If only —I and not-0O is specifiedext2dlys treats this as though both
-l and-0 had been specified with the same values; inputs and outputs are not distinguished.

In addition, all of the options ofixtcheck (1) are accepted.

SEE ALSO
extcheck (1), ext2sim (1), ext2spice (1), magic (1), dlys (5), ext (5)

AUTHOR
Walter Scott

1990 DECWRL/Livermore Magic 2
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NAME

CAD Tool User’'s Manual EXT2SIM (1)

ext2sim- convert hierarchicaéxt (5) extracted-circuit files to flaam(5) files

SYNOPSIS

ext2sim [ —a aliasfile] [ I labelsfile] [ —osinfile] [ -A][ -B]1[ -F][ -L ][ -t ][ extcheck-options] [
-y num] [ -f mit|lbljsu] [ -J hier|[flat ] [ -j device: sdRclass]/subRclass]/defaultSubstrate | root

DESCRIPTION

Ext2sim will convert an extracted circuit from the hierarchiest(5) representation produced by Magic to

the flatsim(5) representation required by many simulation tools. The root of the tree to be extracted is the
file root.ext; it and all the filest references areecursively flattened. The result is a single, flat representa-
tion of the circuit that is written to the fileoot.sim, a list of node aliases written to the fileot.al, and a list

of the locations of all nodenames in CIF format, suitable for plotting, to theréitdé.nodes. The file
root.sim is suitable for use with programs suchcagstal (1), esm(1), orsim2spice(1).

The following options are recognized:

—a aliasfile
-1 labelfile

—o outfile
-A
-B

-F
-L
—tchar

—f MIT|LBL|SU

-y num

—J hier|flat

Instead of leaving node aliases in the fitet.al, leave it inaliasfile.

Instead of leaving a CIF file with the locations of all node names in the didenodes,
leave it inlabelfile.

Instead of leaving output in the filmot.sim, leave it inouitfile.
Don't produce the aliases file.

Don’t output transistor or node attributes in tisen file. This option will also disable the
output of information such as the area and perimeter of source and drain diffusion and
the fet substrate. For compatibitlity reasons the latest version of ext2sim outputs this
information as node attibutes. This option is necessary when preparing input for pro-
grams that don't know about attributes, suchsam2spice(1) (which is actually made
obsolete byext2spice (1), anyway), orsim(1).

Don't output nodes that aren’t connected to fets (floating nodes).
Don't produce the label file.

Trim characters from node names when writing the output filbar should be either "#"
or "I". The option may be used twice if both characters are desired.

Select the output format. MIT is the traditionsim(5) format. LBL is a variant of it
understood bygemini(1) which includes the substrate connection as a fourth terminal
before length and width. SU is the internal Stanford format which is described also in
sim(5) and includes areas and perimeters of fet sources, drains and substrates.

Select the precision for outputing capacitors. The default is 1 which means that the capa-
citors will be printed to a precision of .1 fF.

Select the source/drain area and perimeter extraction algorithinnerlis selected then

the areas and perimeters are extraa®ly within each subcell. For each fet in a subcell

the area and perimeter of its source and drain within this subcell are output. If two or
more fets share a source/drain node then the total area and perimeter will be output in
only one of them and the other will have O. flt is selected the same rules apply only
that the scope of search for area and perimeter is the whole netlist. In gaefahich

is the default) will give accurate results (it will take into account shared sources/drains)
but hier is provided for backwards compatibility with version 6.4.5. On top of this selec-
tion you can individually control how a terminal of a specific fet will be extracted if you
put a source/drain attributext:aph makes the extraction for that specific terminal
hierarchical andxt:apf makes the extraction flat (see the magic tutorial about attaching
attribute labels). Additionaly to ease extraction of bipolar transistors the gate attribute

1990 DECWRL/Livermore Magic 1



EXT2SIM (1) CAD Tool User’'s Manual EXT2SIM (1)

ext:aps forces the output of the substrate area and perimeter for a specific fet (in flat
mode only).

—j device: sdRclasg] /subRclass] /defaultSubstrate
Gives ext2sim information about the source/drain resistance class of the feleipe
Makesdevice to havesdRclass source drain resistance classbRclass substrate (well)
resistance class and the node nanuefhultSubstrate as its default substrate. The
defaults are nfet:0/Gnd and pfet:1/6/Vdd which correspond to the MOSIS technology file
but things might vary in your site. Ask your local cad administrator.

The way the extraction of node area and perimeter works in magic the total area and perimeter of the
source/drain junction is summed up on a single node. That is why all the junction areas and perimeters are
summed up on a single node (this should not affect simulation results however).

Foecial care must be taken when the substrate of a fet is tied to a node other than the default substrate (eg

in a bootstraping charge pump). To get the correct substrate info in these cases the fet(s) with separate
wells should be in their own separate subcell with ext:aph attributes attached to their sensitive terminals

(also all the transistors which share sensistive terminals with these should be in another subcell with the

same attributes).

In addition, all of the options ofxtcheck (1) are accepted.

SCALING AND UNITS

If all of the .ext files in the tree read bgxt2sim have the same geometrical scale (specified irsthke line
in each.ext file), this scale is reflected through to the output, resulting in substantially snsitefiles.
Otherwise, the geometrical unit in the outpsin file is a centimicron.

Resistance and capacitance are always output in ohms and femptofarads, respectively.

SEE ALSO

extcheck (1), ext2dlys (1), ext2spice (1), magic (1), rsim (1), ext (5), sim (5)

AUTHOR

Walter Scott additions/fixes by Stefanos Sidiropoulos.

Transistor gate capacitance is typically not included in node capacitances, as most analysis tools compute
the gate capacitance directly from the gate area. -THéag therefore provides a limit only on non-gate
capacitance. The areas and perimeters of fet sources and drains work only with the simple extraction
algorith and not with the extresis flow. So you have to model them as linear capacitors (create a special
extraction style) if you want to extract parasitic resistances with extresis.

1990 DECWRL/Livermore Magic 2
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NAME

CAD Tool User’'s Manual EXT2SPICE (1)

ext2spice- convert hierarchicaéxt (5) extracted-circuit files to flagpice files

SYNOPSIS

ext2spice [ —-B ] [ extcheck-options ] [ -M|m ] [ -y num ] [ -f hspicelspice3|spice2 | [ -J hier|flat ] [ -j
device: sdRclasy| /subRclass] /defaultSubstrate | root

DESCRIPTION

Ext2spice will convert an extracted circuit from the hierarchiedl(5) representation produced by Magic

to a flat spice file which can be accepted by spice2, spice3, hspice and other simulation tools. The root of
the tree to be extracted is the fileot.ext; it and all the filesit references areecursively flattened. The

result is a single, flat representation of the circuit that is written to theddespice .

The following options are recognized:

—o outfile
-B

—tchar

-M[m

-y num

Instead of leaving output in the fit@ot.spice, leave it inoutfile.

Don't output transistor or node attributes in the spice file. Usually the attributes of a
node or a device are output as special comments **fetattr and **nodeatrr which can be
processed further to create things such a initial conditions etc.

Don't output nodes that aren’t connected to fets (floating nodes). Normally capacitance
from these nodes is output with the comment *FLOATING attached on the same line.

Trim characters from node names when writing the output filbar should be either "#"
or "I". The option may be used twice if both characters are desired. Trimming "#" and
"I"is enabled by default when the format is hspice.

Merge parallel fetszm means conservative merging of fets that have equal widths only
(usefull with hspice format multiplier if delta W effects need to be taken care of). -M
means aggresive merging: the fets are merged if they have the same terminals and the
same length.

Select the precision for outputing capacitors. The default is 1 which means that the capa-
citors will be printed to a precision of .1 fF.

—f hspicelspice2|spice3

=J hier|flat

Select the output format. Spice3 is the the format understood by the latest version of
berkeley spice. Node names have the same names as they woutihi(bpfile and no
special constructs are used. Spice? is the format understood by the older version of spice
(which usually has betteconvergence). Node namese numbers and a dictionary of
number and corresponding node is output in the end. HSPICE is a format understood by
meta-software’s hspice and other commercial tools. In this format node names cannot be
longer than 15 characters long (blame the fortran code): so if a hierarchical node name is
longer it is truncated to something like x1234/name where x1234 is an alias of the normal
node hierarchical prefix and name its hierarchical postfix (a dictionary mapping prefixes
to real hierarchical paths is output at the end of the spice file). If the node name is still
longer than 15 characters long (again blame the fortran code) it is translated to something
like z@1234 and the equivalent name is output as a comment. In addition since hspice
supports scaling and multipliers so the output dimensions are in lambdas and if parallel
fets are merged the hspice constrikis used.

Select the source/drain area and perimeter extraction algorithinerlis selected then

the areas and perimeters are extraarly within each subcell. For each fet in a subcell

the area and perimeter of its source and drain within this subcell are output. If two or
more fets share a source/drain node then the total area and perimeter will be output in
only one of them and the other will have 0. flét is selected the same rules apply only
that the scope of search for area and perimeter is the whole netlist. In géaefahich

1990 DECWRL/Livermore Magic 1
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is the default) will give accurate results (it will take into account shared sources/drains)
but hier is provided for backwards compatibility with version 6.4.5. On top of this selec-
tion you can individually control how a terminal of a specific fet will be extracted if you
put a source/drain attributeext:aph makes the extraction for that specific terminal
hierarchical andxt:apf makes the extraction flat (see the magic tutorial about attaching
attribute labels). Additionaly to ease extraction of bipolar transistors the gate attribute
ext:aps forces the output of the substrate area and perimeter for a specific fet (in flat
mode only).

—j device: sdRclasg] /subRclass] /defaultSubstrate
Gives ext2sim information about the source/drain resistance class of the feleyipe
Makesdevice to havesdRclass source drain resistance classbRclass substrate (well)
resistance class and the node nanuefhultSubstrate as its default substrate. The
defaults are nfet:0/Gnd and pfet:1/6/Vdd which correspond to the MOSIS technology file
but things might vary in your site. Ask your local cad administrator.

The way the extraction of node area and perimeter works in magic the total area and perimeter of the
source/drain junction is summed up on a single node. That is why all the junction areas and perimeters are
summed up on a single node (this should not affect simulation results however).

Foecial care must be taken when the substrate of a fet is tied to a node other than the default substrate (eg

in a bootstraping charge pump). To get the correct substrate info in these cases the fet(s) with separate
wells should be in their own separate subcell with ext:aph attributes attached to their sensitive terminals

(also all the transistors which share sensistive terminals with these should be in another subcell with the

same attributes).

In addition, all of the options ofxtcheck (1) are accepted.
The awk filter spice2sim is provided with the current distribution for debugging purposes.

SEE ALSO
extcheck (1), ext2spice (1), magic (1), rsim (1), ext(5), sim(5)

AUTHOR
Stefanos Sidiropoulos.

BUGS
The areas and perimeters of fet sources and drains work only with the simple extraction algorith and not
with the extresis flow. So you have to model them as linear capacitors (create a special extraction style) if
you want to extract parasitic resistances with extresis.
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NAME
extcheck— check hierarchicakxt (5) files for global node connectivity and summarize number of fets,
nodes, etc.

SYNOPSIS
extcheck [ —c cthresh ] [ —p path ] [ —r rthresh ] [ —ssym=value][ -C ][ -R ][ —Ssynfile] [ —-T tech]
root

DESCRIPTION
Extcheck will read an extracted circuit in the hierarchiat (5) representation produced by Magic, check
to ensure that all global nodes (those to which a label ending in an exclamantion point is attached) are fully
connected in the layout, and then print a count of the number of various items (nodes, fets, etc) encountered
while flattening the circuit. The root of the tree to be processed is thedieext; it and all the files it
references areecursively flattened.

The following options are recognized:

—c cthresh
Set the capacitance thresholddbresh femtofarads. Extcheck will count the number of explicit
internodal capacitors greater thethresh, the number of nodes whose capacitance is greater than
cthresh, as well as the total number of nodes. (Other programs suekizsm (1) use this option
as a threshold value below which a capacitor will not be output). The default valethfesh is
10 femtofarads.

—p path Normally, the path to search foext files is determined by looking fgpath commands in first
[(cad/lib/magic/sys/.magic, theéd.magic, then .magic in the current directory.—b is specified,
the colon-separated list of directories specifiedobth is used instead. Each of these directories
is searched in turn for thext files in a design.

- rthresh
Set the resistance thresholdrhresh ohms. Similar in function te-c, but for resistances. The
default value forthreshis 10 ohms.

—ssym=value
It's possible to use special attributes attached to transistor gates to control the length and width of
transistors explicitly, rather than allowing them to be determined by the extractor. These attri-
butes are of the formext:w=width" or ext:|=length”, wherewidth or length can either be numeric,
or textual. (The trailing *” indicates that these are transistor gate attributes). If textual, they are
treated as symbols which can be assigned a numeric value at thextaien is run. The-s flag
is used to assign numeric values to symbols. If a textual symbol appears in one of the above attri-
butes, but isn’t given a numeric value vig (or —S below), then it is ignored; otherwise, the
transistor’s length or width is set to the numeric value defined for that syngbis option is not
currently used by extcheck, but it is common to ext2sim(1) and other tools that are written using
the extflat (3) library)

-C Set the capacitance threshold to infinity. Because this avoids any internodal capacitance process-
ing, all tools will run faster when this flag is given.

-R Set the resistance threshold to infinity.

—Ssynfile
Each line in the filesymfile is of the formsym=value, just like the argument to thes flag above;
the lines are interpreted in the same fashi¢fhis option is not currently used by extcheck, but it
iscommon to ext2sim et. al.)

-T tech Set the technology in the outpisim file to tech. This overrides any technology specified in the
root .ext file.
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SEE ALSO
ext2dlys (1), ext2sim (1), ext2spice (1), magic (1), rsim (1), sim2spice (1), ext (5), sim (5)

AUTHOR
Walter Scott

BUGS
The —s mechanism is incomplete; it should allow quantities other than transistor lengths and widths to be

specified.
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NAME
fsleeper- run sleeper remotely

SYNOPSIS
fdeeper [ -t tty ] [ —I user ][ remotemachine ]

DESCRIPTION
Fsleeper is used if you wish to run a program suchraagic(1) on a different machinerémotemachine)
than the one to which a graphics terminal is attached, and the local graphics terminal has no login process.
Normally, fsleeper will start a remote sleeper on the companion graphics terminal for your terminal. This
graphics terminal is found by looking in the fileead/lib/displays, as described dsplays(5). If a dif-
ferent graphics terminal is desired, it may be specified by-tHikag. Note that this is the terminal on the
local machine, not the remote machine. (The remote terminal will be printestbéger (1) when it starts
up on the remote machine).
Also, normallyfsleeper will attempt to log in as the useteeper on the remote machine. If a different user
name is desired, it may be specified with théag. This user name must exist oemotemachine.

FILES
[Ccad/lib/displays

SEE ALSO
magic(1), rsleeper(1), sleeper(1), displays(5)

AUTHOR
Walter Scott

BUGS

If no remotemachine is specified, it defaults tacbkim. This is fine for Berkeley, but useless elsewhere.
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NAME
grSunProg- internal process for Magic’'s Sun 120 display driver

SYNOPSIS
gr SunPr og col or WindowName textWindowName notifyPI1D requestFD pointFD buttonFD

DESCRIPTION
GrSunProg is an internal program used by Magic when using the Sun 120 workstation’s display. This
manual page is intended only for Magic maintainers.

GrSunProg collects button pushes from the color window and sends them over a pipe to Magic. The pro-
gram also responds to requests from Magic for the mouse position. In addition, this program tells Suntools
to forward characters typed in the color window directly to Magic’s text window.

ARGUMENTS
All six arguments are required:

colorWindowName
This is the name of the color window that magic is running under (suddex$win3).
Magic normally opens up the color monitor with a single, large, window on it.

textWindowName
This is the name of the text window that contains Magic’'s command log. Keyboard
events are forwarded to this window.

notifyPID
If this processID is not 0, then SIGIO signals are sent to this process when there is data
for it.

requestFD pointFD buttonFD
These are the file descriptors that grSunProg should use in its interface (see below).
They are small integers printed as strings.

INTERFACE
Button pushes are sent out over file descriftattonFD. A button push is encoded as two characters fol-
lowed by two integers giving the location of the button push. The first character is either 'L’, 'M’, or 'R’
depending on the button pushed: Left, Middle, or Right. The next character is either 'D’ or 'U’ depending
on the action: Up or Down. The two numbers are the X and Y coordinates of the button push. This string is
followed by a newline. Exampld:-D 123 342 means that the left button was pushed down at location
(123, 342).

GrSunProg sometimes receives a character from Magic over file desaegtestFD. If this character is

an EOF, then the program terminates. If this character is an 'A’, then grSunProg responds with a 'P’ and
the current mouse coordinates over file descriptintFD. This string is followed by a newline. Example:

P 101 23 means that the mouse is currently at location (101, 23).

SEE ALSO
magic(1) grsunprog2(1)

AUTHOR
Robert N. Mayo
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NAME
magic— VLSI layout editor

SYNOPSIS
magic [ —T technology ][ —d device type][ —g graphics port] [ -m monitor_type] [ —i tablet_port] [
-D ][ -F object_file save file][ file]

DESCRIPTION
Magic is an interactive editor for VLSI layouts that runs under 4.3 BSD Unix, as well as derivatives such
as Digital’s Ultrix and Sun’s SunOS. This man page ieferencenanual; if you are a first-time user, you
should use the Magic tutorials in “The 1989 Livermore/DEC-WRL Magic Release” to get acquainted with
the system.

Magic runs in two different configurations. For workstations with an integrated color display, one window

of the screen is used to display text (commands and Magic's responses) and other windows are used for
displaying layouts in color. In older systems using serial-line terminals, Magic uses two terminals: one for
text and a separate color display for displaying layouts. In these systems you should run Magic from the
text display.

Normally, Magic is run under a window system suehX11 (preferreddr Sun Tools. The command line
switch "-d" can be used to tell Magic which kind of window system you are running, although Magic is
pretty good at guessing. When using serial-line terminals, the "-d", "-g", and "-i" switches can be used, and
the file Ccad/lib/displays should be created by the system administrator (see DISPLAYS(5) manual page).

Here are the options accepted by Magic:

=T The next argument is the name of a technology. The tile types, display information, and design
rules for this technology are read by Magic from a technology file when it starts up. The technol-
ogy defaults to “scmos”.

—d The next argument is the type of workstation or graphics display being used. Magic supports
these types:

NULL A null device for running Magic without using a graphics display.

X11 X-windows, version 11 release 3. The is the preferred interface. Magic acts as a client to
the X window server and interfaces to all graphics terminals supported by the X server.
The window manager must be configured to pass mouse buttons, without interpretation,
to clients. It is recommended that the meta key be used with mouse buttons to communi-
cate requests to the window manager. Standard window manager commands manipulate
Magic windows.

Addition information on Magic’s X11 driver, including options for .Xdefaults files, may
be found in “Magic Maintainer’'s Manual #4: Using Magic Under X Windows”.

X10  An Xdriver for X version 10. Currently not used much, and being phased out.

XWIND
Simply another name for either the X11 driver or the X10 driver. This is normally set to
refer to whichever driver is more popular at a given site. This is here mostly for back-
ward compatibility reasons.

The following drivers are used on Suns when X is not available.

SUN60 A Sun Microsystems workstation model Sun3/60C. (May work for Sun4/60C, also.)
The Sun60 display is the same as a Sun110 display, as far as Magic is concerned.

SUN110
A Sun Microsystems workstation, model Sun3/110C (color display). You must be run-
ning Suntools. This is virtually identical to the SUN160 display type below. May also
work for Sun4/110C.
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SUN160
A Sun 160 workstation with a single screen that has 8 bit-planes of color. You must be
running Suntools in order for Magic to run with this option. Also, you can not resize or
redisplay Magic windows while Magic is collecting a command (since Magic is only one
process). Because Sun’s window package doesn’t do interrupt processing, you can'’t
interrupt Magic unless you point to its text window.

SUNBW
A black & white Sun workstation. Because this system only has one bit-plane, Magic
does extra redisplay whenever it erases the box or highlight areas. Also, it is hard to see
all the layers since they are drawn as stippled areas instead of colored areas. You must
be running Suntools in order for Magic to run with this option, and the caveats for the
SUN160 version also apply to this version.

The following drivers are available, but are seldom used and thus may be in disrepair.

uCB512

An old AED512 with the Berkeley microcode ROMs and an attached bitpad (Summa-
Graphics Bitpad One). The ROMs are available from AED.

UCB512N
A new "Colorware" AED512 with the Berkeley microcode ROMs and an attached bitpad
(SummaGraphics Bitpad One). The ROMs are available from AED. We do not recom-
mend the GTCO bitpad, since we have heard that their Summagraphics emulation mode
can’t handle up/down button encoding nor double button pushes.

AED767
An AED767 with a SummaGraphics Mouse. Because of missing features in this device,

programmable cursors and Bit-Blt do not work. Many thanks to Norm Jouppi and
DECWRL for porting Magic to this device.

uCB1024
An AED1024 with a SummaGraphics Mouse and AED’s Magic microcode ROMs that

implement the same operations as the UCB512 ROMs. Thanks to LSI Logic for this
port.

AED1024
An AED1024 with a SummaGraphics Mouse and rev. D roms. Because of missing
features in this device, programmable cursors do not work. Many thanks to Peng Ang
and LSI Logic Corp. for porting Magic to this device.

other AEDs
Other AEDs can be handled by modifying Magic’s file grAedl.c. There are just too

many combinations of options for AEDs for us to be able to supply drivers for all of
them.

SUN120
A Sun Microsystems workstation, model Sun2/120 with the SunColor option
(/dev/cgone0) and the Sun optical mouse. Also works on some old Sunls with the ‘Sun2
brain transplant’. You must be running Suntools on the black and white display.
If no device is specified, Magic tries to guess which driver is appropriate (by checking the environment
variables and by poking around in /dev). Types listedidad/lib/displays override the default type.

-0 The next argument is the name of the device to use for communication with the graphics display.
This is usually of the formdev/ttyxx (for displays connected by RS232 lines, such as the AED
family) or for some workstations, the name of the frame buffer device.

-m The next argument is used to select the right color map for the monitor’s phosphors. “Std” works
well for most monitors. This option is seldom used anymore, now that monitors are manufactured
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with more consistent phosphors.

=i The next argument is the name of the port to use for input from the tablet. This defaults to what-
ever port is being used for the graphics output, and thus only needs to be specified under unusual
circumstances. Only used for serial-line graphics terminals, not workstations.

-D (System maintainers only). Run Magic in “debug” mode. This is intended for use with
debuggers such atbx (1) which would otherwise catch tH#&# G1O signal that is sent to Magic on
each keystroke. When running Magic in debug mode, keystrokes and mouse clicks won't inter-
rupt the background design-rule checker, so it's generally best to run with design-rule checking
disabled (drc off). When-D is set, crashes do not generate mail to the system maintainer and
coredumps are not created.

-F (This switch only works on VAXes, and hasn't been tested recently.) The next two arguments are
filenames. The firstobject_file, is the name of the file that was executed to run this version of
Magic. The secondsave file, is the name of a new file. After performing all initializations (read-
ing in the technology file, loading the style information and colormap, etc), an executable image
of Magic is stored irsave file. This executable image may then be run as a normal Magic, except
that it starts up much more quickly. The symbol table fralject_file is copied tosave file so the
new version can be debugged.

When Magic starts up it looks for a command filelicad/lib/magic/sys/.magic and processes it if it exists.
Then Magic looks for a file with the name “.magic” in the home directory and processes it if it exists.
Finally, Magic looks for a .magic file in the current directory and reads it as a command file if it exists.
The .magic file format is described under soair ce command.

COMMANDS -- GENERAL INFORMATION
Magics uses three sorts of commands. Pressing a mouse button is one sort of command. You can also
enter commands by typing:aor ; character followed by the text of the command. Multiple commands
may be specified on one line by separating them with semicolons. The third command form consists of
single-letter abbreviations called “macros”; macros are invoked by pressing single keys without typing a
first. Certain macros are predefined in the systemwichal/lib/magic/sys/.magic file, but you can override
them and add your own macros using tnacro command (described below under COMMANDS FOR
ALL WINDOWS).

Most commands deal with the window underneath the cursor, so if a command doesn’t do what you expect
make sure that you are pointing to the correct place on the screen. There are several different kinds of win-
dows in Magic (layout, color, and netlist); each window has a different command set, described in a
separate section below.

MOUSE BUTTONSFOR LAYOUT WINDOWS
Magic uses a three button mouse. The buttons are interpreted in a way that depends on the current tool, as
indicated by the shape of the cursor (seetth@ command). The various tools are described below. The
initial tool is box. These interpretations apply only when mouse buttons are pressed in the interior of a lay-
out window.

Box Tool
This is the default tool, and is indicated by a crosshair cursor. It is used to position the box and to
paint and erase:

left This button is used to move the box by one of its corners. Normally, this button picks up
the box by its lower-left corner. To pick the box up by a different corner, click the right
button while the left button is down. This switches the pick-up point to the corner
nearest the cursor. When the button is released, the box is moved to position the corner
at the cursor location. If the box has been set to snap to the window’s grid (sesadbe
command), then the box corner is left aligned with the grid that the user has chosen for
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the window with thegrid command, even if that grid is not visible.

right Change the size of the box by moving one corner. Normally this button moves the
upper-right corner of the box. To move a different corner, click the left button while the
right button is down. This switches the corner to the one nearest the cursor. When you
release the button, three corners of the box move in order to place the selected corner at
the cursor location (the corner opposite the one you picked up remains fixed). Snapping
to the window’s grid is handled as for the left button.

middle (bottom)
Used to paint or erase. If the crosshair is over paint, then the area of the box is painted
with the layer(s) underneath the crosshair. If the crosshair is over white space, then the
area of the box is erased.
Wiring Tool
The wiring tool, indicated by an arrow cursor, is used to provide an efficient interface to the wir-
ing commands:

left Same as the long commandr e type.
right Same as the long commanidr e leg.

middle (bottom)
Same as the long commandr e switch.

Netlist T ool
This tool is used to edit netlists interactively. It is indicated by a thick box cursor.

left Select the net associated with the terminal nearest the cursor.

right  Find the terminal nearest the cursor, and toggle it into the current net (if it wasn't already
in the current net) or out of the current net (if it was previously in the net).

middle (bottom)
Find the terminal nearest the cursor, and join its net with the current net.

Rsim Tool
Used when running the IRSIM simulator under Magic. A pointing hand is used as the cursor.

left Moves the box just like the box tool.
right  Moves the box just like the box tool.

middle (bottom)
Displays the Rsim node values of the selected paint.

LONG COMMANDSFOR LAYOUT WINDOWS
These commands work if you are pointing to the interior of a layout window. Commands are invoked by
typing a colon (*:”) or semi-colon (*;”), followed by a line containing a command name and zero or
more parameters. In addition, macros may be used to invoke commands with single keystrokes. Useful
default macros are set in the globalagic file (in Ccad/lib/magic/sys unless thecCAD_HOME environ-
ment variable is set). You can list all current macros withrtieero command, described under “LONG
COMMANDS FOR ALL WINDOWS”. Unique abbreviations are acceptable for all keywords in com-
mands. The commands are:

addpath searchpath
Add more directories to the end of Magic's cell search path. See the documentation fatihe
command for an explanation of the search path.

array xsizeysize
Make many copies of the selection. There will keze instances in the x-direction angize

instances in the y-direction. Paint and labels are arrayed by copying them. Subcells are not
copied, but instead each instance is turned into an array instance with elements numbered from 0
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to xsize-1 in the x-direction, and from O tgsize-1 in the y-direction. The spacing between ele-
ments of the array is determined by the box x- and y-dimensions.

array xlo ylo xhi yhi
Identical to the form ofirray above, except that the elements of arrayed cells are numbered left-
to-right fromxlo to xhi and bottom-to-top fronylo to yhi. It is legal forxlo to be greater thaxhi,
and also forylo to be greater thayhi.

box [args]
Used to change the size of the box or to find out its size. There are several sorts of arguments that
may be given to this command:

(No arguments.)
Show the box size and its location in the edit cell, or root cell of its window if the edit
cell isn’t in that window.

direction [distance]
Move the boxdistance units indirection, which may be one offeft, right, up, or down.
Distance defaults to the width of the box direction is right or left, and to the height of
the box ifdirection is up or down.

width [size]

height [size]
Set the box to the width or height indicated.sife is not specified the width or height is
reported.

x1yl x2y2
Move the box to the coordinates specified (these are in edit cell coordinates if the edit
cell is in the window under the cursor; otherwise these are in the root coordinates of the
window). x1 andyl are the coordinates of the lower left corner of the box, wkileand
y2 are the upper right corner. The coordinates must all be integers.

calma [option] [args]
This command is used to read and write files in Calma GDS Il Stream format (version 3.0,
corresponding to GDS |l Release 5.1). This format is like CIF, in that it describes physical mask
layers instead of Magic layers. In fadhe technology file specifiea correspondence between
CIF and Calma layers. The current CIF output style (@éestyle) controls how Calma stream
layers are generated from Magic layers. If no arguments are giveoalitn@ command generates
a Calma stream file for the layout in the window beneath the cursfileistr m, wherefile is the
name of the root cell. This stream file describes the entire cell hierarchy in the window. The
name of the library is the same as the name of the root €fkion and args may be used to
invoke one of several additional operations:

calma flatten
Ordinarily, Magic arrays are output using the Calma ARRAY construct. Afteslma
flatten command, though, arrays will be output instead as a collection of individual cell
uses, as occurs when writing CIF.

calma help
Print a short synopsis of all of theelma command options.

calmalabels
Output labels whenever writing a Calma output file.

calma lower
Allow both upper and lower case to be output for label text. This is the default behavior;
calma nolower causes lower case to be converted to upper case on output.

calma noflatten
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Undoes the effect of a priaicalma flatten command, re-enabling the output of Magic
arrays using the Calma ARRAY construct.

calma nolabels
Don't output labels when writing a Calma output file.

calma nolower
Convert lower to upper case when outputting labels.

calmaread file
The filefile.strm is read in Calma format and converted to a collection of Magic cells.
The current CIF input style determines how the Calma layers are converted to Magic
layers. The new cells are marked for design-rule checking. Calma format doesn'’t iden-
tify the root of the collection of cells read in, so none of the cells read will appear on the
display; usdoad to make them visible. If the Calma file had been produced by Magic,
then the name of the root cell is the same as the library name printed bgathea r ead
command.

calmawrite fileName
Writes a stream file just as if no arguments had been entered, except that the output is
written intofileName.str m instead of using the root cell name for the file name.

channels
This command will run just the channel decomposition part of the Magic router, deriving channels
for the area under the box. The channels will be displayed as outlined feedback areas over the edit
cell.

cif [option] [args]
Read or write files in Caltech Intermediate Form (CIF). If no arguments are given, this command
generates a CIF file for the window beneath the cursditértif, wherefile is the name of the root
cell. The CIF file describes the entire cell hierarchy in the wind@sption andargs may be used
to invoke one of several additional CIF operations:

cif arealabels[yes| no]
Enables/disables the cif area-label extension. If enabled, area labels are written via the
95 cif extension. If disabled, labels are collapsed to points when writing cif an84he
cif construct is used. Area-labels are disabled by default (many programs don't under-
stand cif area-labels).

cif help Print a short synopsis of all of the cif command options.

cif istyle[style]
Select the style to be used for CIF input. If siyle argument is provided, then Magic
prints the names of all CIF input styles defined in the technology file and identifies the
current style. Ifstyleis provided, it is made the current style.

cif ostyle [styl€]
Select the style to be used for CIF output. If sigle argument is provided, then Magic
prints the names of all CIF output styles defined in the technology file and identifies the
current style. Ifstyleis provided, it is made the current style.

cif read file
The filefile.cif is read in CIF format and converted to a collection of Magic cells. The
current input style determines how the CIF layers are converted to Magic layers. The
new cells are marked for design-rule checking. Any information in the top-level CIF cell
is copied into the edit cell. Note: this command is not undo-able (it would waste too
much space and time to save information for undoing).

cif seelayer
In this commandayer must be the CIF name for a layer in the current output style.
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Magic will display on the screen all the CIF for that layer that falls under the box, using
stippled feedback areas. It's a bad idea to look at CIF over a large area, since this com-
mand requires the area under the box to be flattened and therefore is slow.

cif statistics
Prints out statistics gathered by the CIF generator as it operates. This is probably not
useful to anyone except system maintainers.

cif write fileName
Writes out CIF just as if no arguments had been entered, except that the CIF is written
into fileName.cif instead of using the root cell name for the file name. The current output
style controls how CIF layers are generated from Magic layers.

cif flat fileName
Writes out CIF as in theif write command, but flattens the design first (e.g. creates an
internal version with the cell hierarchy removed). This is useful if one wishes to use the
and-not feature of the CIF output styles, but is having problems with interactions of
overlapping cells.

clockwise [degrees]
Rotate the selection b90, 180 or 270 degrees. After the rotation, the lower-left corner of the
selection’s bounding box will be in the same place as the lower-left corner of the bounding box
before the rotation Degrees defaults ta90. If the box is in the same window as the selection, it is
rotated too. Only material in the edit cell is affected.

copy [direction [amount]]

copy toxy
If no arguments are given, a copy of the selection is picking up at the point lying underneath the
box lower-left corner, and placed so that this point lies at the cursor positiaettion is given,
it must be a Manhattan direction (emprth, see the “DIRECTIONS” section below). The copy
of the selection is moved in that direction lynount. If the box is in the same window as the
selection, it is moved tooAmount defaults tol. The second form of the command behaves as
though the cursor were pointing t, §) in the edit cell; a copy of the selection is picked up by the
point beneath the lower-left corner of the box and placed so that this point ligsyat (

corner directionl direction2 [layers]
This command is similar tfill, except that it generates L-shaped wires that travel across the box
first in directionl and then indirection2. For examplecorner north east finds all paint under the
bottom edge of the box and extends it up to the top of the box and then across to the right side of
the box, generating neat corners at the top of the box. The box should be at least as tall as it is
wide for this command to work correctlyDirectionl anddirection2 must be Manhattan direc-
tions (see the section DIRECTIONS below) and must be orthogonal to each otHayerK is
specified then only those layers are used; otherwise all layers are considered.

delete Delete all the information in the current selection that is in the edit cell. When cells are deleted,
only the selected use(s) of the cell is (are) deleted: other uses of the cell remain intact, as does the
disk file containing the cell. Selected material outside the edit cell is not deleted.

drc option [args]
This command is used to interact with the design rule chec&gtion andargs (if needed) are
used to invoke @rc command in one of the following ways:

drc catchup
Let the checker process all the areas that need rechecking. This command will not return
until design-rule checking is complete or an interrupt is typed. The checker will run even
if the background checker has been disabled dhithoff.

drc check
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Mark the area under the box for rechecking in all cells that intersect the box. The

recheck will occur in background after the command completes. This command is not
normally necessary, since Magic automatically remembers which areas need to be
rechecked. It should only be needed if the design rules are changed.

drc count
Print the number of errors in each cell under the box. Cells with no errors are skipped.

drcfind [nth]
Place the box over theth error area in the selected cell or edit cell, and print out infor-
mation about the error just asdlrc why had been typed. Ifith isn't given (or is less
than 1), the command moves to the next error area. Successive invocatidresfofd
cycle through all the error tiles in the cell. If multiple cells are selected, this command
uses the upper-leftmost one. If no cells are selected, this command uses the edit cell.

drchelp
Print a short synopsis of all the drc command options.

drcoff Turn off the background checker. From now on, Magic will not recheck design rules
immediately after each command (but it will record the areas that need to be rechecked;
the commandirc on can be used to restart the checker).

drcon Turn on the background checker. The checker will check whatever modifications have
not already been checked. From now on, the checker will reverify modified areas as they
result from commands. The checker is run in the background, not synchronously with
commands, so it may get temporarily behind if massive changes are made.

drc printrules(filg]
Print out the compiled rule set file, or on the text terminal ifileisn’t given. For system
maintenance only.

drcrulestats
Print out summary statistics about the compiled rule set. This is primarily for use in writ-
ing technology files.

drc statistics
Print out statistics kept by the design-rule checker. For each statistic, two values are
printed: the count since the last tindec statistics was invoked, and the total count in
this editing session. This command is intended primarily for system maintenance pur-
poses.

drc why
Recheck the area underneath the box and print out the reason for each violation found.
Since this command causes a recheck, the box should normally be placed around a small
area (such as an error area).

dump cellName [child refPointC] [ par ent refPointP]
Copy the contents of cetlellName into the edit cell so thatefPointC in the child is positioned at
point refPointP in the edit cell. Theeferencepoints can either be the name of a label, in which
case the lower-left corner of the label's box is ussdhe referencpoint, or as a pair of numbers
giving the §,y) coordinates of a point explicitly. IfefPointC is not specified, the lower-left
corner ofcellName cell is used. IfrefPointP is not specified, the lower-left corner of the box tool
is used (the box must be in a window on the edit cell). After this command completes, the new
information is selected.

edit Make the selected cell the edit cell, and edit it in context. The edit cell is normally displayed in
brighter colors than other cells (see tb# command to change this). If more than one cell is
selected, or if the selected cell is an array, the cursor position is used to select one of those cells as
the new edit cell. Generally, Magic commands modify only the current edit cell.
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erase [layerg]
For the area enclosed by the box, erase all paihayers. (See the “LAYERS” section for the
syntax of layer lists). Hayersis omitted it defaults td,labels. See your technology manual, or
use thdayers command, to find out about the available layer names.

expand [toggle]
If the keywordtoggle is supplied, all of the selected cells that are unexpanded are expanded, and
all of the selected cells that are expanded are unexpandédggle isn’t specified, then all of the
cells underneath the box are expanded recursively until there is nothing but paint under the box.

extract option [args]
Extract a layout, producing one or more hierarchieat files that describe the electrical circuit
implemented by the layout. The current extraction style ésteact style below) determines the
parameters for parasitic resistance, capacitance, etc. that will be useéxtiée command with
no parameters checks timestamps and re-extracts as needed to bergfids up-to-date for the
cell in the window beneath the crosshair, and all cells beneath it. Magic displays any errors
encountered during circuit extraction using stippled feedback areas over the area of the error,
along with a message describing the type of error. Optionagd are used in the following
ways:

extract all
All cells in the window beneath the cursor are re-extracted regardless of whether they

have changed since last being extracted.

extract cell name
Extract only the currently selected cell, placing the output in thenfilee. If more than
one cell is selected, this command uses the upper-leftmost one.

extract do[ option ]

extract no option
Enable or disable various options governing how the extractor will work. :edeact
do with no arguments to print a list of available options and their current settings. When
the adjust option is enabled, the extractor will compute compensating capacitance and
resistance whenever cells overlap or abut; if disabled, the extractor will not compute
these adjustments but will run faster. dépacitance is enabled, node capacitances to
substrate (perimeter and area) are computed; otherwise, all node capacitances are set to
zero. Similarly,resistance governs whether or not node resistances are computed. The
coupling option controls whether coupling capacitances are computed or not; if disabled,
flat extraction is significantly faster than if coupling capacitance computation is enabled.
Finally, thelength option determines whether or not pathlengths in the root cell are com-
puted (se@xtract length below).

extract help
Prints a short synopsis of all tlextract command options.

extract length [ option args]
Provides several options for controlling which point-to-point path lengths are extracted
explicitly. The extractor maintains two internal tables, oneldfers, or places where a
signal is generated, and one mceivers, or places where a signal is sent. The com-
ponents of each table are hierarchical label names, defined by means of the two com-
mandsextract length driver namel [name2 ...] and extract length receiver namel
[name2 ...]. If extraction of pathlengths is enabled:gxtract do length™), then when
the root cell in an extract command is being extracted, the extractor will compute the
shortest and longest path between each driver and each receiver on the same electrical
net, and output it to theext file for the root cell. Normally, one should create a file of
these Magic commands for the circuit drivers and receivers of interest, arsdurge to
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read it in prior to circuit extractionExtract length clear removes all the entries from
both the driver and receiver tables.

extract parents
Extract the currently selected cell and all of its parents. All of its parents must be loaded
in order for this to work correctly. If more than one cell is selected, this command uses
the upper-leftmost one.

extract showparents
Like extract parents, but only print the cells that would be extracted; don’t actually
extract them.

extract style [styl€e]
Select the style to be used for extraction parameters. Mtyle argument is provided,
then Magic prints the names of all extraction parameter styles defined in the technology
file and identifies the current style. dfyle is provided, it is made the current style.

extract unique[#]
For each cell in the window beneath the cursor, check to insure that no label is attached
to more than one node. If thekeyword was not specified, whenever a label is attached
to more than one node, the labels in all but one of the nodes are changed by appending a
numeric suffix to make them unique. If tiekeyword is specified, only names that end
in a “#" are made unique; any other duplicate nodenames that don't end i aafe
reported by leaving a warning feedback area. This command is provided for converting
old designs that were intended for extraction with Mextra, which would automatically
append unique suffixes to node names when they appeared more than once.

extract warn [ [no] option | [no] all ]
The extractor always reports fatal errors. This command controls the types of warnings
that are reportedOption may be one of the followingdup, to warn about two or more
unconnected nodes in the same cell that have the same feigi¢p warn about transis-
tors with fewer than the minimum number of terminals, &algkls, to warn when nodes
are not labeled in the area of cell overlap. In additiath,may be used to refer to all
warnings. If a warning is preceded Imp, it is disabled. To disable all warnings, use
“extract warn no all”’. To see which warning options are in effect, usextract
warn”.

extresist [cell [threshold] ]

Postprocessor for improving on the resistance calculation performed by the circuit extractor. To
use this command, you first have to extract the design rootedlatith :extract cell, and then

flatten the design usingxt2sim(1), producing the filescell.sim and cell.nodes. Then run
.extresist cell to produce a filegell.res.ext, containing differences between the network described

by the.ext files produced the first time around, and a new network that incorporates explicit two-
point resistors where appropriate (see below). This file may be appendmt.ést, and then
ext2smrun for a second time, to produce a new network with explicit resistors. tfiteshold
parameter is used to control which nodes are turned into resistor networks: any node whose total
resistance exceedhreshold times the smallest on-resistance of any transistor connected to that
node will be approximated as a resistor network.

feedback option [args]

Examine feedback information that is created by several of the Magic commands to report prob-
lems or highlight certain things for user@ption andargs are used in the following ways:

feedback add text [styl€]
Used to create a feedback area manually at the location of the box. This is intended as a
way for other programs like Crystal to highlight things on a layout. They can generate a
command file consisting of &edback clear command, and a sequence ladx and
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feedback add commands.Text is associated with the feedback (it will be printed by
feedback why andfeedback find). Styletells how to display the feedback, and is one of
dotted, medium, outline, pale, andsolid (if unspecified style defaults topale).

feedback clear
Clears all existing feedback information from the screen.

feedback count
Prints out a count of the current number of feedback areas.

feedback find [nth]
Used to locate a particular feedback areanth is specified, the box is moved to the
location of thenth feedback area. fHfith isn’t specified, then the box is moved to the next
sequential feedback area after the last one located fedttback find. In either event,
the explanation associated with the feedback area is printed.

feedback help
Prints a short synopsis of all tfieedback command options.

feedback savefile
This option will save information about all existing feedback areafiién The informa-
tion is stored as a collection of Magic commands, so that it can be recovered with the
commandsour cefile.

feedback why
Prints out the explanations associated with all feedback areas underneath the box.

fill direction [layers]
Direction is a Manhattan direction (see the section DIRECTIONS below). The paint visible under
one edge of the box is sampled. Everywhere that the edge touches paint, the paint is extended in
the given direction to the opposite side of the box. For examptéréttion is north, then paint is
sampled under the bottom edge of the box and extended to the top edagger#fis specified,
then only the given layers are consideredtaifersisn’t specified, then all layers are considered.

findbox [zoom]
Center the view on the box. If the optionabom argument is present, zoom into the area
specified by the box. This command will complain if the box is not in the window you are point-
ing to.

flush [cellname]
Cell cellname is reloaded from disk. All changes made to the cell since it was last saved are dis-
carded. Ifcellnameis not given, the edit cell is flushed.

garoute option [args]
This command, with n@ption or arg, is like theroute command: it generates routing in the edit
cell to make connections specified in the current netlist. (See dhte command for further
information). Unlike theroute command, this command is intended to be used for routing types
of circuits, such as gate-arrays, whose routing channels can be determined in advance, and which
require the ability to river-route across the tops of cells. The channels must have been predefined
usinggaroute channel commands prior to this command being invoked. Unlike tbete com-
mand, where the box indicates the routing area, this command ignores the box entirely. The new
wires are placed in the edit cell. The netlist used is that selected bytite netlist command, or
the current netlist being edited inreetlist window if no route netlisst command has been given.
Options andargs have the following effects:

gar oute channel [type]

gar oute channel xlo ylo xhi yhi [type]
Define a channel. KKlo, ylo, xhi, andyhi are provided, they are interpreted as the coordi-
nates of the lower-left and upper-right of the bounding box for the channel respectively.
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Otherwise, the coordinates of the box are used. The boundary of each channel is
adjusted inward to lie halfway between routing grid lines if it does not lie there already;

if the channel is adjusted, a warning message is printed. The channel defined is an ordi-
nary routing channel ifype is not specified; such channels are identical to those used by
the router of theoute command. Iftype is given, it must be eitheln or v. The channel
thereby created will be siver-routing channel inside which only left-to-right routes are
possible (‘h”) or top-to-bottom (*v”). Unlike a normal channel, a river-routing chan-

nel may contain terminals in its interior.

gar oute gener ate type [fil€]
Provides a primitive form of channel decomposition for regular structures such as gate-
array or standard-cell layouts. Generates a collectiogapbute channel commands,
either to the standard output, orfite if the latter is specified. Thgpe parameter must
be eitherh orv. The entire area contained within the box is turned into routing channels.
Each cell inside this area has its bounding box computed for purposes of routing by look-
ing only at those layers considered to be “obstacles” to routing (see “Tutorial #7: Net-
lists and Routing” for details). The bounding box just computed is then extended all the
way to the sides of the area of the box tool, verticallfyfe is h or horizontally iftype is
v. This extended area is then marked as belonging to a river-routing channel of type
type; adjacent channels of this type are merged into a single channel. After all cells are
processed, the areas not marked as being river-routing channels are output as normal
channels.

garoute help
Print a short synopsis of all thgar oute command options.

garoute nowarn
If a given terminal appears in more than one place inside a cell, the router can leave feed-
back if it is not possible to route to all of the places where the terminal appears. The
garoute nowarn command instructs the router to leave feedback only if it is not possible
to route toany of the locations of a terminal. (This is the default behaviogafoute
router).

garoute route [netlist]
Route the edit cell. Ihetlistis not specified, the netlist used is the same as vgaeaute
is given with no options. Ifetlist is given, then it is used instead.

garoute reset
Clear all channels defined lgaroute channel in preparation for redefining a new set of
channels.

garoutewarn
The opposite ofjar oute nowar n, this command instructs the router to leave feedback if
it is not possible to route to all of the places where a terminal appears when a terminal
has more than one location, even if not all of those locations are actually selected for
routing by the global router.

getcell cellName [child refPointC] [ par ent refPointP]

This command adds a child cell instance to the edit cell. The instance refers to thelld&e;

it is positioned so thatefPointC in the child is at poinrefPointP in the editcell. Thereference
points can either be the name of a label, in which case the lower-left corner of the label's box is
used as theeferencepoint, or as a pair of numbers giving the ) coordinates of a point expli-

citly. If refPointC is not specified, the lower-left corner oflIName cell is used. IfrefPointP is

not specified, the lower-left corner of the box tool is used (the box must be in a window on the edit
cell). The new subcell is selected. The difference between this commardlenlis thatdump
copies the contents of the cell, whilgetcell simply makes areference to theoriginal cell.
Cellname must not be the edit cell or one of its ancestors.
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getnode [alias on | alias off]

getnode [abort [str]]
Getnode prints out the node names (used by the extractor) for all selected paint. If aliasing turned
on, getnode prints all the names it finds for a given node. It may not print every name that exists,
however. When turned off, it just prints one name. The abort option allows the user to tell get-
node that it is not important to completely search nodes that have certain names. For example,
getnode abort Vdd will tell getnode not to continue searching the node if it determines that one
of its names is Vdd. Agetnode abort, without a string argument, will erase the list of names pre-
viously created by callingetnode abort with string arguments. Getnode can be safely aborted at
any time by typing the interrupt character, usually "C. $e@rial #11: Using IRSM and RSM
with Magic for more information on this command.

grid [xSpacing [ySpacing [xOrigin yOrigin]]]

grid off If no arguments are given, a one-unit grid is toggled on or off in the window underneath the cur-
sor. Grid off always turns the grid off, regardless of whether it was on or off previously. If
numerical arguments are given, the arguments determine the grid spacing and origin for the win-
dow under the cursor. In its most general fognid takes four integer argumentXOrigin and
yOrigin specify an origin for the grid: horizontal and vertical grid lines will pass through this
point. XSpacing and ySpacing determine the number of units between adjacent grid lines. If
xOrigin andyOrigin are omitted, they default to 0. ifSpacing is also omitted, the xSpacing
value is used for both spacings. Grid parameters will be retained for a window until explicitly
changed by anotheyrid command. When the grid is displayed, a solid box is drawn to show the
origin of the edit cell.

identify instance id
Set the instance identifier of the selected cell usénttance id. Instance_id must be unique
among all instance identifiers in the parent of the selected cell. Initially, Magic guarantees
unigueness of identifiers by giving each cell an initial identifier consisting of the cell definition
name followed by an underscore and a small integer.

iroute subcommand [args]
This command provides an interactive interface to the Magic maze-router. Routing is done one
connection at a time. Three interniint layers, magnet, fence, androtate, allow the user to
guide routing graphically. Routes are chosen close to magnets (if possible), routing does not cross
fence boundaries, and rotate areas reverse the preferred routing directions for each layer. The
maze-router seeks to find a lowest-cost path. Parameters specifying costs for horizontal and verti-
cal routing on each layer, cost for jogs and contacts, and cost (per unit area) for distance between
a path and magnets, help determine the nature of the routes. Sesarcil parameters permit
tuning to achieve acceptable routes in as short a time as possible. Routing can always be inter-
rupted with"C. The iroute subcommands are as follows:

iroute Routes from cursor to inside box.

iroute contact [type] [ parameter] [valuel] ... [valuen]
An asterisk*, can be used faiype andparameter. This command is for setting and exa-
mining parameters related to contacts.

iroute help [subcommand]
Summarizes irouter commands. Ifsabcommand is given, usage information for that
subcommand is printed.

iroute layer s [type] [ parameter] [valuel] ... [valuen]
An asterisk*, can be used faiype andparameter. This command is for setting and exa-
mining parameters related to route layers.

iroute route [options]
Invokes the router. Options are as follows:

1990 DECWRL/Livermore Magic 13



MAGIC (1)

CAD Tool User's Manual MAGIC (1)

-sL ayerslayers = layers route may start on

-sCursor = start route at cursor (DEFAULT)

-sL abel name = start route at label of given name

-sPoint x y = start route at given coordinates

-dLayerslayers = layers route may end on

-dBox = route to box (DEFAULT)

-dL abel name = route to label of given name

-dRect xbot ybot xtop ytop = route to rectangle of given coordinates
-dSelection = route to selection

iroute savePar ameter s <filename>
Saves all current irouter parameter settings. The parameters can be restored to these
values with the commandsbur ce filename”.

iroute search [searchParameter] [value]
Allows parameters controlling the search to be modified. If routing is too slow try
increasingrate. If the router is producing bad results, try reducirage. Its a good idea
to makewidth at least twice as big aste.

iroute spacings [route-type] [type] [ spacing] ... [typen spacingn]
Default minimum spacings between a route-type placed by the router and other types are
derived from thedrc section of the technology file. The defaults can be overridden by
this command. The special tyf@JBCELL is used to specify minimum spacing to
unexpanded subcells.

iroute verbosity [level]
Controls the number of messages printed during routing:
0 = errors and warnings only,
1 = brief,
2 = |ots of statistics.

iroute version
Prints irouter version information.

iroute wizard [wizardparameter] [valug]
Used to examine and set miscellaneous parameters. Most of these are best left alone by
the unadventurous user.

label string [pos [layer]]

A label with textstring is positioned at the box location. Labels may cover points, lines, or areas,
and are associated with specific layers. Normally the box is collapsed to either a point or to a line
(when labeling terminals on the edges of cells). Normally also, the area under the box is occupied
by a single layer. If ndayer argument is specified, then the label is attached to the layer under the
box, or space if no layer covers the entire area of the boxayHr is specified butayer doesn’t

cover the entire area of the box, the label will be moved to another layer or space. Labels attached
to space will be considered by CIF processing programs to be attached to all layers overlapping
the area of the labelPos is optional, and specifies where the label text is to be displayed relative
to the box (e.g. “north”). Ifposisn’t given, Magic will pick a position to ensure that the label

text doesn't stick out past the edge of the cell.

layers Prints out the names of all the layers defined for the current technology.
load [file]

Load the cell hierarchy rooted fite. mag into the window underneath the cursor. If fi@ is sup-
plied, a new unnamed cell is created. The root cell of the hierarchy is made the edit cell unless
there is already an edit cell in a different window.

move [direction [amount]]
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movetoxy
If no arguments are given, the selection is picked up by the point underneath the lower-left corner
of the box and moved so that this point lies at the cursor locatiodiréttion is given, it must be
a Manhattan direction (e.gorth). The selection is moved in that direction ayount. If the box
is in the same window as the selection, it is moved témount defaults to 1. Selected material
that is not in the edit cell, is not affected. The second form of the command is as though the cur-
sor were pointing tox y) in the edit cell; the selection is picked up by the point beneath the
lower-left corner of the box and moved so that this point liexag)

paint layers
The area underneath the box is paintethiers.

path [searchpath]
This command tells Magic where to look for cell&earchpath contains a list of directories
separated by colons or spaces (if spaces are usedsdfi@hpath must be surrounded by quotes).
When looking for a cell, Magic will check each directory in the path in order, until the cell is
found. If the cell is not found anywhere in the path, Magic will look in the system library for it. If
thepath command is invoked with no arguments, the current search path is printed.

plot option [args]
Used to generate hardcopy plots direct from Mad@iptions andargs are used in the following
ways:

plot gremlin file [layers]
Generate a Gremlin-format description of everything under the box, and write the
description infile. If layersisn’t specified, paint, labels, and unexpanded subcells are all
included in the Gremlin file just as they appear on the screetaydfs is specified, then
just the indicated layers are output in the Gremlin fileayers may include the special
layerslabelsandsubcell. The Gremlin file is scaled to have a total size between 256 and
512 units; you should use thgidth and/orheight Grn commands to ensure that the
printed version is the size you want. Use thg stipples in Grn. No plot parameters are
used in Gremlin plotting.

plot help
Print a short synopsis of all ti@ot command options.

plot parameters [name valug]
If plot parametersis invoked with no additional arguments, the values for all of the plot
parameters are printed. iime andvalue are provided, themame is the name of a plot
parameter andalue is a new value for it. Plot parameters are used to control various
aspects of plotting; all of them haveeasonable” initialvalues. Most of the parameters
available now are used to control Versatec-style plotting. They are:

cellldFont
The name of the font to use for cell instance ids in Versatec plots. This must be
a file in Vfont format.

celINameFont
The name of the font to use for cell names in Versatec plots. This must be a file
in Vfont format.

color If this is set totrue, the:plot versatec command will generate output suitable
for a four-color Versatec plotter, using the styles defined indbier ver satec
style of theplot section of the technology file. Kolor is false (the default),
then:plot versatec generates normal black-and-white plots.

directory
The name of the directory in which to create raster files for the Versatec. The
raster files have names of the formagicPlotXXXXXX, whereXXXXXX is a
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process-specific identifier.

dotsPerinch
Indicates how many dots per inch there are on the Versatec printer. This param-
eter is used only for computing the scale factor for plotting. Must be an integer
greater than zero.

labelFont
The name of the font to use for labels in Versatec plots. This must be a file in
Vfont format.

printer The name of the printer to which to spool Versatec raster files.

showcellnames
If “true” (the default) then the name and instance-identifier of each unexpanded
subcell is displayed inside its bounding box. If this parameter is “false” then
only the bounding box of the cell is displayed.

spoolCommand
The command used to spool Versatec raster files. This must be a text string con-
taining two “%s” formatting fields. The first “%s” will be replaced with the
printer name, and the second one will be replaced with the name of the raster
file.

swathHeight
How many raster lines of Versatec output to generate in memory at one time.
The raster file is generated in swaths in order to keep the memory requirements
reasonable. This parameter determines the size of the swaths. It must be an
integer greater than zero, and should be a multiple of 16 in order to avoid
misalignment of stipple patterns.

width The number of pixels across the Versatec printer. Must be an integer greater
than 0, and must be an even multiple of 32.

plot versatec [size[layerd]]
Generate a raster file describing all the the information underneath the box in a format
suitable for printing on Versatec black-and-white or color printers, and spool the file for
printing. See the plot parameters above for information about the parameters that are
used to control Versatec plottin§ize is used to scale the plot: a scalefactor is chosen so
that the area of the box i§ze inches across on the printed pagéze defaults to the
width of the printer. Layers selects which layers (including labels and subcells) to plot;
it defaults to everything visible on the screen.

plow direction [layers]

plow option [args]
The first form of this command invokes the plowing operation to stretch and/or compact a cell.
Direction is a Manhattan directionLayersis an optional collection of mask layers, which defaults
to*. One of the edges of the box is treated as a plow and dragged to the opposite edge of the box
(e.g. the left edge is used as the plow wipkow right is invoked). All edges otayersthat lie in
the plow’s path are pushed ahead of it, and they push other edges ahead of them to maintain
design rules, connectivity, and transistor and contact sizes. Subcells are moved in their entirety
without being modified internally. Any mask information overlapping a subcell moved by plow-
ing is also moved by the same amoufiption andargs are used in the following ways:

plow boundary
The box specifies the area that may be modified by plowing. This area is highlighted
with a pale stipple outline. Subsequent plows are not allowed to modify any area outside
that specified by the box; if they do, the distance the plow moves is reduced by an
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amount sufficient to insure that no geometry outside the boundary gets affected.

plow help
Prints a short synopsis of all thbow command options.

plow horizon n

plow horizon
The first form sets the plowing jog horizon maunits. The second form simply prints the
value of the jog horizon. Every time plowing considers introducing a jog in a piece of
material, it looks up and down that piece of material for a distance equal to the jog hor-
izon. If it finds an existing jog within this distance, it uses it. Only if no jog is found
within the jog horizon does plowing introduce one of its own. A jog horizon of zero
means that plowing will always introduce new jogs where needed. A jog horizon of
infinity (plow nojogs) means that plowing will not introduce any new jogs of its own.

plow jogs
Re-enable jog insertion with a horizon of 0. This command is equivaleptaw hor -
izon 0.

plow noboundary
Remove any boundary specified with a previplmswy boundary command.

plow nojogs
Sets the jog horizon to infinity. This means that plowing will not introduce any jogs of its
own; it will only use existing ones.

plow nostraighten
Don't straighten jogs automatically after each plow operation.

plow selection [direction [distance]]
Like the move or stretch commands, this moves all the material in the selection that
belongs to the edit cell. However, any material not in the selection is pushed out of its
way, just as though each piece of the selection were plowed individually. If no argu-
ments are given, the selection is picked up by the point underneath the lower-left corner
of the box and plowed so that this point lies at the cursor location. The box is moved
along with the selection. Iflirection is given, it must be a Manhattan direction (e.g.
north). The selection is moved in that direction bynount. If the box is in the same
window as the selection, it is moved toé&mount defaults to 1. If there is selected
material that isn't in the edit cell, it is ignored (note that this is different fismhect and
move). If direction isn’t given and the cursor isn't exactly left, right, up, or down from
the box corner, then Magic first rounds the cursor position off to a position that is one of
those (whichever is closest).

plow straighten
Straighten jogs automatically after each plow operation. The effect will be as though the
straighten command were invoked after each plow operation, with the same direction,
and over the area changed by plowing.

resist cell [tolerance]

This command is similar textresist above, but used for extracting resistance networks for indivi-
dual nodes. Only the node underneath the box is processed. The network for this node is output
to the filecell.res.ext. See the description faxtresist for an explanation ofolerance.

route option [args]

This command, with n@ption or arg, is used to generate routing using the Magic router in the
edit cell to make connections specified in the current netlist. The box is used to indicate the rout-
ing area: no routing will be placed outside the area of the box. The new wires are placed in the
edit cell. Options andargs have the following effects:
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route end [real]
Print the value of the channel end constant used by the channel router. If a value is sup-
plied, the channel end constant is set to that value. The channel end constant is a dimen-
sionless multiplier used to compute how far from the end of a channel to begin prepara-
tions to make end connections.

route help
Print a short synopsis of all thr@ute command options.

routejog [int]
Print the value of the minimum jog length used by the channel router. If a value is sup-
plied, the minimum jog length is set to that value. The channel router makes no vertical
jogs shorter than the minimum jog length, measured in router grid units. Higher values
for this constant may improve the quality of the routing by removing unnecessary jogs;
however, prohibiting short jogs may make some channels unroutable.

route metal
Toggle metal maximization on or off. The route command routes the preferred routing
layer (termed “metal”) horizontally and the alternate routing layer vertically. By default
wires on the alternate routing layer are then converted, as much as possible, to the pre-
ferred layer before being painted into the layout. Enabling metal maximization improves
the quality of the resulting routing, since the preferred routing layer generally has better
electrical characteristics; however, designers wishing to do hand routing after automatic
routing may find it easier to disable metal maximization and deal with a layer-per-
direction layout.

route netlist [filg]
Print the name of the current netlist. If a file name is specified, it is opened if possible,
and the new netlist is loaded. This option is provided primarily as a convenience so you
need not open the netlist menu before routing.

route obstacle [real]
Print the obstacle constant used by the channel router. If a value is supplied, set the
channel router obstacle constant to that value. The obstacle constant is a dimensionless
multiplier used in deciding how far in front of an obstacle the channel router should
begin jogging nets out of the way. Larger values mean that nets will jog out of the way
earlier; however, if nets jog out of the way too early routing area is wasted.

routeorigin [xy]
Print the x- and y-coordinates of the origin of the routing grid. By default, the routing
grid starts from (0,0). However, by supplying amndy coordinate to theoute origin
command, the origin can be set to any other value. This command is primarily useful
when routing a chip that has been designed with routing on the same pitch as the router
will use, but where the left and bottom edges of the pre-existing routing don't line up
with the routing grid lines (for example, the pre-existing routing might have been cen-
tered on routing grid lines). The alternative to specifying a different origin for the rout-
ing grid would be to translate all the material in the cell to be routed so that the prewiring
lined up properly with routing grid lines.

route settings
Print the values of all router parameters.

route steady [int]
Print the value of the channel router’s steady net constant. If a value is supplied, set the
steady net constant to the value. The steady net constant, measured in router grid units,
specifies how far beyond the next terminal the channel router should look for a
conflicting terminal before deciding that a net is rising or falling. Larger values mean
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that the net rises and falls less often.

routetech
Print the router technology information. This includes information such as the names of

the preferred and alternate routing layers, their wire widths, the router grid spacing, and
the contact size.

route viamin
Minimize vias in (previously) routed netlist. This subcommand removes unnecessary
layer changes in all nets in the current netlist to minimize via count. The preferred rout-
ing layer,layer1 in therouter section of the technology file, is favored by the algorithm.
Note that ‘route viamin” is an independent routing postpass that can be applied even if
the routing was not generated by theute command, provided the layers and widths
agree with theouter section of the technology file.

routevias[int]
Print the value of the metal maximization via constant. If a value is supplied, set the via
constant to the value. The via constant, measured in router grid units, represents the
tradeoff between metal maximization and the via count. In many cases it is possible to
convert wiring on the alternate routing layer into routing on the preferred routing layer
(“metal”) at the expense of introducing one or two vias. The via constant specifies the
amount of converted wiring that makes it worthwhile to add vias to the routing.

rsim [optiong] [ filename]
Runs rsim under Magic. Séeitorial #11: Using IRSM and RS M with Magic for more informa-
tion on what options and files are required by rsim. Normally, IRSIM requires a parameter file for
the technology and aim file describing the circuit.

The rsim command without any options can be used to interact with a previously-started rsim.
Typersim and you will see the rsim prompt. To get back to magic, tgpe

save [name]
Save the edit cell on disk. If the editll is currently the “(UNNAMED)” cell, name must be
specified; in this case the edit cell is renameddme as well as being saved in the filmme.mag.
Otherwisename is optional. If specified, the edit cell is saved in the fiene.mag; otherwise, it
is saved in the file from which it was originally read.

see option
This command is used to control which layers are to be displayed in the window under the cursor.
It has several forms:

see no layers
Do not display the given layers in the window under the cursolabifls is given as a

layer name, don't display labels in that window either.edfors is given as a layer, no
design-rule violations will be displayed (the checker will continue to run, though). If
layers is given as "*", all mask layers will be disabled, but errors and labels will still be
shown. See the "LAYERS" section at the end of this manual page for an explanation of
layer naming in Magic.

see layers
Reenable display of the givdayers. Note that "*" expands to all mask layers, but does
not include the label or error layers. See the "LAYERS" section at the end of this manual

page for details.
seeno Don't display any mask layers or labels. Only subcell bounding boxes will be displayed.
see Reenable display of all mask layers, labels, and errors.

see allSame
Display all cells the same way. This disables the facility where the edit cell is displayed
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in bright colors and non-edit cells are in paler colors. Afiesr allSame, all mask infor-
mation will be displayed in bright colors.

see no allSame
Reenable the facility where non-edit cells are drawn in paler colors.

select option
This command is used to select paint, labels, and subcells before operating on them with com-
mands likemove andcopy anddelete. It has several forms:

select  If the cursor is over empty space, then this command is identicsdléot cell. Other-
wise, paint is selected. The first time the command is invoked, a chunk of paint is
selected: the largest rectangular area of material of the same type visible underneath the
cursor. If the command is invoked again without moving the cursor, the selection is
extended to include all material of the same type, regardless of shape. If the command is
invoked a third time, the selection is extended again to include all material that is visible
and electrically connected to the point underneath the cursor.

select more
This command is identical teelect except that the selection is not first cleared. The
result is to add the newly-selected material to what is already in the selection.

select less
This chooses material just adect does, but the material is removed from the selection,
rather than added to it. The result is to deselect the chosen material.

select [more | less] area layers
Select material by area. layers are not specified, then all paint, labels, and unexpanded
subcells visible underneath the box are selectedayrs is specified, then only those
layers are selected. thore is specified, the new material is added to the current selec-
tion rather than replacing it. lfess is specified, the new material is removed from the
selection (deselected).

select [more | less] cell name
Select a subcell. lhame isn't given, this command finds a subcell that is visible under-
neath the cursor and selects it. If the command is repeated without moving the cursor
then it will step through all the subcells under the cursomathe is given, it is treated as
a hierarchical instance identifier starting from the root of the window underneath the cur-
sor. The named cell is selected. rifore is specified, the new subcell is added to the
current selection instead of replacing it. Iés is specified, the new subcell is removed
from the selection (deselected).

select clear
Clear out the selection. This does not affect the layout; it merely deselects everything.

select help
Print a short synopsis of the selection commands.

select save cell
Save all the information in the selection as a Magic cell on disk. The selection will be
saved in filecell.mag.

select and the see command
Select interacts with theee command. When selecting individual pieces of material,
only visible layers are candidates for selection. When selecting an entire area, however,
both visible and non-visible material is selected. This behavior allows entire regions of
material to be moved, even ge has been used to turn off the display of some of the
layers.

sideways
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Flip the selection left-to-right about a vertical axis running through the center of the selection’s
area. If the box is in the same window as the selection, it is flipped too. Selected material not in
the edit cell is not affected.

simemd cmd
Sends the commanand to rsim for execution. Se&utorial #11: Using IRIM and RSM with
Magic for more information.

snap [on]

snap [off]
Control whether the box and point are snapped to the grid selected for the windows in which they
appear (the grid was set by tigeid command), or to the standard 1x1 grid. The default is for

shapping to beff, i.e., snapping to a 1x1 grid. With no argumerstsap prints whether snapping
is enabled or not.

startrsim [optiong] [ filename]
Similar to thersim command, except it returns to Magic as soon as rsim is started TiBereal
#11: Using IRSM and RS M with Magic for more information.

straighten direction
Straighten jogs in wires underneath the box by pulling themdiirection. Jogs are only
straightened if doing so will cause no additional geometry to move.

stretch [direction [amount]]
This command is identical tmove except that simple stretching occurs as the selection is moved.
Each piece of paint in the selection causes the area through which it's moved to be erased in that
layer. Also, each piece of paint in the selection that touches unselected material along its back
side causes extra material to be painted to fill in the gap left by the mowrettion isn't given
and the cursor isn't exactly left, right, up, or down from the box corner, then Magic first rounds
the cursor position off to a position that is one of those (whichever is closest).

tool [name | info]
Change the current tool. The result is that the cursor shape is different and the mouse buttons
mean different things. The commardol info prints out the meanings of the buttons for the
current tool. Tool name changes the current tool tmme, wherename is one ofbox, wiring, or
netlist. If tool is invoked with no arguments, it picks a new tool in circular sequence: multiple
invocations will cycle through all of the available tools.

unexpand
Unexpand all cells that touch the box but don’t completely contain it.

upsidedown
Flip the selection upside down about a horizontal axis running through the center of the selection’s
area. If the box is in the same window as the selection then it is flipped too. Selected material that
is not in the edit cell is not changed.

what  Print out information about all the things that are selected.

wire option [args]
This command provides a centerline-wiring style user interfa@gtion andargs specify a partic-
ular wiring option, as described below. Some of the options can be invoked via mouse buttons
when thewiring tool is active.

wire help
Print out a synopsis of the various wiring commands.

wire horizontal
Just likewir e leg except that the new segment is forced to be horizontal.

wireleg
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Paint a horizontal or vertical segment of wire from one side of the box over to the
cursor’'s x- or y-location (respectively). The direction (horizontal or vertical) is chosen
so as to produce the longest possible segment. The segment is painted in the current wir-
ing material and thickness. The new segment is selected, and the box is placed at its tip.

wire switch [layer width]
Switch routing layers and place a contact at the box location. The contact type is chosen
to connect the old and new routing materials. The box is placed at the position of the
contact, and the contact is selectedlalfer andwidth are specified, they are used as the
new routing material and width, respectively. If they are not specified, the new material
and width are chosen to correspond to the material underneath the cursor.

wiretype [layer width]
Pick a material and width for wiring. Ifayer and width are not given, then they are
chosen from the material underneath the cursor, a square chunk of material is selected to
indicate the layer and width that were chosen, and the box is placed over this chunk. If
layer andwidth are given, then this command does not modify the box position.

wire vertical
Just likewir e leg except that the new segment is forced to be vertical.

writeall [force]
This command steps through all the cells that have been modified in this edit session and gives
you a chance to write them out. If tHerce option is specified, then “autowrite” mode is used:
all modified cells are automatically written without asking for permission.

MOUSE BUTTONS FOR WINDOW CONTROL
For systems with pre-existing window packages, such as X windows, Magic generally uses the conventions
for moving windows in those systems. For systems without pre-existing window packages, such as the
AED line of displays, windows cabe re-arranged byglicking mouse buttons in window borders. When
pressed in the border area of a window, the left and right mouse buttons resize the window, instead of
resizing the box as they would when the box tool is active. The buttons behave in the same way that they
do for the box tool. For example, the left button moves the whole window by the lower left corner while
the right button moves just the upper right corner.

The use of scroll bars and the middle button are explained in “Magic Tutorial #5: Multiple Windows”.

COMMANDSFOR ALL WINDOWS
These commands are not used for layout, but are instead used for overall, housekeeping functions. They
are valid in all windows.

center Adjust the view in the window under the cursor so the point underneath the cursor is at the center
of the window.

closewindow
The window under the cursor is closed. That area of the screen will now show other windows or
the background.

echo[-n] strlstr2...strN
Printsstrl str2 ... strN in the text window, separated by spaces and followed by a newline. If the
-n switch is given, no newline is output after the command.

grow  Grows a window up to full-screen size. Typing the command again causes the window to shrink
down to its former size and position.

help [pattern]
Displays a synopsis of commands that apply to the window you are pointing pattéfn is given
then only command descriptions containing the pattern are prirRattern may contain '*' and
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'?" characters, which match a string of non-blank characters or a single non-blank character
(respectively).

logcommands [file [update€]]]
If fileis given, all further commands are logged to that file. If no arguments are given, command
logging is terminated. If the keywondpdate is present, commands are output to the file to cause
the screen to be updated after each command when the command file is read back in.

macr o [char [command]]

Command is associated witlthar such that typingchar on the keyboard is equivalent to typing

“.” followed by command. If command is omitted, the current macro fahar is printed. Ifchar
is also omitted, then all current macros are printedcolhmand contains spaces, tabs, or semi-
colons then it must be placed in quotes. The semicolon acts as a command separator allowing

multiple commands to be combined in a single macro.

openwindow [cell]
Open a new, empty window at the cursor position. Placement, sizing, and methods of manipula-
tion are determined by the conventions of the window system in use. If graphics is being done
directly to aframe-buffer with naintervening window system, e.g. on an AED, the windows can
be manipulated via mouse buttons as described in “MOUSE BUTTONS FOR WINDOW CON-
TROL” above. If cell is specified, then that cell is displayed in the new window. Otherwise the
area of the box will be displayed in the new window.

over Move the window under the cursor so that it appears above all other windows.

pushbutton button action
Simulates a button push. Button shouldlbi, middle, or right. Action is one ofup, or down.
This command is normally invoked only from command scripts produced bjottemmands
command.

quit Exit Magic and return to the shell. If any cells, colormaps, or netlists have changed since they
were last saved on disk, you are given a chance to abort the command and continue in Magic.

redo [n]
Redo the lash commands that were undone usimgdo (see below). The number of commands
to redo defaults to 1 ifi is not specified.

redraw Redraw the graphics screen.

reset  Reset the graphics controller and redraw the graphics screen. You should usually reset the graph-
ics hardware manually before invoking this command. This command is a way to recover from
noise errors on serial lines, and thus is ignored on workstations with built-in frame buffers.

scroll direction [amount]
The window under the cursor is moved bgount screenfulls indirection relative to the circuit.
If amount is omitted, it defaults to 0.5.

send type command
Send acommand to the window client named btype. The result is just as ifommand had been
typed in a window of typéype. Seespecialopen, below, for the allowable types of windows.

setpoint [x y [windowl D]]
Fakes the location of the cursor up until after the next interactive command. Without arguments,
just prints out the current point location. This command is normally invoked only from command
scripts produced by theegcommands command or by wizards that are using Magic without a
color display.

If windowlD is given, then the point is assumed to be in that window’s screen coordinate system
rather than absolute screen coordinates. This feature is needed for devices like the Sun 160 that
have separate coordinate systems for each window. To find out a window’s ID on such a device,
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turn on command logging and look at the file produced.
seep n Causes Magic to go to sleep foseconds.

sour ce filename
Each line offilename is read and processed as one command. No colons are necessary. Any line
whose last character is backslash is joined to the following line. The comnsatpaént, push-
button, echo, sleep, andupdatedisplay are useful in command files, and seldom used elsewhere.

specialopen [x1 y1 x2 y2] type [args]
Open a window of typéype. If the optionalxl y1 x2 y2 coordinates are given, then the new win-
dow will have its lower left corner at screen coordinatgs, (/1) and its upper right corner at
screen coordinates, y2). The args arguments are interpreted differently depending upon the
type of the window. These types are known:

layout This type of window is used to edit a VLSI cell. The command takes a single argument
which is used as the name of a cell to be loaded. The command
open filename
is a shorthand for the command
specialopen layout filename.

color  This type of window allows the color map to be edited. See the section COMMANDS
FOR COLORMAP EDITING below.

netlist This type of window presents a menu that can be used to place labels, and to generate
and edit net-lists. See the section COMMANDS FOR NETLIST EDITING below.

underneath
Move the window pointed at so that it lies underneath the rest of the windows.

undo [count]
Undoes the lastount commands. Almost all commands in Magic are now undo-able. The only
holdouts left are cell expansion/unexpansion, and window modifications (change of size, zooming,
etc.). If count is unspecified, it defaults to 1. Only the last twenty modifications are recorded for
undoing.

updatedisplay
Update the display. This command is normally invoked only from command scripts produced by
the logcommands command. Command scripts that do not contain this command update the
screen only at the end of the script.

view  Choose a view for the window underneath the cursor so that everything in the window is visible.

windscr ollbar s [on|off]
Set the flag that determines if new windows will have scroll bars.

windowpositions(file]
Write out the positions of the windows in a format suitable for ¢barce command. lIffile is
specified, then write it out to that file instead of to the terminal.

zoom [factor]
Zoom the view in the window underneath the cursorfégtor. If factor is less than 1, we zoom
in; if it is greater than one, we zoom out.

MOUSE BUTTONS FOR NETLIST WINDOWS
When the netlist menu is opened using the comnsuadial netlist, a menu appears on the screen. The
colored areas on the menu can be clicked with various mouse buttons to perform various actions, such as
placing labels and editing netlists. For details on how to use the menu, see “Magic Tutorial #7: Netlists
and Routing”. The menu buttons all correspond to commands that could be typed in netlist or layout win-
dows.
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COMMANDSFOR NETLIST WINDOWS
The commands described below work if you are pointing to the interior of the netlist menu. They may also
be invoked when you are pointing at another window by usings¢hd netlist command. Terminal names
in all of the commands below are hierarchical names consisting of zero or more cell use ids separated by
slashes, followed by the label name, daplatch/shiftcell_1/in. When processing the terminal paths, the
search always starts in the edit cell.

add terml term2
Add the terminal nametkrml to the net containing terminaérm2. If term2 isn’t in a net yet,
make a new net containing justml andterm?2.

cleanup
Check the netlist to make sure that for every terminal named in the list there is at least one label in
the design. Also check to make sure that every net contains at least two distinct terminals, or one
terminal with several labels by the same name. When errors are found, give the user an opportun-
ity to delete offending terminals and nets. This command can also be invoked by clicking the
“Cleanup” menu button.

cull Examine the current netlist and the routing in the edit cell, and remove those nets from the netlist
that are already routed. This command is often used after pre-routing nets by hand, so the router
won't try to implement them again.

dnet name name ...
For eachname given, delete the net containing that terminal. If name is given, delete the
currently-selected net, just as happens when the “No Net” menu button is clicked.

dterm name name ...
For eachhame given, delete that terminal from its net.

extract Pick a piece of paint in the edit cell that lies under the box. Starting from this, trace out all the
electrically-connected material in theglit cell. Where this material touches subcells, find any ter-
minals in the subcells and make a new net containing those terminals. Note: this is a different
command from thextract command in layout windows.

find pattern [layers]
Search the area beneath the box for labels matchatgrn, which may contain the regular-
expression characterss" “ ?”, “ [, “ ]”, and “\” (as matched bysh(1); see the description of
thefind button in “Magic Tutorial #7: Netlists and Routing”). For each label found, leave feed-
back whose text is the layer on which the label appears, followed by a semicolon, followed by the
full hierarchical pathname of the label. The feedback surrounds the area of the label by one unit
on all sides. (The reason for the one-unit extension is that feedback rectangles must have positive
area, while labels may have zero width or height).laifers are given, only labels attached to
those layers are considered.

flush [netlist]
The netlist namedetlist is reloaded from the disk fileetlist.net. Any changes made to the netlist
since the last time it was written are discardednddist isn't given, the current netlist is flushed.

join terml term2
Join together the nets containing terminidsnl andterm2. The result is a single net containing
all the terminals from both the old nets.

netlist [name]
Select a netlist to work on. Ihame is provided, reachame.net (if it hasn’t already been read
before) and make it the current netlist. iéme isn’'t provided, use the name of the edit cell
instead.

print [name]
Print the names of all the terminals in the net contaimage. If name isn't provided, print the
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terminals in the current net. This command has the same effect as clicking on the “Print” menu
button.

ripup [netlist]
This command has two forms. etlist isn’t typed as an argument, then find a piece of paint in
the edit cell under the box. Trace out all paint in the edit cell that is electrically connected to the
starting piece, and delete all of this paint. nétlist is typed, find all paint in the edit cell that is
electrically connected to any of the terminals in the current netlist, and delete all of this paint.

savenetlist [filg]
Save the current netlist on disk. fife is given, write the netlist ifile.net. Otherwise, write the
netlist back to the place from which it was read.

shownet
Find a piece of paint in any cell underneath the box. Starting from this paint, trace out all paint in
all cells that is electrically connected to the starting piece and highlight this paint on the screen.
To make the highlights go away, invoke the command with the box over empty space. This com-
mand has the same effect as clicking on the “Show” menu button.

showterms
Find the labels corresponding to each of the terminals in the current netlist, and generate a feed-
back area over each. This command has the same effect as clicking on the “Terms” menu button.

trace [name]
This command is similar tehownet except that instead of starting from a piece of paint under the
box, it starts from each of the terminals in the net contaimamge (or the current net if nmame is
given). All connected paint in all cells is highlighted.

verify Compare the current netlist against the wiring in the edit cell to make sure that the nets are imple-
mented exactly as specified in the netlist. If there are discrepancies, feedback areas are created to
describe them. This command can also be invoked by clicking the “Verify” menu button.

writeall Scan through all the netlists that have been read during this editing session. If any have been
modified, ask the user whether or not to write them out.

MOUSE BUTTONS FOR COLORMAP WINDOWS
Color windows display two sets of colored bars and a swatch of the color being edited. The left set of color
bars is labeled Red, Green, and Blue; these correspond to the proportion of red, green, and blue in the
color being edited. The right set of bars is labeled Hue, Saturation, and Value; these correspond to the
same color but in a space whose axes are hue (spectral color), saturation (spectral purity vs. dilution with
white), and value (light vs. dark).

The value of a color is changed by pointing inside the region spanned by one of the color bars and clicking
any mouse button. The color bar will change so that it extends to the point selected by the crosshair when
the button was pressed. The color can also be changed by clicking a button over one of the “pumps” next
to a color bar. A left-button click makes a 1% increment or decrement, and a right-button click makes a

5% change.

The color being edited can be changed by pressing the left button over the current color box in the editing
window, then moving the mouse and releasing the button over a point on the screen that contains the color
to be edited. A color value can be copied from an existing color to the current color by pressing the right
mouse button over the current color box, then releasing the button when the cursor is over the color whose
value is to be copied into the current color.

COMMANDS FOR COLORMAP WINDOWS
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These commands work if you are pointing to the interior of a colormap window. The commands are:

color [number]
Load number as the color being edited in the windowumber must be an octal number between
0 and 377; it corresponds to the entry in the color map that is to be edited.nlimiger is given,
this command prints out the value of the color currently being edited.

load [techStyle displayStyle monitor Type]
Load a new color map. If no arguments are specified, the color map for the current technology
style (e.gmos), display style (e.g7bit), and monitor type (e.cstd) is re-loaded. Otherwise, the
color map is read from the fileechStyle.displayStyle.monitor Type.cmap in the current directory
or in the system library directory.

save [techStyle displayStyle monitor Type]
Save the current color map. If no arguments are specified, save the color map in a file determined
by the current technology style, display style, and monitor type as above. Otherwise, save it in the
file techSyle.displayStyle.monitor Type.cmap in the current directory or in the system library
directory.

DIRECTIONS
Many of the commands take a direction as an argument. The valid direction narmmes tresouth, east,
west, top, bottom, up, down, left, right, northeast, ne, southeast, se, northwest, nw, southwest, sw, and
center. In some cases, only Manhattan directions are permitted, which meansantly, south, east,
west, and their synonyms, are allowed.

LAYERS

The mask layers are different for each technology, and are described in the technology manuals. The
layers below are defined in all technologies:

* All mask layers. Does not include special layers like the label layer and the error layer (see
below).
$ All layers underneath the cursor.

errors Design-rule violations (useful primarily in trsee command).
labels Label layer.
subcell Subcell layer.

Layer masks may be formed by constructing comma-separated lists of individual layer names. The indivi-
dual layer names may be abbreviated, as long as the abbreviations are unique. For example, to indicate
polysilicon and n-diffusion, useoly,ndiff or ndiff,poly. The special character causes all subsequent
layers to be subtracted from the layer mask. For exantpip,means “all layers but polysilicon”. The

special character reverses the effect of a previous all subsequent layers are once again added to the
layer mask.

SEE ALSO
magicusage(l), ext2sim(1), sleeper(l), fsleeper(l), rsleeper(1l), cmap(5), dstyle(5), ext(5), glyphs(5),
magic(5), displays(5), net(5)

“Magic Tutorial #1: Getting Started”
“Magic Tutorial #2: Basic Painting and Selection”
etc.

“Magic Technology Manual #2: SCMOS”
etc.
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FILES

“Magic Maintainer’s Manual #1: Hints for System Maintainers”
etc.

[(cad/lib/magic/sys/.magic startup file to create default macros
J.magic user-specific startup command file
[(cad/lib/magic/nmos/* some standard nmos cells
[(cad/lib/magic/scmos/* some standard scmos cells
[(cad/lib/magic/sys/*.cmap* colormap files, see CMAP(5) man page
[(cad/lib/magic/sys/*.dstyle* display style files, see DSTYLE(5) man page
Ccad/lib/magic/sys/*.glyphs cursor and window bitmap files, see GLYPH(5) man page
[(cad/lib/magic/sys/*.tech* technology files, see “Maintainer's Manual

#2: The Technology File”
Ccad/lib/displays configuration file for Magic serial-line displays

CAD_HOME variable. If the shell environment variablEAD_HOME is set, Magic uses that location
instead of the truétad location whenever it sees a file name beginning Withd. This allows Magic to
be run without creating an actual user called "cad".

Search path. Magic's system and library files, such as technology files and display-style files, normally are
placed in thelad/lib/magic area. However, Magic first tries to find them in the user’s current directory.
This makes it easier for an individual user to override installed system files.

AUTHORS

BUGS

Original: Gordon Hamachi, Robert Mayo, John Ousterhout, Walter Scott, George Taylor

Contributors: Michael Arnold (Magic maze-router and Irouter command), Don Stark (new contact
scheme, X11 interface, various other things), Mike Chow (Rsim interface). The X11 driver is the work of
several people, including Don Stark, Walter Scott, and Doug Pan. Many other people have contributed to
Magic, but it is impossible to list them all here. We appreciate their help!

If Magic gets stuck for some reason, try using ’kill -TERM’ on it to save your cell€#l 'save.mag'.

Report bugs tanagic@ucbar pa.Berkeley.EDU. Please be specific: tell us exactly what you did to cause

the problem, what you expected to happen, and what happened instead. If possible send along small files
that we can use to reproduce the bug. A list of known bugs and fixes is also available from the above
address.

Magic will not run under the Bourne shell (but we don’t know why).
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NAME
magicusage- print the names of all cells and files used in a Magic design
SYNOPSIS
magicusage [ —T technology ] [ —p path ] rootcell
DESCRIPTION
Magicusage will print the names of all cells and files used in the design whose root iitaall. Each
line of the output is of the form
cellname ::: filename
wherecellname is the name of the cell as it is used, dildname is the.mag file containing the cell. If a
cell is not found, a line of the form
cellname ::: << not found >>
is output instead.
If —p path is specified, the search path used to fimdg files will be path. Otherwise, the search path is
initialized by first reading the system-wide .magic filelibad/lib/magic/sys, then the .magic file in the
user's home directory, and finally the .magic file in the current directory. The most neagmtommand
read from the three files determines the search path used to find cells.
In addition, a library path ofcad/lib/magictechname is used when searching for cells. By defatdth-
name is the technology of the first cell read, but it may be overridden by specifying an explicit technology
with the—T techname flag.
FILES
Ccad/lib/magiciech
[(cad/lib/magic/sys/.magic
J.magic
SEE ALSO
magic (1), magic (5)
AUTHOR

Walter Scott
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NAME
net2ir— produce :iroute commands to route a netlist composed of two-point nets

SYNOPSIS
net2ir feedfile netfile

DESCRIPTION
Net2ir is used to produce commands for the Magic interactive hint router to route the collection of two-
point nets specified in theet (5) file netfile, in the order in which they appear in the file. The label loca-
tions come fronfeedfile, which should consist of a seriestofx andfeedback add Magic commands, such
as produced by thénd command (in a Magic netlist window). The text associated with each feedback
command must be of the fortayer;label, wherelayer is the Magic layer on whichabdl lies.

The output ofnet2ir is a sequence ofroute route commands, one for each net in the netlist file.

SEE ALSO
magic (1), net (5)

AUTHOR
Walter Scott
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NAME
rsleeper — run sleeper remotely

SYNOPSIS
rsleeper remotemachine

DESCRIPTION
Rsleeper is used if you wish to run a program such as magic (1) on a different machine (remotemachine)
than the one to which a graphics terminal is attached, and the local graphicsterminal has alogin process.

To useit, log in on the graphics terminal and run rsleeper. The tty printed will be on the remote machine,
and can be used as the graphics display device for programs such as magic (1).

For rslegper to work, there must be an account sleeper on the remote machine. Itslogin shell should be the
program sleeper (1). Users must be able to rlogin to the sleegper account without supplying a password.

SEE ALSO
fdleeper (1), magic (1), sleeper (1), displays(5)
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NAME
sim2spice- convert from .sim format to spice format

SYNOPSIS
sim2spice [—d defs] file.sim

DESCRIPTION
Sm2spice reads a file insim format and creates a new file in spice format. The file contains just a list of
transistors and capacitors, the user must add the transistor models and simulation information. The new file
is appended with the tagpice. One other file is created, which is a list &m node names and their
corresponding spice node numbers. This file is taggaches.

Defsis a file of definitions. A definition can be used to set up equivelences betaieenode names and
spice node numbers. The form of this type of definition is:

set sim _name spice_number [tech]
Thetech field is optional. In NMOS, a special node, ‘BULK’, is used to represent the substrate node. For
CMOS, two special nodes, 'NMOS’ and 'PMOS’, represent the substrate nodes for the 'n’ and 'p’ transis-
tors, repectively. For example, for NMOS th@m node ‘GND’ corresponds to spice node 0, ‘vVdd’
corresponds to spice node 1, and ‘BULK’ corresponds to spice node 2defhtle for this set up would
look like this:

set GND 0 nmos

set Vdd 2 nmos

set BULK 3 nmos
A definition also allows you to set a correspondence betwaentransistor types and and spice transistor
types. The form of this definition is:

def sim trans spice trans [tech]
Again, thetech field is optional. For NMOS these definitions would look as follows:

def e ENMOS nmos

def d DNMOS nmos
Definitions may also be placed in the ‘.cadrc’ file, but the definitions indgfe file overrides those in the
‘.cadrc’ file.

SEE ALSO

ext2sim(1), magic(1), spice(1), cadrc(5), ext(5), sim(5)
AUTHOR

Dan Fitzpatrick CMOS fixes by Neil Soiffer

BUGS
The only pre-defined technologies amenos, cmos-pw, and cmos (the same agmos-pw). Only one
definition file is allowed.
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NAME
dleeper — acquire a graphics terminal and hang around

SYNOPSIS
sleeper

DESCRIPTION
Certain programs such as magic (1) can require the use of a graphics terminal separate from the terminal
used to run the program. If the graphics terminal has an ordinary login process running on it, it is neces-
sary to run sleeper to acquire ownership of the terminal, set up its modes appropriately, and prevent the
login process from eating input destined for the CAD tool.
When sleeper isrun, it will print a message of the form:

tty is:
/dev/ttyname

Here, /dev/ttyname is the device name of the graphics terminal. Thisis particularly useful when sleeper is
run over the network, or when using fsleeper (1) or rsleeper (1).
Seeper may bekilled by sending it two QUIT signals within ten seconds of each other. Thisis most easily
done by typing two quit characters (usually CTRL-\ or CTRL-SHIFT-L) in arow on the graphics terminal .
For sleeper to work best, there should be an account named sleeper, whose login shell is [tad/bin/sleeper
and with no password. This enables users to log in as the user sleeper, and is also necessary for the pro-
grams fdeeper (1) and rsleeper (1) to work. (Note that you will have to include the full pathname of
[Ccad/bin/sleeper in /etc/passwd; theinitial [tad does not get expanded).

SEE ALSO

fdleeper(1), magic(l), rsleeper(1)
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NAME
dqueue- procedures for managing double-ended queues in libmagicutils.a

SYNOPSIS
#include magic.h
#include malloc.h
#includedqueue.h

DQInit(q, capacity)
DQueue*q;

int capacity;
DQFree(q)
DQueue*q;
DQPushFront(g, elem)
DQueue*q;
ClientData elem;

DQPushRear (g, elem)
DQueue*q;
ClientData elem;

ClientData DQPopFront(q)
DQueue*q;

ClientData DQPopRear (q)
DQueue*q;

DQChangeSize(q, newSize)
DQueue*q;
int newSize

DQCopy(dst, src)
DQueue *dst;
DQueue*src;

bool DQISEmpty(q)
DQueue*q;

DESCRIPTION
These procedures manipulate double-ended queues. A double-ended Q@@ee] is a structure to
which single word elements of typélientData (actually type(char *), but intended to mean “any one-
word type at all’) may be added to either end removed from either endCallers shoulchot reference
fields of aDQueue directly, but rather should use the following procedures:

DQInit initializes the DQueug to have sufficient capacity to holthpacity entries at first. If more than

this many entries are pushed on the queue, it automatically doubles its size (at the cost of copying, how-
ever), socapacity should be treated as the expected number of entries on the queue rather than the max-
imum number.DQFree frees the storage allocated Binit for the DQueue.

DQPushFront and DQPushRear each place a new entgfem on the queuey; DQPushFront places it on

the front of the queue, whilBQPushRear places it on the rear. If the current maximum size of the queue
would be exceeded by either operation, twice as much space is allocated automatically and the existing
gueue contents are copied to the bigger arB&PopFront and DQPopRear remove an element from
respectively the front or rear of the DQuegeand return it. If no elements are left, they retudb/LL

(zero).
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Although DQPushFront and DQPushRear take care of increasing the space for a queue automatically,
sometimes it is desirable to change the size of a queue explicitly. This can be dor@Q@GtiangeSze,
which changes the size of the DQueay® newSze, as long asiewSze s at least as great as the number of
entries already in the queue. If there are more thevS ze entries in the queue, nothing happens.

One DQueue may be copied to anotheyCopy, which copies the DQuetgec to the DQueuelst.

Finally, to check whether a queggs empty, one may calDQIsEmpty, which returnsT RUE (non-zero) if
the queue is empty, &fAL SE (zero) if it contains any elements.

BUGS
UsingNULL to indicate end-of-queue iDQPopFront andDQPopRear is of marginal usefulness. Callers
should stick to usind>QIsEmpty unless they are certain not to have pushed any zero elements on the
queue.

SEE ALSO
magicutils (3)
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NAME
extflat— procedures in libextflat.a for flattening extractext files

SYNOPSIS
#include" hash.h"
#include" extflat.h"

typedef struct hiername({ ... } HierName;
typedef struct efnn { ... } EFNodeName;
typedef struct efnhdr { ...} EFNodeHdr;
typedef struct efnode{ ... } EFNode;
typedef struct fet { ... } Fet;

EFInit()
EFDoneg()

char *
EFArgs(argc, argv, argsProc, cdata)
int argc;
char *argv[];
Void (*argsProc)(pargc, pargv, cdata);
ClientData cdata;

EFReadFile(name)
char *name;

EFFlatBuild(rootName, flags)
char *rootName;
int flags;

EFFlatDone()

EFVisitCaps(capProc, cdata)
int (*capProc)(hnl, hn2, double cap, cdata);
ClientData cdata;

EFVisitFets(fetProc, cdata)
int (*fetProc)(fet, prefix, trans, cdata)
ClientData cdata;

EFVisitNodes(nodePr oc, cdata)
int (*nodeProc)(node, int r, doublec, cdata);
ClientData cdata;

int
EFNodeResist(node)
EFNode *node;

EFVisitResists(resProc, cdata)
int (*resProc)(hnl, hn2, res, cdata);

1990 DECWRL/Livermore Magic 1



EXTFLAT (3) CAD Tool User's Manual

ClientData cdata;

bool

EFL ookDist(hnl, hn2, pMinDist, pM axDist)
HierName *hnl, *hn2;
int *pMinDist, *pMaxDigt;

char *
EFHNToStr (hn)
HierName *hn;

HierName *

EFStr ToHN(prefix, suffixStr)
HierName * prefix;
char *suffixStr;

HierName *
EFHNConcat(pr efix, suffix)
Hier Name * prefix, * suffix;

HashEntry *

EFHNL ook (prefix, suffixStr, error Str)
HierName * prefix;
char *suffixStr;
char *error Str;

HashEntry *

EFHNConcatL ook (pr efix, suffix, error Str)
Hier Name * prefix, * suffix;
char *error Str;

EFHNOut(hn, outf)
HierName *hn;
FILE *outf;

EFHNFree(hn, prefix, type)
HierName *hn, *prefix;
int type;

bool
EFHNBest(hn1, hn2)
HierName *hnl, *hn2;

bool
EFHNISGND(hn)
HierName *hn;
bool
EFHNIsGlaob(hn)
HierName *hn;

typedef struct hiername({ ... } HierName;
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typedef struct efnn { ... } EFNodeName;
typedef struct efnhdr { ...} EFNodeHdr;
typedef struct efnode{ ... } EFNode;
typedef struct fet { ... } Fet;

DESCRIPTION
This module provides procedures for reading, flattening, and traversing the hierarchical extracted circuits
(in ext (5) format) produced by the Magic circuit extractor.

To use the procedures in this library, a client should firstERIInit to initialize various hash tables. When
a client is finally finished with this library, and wishes to free up any remaining memory used by it,
EFDone should be called.

COMMAND-LINE ARGUMENT PROCESSING
The procedur&FArgsis provided for parsing of command-line flags; it should be passed the arguments to
main. It will scan through them, recognizing those specificextflat (seeextcheck (1) for a list of these
arguments) and passing unrecognized arguments to the user-supplied prargdarec, which should
update*pargc and* pargv to point after each argument it recognizes, or else print an error message if the
argument is unrecognized. If it is necessary to pass any additional informatogsRroc, the cdata argu-
ment of EFArgs is automatically passed as the third argumenargsProc. If argsProc is NULL, any
arguments not recognized BFArgs are considered to be error&FArgs considers any argument not
beginning with a dash (*”) to be a filename, of which there can be at most one. The argument containing
this filename is returned to the caller.

FLATTENING A CIRCUIT
Once command-line argument processing is complete, the caller canesh(&¢files to be read by calling
EFReadFile. This procedure will reathame.ext and all of the.ext files it refers to, recursively until the
entire tree rooted abame has been read and converted into an internal, hierarchical representation.
EFReadFile may be called several times with different valuesafne; any portions of the tree rooted at
name that aren’t already read in will be.

To build up the flat representation of a circuit read uditi{ReadFile one should calEFFlatBuild. The
argumentrootName gives the name of the cell, which should have been read EifReadFile above, that

is the root of the hierarchical circuit to be flattened. After all subsequent processing of the flat design is
complete, the caller may cdllFFlatDone to free the memory associated with the flattened circuit, possibly

in preparation for callindeFFlatBuild with a differentrootName.

A different procedure is provided for visiting all of the structures of each type in the flattened circuit:
EFVisitCaps, EFVisitFets, EFVisitNodes, and EFVisitResists. Each takes two arguments: a search pro-
cedure to apply to all structures visited, and a ClientData field used to pass additional information to this
search procedure.

EFVisitCaps visits each of the internodal capacitors in the flat circuit, applgaaProc to each. The argu-
ments tocapProc are the HierNamehknl andhn2 of the two nodes between which the capacitor sits, the
capacitancecap in attofarads (type double from 6.5 and later), and the client dd##a with which
EFVisitCaps was called. If it's necessary to obtain a pointer to the flat EFNode structures to lrificr

hn2 refer, they can be passedE&EHNLook (see below).

EFVisitFets visits each of the transistors in the circuit, applyfetiProc to each. The arguments tetProc

are the transistor structure itsefét, the hierarchical patlprefix that should be prepended to the node
names of all the fet's terminals, a geometric transform that must be applied to all coordinates in the fet to
convert them to root coordinates, the computed lehgthd widthw of the transistor channel (taking into
account substitution of symbolic values with theflag), and the client datedata with which EFVisitFets
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was called.

EFVisitNodes visits each of the flat nodes in the circuit, applyingdeProc to each. The arguments to
nodeProc are the flat EFNodeode, its lumped resistanceand capacitance to substraté type is integer

and c type is double from 6.5 and later), and the client dda#a with which EFVisitNodes was called. An
auxiliary procedureEFNodeResist, is provided to compute the lumped resistance of a node from the per-
imeter and area information stored in it; it returns the resistance estimate in milliohms.

EFVisitResists visits each of the explicit resistors in the circuit, applyiregProc to each. The arguments
toresProc are similar to those afapProc: the HierNamesinl andhn2 of the two terminals of the resistor,
its resistancees, and the client datedata with which EFVisitResists was called.

A final procedure is provided for looking up distance informatidE-LookDist searches to find if there
was a distance measured between the points with the HierNamieand hn2. If there was a distance
found, it returns TRUE and leavépMinDist and *pMaxDist set respectively to the minimum and max-
imum measured distance between the two points; otherwise, it returns FALSE.

NODE ORGANIZATION
Each electrical node in the circuit is represented byERiNode structure, which points to a NULL-
terminated list ofEFNodeNames, each of which in turn points to thidierName list representing the
hierarchical nameEFNodes contain capacitance, perimeter, and area information for a node. If this infor-
mation is not required, an application may U&eNodeHdr structures in place dEFNodes in many cases;
an EFNodeHdr consists of just the first few fields of &FNode. EachEFNodeName is pointed to by a
HashEntry in a hash table of all flattened node names.

HIERARCHICAL NAME MANIPULATION
Hierarchical node names are represented as lidgtiefName structures. These structures store a hierarch-
ical pathname such dso/bar[1][3]/bletch in reverse order, with the last componeni(, bletch) first.
Pathnames sharing a common prefix can therefore be shared.

EFSrToHN is the fundamental procedure for creating HierNames; it builds a path of HierNames from the
string suffix3r, and then leaves this path pointing to the prefix patfix. For example, iforefix were the

path of HierNames representifigo/bar[1][3], andsuffix were the stringhift/Vb1, the resulting HierName
would befoo/bar[1][3]/shift/Vb1, but only theshift/Vb1 part would be newly allocatedEFHNFree frees

the memory allocated for the portions of the HierName path pointed tmlipetweerhn andprefix, which
should be the same as tpesfix passed t&EFSrToHN. The type parameter is used only for measuring
memory usage and should be zeEFHNToSr converts a HierName back into a string; it returns a pointer
to a statically-allocated copy of the string representation of the HierNamne

EFHNConcat is like EFSrToHN in that it concatenates a prefix and a suffix, but the suffix passed to
EFHNConcat has already been converted to a HierNanaE:HNConcat creates a copy of the HierName
pathsuffix whose final element points to the prefisefix, in effect producing the concatenation of the two
HierNames.

EFHNLook finds the HashEntry in the flat node hash table corresponding to the HierName that is the con-
catenation of the HierNamprefix and the HierName formed from the suffix strisgffix3r. The value

field of this HashEntry (obtained throudtashGetValue) is a pointer to an EFNodeName, which in turn
points to the EFNode for this namé&FHNLook returns NULL if there wasn't an entry in the node hash
table by this name, and also prints an error message of the famor3r: node prefix/suffixtr not
found”. EFHNConcatLook performs a similar function, but its second argument is a HierName instead of
a string.

EFHNOut writes the HierNamehn to the output FILE*outf. The -t flag can be passed tBFArgs to
request suppression of trailing™ or *“ #’ characters in node names when they are outpuEBlNOut.
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Three predicates are defined for HierNam&&HNBest returns TRUE ifhnl is “preferred” to hn2, or

FALSE if the opposite is true. Global names (ending ir)‘are preferred to ordinary names, which are
preferred to automatically-generated names (endingiii).” Among two names of the same type, the one

with the least number of pathname components is preferred. If two names have the same number of com-
ponents, the one lexicographically earliest is preferaBHEHNISGND returns TRUE if its argument is the
ground node ‘GND!”. EFHNIsGlob returns TRUE if its argument is a global node name, i.e., ends in an
exclamation point.

SEE ALSO
extcheck (1), ext2dlys (1), ext2sim (1), ext2spice (1), magic (1) magicutils (3), ext (5)
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NAME
geometry- primitive geometric structures and procedures in libmagicutils.a

SYNOPSIS
#include geometry.h

typedef struct { int p_x, p_y;

typedef struct { Point r_II, r_ur;
#definer_xbot r_Il.p_x
#definer_ybot r_Il.p_y
#definer_xtop r_ur.p_x
#definer_ytop r_ur.p_y

typedef struct G1{ Rectr_r;
typedef struct { intt_a, t_b,

#define GEO_CENTER 0
#defineGEO_NORTH 1
#define GEO_NORTHEAST2
#define GEO_EAST 3
#define GEO_SOUTHEAST4
#defineGEO_SOUTH 5
#define GEO_SOUTHWEST6
#define GEO_WEST 7
#define GEO_NORTHWESTS8

bool GEO_OVERLAP(r1,r2)
Rect *r1;
Rect *r2;

bool GEO_TOUCH(r1,r2)
Rect *r1;
Rect *r2;

bool GEO_SURROUND(r1, r2)
Rect *r1;
Rect *r2;

bool GEO_SURROUND_STRONG(r1,r2)
Rect *r1;
Rect *r2;

bool GEO_ENCLOSE(p, r)
Point *p;

Rect *r;

bool GEO_RECTNULL(r)
Rect *r;

GEO_EXPAND(src, amount, dst)
Rect *src, *dst;
int amount;

Transform Geol dentityTransform;
Transform GeoUpsideDownTransform;
Transform GeoSidewaysTransform;
Transform Geo90Transform;
Transform Geol80Transform,;
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Transform Geo270Transform,;
Rect GeoNullRect;

GeoTransPoint(t, psrc, pdst)
Transform *t;
Point *psrc, * pdst;

GeoTransRect(t, rsrc, rdst)
Transform *t;
Rect *rsrc, *rdst;

GeoTrandateTrans(tsrc, x, y, tdst)
Transform *tsrc, *tdst;
intx,y;

GeoTransTrandate(x, y, tsrc, tdst)
Transform *tsrc, *tdst;
intx,y;

GeoTransTrans(tl, t2, tdst)
Transform *t1, *t2, *tdst;

GeolnvertTrans(tsrc, tinv)
Transform *tsrc, *tinv;

int GeoScale(t)
Transform *t;

GeoDecomposeT ransform(t, upsidedown, angle)
Transform *t;

bool *upsidedown;

int *angle;

int GeoNameT oPos(hame, manhattan, printerrors)

char *name;
bool manhattan, printerrors;

char *GeoPosT oName(pos)
int pos;

int GeoTransPos(t, pos);
Transform *t;

int pos;

bool Geol nclude(src, dst);
Rect *src, *dst;

bool GeolncludeAll(src, dst);
Rect *src, *dst;

bool Geol ncludePoint(src, dst);
Point *src;

Rect *dst;

GeoClip(r, cliparea)

Rect *r, *clipares;
GeoClipPoint(p, cliparea)
Point *p;

Rect *cliparea;
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bool GeoDig oint(area, cliparea, func, cdata)
Rect *area, *cliparea;

bool (*func)(rect, cdata);

ClientData cdata;

bool GeoDummyFunc(rect, cdata)
Rect *rect;
ClientData cdata;

GeoCanonicalRect(rsrc, rdst)
Rect *rsrc, *rdst;

int GeoRectPointSide(r, p)
Rect *r;

Paint *p;

int GeoRectRectSide(r1, r2)
Rect *r1, *r2;

bool GetRect(f, nskip, r)
FILE *f;

int nskip;

Rect *r;

DESCRIPTION
These procedures implement a number of useful geometric primitiveBoird, which consists of an
integerx andy coordinate, and &ect, which describes a rectangle by its lower-left and upper-irghts.
An important predefinedRect is GeoNullRect, the rectangle with both its lower-left and upper-right at the
origin (0, 0). If linked lists ofRects are needed, tHankedRect primitive can be used.

Another primitive is a position relative to a poifBEO_NORTH, GEO_EAST, etc). There are a total of
nine positions, corresponding to the eight points around a single point in a grid plus the point itself
(GEO_CENTER).

The final primitive is aTransform, which represents some combination of rotation by a multiple of 90
degrees, mirroring across tleor y axis, scaling by an integer scale factor, and translation by an inkeger
andy displacement. Alransform can be thought of as representing a simple linear transformation on two-
dimensional points, or as a matrix of the form:

a d 0
b e 0
c f 1

Multiplying a point vector of the form(x, y, 0) by this transform gives a transformed pofit, y', 0).
Although the transform matrix has nine elements, the three on the right-hand are always constant, so only
six numbers are needed to describe a transform: four for the rotatitnd, €) and two for the translation

(c, ). Because the only rotations are multiples of 90 degrees, transforms will always be of one of the fol-
lowing even more specific forms (only the four rotation numbers are shown), v@isrthe integer scale

factor:
S 0 0O -S S 0 0 S
0O S S 0 0O -S S 0
S 0 0O S S 0 0 -S
0O -S S 0 0O S S 0
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The first four forms correspond to clockwise rotations of 0, 90, 180, and 270 degrees, and the second four
correspond to the same four orientations flipped upside down (mirror acrossitie after rotating).

The above rotations or mirrorings with a scale factor of 1 exist as predefined transf@eotdenti-
tyTransform is the identity transformation, i.e, no transformation at all, or the first transform listed above.
Geo90Transform, Geol80Transform, and Geo270Transform correspond to the next three transformations,
or clockwise rotations of 90, 180, and 270 degrees respectiv@gnUpsideDownTransform is the next
transform, mirroring across theaxis. GeoSdewaysTransform is the seventh transform, corresponding to
mirroring across thg-axis. The remaining two transforms above (the sixth and eighth) don’t have any
predefined transforms, but can be built by composing predefined transformsGmifgansTrans (see
below).

A number of macros exist for determining relationships betweimts andRects. GEO_OVERLAP is
TRUE if two rectangles share some area in commB8EO_TOUCH is TRUE if two rectangles share some
area or any part of their perimeters (including touching only at a corr@0_SURROUND is TRUE if

rl1 completely surroundsr2, where the boundaries offl and r2 are allowed to touch.
GEO_SURROUND_STRONG is like GEO_SURROUND, but is only TRUE ifrl completely surrounds2
without their borders touchingGEO ENCLOSE is TRUE if a pointp lies inside or on the border of the
rectangler. GEO_RECTNULL is TRUE if r has zero area, which can result if tkecoordinate of its
upper-right is less than or equal to tRecoordinate of its lower-left, or similarly for thg-coordinates.
Finally, GEO_EXPAND is used to grow (or shrink) a rectangdec by an integer distancamount, leaving
the new rectangle idst (which may be the same a=).

Many procedures exist to manipulate transformations. In general, when they accept more than one Point or
Rect as arguments, the Points or Rects must be distinct from each other (i.e, no aliasing is ali&seed).
TransPoint applies the Transfornit to the Point*psrc and leaves its result in the Poinpdst. Geo-
TransRect is identical, but for Rects; it appliesto *rsrc and leaves its result ifrdst. GeoTransRect
guarantees thadst->r_ur is really above and to the right oéist->r_lI, by interchanging upper and lower
coordinates if necessary after the transform. Note that this is NOT the same as transforming the upper-
right and lower-left Points separately, since separate transformations can result in a rectangle whose upper
right is below its lower left (e.gGeoUpsideDownTransform).

Three procedures compose transforms, producing the transform that is equivalent to applying first one, then
the second of the two transforms. There are two special-case procedisebransateTrans composes

first the Transform*tsrc and then a simple translation byandy, storing its result intdst. GeoTran-
sTranglate composes first a simple translation b@ndy, followed by the Transfornitsrc, also storing its

result in*tdst. Finally, GeoTransTrans composes two arbitrary transformel and*t2, leaving its result in

*tdst.

Transforms that adhere to one of the eight rotation formats described above are always invertible. The
inverse of such a transform can be compute@hyl nvertTrans, which leaves the inverse dfsrc in *tinv.

Two procedures extract useful information from Transforr@goScale returns the scale factor associated
with the Transforntt. GeoDecomposeTransform breaks up a transform into an optional mirror about the
x-axis (i.e., flipping upside down), followed by an optional counterclockwise rotation. It spssdedown

to TRUE if the transform requires flipping upside down before rotation, and*setgle to the degrees of
rotation: 0, 90, 180, or 270.

Three procedures manipulate positions suctB® NORTH. GeoNameToPos maps the ASClhame for

a position (e.g, “north”, “top”, or “left”, “west”, etc) into the internal position number. lhame is
ambiguous, -1 is returned; iflame is unrecognized, -2 is returned. rfanhattan is TRUE, only the direc-
tions corresponding tGEO_NORTH, GEO_SOUTH, GEO_WEST, or GEO_EAST are accepted. Iprin-
terrorsis TRUE, GeoNameToPos will print an error message on the standard output in addition to return-
ing -1 or -2. The inverse dbeoNameToPos is GeoPosToName, which returns the ASCII string for a given
positionpos. GeoTransPos applies the Transfort to the positionpos and returns the new position. Only
the rotational part oft is relevant; the translation is ignored.
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The next collection of procedures manipulate Points and Re8eslnclude and GeolncludeAll extend
whichever sides of the Rettlst that are necessary to include the area of the Rect Both return TRUE

if *dst was enlarged. Ifsrcis considered to be zero-size (see belowdst is unchanged. Ifdst is zero-
size, it is set to*src if *src is not also zero-size. The two procedures differ in Badlnclude considers
zero-areaectangles to be zero-size, whiBeolncludeAll only considers rectangles whose bottom is actu-
ally above their top or whose LHS is to the right of their RHS to be zero-szeolncludePoint is like
Geolnclude except*src is a Point instead of a Rect.

Three procedures are provided for clippinGeoClip determines the portion of the Rett that overlaps
the Rect*cliparea and replacedr with the new Rect. Ifr and*cliparea don’t overlap at all*r is turned
inside out (_xbot >r_xtop or r_ybot > r_ytop). GeoClipPoint moves the Pointp to the closest point on
the boundary of the Reétliparea if it isn't already contained irfcliparea or on its border. FinallyGeo-
Digoint is used to clip a Rect against another, but to apply a procedure to each rejavedrihat lies out-
side*cliparea, instead of modifying-area. The proceduré*proc)() it applies should be like the library
procedureGeoDummyFunc, which accepts a Rect and tloedata argument passed tGeoDigoint and
returns TRUE always. I{*proc)() returns FALSE,GeoDigoint aborts and returns FALSE itself; other-
wise, it returns TRUE.GeoDisjoint works in “tile” space, so each rectangle is considered to contain its
lower x- andy-coordinates, but not its upper coordinates.

The discussion earlier on transformation mentioned that transforming the two corner points of a Rect
independently could result in a Rect whose lower left was above or to the right of its upper Getwt.
CanonicalRect can remedy this situation; it flips the top and bottom or left and right (or both) of the Rect
*rsrc as necessary to ensure that the upper right is above and to the right of the lower left, leaving the
canonical Rect irirdst.

Two procedures compute the relative positions of Points and Ré&atsRectPointSde gives the side
(GEO_NORTH, etc) of the Rectr on which the Pointp lies (*p must lie on the boundary dfr; other-

wise, GEO_CENTER s returned). SimilarlyGeoRectRectSde gives the side ofrl on which*r2 lies, or
GEO_CENTER if they don't share any side. Unfortunately this procedure doesn’t detect the case where
the Rects share a coordinate without sharing a side (e.g, the LHS of one is equal to the RHS of the other,
but they don’t come even close in the vertical dimension).

A final procedure is provided for high-speed reading of ascii files containing descriptions of rectangles,
GetRect. This procedure reads from a stdio-opened Ftlf Fwhich should be positioned so that after skip-
ping nskip characters, it will be at the start of a line containing four ascii numbers that will be stored in
>r_xbot, r->r_ybot, r->r_xtop, andr->r_ytop. It returns TRUE if it successfully recognized a rectangle,
FALSE on error or end-of-file GetRect is considerably faster than eithiscanf (3s) or everfgets(3s) fol-

lowed by manual decoding of the line, because it reads data directly from the stdio buffer in its input file.
As such, it depends on the structure of a FILE, and may fail to work properly on machines with wildly dif-
ferent implementations of the stdio library from the standard Berkeley distribution (those in which certain
fields are nonexistent or renamed).

MACROSFOR SPEED
If speed is essential, macros are defineddofast.h to take the place of the several procedures for special
cases.GEOCLIP is identical to the procedur@eoClip, but it returns no value. Four macros for manipu-
lating Transforms, GEOTRANSRECT, GEOTRANSTRANS, GEOINVERTTRANS, and GEOTRAN-
STRANSLATE, are similar to their procedural counterpa@&oTransRect, GeoTransTrans, Geolnvert-
Trans, andGeoTransTrandate, but only work with Transforms whose scale factor is unity (1). These mac-
ros are several times faster than their procedural counterparts; on a Sun-2 the speed difference is close to a
factor of 10, but on other machines the difference is less extreme.

SEE ALSO
magicutils (3)
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NAME
hash- procedures for managing hash tables in libmagicutils.a

SYNOPSIS
#include hash.h

Hashlnit(table, initsize, keysize)

HashTable*table;

int initsize, keysize;

HashlnitClient(table, initsize, keysize, compareFn, copyFn, hashFn, killFn)
HashTable*table;

int initsize, keysize;

int (*compareFn)(keyl, key2);

char *(*copyFn)(key);

int (*hashFn)(key);

Void (*killFn)(key);

int HashSize(keybytes)
int keybytes;

HashKill(table)
HashTable*table;

HashEntry *HashL ook Only(table, key)
HashTable*table;
ClientData key;

HashEntry *HashFind(table, key)
HashTable*table;
ClientData key;

ClientData HashGetValue(he)
HashEntry *he;

HashSetValue(he, value)
HashEntry *he;
ClientData value;

HashStartSear ch(hs)
HashSearch *hs;

HashEntry *HashNext(table, hs)
HashTable*table;
HashSearch *hs;

DESCRIPTION
This module provides procedures for creating, accessing, and destroying hash tables. These tables grow
automatically as more elements are added to them to avoid overloading. They may be indexed by strings,
single words, or multi-word structures. Single-word can be interpreted (e.g., compared or hashed) by
user-supplied procedures. Each entry stores a single word value, which may be set or read by the macros
HashSetValue or HashGetValue but should not be manipulated directly.

Hashinit is used to allocate space for the initially empty hash taalbbe. Enough space is allocated for
initsize buckets (which should be a power of two), although subsequent additions to the hash table can
cause the number of buckets to increase. Tables can be organized in one of three different ways, depend-
ing on the value okeysize.
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BUGS

If keysize is HT_STRINGKEYS, then keys passed tdashFind (or HashLookOnly) are treated as the
addresses of NULL-terminated strings. THashEntry structures for this type of key are variable-sized,;
sufficient space is allocated at the end of each structure to hold the key string and its trailing NULL byte. If
keysize is HT_WORDKEYS, then keys are single words of data passed directlidashFind, and are
compared usingtrcmp (1). If keysizeis HT_STRUCTKEY S or greater, keys are multiple words of data,

but their address is passed tdashFind (instead of the actual value as whereysize was
HT_WORDKEYS). The value okeysize in this case should be the number of words in a key. The macro
HashSze should be used to produce this numbeashS ze(sizeof (struct foo)) gives the number of words
needed if keys are to be of typestruct foo). In general, single-word keyskdysize equal to
HT_WORDKEY S) are the fastest, but the most restrictive.

A second procedureashinitClient, may be used to initialize a hash table insteadHashinit. This
second procedure is a more general one, in that it allows a fourth vallkeyste to be provided,
HT_CLIENTKEYS, along with four client procedures. The keys in such a case are single-word values,
passed tdHashFind just like keys wherkeysizeisHT_WORDKEYS. However, they are interpreted using

the client procedures passed in the calH@shinitClient. These procedures perform four functions; if any

are NULL, then those functions are performed exactly as in the caséTofWORDKEYS. The first,
(*compareFn)(keyl, key2), takes two single-word key values and returns either O if they are equal, or 1 if
they are not. The next proceduf&copyFn)(key), is called when a new entry is being created for a key; it
performs whatever processing is needed to ensure that the key can be kept around permanently (e.g., mak-
ing a copy of it), and returns the value that will actually be stored as the key in the hash table (e.g., the
copy). The third proceduré;hashFn)(key), is used to produce a single 32-bit value frémy. It is pri-

marily useful wherkey is in fact a pointer to a structure, and the contents of the structure, rather than its
address, determine the hash value. FinglkillFn)(key) is called when the hash table is being freed by
HashKill to perform any final cleanup of a key, such as freeing a key that had been copfezbpyFn)()

when it was installed in the hash table.

HashKill can be used to free all the storage associatedtalitle.

Both HashLookOnly and HashFind are used for retrieving the entry frotable that matchskey. They
differ in their behavior wherkey is not in the table.HashLookOnly will return NULL if the key is not
found, whileHashFind will create a new HashEntry whose value (as returnetiashGetValue) is zero.

It is possible to scan sequentially through a hash table to visit all its entdashStartSearch initializes the
HashSearch structurehs, which is then passed tdashNext, which keeps returning subsequent entries in
the table until all have been returned, when it returns NULL.

If it is possible for initialized entries in the hash table to have NULL values, thasinLookOnly must be
called beforeHashFind if you are to be certain that an entry was not already in the table, since there is no
distinction between a NULL value that was already in the table and a NULL value that signifies that the
entry was newly created tyashFind.

SEE ALSO

magicutils (3)
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NAME
heap— procedures for managing sorted heaps in libmagicutils.a
SYNOPSIS
#include magic.h
#include heap.h
typedef struct { int he key, char *he_id; } HeapEntry;
bool HEAP_EMPTY (h)
Heap *h;
Heapl nit(h, initsize, descending, stringids)
Heap *h;
int initsize;
bool descending, stringids;
HeapKill(h, func)
Heap *h;
int (*func)(h, index);
HeapFreel dFunc(h, index)
Heap *h;
int index;
HeapEntry *HeapRemoveT op(h, entry);
Heap *h;
HeapEntry *entry;
HeapAdd(h, key, id)
Heap *h;
int key;
char *id;
DESCRIPTION

These procedures create, manipulate, and destroy heaps. A heap is essentially an array that automatically
sorts itself when items are added to it. The items added to the heap consist of an integer key and a one-
word datum which can either be the address of a NULL-terminated string (treated specially), or any other
one-word data item. Heaps can be sorted in either ascending or descending order. The data storage for a
heap automatically grows as more elements are added to the heap.

The HeapEntry structure identifies the integer key valuse (key) on which the element is sorted, and a
one-word datumHie_id). Heaps are created Ibyeaplnit, which initializes the data storage for Enough
space is left initially forinitsize elements, although the heap will grow automatically as more elements are
added. Ifdescending is TRUE, the largest element in the heap will be removed first; otherwise, the smal-
lest element will be the first to be removed HgapRemoveTop. Each heap entry has an associated datum
orid; if stringidsis TRUE, these are considered to be ASCII strings and handled specidfigamAdd and
HeapKill.

HeapKill deallocates the storage associated with a heafundfis non-NULL, it is applied to each element

in the heap. A common use &inc is to free the storage associated with string ids in the heap, such as is
necessary when the heap was created drilngids set toTRUE in the call toHeaplnit above. A library
function,HeapFreeldFunc, is provided for this purpose.

HeapRemoveTop places the top element fromin the HeapEntry pointed to byentry and returnsentry.
However, if the heap was emptiieapRemoveTop returns NULL. HeapRemoveTop always removes the
smallest (if keys are ascending) or largest (if keys are descending) element from the heap.
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HeapAdd is used to add a new entry ko The new entry has an integer keylaf, and a value ofd. If the

heap was created witlringids to be TRUE in Heaplnit, thenid is interpreted as a NULL-terminated
ASCII string; sufficient additional memory to hold this string is allocated, the string is copied into this new
memory, and a pointer to this new memory is stored with the heap entry. Otherwise, the vialijobt

stored directly in the heap entry.

BUGS
The management of thee _id field should be consistent with the management of keys for hash tables, i.e,

multi-word structures should be supported along with strings and single-word values.

SEE ALSO
magicutils (3)
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NAME
list — procedures for managing lisp style lists in libmagicutils.a

SYNOPSIS
#include magic.h
#includelist.h

LIST_ADD(item,list)
LIST_FIRST(list)
LIST_TAIL(list)
bool ListContainsP(element, list)
ClientData element;
List *list;
Void ListDealloc(list)
List *list;
Void ListDeallocC(list)
List *list;
int ListLength(list)
List *list;
ClientData ListPop(listPP)
List **listPP;
List *ListReverse(list)
List *list
DESCRIPTION
These macros and procedures permit the implementation of linked lists of arbitrary things. The lists are

lisp like, i.e., list pointers are in separate structures rather than in the strucs being linked. Macros are dis-
tinguished from procedues by names that are all upper-case.

LIST_ADD(i,l) adds an item to the front of a list.

LIST_COPY(l,Inew) creates a copy of a list

LIST _FIRST references the firstem on the list.

LIST_TAIL(l) references theublist consisting of all but the first item of the list.
ListContainsP returnsTRUE in the specified item is contained in the list.

int ListLength returns the length of the list.

Void ListDealloc reclaims a list (but not its contents).

Void ListDeallocC reclaims a list /fland/fR its contents.

ListPop deletes the first item from the list, and returns it (the item).

List *ListReverse creates and returns a reversed copy of a list.

SEE ALSO
magicutils (3)
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NAME
magicutils— collection of utility procedures in -Imagicutils

SYNOPSIS
cc -1 Ccad/sr c/magic/include Cead/sr c/magic/lib/libmagicutils.a
cc -1 Ccad/sr c/magic/include Cead/sr c/magic/lib/libmagictrace.a
cc -1 tad/sr c/magic/include -pg [cad/sr c/magic/lib/libmagicutils p.a
cc -1 tad/sr c/magic/include -pg [cad/sr c/magic/lib/libmagictrace p.a
(replacelrad with the home directory of the usead).
MainExit(code) int code;
TxError(fmt, va_alist) char *fmt; va_dcl;
char *TxGetLine(buf, len) char *buf; int len;

DESCRIPTION
The two librarieslibmagicutils.a andlibmagictrace.a include all of the procedures from th#ils module
used internally by the Magic layout system. The first library is for normal use; the second library is for use
with the tracing option of the new memory allocator. See the documentation on the individual pieces of the
library for details of the procedures they contain.
To use these libraries, you should compile your programs with the-flagpd/sr c/magic/include (to
search the Magic include directory for needbediles). The documentation for the various pieces of the
libraries lists whichbh files are needed for which procedures.
Three default procedures are defined for the library but can be replaced by your own procedures if you so
wish. The procedures aMainExit, which has the same semanticsesi (3) but can be replaced by your
own procedure by that name to do additional cleanykrror, which is like fprintf(stderr, fmt, args),
where args can be zero or more arguments, just adgrintf(3), and finally TxGetLine, which is like
fgets(buf, len, stdin). The library versions of these procedures only get pulled in if you haven't defined
them yourself.
Versions exist of both libraries with profiling-fg) enabled; these ardibmagicutils p.a and
libmagictrace p.a.

SEE ALSO

magic(1), dqueue(3), geometry(3), hash(3), heap(3), list(3), malloc(3), path(3), runstats(3), set(3) show(3)
stack(3), string(3)
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NAME
mallocMagic, freeMagic- a new memory allocator in libmagicutils.a

SYNOPSIS
#include magic.h
#include malloc.h

char *mallocM agic(size)
unsigned size;

char *callocM agic(size)
unsigned size;
MALLOC(type_decl, var, size)
type decl var;

unsigned size;

CALLOC(type _decl, var, size)
type decl var;

unsigned size;

freeMagic(var)

char *var;

FREE(var)

char *var;

cc -DMALLOCTRACE ... Ccad/src/magic/lib/libmagictrace.a

mallocT racel nit(filename)
char *filename;

mallocTraceEnable()
mallocTraceDisable()
mallocTraceDone()

mallocT raceOnlyWatched(only)
bool only;

bool mallocTraceWatch(addr)
char *addr;

bool mallocTraceUnWatch(addr)
char *addr;

DESCRIPTION
These procedures implement a new memory allocator. They provide fast allocation and freeing for pro-
grams that allocate thousands or millions of objects of similar sizes. Speed results from maintaining
separate free-lists for objects of each size, providing fast madaid OC and FREE for doing allocation
and freeing, and clustering objects of the same size on the same page in an attempt to improve locality of
reference. Iraddition, these procedures provide features to aid in the debugging of programs that do a lot
of memory allocation and freeing; used in conjunction witheak (8) they can detect storage leaks and
also duplicate attempts to free the same storage location.

Memory is allocated using either the proceduralocMagic or the macrdMALLOC. The former has an
interface identical to that of the standard UNIX library procedueti oc (3), namely, it returns a pointer to

a region of memory sufficiently large to hosikze bytes. The macrdMALLOC is noticeably faster, particu-

larly on machines with brain-dead procedure calls (such as a certain popular machine made by the second
largest U.S. computer manufacturer). Its usage is a bit unusual, in that its first argument is a type
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BUGS

specification and its second is modified in place. For example, to allocate an object ¢fdsigentry *
that is 20 bytes long, and to assign this to the poihéeone could write:

MALLOC(HashEntry *, he, 20);

Note that there are no parentheses aroundHtaghEntry * above. After executing this macrbe would
point to aHashEntry that was 20 bytes long.

The macroCALLOC and the procedureallocMagic perform function analagous tdALLOC andmalloc-
Magic except that the malloc’d memory is zeroed.

Memory can be freed using either the procedineeMagic, which frees its argumentar exactly as does
the UNIX free(3), or using the=REE macro, which does the same thingver but is faster.

Users ofMALLOC and FREE should beware that they are macros that include C statements enclosed in a
pair of braces{(... }), and should be treated accordingly. For example, it is not legal to type:

if (i1=}))
MALLOC(HashEntry *, he, i);
ese
return (NULL);
One should instead use:

if (i 1=])
{

MALLOC(HashEntry *, he, i);
}
else

return (NULL);

If you wish to take advantage of the debugging features of this memory allocator, you must do two things.
First, compile all of your.c files that #include “malloc.h” with the DMALLOCTRACE flag. Second,

when you link your program to build aa.out file, use the libraryCcad/src/magic/lib/libmagictrace.a
instead of the normdibmagicutils.a. The libmagictrace.a library contains additional code to maintain

the information needed by the debugging procedures below. If you link your program with the standard
library, it will link successfully, but the debugging procedures won'’t do anything.

The debugging procedures produce a trace file for subsequent analysisdly(8). Before any memory
is allocated, you should cafhallocTracelnit to create the trace fileame. Tracing won't actually begin,
however, until you calmallocTraceEnable. From that point untimallocTraceDisable, all calls tomalloc-
Magic or freeMagic (or their corresponding macro versioMALLOC and FREE) will be logged to the
trace file. Calls tanallocTraceDisable andmallocTraceEnable may be nested; only the outermasdlloc-
TraceEnable has any effect.

If more selective tracing is desired, you can specify that trace information is to be output only for certain
addresses. CallingnallocTraceOnlyWatched with only equal toTRUE causes this to happen. An address
addr is added to the list of addresses to trace by calimajocTraceWatch, or removed from this list by
calling mallocTraceUnWatch. When mallocTraceOnlyWatched is called with only equal to FALSE,
operation reverts to the normal mode of tracing all addresses.

When you are finished with all memory allocation tracing and want to flush all results out to the trace file,
call mallocTraceDone. Subsequent calls to the memory allocator will not be traced.

The MALLOC andFREE macros are syntactically clumsy, but unfortunately some C optimizers have trou-
ble with syntactically cleaner forms.
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The ability to trace specific addresses is only useful if you know which ones to watch. A more generally
useful facility would probably be to watch certain sizes of objects, or to allow the user to supply a pro-
cedure that could determine whether or not an address was to be traced.

SEE ALSO
magicutils (3)
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NAME
mpack- routines for generating semi-regular modules

DESCRIPTION
Mpack is a library of ‘C’ routines that aid the process of generating semi-regular modules. Decoder
planes, barrel shifters, and PLAs are common examples of semi-regular modules.

Using Magic, an mpack user will draw an example of a finished module and then break it into tiles. These
tiles represent the building blocks for more complicated instances of the module. The mpack library pro-
vides routines to aid in assembling tiles into a finished module.

MAKING AN EXAMPLE MODULE
The first step in using mpack is to create an example instance of the module, cedfgglaie. The basic
building blocks of the structure, diles, are then chosen. Each tile should be given a name by means of a
rectangular label which defines its contents. If the tiles in the module do not abut (e.g. they overlap) it is
useful to define another tile whose size indicates how far apart the tiles should be placed.

Templates should be in Magic format and, by convention, end withag suffix. With some programs, it

is possible to generate the same structure in a different technology or style by changing just the template.
If this is the case, each template should have a filename of the

form basenamstylemag. Thestyle part of the filename interacts with the option (see later part of this
manual).

WRITING AN MPACK PROGRAM
An mpack program is the ‘C’ code which assembles tiles into the desired module. Typically this program
reads a file (such as a truth table) and then calls the tile placement routines in the mpack library.

The mpack program must first include the filead/lib/mpack.h which defines the interface to the mpack
system. Next theTl Pinitialize procedure is called. This procedure processes command line arguments,
opens an input file as the standard in@iidin), and loads in a template.

The program should now read from the standard input and compute where to place the next tile. Tiles may
be aligned with previously placed tiles or placed at absolute coordinates. If a tile is to overlap an existing
tile the program must space over the distance of the overlap before placing the tile.

When all tiles are placed the program should call the rouliRerite_tile to create the output file that was
specified on the command line.

To use the mpack library be sure to include it with your compile or load command g ypur_file
Ccad/lib/mpack.lib).

ROUTINES
Initialization and Output Routines

TPinitialize(argc, argv, base_name)
The mpack system is initialized, command line arguments are processed, and a template
is loaded. The file descriptatdin is attached to the input file specified on the command
line. The template’s filename is formed by taking tiese name, adding any extension
indicated by thes option, and then adding themag suffix. The-t option allows the user
to overridebase_name from the command line.

Argc and argv should contain the command line argumen#s.gc is a count of the
number of arguments, whilargv is an array of pointers to strings. Strings of length zero
are ignored (as is the flag consisting of a single space), in order to make it easy for the
calling program to intercept its own argumen#r.gc andargv are of the same structure

as the two parameters passed to the main program. A later section of this manual sum-
marizes the command line options.

TPload_tiles(file_name)
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The givenfile_name is read, and each rectangular label found in the file becomes a tile
accessible via TPname_to_tile. No extensions are add@e teame.

TILE TPread_tile(file_name)

Atile is created andile nameis read into it. The tile is returned as the value of the func-
tion.

TPwrite_tile(tile, filename)
The tiletile is written to the file specified bfflename, with .ca or .cif extensions added.
See the description of theo option for information on what file name is chosen if
filename is the null string. The choice between Magic or CIF format is chosen with the
-aor -c command line options.

Tile creation, deletion, and access

TPdelete tile(tile)
The tiletileis deleted from the database and the space occupied by it is reused.

TILE TPcreate_tile(name)
A new, empty tile is created and given the nanaene. This name is used by the routine
TPname_to tile and in error messages. The typeLE returned is a unique ID for the
tile, not the tile itself. Currently this is implemented by defining the type TILE to be a
pointer to the internal database representation of the tile.

int TPtile_exists(name)
TRUE (1) is returned if a tile with the givemame exists (such as in the template or from
a call to TPcreate_tile).

TILE TPname _to_tile(name)
A value of typeTILE is returned. This value is a unique ID for the tile that has the name
name. This name comes from a call to TPcreate_tile(), or from the rectangular label that
defined it in a template that was read in by TPread_tiles() or TPinitialize(). If the tile
does not exist then a value of NULL is returned and an error message is printed.

RECTANGLE TPsize of _tile(tile)
A rectangle is returned that is the same size as thditde The rectangle’s lower left
corner is located at the coordinate (0, 0). All coordinates in mpack are specified in half-
lambda.

Painting and Placement Routines

RECTANGLE TPpaint_tile(from tile, to _tile, [|_corner)
The tilefrom tile is painted into the til¢o_tile such that its lower left corner is placed at
the pointll_corner in the tileto tile. The location of the newly painted area in the out-
put tile is returned as a value of type RECTANGLE. The tdetile is often an empty
tile made byT Pcreate tile(). The pointll_corner is almost never provided directly, it is
usually generated by routines suchaign().

TPdisp_tile(from tile, Il_corner)
A rectangle the size ofrom tile with the lower left corner located dt corner is
returned. Note that this routine behaves exactly like the routine TPpaint_tile except that
no output tile is modified. This routine, in conjunction with thiégn routine, is useful
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for controlling the overlap of tiles.

RECTANGLE TPpaint_cell(from tile, to_tile, Il_corner)
This routine behaves lik&Ppaint_tile() except that thérom tile is placed as a subcell
rather than painted into place. The titem_ tile must exist in the file system (i.e. it must
have been read in from disk or have been written out to disk).

Label Manipulation Routines

TPplace_label(tile, rect, label_name)
A label namedabel_name is place in the tiletile. The size and location of the label is
the given by the RECTANGLIEect.

int TPfind_label(tile, &rectl, str, &rect2)
The tiletile is searched for a label of nans. The location of the first such label found
is returned in the rectanglect2. The function returns 1 if such a label was found, and O
otherwise. The rectangle point&rectl, if non-NULL, restricts the search to an area of
the tile.

TPstrip_labels(tile, ch)
All labels in the tiletile that begin with the characteh are deleted.

TPremove_labels(tile, name, r)
All labels in the tiletile that are completely within the areaare deleted. Ihame is non-
NULL, then only labels with that name will be affected.

TPstretch_tile(tile, str, num)
The stringstr is the name of one or more labels within the tile. Each of these labels
must be of zero width or zero height, i.e. they must be lines. Each of these lines define a
line across which the tile will be stretched. The amount of the stretch is specifiedby
in units of half-lambda. Stretching such a line turns it into a rectangle. Note that if the
tile contains 2 lines that are co-linear, the stretching of one of them will turn both into
rectangles.

Point-Valued Routines

POINT tLL (tile)

POINT tLR(tile)

POINT tUL (tile)

POINT tUR(tile)
The location of the specified corner of tiide, relative to the tile’s lower left corner, is
returned as a point. LL stands for lower-left, LR for lower-right, UL for upper-left, and
UR for upper-right. Note thatl_ L () returns (0O, 0).

POINT rLL(rect)

POINT rLR(rect)

POINT rUL (rect)

POINT rUR(rect)
The location of the specified corner of the rectangi is returned as a point. LL stands
for lower-left, LR for lower-right, UL for upper-left, and UR for upper-right.

POINT align(pl, p2)
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A point is computed such that when added to the ppihgives the poinpl. plis nor-
mally a corner of a rectangle within a tile ap@ is normally a corner of a tile. In this
case the point computed can be treated as the location for the placement of the tile.

For example, TPpaint_tile(outtile, fromtile, align(rUL(rect), tLL(fromtile))) will paint the
tile fromtile into outtile such that the lower left corner dfontile is aligned with the
upper-left corner ofrect. In this examplerect would probably be something returned
from a previous TPpaint_tile() call.

Point and Rectangle Addition Routines

POINT TPadd_pp(pl, p2)

POINT TPsub_pp(p1, p2)
The pointspl andp2 are added or subtracted, and the result is returned as a point. In the
subtract casp?2 is subtracted fronpl.

RECTANGLE TPadd rp(ri, pl)

RECTANGLE TPsub_rp(rl, pl)
The rectanglerl has the poinfpl added or subtracted from it. This has the effect of
displacing the rectangle in the X and/or Y dimensions.

Miscellaneous Functions

int TPget_lambda()
This function returns the current value of lambda in centi-microns.

INTERFACE DATA STRUCTURES
In those cases where tiles must be placed using absolute, (half-lambda) coordinates, it is useful to know
thatRECTANGLEs andPOINTSs are defined as:

typedef struct {
int x_left, x_right, y_top, y_bot;
} RECTANGLE;

typedef struct {
intx,y;
} POINT;

The variableorigin_point is predefined to be (0, Oprigin_rect is defined to be a zero-sized rectangle
located at the origin.

OPTIONS ACCEPTED BY TPinitialize()
Typical command lineprogram _name [-t template] [-s style] [-0 output_file] input_file

-a produce Magic format (this is the default)
-C produce CIF format
-V be verbose (sequentially label the tiles in the output for debugging purposes; also print out infor-

mation about the number of rectangles processed by mpack)
-sstyle generate output using the template for this style (see TPinitialize for details)

-0 The next argument is taken to be the base name of the output file. The default is the input file
name with any extensions removed. If there is not input file specified and no -o option specified,
the output will go tostdout.
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-p (pipe mode) Send the output strlout.

-t The next argument specifies the template base name to use. This overrides the default supplied by
the program. Amag extension is automatically added. (see TPinitialize)

-| name Set the cif output style taame. name is the name of a cif output style as defined in Magic’s tech-
nology file. If this option is not specified then the first output style in the technology file is used.
(Note: In the old tpack system this option set the size of lambda.)

input_file
The name of the file that the program should read from (such as a truth table file). If this filename
is omitted then the input is taken from the standard input (such as a pipe).

-M num This option is accepted by mpack, but ignored. It is a leftover from the tpack system.

-D num1 num2
The Demo or Debug option. This option will causenpack to place only the firshuml tiles, and
the lastnum?2 of those will be outlined with rectangular labels. In addition, if a tile called "blotch"
is defined then a copy of it will be placed in the output tile upon each call talilga function
during the placing of the lagtum?2 tiles. The blotch tile will be centered on the first point passed
to align, and usually consists of a small blotch of brightly colored paint. This has the effect of
marking the alignment points of tiles. The last tile painted into is assumed to be the output tile.

EXAMPLE

It is highly recommended that the examplelibad/src/mquilt be examined. Look at both the template
and the ‘C’ code. A more complex example isficad/src/mpla.

FILES
Ccad/lib/mpack.h (definition of the mpack interface)
Ccad/lib/mpack.lib (linkable mpack library)
Ccad/lib/mpack.In (lint-library for lint)
Ccad/src/mquilt/* (an example of an mpack program)
[Ccad/lib/magic/sys/*.tech*(technology descriptifies)
ALSO SEE
magic(CAD), mquilt(CAD), mpla(CAD)
Robert N. MayoPictures with Parentheses: Combining Graphics and Procedures in a VLS Layout Tool,
OProceedings of the 20th Design Automation Conference, June, 1983.
"C’ Manual
HISTORY
This is a port of the tpack(1) system which generated Caesar files.
AUTHOR
Robert N. Mayo
BUGS

When a tile contains part of a subcell, or touches a subcell, then the whole subcell is considered to be part
of the tile. The same goes for arrays of subcells.
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NAME
path— procedures for managing search paths in libmagicutils.a

SYNOPSIS
#include <stdio.h>
#include utils.h

int PaConvertTilde(psource, pdest, size)

char **psource, **pdest;

int size;

FILE *PaOpen(file, mode, ext, path, libpath, prealname)
char *file, *mode, *ext;

char *path, *libpath;

char **prealname;

char *PaSubswWD(path, newWD)
char *path, *newWD;

int PaEnum(path, file, func, cdata)
char *path, *file;

int (*func)(name, cdata);
ClientData cdata;

DESCRIPTION
These procedures implement a path mechanism, whereby several places may be searched for files.

PaConvertTilde is used to convertsh(1)-style tilde notation for users’ home directories (e.gjwss”,

“ mydir/file.0™) to standard directory names as understoodopgn(2), etc. If **psource is a tilde

(* "), then the name following the tilde up to the first slash or end of string is converted to a home direc-
tory and stored in the string pointed to bgdest. Then remaining characters in the file namé agource

are copied to*pdest (the file name is terminated by white space, a NULL character, or a colon) and
*psource is updated. Upon returripsource points to the terminating character in the source file name, and
*pdest points to the null character terminating the expanded name. If a tilde cannot be converted because
the user name cannot be fourighsource is still advanced past the current entry, but nothing is stored at the
destination. At mossize characters (including the terminating nallaracter) will bestored atpdest. The

name consisting of a single tilde, i.e[1' with no user name, expands to the current user's home directory.
PaConvertTilde returns the number of bytes of space left in the destination area if successful, or -1 if the
user name couldn’t be found in the password file.

PaOpen opens a file, looking it up in the current path and supplying a default extension. It either returns a
pointer to aFILE, as doegopen (3s), or NULL if no file could be opened. The mode of the file opened is
determined bynode, also as irfopen. If ext is specified, then it is tacked onto the enchafme to construct

the name of the fil®aOpen will attempt to find. Ext must begin with a dot if that is the extension separa-

tor; none is inserted automatically.) If the first charactenarfe is a tilde or slashPaOpen tries to look up

the file with the original name (and extension), doing tilde expansion if necessary and returning the result.
Otherwise, it goes through the search padth (a colon-separated list of directories much asgm(1)) one

entry at a time, trying to look up the file once for each path entry by prepending the path entry to the origi-
nal file name. This concatenated name is stored in a static string and made available to the caller by setting
*prealName to point to it if prealName is non-NULL and if the open succeeds. If the enfiegh is tried,

and still nothing works, then we try each entry in the library péltpath next. The static string will be
trashed on the next call to this routine. Also, no individual file name is allowed to be more than 200 char-
acters long; excess characters are lost.
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PaSubsWD replaces all uses of the working directory in a path by some fixed directory. It returns a pointer
to a path that is just likg@ath, except that every implicit or explicit use of the working directory (*.”) is
replaced by th@eenWD argument. The result is a static array, which will be trashed on the next call to this
procedure.

PaEnum is used to call a client procedure with each directorydth prepended to the strinfijle. The

client procedure is of the forr{tfunc)(name, cdata), wherename is a directory in the path prepended to

file, andcdata is the same asdata passed t?aEnum. This client procedure should return 0 normally, or 1

to abort the path enumeration. If a directory in the search path refers to a non-existent user name (using the
“ [user” syntax), we skip that componenRaEnum returns O if all clients returned 0, or 1 if some client
returned 1. If some client returns 1, the enumeration is aborted.

SEE ALSO
magicutils (3)
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NAME

runstats- keep track of process time and memory utilization (in libmagicutils.a)

SYNOPSIS

#include <sys/types.h>
#include <sys/times.h>
#include <sys/time.h>
#includerunstats.h

char *RunStats(flags, lastt, deltat)
int flags;
struct tms*lastt, *deltat;

char *RunStatsReal Time()

DESCRIPTION

BUGS

RunSats collects information about a process’s utilization of memory and CPU time. Depending on the
flags provided, the following information is returned:

RS TCUM
cumulative user and system time

RS TINCR
the difference between the current cumulative user and system time and the values stored in the
tms struct pointed to byastt. This struct is usually the one last passedRtmStats when it was
last called withRS TINCR as a flag.

RS MEM
the number of bytes by which the data segment has grown past its initial size.

RunSats returns a pointer to a statically allocated character string of the fdrmstuff ...]”, where stuff

contains the information specified by the flags. Times are of the foins:secsu mins:secss, where the

first time is the amount of user CPU time this process has used, and the second time is the amount of sys-
tem time used. Memory is specified by a string of the fadky whereN is the number of kilobytes by

which the data segment has grown past its initial size.

If RS TINCR is specified, the parametdiastt anddeltat are set if they are non-NULL. Both point tos
structs; the one pointed to leltat is set to the difference between the current user/system time and the
time given in thetms struct pointed to bylastt; the one pointed to byastt is then set to the current
user/system time.

RunSatsReal Time reports the real time, both since the first invocation and incremental since the last invo-
cation. It returns a statically allocated string of the fotmmx.x x:xx.x, where the first number is the amount

of elapsed real time since the first callRonStatsReal Time, and the second is the amount of elapsed real
time since the latest call.

The interfaces t&kunSats and RunSatsReal Time should really be consistent.

SEE ALSO

magicutils (3)
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NAME
set- procedures for setting parameters (from strings) and for printing their values.

SYNOPSIS
Void SetNoisyl nt(parm,valueS file)
int *parm;
char *valueS;
FILE *file;

Void SetNoisyBool(par m,valueS,file)
bool *parm;

char *valueS;

FILE *file;

Void SetNoisyDI (parm,valueSfile)
Doublelnt *parm:;

char *valueS;

FILE *file;

DESCRIPTION
These procedures interpet a string and set a parameter accordingly. Error messages are printed if the string
doesn’t make sense, and in any event the final parameter value is printedueis NULL, the parame-
ter value is not changed. fileis NULL the result is printed witixPrintf, Magic’s standard print func-
tion, otherwise it is printed on the specified file.

SEE ALSO
magicutils (3)
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NAME
show- procedure for displaying rects as feedback, for debugging. printing their values.

SYNOPSIS
Void ShowRect(def, r, style)
CéllDef *def;
Rect *r;
int style;

DESCRIPTION
Highlights the specified area in the specified cell and the specified style. See theddamiter module
for example uses.

SEE ALSO
magicutils (3)
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stack- procedures for managing stacks in libmagicutils.a

SYNOPSIS

#include magic.h
#include stack.h

Stack * StackNew(sincr)
int sincr;

Stack Free(stack)

Stack *stack;

ClientData StackPop(stack)
Stack *stack;

ClientData StackL ook (stack)
Stack *stack;

StackPush(ar g, stack)
ClientData arg;
Stack *stack;

StackEnum(stack, func, cdata)
Stack *stack;

int (*func)(item, i, cdata)
ClientData item, cdata;

inti;

Stack Copy(src, dest, copystr)
Stack *src, **dest;

bool copystr;

bool StackEmpty(stack)
Stack *stack;

ClientData STACKPOP(stack)
Stack *stack;

ClientData STACKLOOK (stack)

Stack *stack;

STACKPUSH (arg, stack)
ClientDataarg;
Stack *stack;

DESCRIPTION

These procedures implement a simple stack mechanism, allowing stacks containing an arbitrary number of
one-word elements to be created, manipulated, and destroyed.

SackNew creates and returns a nedtack. This stack grows automatically as new items are pushed on it.

STACK(3)

The number of new elements for which space is added each time the stack grows is specified. by
When the stack is through being us&thckFree frees it.

Elements can be pushed on the stack u§hagkPush. The top of the stack can be viewed without remov-
ing it by usingStackLook, or removed by&ackPop. Both return the top element from the stack, or NULL
if the stack is empty. Fast macro versions exist for each of these funct®idsCKPUSH, STACKLOOK,
and STACKPOP. To test whethestack is empty, one can caltackEmpty, which returnsTRUE if the
stack is empty, oFAL SE if it contains any entries.
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SackEnum visits all the elements igtack without popping them. It applie@func)() to each element. The
arguments t@*func)() areitem, the stack element being visitadijts index on the stack (1 for the top of the
stack, increasing as one moves down the stack), and the sdatee as was passed t8ackEnum. If
(*func)() returns a non-zero value, the enumeration of the stack abortStackdEnum returns 1; otherwise,
SackEnum returns 0 after visiting all elements in the stack.

SackCopy is used to make a copy of a stasic. It leaves*dest pointing to the copy. If the parameter
copystr is TRUE, then the elements afc are interpreted as pointers to NULL-terminated ASCII strings,
which are copied into newly allocated memory before the address of the new string is stoded;imth-
erwise, the elements afc are just copied tédest.

BUGS
There should be a way of declaringack that pushes or pops more than a single word at a time.

SEE ALSO
magicutils (3)
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NAME
string— procedures for manipulating strings in libmagicutils.a

SYNOPSIS
#include magic.h
#include utilsh

typedef struct { char *d_str; } LookupTable;

int Lookup(str, table)
char *str;
char *tabl€[];

int LookupStruct(str, table, size)
char *str;

LookupTable*table;

int size;

int LookupAny(c, table)

char c;

char *tabl€[];

int LookupFull(name, table)
char *name;
char *tabl€[];

char *StrDup(oldstr, str)
char **oldstr, *str;

bool Strlswhite(str, commentok)
char *str;
bool commentok;

bool Strislnt(str)
char *str;

bool Match(pattern, string)
char *pattern, *string;

char *ArgStr(pargc, pargv, argType)
int *pargc;

char ***pargv;

char *argType;

DESCRIPTION
This collection of procedures provide a number of useful functions for dealing with stringakup
searches a table of strings to find one that matches a given string. It's useful mostly for command lookup.
The table of strings should be terminated with a NULL string pointer, and the entries should be alphabeti-
cal and all lower-case. Any characters following the first white space in an entry are ignomtdis I&n
unambiguous abbreviation for one of the entriesalsie, then the index of the matching entry is returned.
If str is an abbreviation for more than one entry in table, then -1 is returnestr. dbesn’t match any entry,
then -2 is returned. Case differences are ignored.

LookupStruct is a more general version bbokup for dealing with tables of structures whose first word is a
string pointer. Thetable argument should be a pointer to an array of such structures, cast as type
(LookupTable *). The table should be terminated with an entry whose string pointer is NULL. As in
Lookup, all entries should contain lower-case strings and should be sorted alphabeticallsizelparame-

ter gives the size in bytes of each structure in the table.
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LookupAny looks up a single character in a table of pointers to strings. The last entry in the string table
must be a NULL pointer. The index of the first string in the table containing the indicated character is
returned, or -1 if no matching string is found.

LookupFull is like Lookup, but does not allow abbreviations. It either returns the index of the entablef
matchingstr, or -1 if no match is found. Case is significant, and entries are considered to extend all the
way to their trailing NULL byte, instead of being terminated by the first white space lamkup.

SrDup can be used to replace an old string with a new one, freeing the storage for the old one and allocat-
ing sufficient storage for the new one. It returns a pointer to a newly allocated character array just large
enough to holdstr and its trailing NULL byte. This newly allocated array contains a copgtof How-

ever, ifstr is NULL, no memory is allocated and we return NULL. diffdstr is non-NULL, then if*oldstr

is non-NULL, SrDup frees the storage pointed to bgldstr. StrDup then setg oldstr to point to the new

array of memory just allocated, or NULL #fr was NULL.

Sriswhite returns TRUE ifstr is all white space, or FALSE otherwise. dbmmentok is TRUE, then if the
first non-white character igtr is a pound-sign (#”), str is considered to be all white space.

Srisint returns TRUE ifstr is a well-formed decimal integer, or FALSE if it isn't.

Match provides acsh(1)-like wild-card matching facility. The stringattern may contain any of thesh
wildcard characters', 2, \, [, and]. If pattern matchesstring, Match returns TRUE; otherwise, it returns
FALSE.

ArgStr is provided to allow standard processing of command-line arguments that take parameters. It recog-
nizes flag-value pairs of either the form-Xvalue” (a single argument string) or “X value” (two succes-

sive argument strings) in the argument ligpdrgc, *pargv), incrementing*pargc and *pargv by an
amount sufficient to step over the flag-value pair. If there are no more arguments remaining in the list,
ArgStr prints an error message complaining thegType is required for the flagpargv[0].

SEE ALSO
magicutils (3)
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NAME
cmap- format of .cmap files (color maps)

DESCRIPTION
Color-map files define the mapping between eight-bit color numbers and red, green and blue intensities
used for those numbers. They are read by Magic as part of system startup, and alsddadthad:save
commands in color-map windows. Color-map file names usually have thexgrmtmapn, wherex is a
class of technology filesy is a class of displaysz is a class of monitors, and is a version number
(currently1). The version number will change in the future if the formap of color-map files ever changes.
Normally, x andy correspond to the corresponding parts of a display styles file. For example, the color
map filemos.7bit.std.cmapl is used today for most nMOS and CMOS technology files using displays that
support at least seven bits of color per pixel and standard-phosphor monitors. It corresponds to the display
styles filemos.7bit.dstyleb.

Color-map files are stored in ASCII form, with each line containing four decimal integers separated by
white space. The first three integers are red, green, and blue intensities, and the fourth field is a color
number. For current displays the intensities must be integers between 0 and 255. The color numbers must
increase from line to line, and the last line must have a color number of 255. The red, green, and blue
intensities on the first line are used for all colors from 0 up to and including the color number on that line.
For other lines, the intensities on that line are used for all colors starting one color above the color number
on the previous line and continuing up and through the color number on the current line. For example,
consider the color map below:

255 0 0 2
0 0 255 3
255 255 255 256

This color map indicates that colors 0, 1, and 2 are to be red, color 3 is to be blue, and all other colors are to
be white.

SEE ALSO
magic (1), dstyle (5)
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NAME
displays— Display Configuration File

DESCRIPTION
The interactive graphics programs Caesar, Magic, and Gremlin use two separate terminals: a text terminal
from which commands are issued, and a color graphics terminal on which graphical output is displayed.
These programs usedasplaysfile to associate their text terminal with its corresponding display device.

Thedisplaysfile is an ASCII text file with one line for each text terminal/graphics terminal pair. Each line
contains 4 items separated by spaces: the name of the port attached to a text terminal, the name of the port
attached to the associated graphics terminal, the phosphor type of the graphics terminal’s monitor, and the
type of graphics terminal.

An applications program may use the phosphor type to select a color map tuned to the monitor’s charac-
teristics. Only thestd phosphor type is supported at UC Berkeley.

The graphics terminal type specifies the device driver a program should use when communicating with its
graphics terminal. Magic supports type€B512, AED1024, andSUN120. Other programs may recog-
nize different display types. See the manual entry for your specific application for more information.

A sample displays file is:

/dev/ttyil /dev/ttyiO std UCB512
/dev/ttyj0 /dev/ityjl std UCB512
/devi/ttyjf /dev/ttyhf std UCB512
/dev/ttyhb /dev/ttyhc std UCB512
/dev/ttyhc /dev/ttyhb std UCB512.in -0.5i

In this example/dev/ttyil connects to a text terminal. An associaté@B512 graphics terminal with stan-
dard phosphor is connected/ttev/ttyiO.

FILES
Magic uses the displays filecad/lib/displays. Gremlin looks in /usr/local/displays.

SEE ALSO
magic(1)

1990 DECWRL/Livermore Magic 2/19/85 1



DLYS(5)

CAD Tool User’'s Manual DLYS(5)

dlys - format of .dlys files read by the SCALD simulator and timing verifier

DESCRIPTION

The SCALD simulator and timing verifier can accept information about the actual delays of wires in a cir-
cuit. This delay information is described in.@ys file, which consists of a sequence of records, one for
each electrical net. Each record begins with the signal name for the net (note that this is the SCALD signal
name, i.e, the name given by the user to the entire net, and not usually the name of one of the pins in the
net), followed by an=, then a comma-separated list of the terminals in the net and their associated delay,
with the list terminated by a semicolon. The end of the file is marked with a second semicolon.

The elements of the comma-separated list for each net take the form
location [min: max]

wherelocation is the full hierarchical SCALD name of the physical pin to which the delay is computed,
and min and max are the best-case and worst-case wire delay in nanoseconds (both are floating-point
numbers). The assumption is that only a single driver exists per net, so all delays are computed from this
driver. If a net has multiple drivers, then the interpretation of delays is up to the program reading this file
(e.g,min delays are taken from the fastest driv@ax from the slowest).

Here is an examplallysfile:

(APS ) ALU STATUS BI TS | 1<0> =
(APS MR 3V6 R1 1P )IN#63[ 0.3 :
(APS APS 4RI RFC RF )OUT[ 0.5

(APS ) ALU STATUS BI TS | 1<1> =

(APS
(APS
(APS
(APS
(APS
(APS
(APS
(APS
(APS
( APS
( APS
( APS
( APS

APS 4ALUD
APS 4ALUD
APS 4ALUD
APS 4ALUD
APS 4ALUD
MR 3V2 R1
MR 3V6 R1
APS 4ALUD
APS 4ALUD
APS 4ALUD
APS 4ALUD
APS 4ALUD
APS 4ALUD

DCD ) AN#12[ 1.4 :

DCD ) AN#8[ 1.1 :
DCD )AN#O[ 1.1 :

DCD ) AN#10[ 1.1 :
DCD ) AN#11[ 1.1 :

1P ) #23
1P ) #62
DCD )

DCD ) #1
DCD ) #2
DCD ) #3
DCD ) #4
DCD ) #5

COOOO0000o
N~NRABRRRWO

— e, — ——

CeLOLLL0O0o

VOO O M~ -

Although it is not good practice, it is possible to omit the actual pin names fronhotadon names and

only give the path to the part; the example above shows several cases where the final pin name is missing.
Since the timing verifier and simulator have the original SCALD netlist available, they are usually able to
use the signal name to determine the net, and then use the part's path to identify which pin of the net is
meant. This is accurate when a net connects to at most one pin per part; if it connects to more than one pin
per part then there is ambiguity over which pin is meant. Usually, though, this ambiguity results in only a
small inaccuracy, since the delay to different pins on the same part is usually similar. Also, if delay is
capacitive, the delay to all pins in a net will be the same anyway, so there is no inaccuracy.
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SEE ALSO
ext2dlys (1), ext (5), sim (5)

BUGS
There should be some way to specify which pins are drivers and which are receivers in a net.

The ability to omit pin names is dangerous; although it usually works it can introduce large inaccuracies
when the parts are large compared to the sizes of the wires used to connect them, as might be the case on a
silicon PCB.
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NAME
dstyle— format of .dstyle files (display styles)

DESCRIPTION
Display styles indicate how to render information on a screen. Each style describes one way of rendering
information, for example as a solid area in red or as a dotted outline in purple. Different styles correspond
to mask layers, highlights, labels, menus, window borders, and so on. See “Magic Maintainer's Manual
#3: Display Styles, Color Maps, and Glyphs” for more information on how the styles are used.

Dstyle files usually have names of the foxwy.dstylen, wherex is a class of technologieg,is a class of
displays, andh is a version number (currentB). The version number may increase in the future if the for-
mat of dstyle files changes. For example, the display stylerfde 7bit.dstyle5 provides all the rendering
information for our nMOS and CMOS technologies for color displays with at least 7 bits of color.

Dstyle files are stored in ASCII as a series of lines. Lines beginning with “#” are considered to be com-
ments and are ignored. The rest of the lines of the file are divided up into two sections separated by blank
lines. There should not be any blank lines within a section.

DISPLAY_STYLESSECTION
The first section begins with a lirdisplay_styles planes whereplanes is the number of bits of color infor-
mation per pixel on the screen (between 1 and 8). Each line after that describes one display style and con-
tains eight fields separated by white spasgie writeMask color outline fill stipple shortName longName
The meanings of the fields are:

style  The number of this style, in decimal. Styles 1 through 64 are used to display mask layers in the
edit cell. The style number(s) to use for each mask layer is (are) specified in the technology file.
Styles 65-128 are used for displaying mask layers in non-edit cells. If stigleised for a mask
layer in the edit cell, style+64 is used for the same mask layer in non-edit cells. Styles above
128 are used by the Magic code for various things like menus and highlights. See thddilé
in Magic for how styles above 128 are used. When redisplaying, the styles are drawn in order
starting at 1, so the order of styles may affect what appears on the screen.

writeMask
This is an octal number specifying which bit-planes are to be modified when this style is rendered.
For example, 1 means only information in bit-plane 0 will be affected, and 377 means all eight
bit-planes are affected.

color  An octal number specifying the new values to be written into the bit-planes that are modified.
This is used along witkvriteMask to determine the new value of each pixel that's being modified:
newPixel = (oldPixel &OwriteMask)| (color & writeMask) The red, green, and blue intensities
displayed for each pixel are not deterimined directly by the value of the pixel; they come from a
color map that maps the eight-bit pixel values into red, green, and blue intensities. Color maps are
stored in separate files.

outline If this field is zero, then no outline is drawn. If the field is non-zero, it specifies that outlines are to
be drawn around the rectangular areas rendered in this style, and the octal value gives an eight-bit
pattern telling how to draw the outline. For example, 377 means to draw a solid line, 252 means
to draw a dotted line, 360 specifies long dashes, etc. This field only indiehtels pixels will be
modified: thewriteMask andcolor fields indicate how the pixels are modified.

fill This is a text string specifying how the areas drawn in this style should be filled. It must have one
of the valuessolid, stipple, cross, outline, grid. Solid means that every pixel in the area is to
modified according tavriteMask andcolor. Stipple means that the area should be stippled: the
stipple pattern given bgtipple is used to determine which pixels in the area are to be modified.
Cross means that an X is drawn in a solid line between the diagonally-opposite corners of the area
being rendered Outline means that the area should not be filled at all; only an outline is drawn
(if specified byoutline). Grid is a special style used to draw a grid in the line style given by
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outline. The stylescross and stipple may be supplemented with an outline by giving a non-zero
outline field. The outline and grid styles don't make sense without an an outline, aokid
doesn’t make sense with an outline (since all the pixels are modified anyway).

stipple Used wherfill is stipple to specify (in decimal) the stipple number to use.

shortName
This is a one-charactearame for this style. These names are used in the specification of glyphs
and also in a few places in the Magic source code. Most styles have no short name; use a “-” in
this field for them.

longName
A more human-readable name for the style. It's not used at all by Magic.

STIPPLES SECTION
The second section of a dstyle file is separated from the first by a blank line. The first line of the second
section must betipples and each additional line specifies one stipple pattern with the syniaker pat-
tern name Number is a decimal number used to name the stipple instipple fields of style lines.Number
must be no less than 1 and must be no greater than a device-dependent upper limit. Most devices support
at least 15 stipple patterngattern consists of eight octal numbers, each from 0-377 and separated by
white space. The numbers form an 8-by-8 array of bits indicating which pixels are to be modified when the
stipple is used. Theamefield is just a human-readable description of the stipple; itisn’t used by Magic.

FILES
[(cad/lib/magic/sys/mos.7bit.dstyle5

SEE ALSO
magic (1), cmap (5), glyphs (5)
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NAME
ext— format of .ext files produced by Magic’s hierarchical extractor

DESCRIPTION
Magic’s extractor produces .axt file for each cell in a hierarchical design. Thext file for cell name is
name.ext. This file contains three kinds of information: environmental information (scaling, timestamps,
etc), the extracted circuit corresponding to the mask geometry ohaek, and the connections between
this mask geometry and the subcellsafme.

A .ext file consists of a series of lines, each of which begins with a keyword. The keyword beginning a
line determines how the remainder of the line is interpreted. The following set of keywords define the
environmental information:

tech techname
Identifies the technology of catame astechname, e.g,nmos, cmos.

timestamp time
Identifies the time when ceflame was last modified. The valugme is the time stored by Unix,
i.e, seconds since 00:00 GMT January 1, 1970. Note that thizt ihe timename was extracted,
but rather the timestamp value stored in theag file. The incremental extractor compares the
timestamp in eactext file with the timestamp in eaclmnag file in a design; if they differ, that cell
is re-extracted.

VErsion version
Identifies the version akxt format used to writéame.ext. The current version iS.1.

style style
Identifies the style that the cell has been extracted with.

scalerscale cscale Iscale
Sets the scale to be used in interpreting resistance, capacitance, and linear dimension values in the
remainder of theext file. Each resistance value must be multipliedrisgale to give the real
resistance in milliohms. Each capacitance value must be multipliecsdgje to give the real
capacitance in attofarads. Each linear dimension (e.g, width, height, transform coordinates) must
be multiplied bylscale to give the real linear dimension in centimicrons. Also, each area dimen-
sion (e.g, transistor channel area) must be multiplieddale* scale to give the real area in square
centimicrons. At most onecale line may appear in aext file. If none appears, all ofscale,
cscale, andlscale default to 1.

resistclassesrir2...
Sets the resistance per square for the various resistance classes appearing in the technology file.
The valueg1, r2, etc. are in milliohms; they are not scaled by the valuesoéle specified in the
scale line above. Each node in.axt file has a perimeter and area for each resistance class; the
valuesrl, r2, etc. are used to convert these perimeters and areas into actual node resistances. See
“Magic Tutorial #8: Circuit Extraction” for a description of how resistances are computed from
perimeters and areas by the progrext2sim.

The following keywords define the circuit formed by the mask information in wathe. This circuit is
extracted independently of any subcells; its connections to subcells are handled by the keywords in the sec-
tion after this one.

nodename RC xytypeal pla2p2...aNpN
Defines an electrical node imme. This node is referred to by the namame in subsequent
equiv lines, connections to the terminals of transistorgainiines, and hierarchical connections or
adjustments usingierge or adjust. The node has a total capacitance to groun@ etttofarads,
and a lumped resistance Bfmilliohms. For purposes of going back from the node name to the
geometry defining the nodé, y) is the coordinate of a point inside the node, &y is the layer
on which this point appears. The valuas, pl, ... aN, pN are the area and perimeter for the
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material in each of the resistance classes described lnesistclasses line at the beginning of the

.ext file; these values are used to compute adjusted hierarchical resistances more accurately.
NOTE: since many analysis tools compute transistor gate capacitance themselves from the
transistor's area and perimeter, the capacitance between a node and substrate (GND!) normally
does not include the capacitance from transistor gates connected to that nodesiihtfie was
produced byext2sim(1), check the technology file that was used to produce the origixtafiles

to see whether transistor gate capacitance is included or excluded; see “Magic Maintainer's
Manual #2: The Technology File” for detalils.

attr name x| yl xh yh type text
One of these lines appears for each label ending in the chara@®grthat was attached to
geometry in the nodeame. The location of each attribute labetl (yl xh yh) and the type of
material to which it was attachetyfe) are given along with the text of the label minus the trailing
“ @ character {ext).

equiv nodel node2
Defines two node names in celhme as being equivalentnodel andnode2. In a collection of
node names related lequiv lines, exactly one must be defined bpade line described above.

fet type Xl yl xh yh area perimsub GATE T1 T2 ...
Defines a transistor iname. The kind of transistor isype, a string that comes from the technol-
ogy file and is intended to have meaning to simulation programs. The coordinates of a square
entirely contained in the gate region of the transistor(akeyl) for its lower-left and(xh, yh) for
its upper-right. All four coordinates are in timame's coordinate space, and are subject to scaling
as described iscale above. The gate region of the transistor has area square centimicrons
and perimeteperim centimicrons. The substrate of the transistor is connected tosubde

The remainder of &et line consists of a series of tripleSATE, T1, .... Each describes one of the
terminals of the transistor; the first describes the gate, and the remainder describe the transistor's
non-gate terminals (e.g, source and drain). Each triple consists of the name of a node connecting
to that terminal, a terminal length, and an attribute list. The terminal length is in centimicrons; it is
the length of that segment of the channel perimeter connecting to adjacent material, such as
polysilicon for the gate or diffusion for a source or drain.

The attribute list is either the single token “0”, meaning no attributes, or a comma-separated list
of strings. The strings in the attribute list come from labels attached to the transistor. Any label
ending in the character™ is considered a gate attribute and appears on the gate’s attribute list,
minus the trailing “”. Gate attributes may lie either along the border of a channel or in its inte-
rior. Any label ending in the character$" is considered a non-gate attribute. It appears on the
list of the terminal along which it lies, also minus the trailin§™’ Non-gate attributes may only

lie on the border of the channel.

The keywords in this section describe information that is not processed hierarchically: path lengths and
accurate resistances that are computed by flattening an entire node and then producing a value for the
flattened node.

killnode node
During resistance extraction, it is sometimes necessary to break a node up into several smaller
nodes. Theppearance of killnode line during the processing of.axt file means that all infor-
mation currently accumulated aboutde, along with all fets that have a terminal connected to
node, should be thrown out; it will be replaced by information later in ¢ file. The order of
processingext files is important in order for this to work properly: children are processed before
their parents, so killnodein a parent overrides one in a child.

resist nodel node2 R
Defines a resistor oR milliohms between the two node®del and node2. Both names are
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hierarchical.

distance namel name2 dmin dmax
Gives the distance between two electrical termiramel (a driver) andname2 (a receiver).
Note that these are terminals and not nodes: the names (which are hierarchical label names) are
used to specify two different locations on the same electrical node. The two distdnmtesnd
dmax, are the lengths (in lambda) of the shortest and longest acyclic paths between the driver and
receiver.

The keywords in this last section describe the subcells usediipg, and how connections are made to and
between them.

use def use-id TRANSFORM
Specifies that celtlef with instance identifieuse-id is a subcell of cellname. If cell def is
arrayed, theruse-id will be followed by two bracketed subscript ranges of the forfito,hi,sep].
The first range is for x, and the second for y. The subscripts for a given dimensitmtareugh
hi inclusive, and the separation between adjacent array elemesfsdsntimicrons.

TRANSFORM is a set of six integers that describe how coordinatefefrare to be transformed to
coordinates in the paremame. It is used byext2sim(1) in transforming transistor locations to
coordinates in the root of a design. The six integerSRANSFORM (ta, th, tc, td, te, tf) are inter-
preted as components in the following transformation matrix, by which all coordinatkf ave
post-multiplied to get coordinates imame:

ta td 0
tb te 0
tc tf 1

merge pathl path2 Calpla2p2 ...aNpN
Used to specify a connection between two subcells, or between a subcell and mask information of
name. Both pathl andpath2 are hierarchical node names. To refer to a node inregtie itself,
its pathname is just its node name. To refer to a node in a subcedinad, its pathname consists
of the use-id of the subcell (as it appeared inuge line above), followed by a slash){ followed
by the node name in the subcell. For examplejaifne contains subcelsub with use identifier
sub-id, andsub contains node, the full pathname of noderelative toname will be sub-id/n.

Connections between adjacent elements of an array are represented using a special syntax that takes advan-
tage of the regularity of arrays. A use-id in a path may optionally be followed by a range of the form
[lo:hi] (before the following slash). Such a use-id is interpreted as the eleihoght®ughhi inclusive of a
one-dimensional array. An element of a two-dimensional array may be subscripted with two such ranges:
first the y range, then the x range.

Whenever ongath in amerge line contains such a subscript range, the other must contain one of compar-
able size. For example,

merge sub-id[1:4,2:8]/a sub-id[2:5,1:7]/b
is acceptable because the range 1:4 is the same size as 2:5, and the range 2:8 is the same size as 1:7.

When a connection occurs between nodes in different cells, it may be that some resistance and capacitance
has been recorded redundantly. For example, polysilicon in one cell may overlap polysilicon in another, so
the capacitance to substrate will have been recorded twice. The @laéspl, etc. in amerge line pro-

vide a way of compensating for such overlap. Eaclhfpl, etc. (usually negative) are added to the area

and perimeter for material of each resistance class to give an adjusted area and perimeter for the aggregate
node. The valu€ attofarads (also usually negative) is added to the sum of the capacitances (to substrate)
of nodespathl andpath2 to give the capacitance of the aggregate node.
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cap nodel node2 C
Defines a capacitor between the nodedel and node2, with capacitanceC. This construct is
used to specify both internodal capacitance within a single cell and between cells.

AUTHOR
Walter Scott

SEE ALSO
ext2sim (1), magic (1)
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NAME
glyphs—-format of .glyphs files

DESCRIPTION
Glyph files (“.glyph” extension) are used to store commonly-used bit patterns (glyphs) for Magic. Right
now, the bit patterns are used for two purposes in Magic. First, they specify patterns for programmable
cursors: each cursor shape (e.g. the arrow used for the wiring tool) is read in as a glyph from a glyph file.
Second, glyphs are used by the window manager to represent the icons displayed at the ends of scroll bars.
Glyph file names normally have the extensiglyph.

Glyph files are stored in ASCII format. Lines beginning with “#” are considered to be comments and are
ignored. Blank lines are also ignored. The first non-comment line in a glyph file must have the Syatax
nGlyphs width height The nGlyphs field must be a number giving the total number of glyphs stored in the
file. Thewidth andheight fields give the dimensions of each glyph in pixels. All glyphs in the same file
must have the same size.

Thesize line is followed by a description for each of the glyphs. Each glyph considtsigft lines each
containing Zwidth characters. Each pair of characters corresponds to a bit position in the glyph, with the
leftmost pair on the topmost line corresponding to the upper-left pixel in the glyph.

The first character of each pair specifies the color to appear in that pixel. The color is represented as as a
single character, which must be the short name of a display style in the current display style file. Some
commonly-used characters dtefor black, W for white, and. for the background color (wheris used in a

cursor, it means that that pixel position is transparent: the underlying picture appears through the cursor).
See “Magic Maintainer’'s Manual #3: Display Styles, Color Maps, and Glyphs” for more information.

The second character of each pair is normally blank, except for one pixel per glyph which may contain a
“* in the second character. The “*” is used for programmable cursors to indicate the hot-spot: the pixel
corresponding to the *“*” is the one that the cursor is considered to point to.

For an example of a glyph file, sé&ad/lib/magic/sys/color.glyphs.

SEE ALSO
magic (1), dstyle (5)

1990 DECWRL/Livermore Magic 1



MAGIC (5) CAD Tool User's Manual MAGIC (5)

NAME
magic— format of.mag files read/written by Magic

DESCRIPTION
Magic uses its own internal ASCII format for storing cells in disk files. Eachraetie is stored in its own
file, namedhame.mag.

The first line in amag file is the string
magic

to identify this as a Magic file.

The next line is optional and is used to identify the technology in which a cell was designed. If present, it
should be of the form

tech techname

If absent, the technology defaults to a system-wide standard, currents.
The next line is also optional and gives a timestamp for the cell. The line is of the format

timestamp stamp

wherestamp is a number of seconds since 00:00 GMT January 1, 1970 (i.e, the Unix time returned by the
library functiontime()). It should be the last time this cell or any of its children changed. The timestamp is
used to detect when a child is edited outside the context of its parent (the parent stores the last timestamp it
saw for each of its children; see below). When this occurs, the design-rule checker must recheck the entire
area of the child for subcell interaction errors. If this field is omitted in a cell, Magic supplies a default
value that forces the rechecks.

Next come lines describing the contents of the cell. There are three kinds of groups of lines, describing
mask rectangles, subcell uses, and labels. Each group must appear contiguously in the file, but the order
between groups is arbitrary.

Each group of mask rectangles is headed with a line of the format
<< layer >>

wherelayer is a layername known in the current technology (seeéhle line above). Each line after this
header has the format

rect xbot ybot xtop ytop

where(xbot, ybot) is the lower-left corner of the rectangle in Magic (lambda) coordinates (o, ytop)

is the upper-right corner. Degenerate rectangles are not allodetdmust be strictly less thaxtop, and

ybot strictly less tharytop. The smallest legal value obot or ybot is —67108858, and the largest legal
value forxtop or ytop is 67108858. Values that approach these limits (within a factor of 100 or 1000) may
cause numerical overflows in Magic even though they are not strictly illegal. We recommend using coordi-
nates around zero as much as possible.

Rectangles should be non-overlapping, although this is not essential. They should also already have been
merged into maximal horizontal strips (the neighbor to the right or left of a rectangle should not be of the
same type), but this is also not essential.
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The second kind of line group describes a single cell use. Each cell use group is of the following form:

use filename use-id

array xlo xhi xsep ylo yhi ysep
timestamp stamp
transformabcdef

box xbot ybot xtop ytop

A group specifies a single instance of the cell nanfibeghame, with instance-identifieruse-id. The
instance-identifiense-id must be unique among all cells used by thigg file. If use-id is not specified, a
unigue one is generated automatically.

Thearray line need only be present if the cell is an array. If so, the X indices run ftorto xhi inclusive,
with elements being separated from each other in the X dimensiosdpylambda. The Y indices run
from ylo to yhi inclusive, with elements being separated from each other in the Y dimensigsepy
lambda. Ifxlo andxhi are equalxsep is ignored; similarly ifylo andyhi are equalysep is ignored.

Thetimestamp line is optional; if present, it gives the last time this cell was aware that the filadme
changed. If there is ntimestamp line, a timestamp of 0 is assumed. When the subcell is read in, this
value is compared to the actual value at the beginning of the child cell. If there is a difference, the “times-
tamp mismatch” message is printed, and Magic rechecks design-rules around the child.

Thetransform line gives the geometric transform from coordinates of the dilédame into coordinates
of the cell being read. The six integeasb, c, d, e, andf are part of the following transformation matrix,
which is used to postmultiply all coordinates in the cHildname whenever their coordinates in the parent
are required:

a d 0
b e 0
(o f 1

Finally, box gives an estimate of the bounding box of dé#éname (covering all the elements of the array if
anarray line was present), in coordinates of the cell being read.

The third kind of line group in amag file is a list of labels. It begins with the line
<< labels>>

and is followed by zero or more lines of the following form:
rlabel layer xbot ybot xtop ytop position text

Here layer is the name of one of the layers specified in the technology file for this cell. The label is
attached to material of this typd.ayer may bespace, in which case the label is not considered to be
attached to any layer.

Labels are rectangular. The lower-left corner of the label (the part attached to any geonayey i
non-space) is at (xbot, ybot), and the upper-right corner @ttop, ytop). The width of the rectangle or its
height may be zero. In fact, most labels in Magic have a lower-left equal to their upper right.

The text of the labeltext, may be any sequence of characters not including a newline. This text is located
at one of nine possible orientations relative to the center of the label's rectaRgidion is an integer
between 0 and 8, each of which corresponds to a different orientation:

0 center
1 north
2 northeast
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east
southeast
south
southwest
west
northwest

O~NO Ol bW

A .mag file is terminated by the line

<< end >>

Everything following this line is ignored.

Any line beginning with a pound sigh ") is considered to be a comment and ignored. Beware, how-
ever, that these comments are discarded by Magic when it reads a cell, so if that cell is written again by
Magic, the comments will be lost.

NOTE FOR PROGRAMSTHAT GENERATE MAGIC FILES
Magic’s incremental design rule checker expects that every cell is either completely checked, or contains
information to tell the checker which areas of the cell have yet to be examined for design-rule violations.
To make sure that the design-rule checker verifies all the material that has been generated for a cell, pro-
grams that generatenag files should place the following rectangle in each file:

<< checkpaint >>
rect xbot ybot xtop ytop

This rectangle may appear anywhere a list of rectangles is allowed; immediately followitightseamp

line at the beginning of amag file is a good place. The coordinateisot etc. should be large enough to
completely cover anything in the cell, and must surround all this material by at least one lambda. Be care-
ful, however, not to make this area too ridiculously large. For example, if you use the maximum and
minimum legal tile coordinates, it will take the design-rule checker an extremely long time to recheck the
area.

SEE ALSO
magic (1)
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NAME
net- format of .net files read/written by Magic’s netlist editor

DESCRIPTION
Netlist files are read and written by Magic’s netlist editor in a very simple ASCII format. The first line
contains the characters “ Netlist File” (the leading blank is important). After that comes a blank line and
then the descriptions of one or more nets. Each net contains one or more lines, where each line contains a
single terminal name. The nets are separated by blank lines. Any line that is blank or whose first character
is blank is considered to be a separator line and the rest of its contents are ignored.

Each terminal name is a path, much like a file path name in Unix. It consists of one or more fields
separated by slashes. The last field in the path is the name of a label in a cell. The other fields (if any), are
cell instance identifiers that form a path from the edit cell down to the label. The first instance identifier
must name a subcell of the edit cell, the second must be a subcell of the first, and so on.

Instance identifiers are unique within their parent cells, so a terminal path selects a unique cell to contain
the label. However, the same label may appear multiple times within its cell. When this occurs, Magic

assumes that the identical labels identify electrically equivalent terminals; it will choose the closest of them
when routing to that terminal. Further, after connecting to one of these terminals Magic may take advan-
tage of the internal wiring connecting them together and route through a cell to complete the net’s wiring.

An example netlist file follows below. It contains three distinct nets.

Netlist File

alu/bit_1/cout
alu/bit_2/cin

regcell[21,2]/output

latch[2]/input

This line starts with a blank, so it’'s a separator.
opcode_pla/out6

shifter/drivers/shift2

SEE ALSO
magic (1)
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NAME
sim - format of .sim files read by esim, crystal, etc.

DESCRIPTION
The simulation tool€rystal (1) andesim(1) accept a circuit description isim format. There is a single
.sim file for the entire circuit, unlike Magic’&xt (5) format in which there is aext file for every cell in a
hierarchical design.

A .sim file consists of a series of lines, each of which begins with a key letter. The key letter beginning a
line determines how the remainder of the line is interpreted. The following are the list of key letters under-
stood.

| units: s tech: tech format: MIT|LBL|SU
If present, this must be the first line in tk@m file. It identifies the technology of this circuit as
tech and gives a scale factor for units of linear dimensios.aéll linear dimensions appearing in
the .sim file are multiplied bys to give centimicrons. The format field signifies the sim variant.
MIT and SU are compatible and understood by all tools. LBL is understood only by gemini(1).

type g s d | w x y g=gattrs s=sattrs d=dattrs
Defines a transistor of typype. Currently,type may bee or d for NMOS, orp or n for CMOS.
The name of the node to which the gate, source, and drain of the transistor are connected are given
by g, s, andd respectively. The length and width of the transistor bendw. The next two
tokens x andy, are optional. If present, they give the location of a point inside the gate region of
the transistor. The last three tokens are the attribute lists for the transistor gate, source, and drain.
If no attributes are present for a particular terminal, the corresponding attribute list may be absent
(i.e, there may be ng= field at all). The attribute listgattrs, etc. are comma-separated lists of
labels. The label names should not include any spaces, although some tools can accept label
names with spaces if they are enclosed in double qudtesersion 6.4.5 and later the default
format produced by ext2sim is SU. In this format the attribute of the gate starting with S_is the
substrate node of the fet. The attributes of the gate, and source and substrate starting with A_, P_
are the area and perimeter (summed for that node only once) of the source and drain respectively.
This addition to the format is backwards compatible.

C nln2cap
Defines a capacitor between node&sand n2. The value of the capacitor ip femtofarads.
NOTE: since many analysis tools compute transistor gate capacitance themselves from the
transistor's area and perimeter, the capacitance between a node and substrate (GND!) normally
does not include the capacitance from transistor gates connected to that nodesiihtfile was
produced byext2sim(1), check the technology file that was used to produce the origriafiles
to see whether transistor gate capacitance is included or excluded; see “Magic Maintainer's
Manual #2: The Technology File” for detalils.

R noderes
Defines the lumped resistance of nawele to beresohms. This construct is only interpreted by a
few programs.

r nodel node2 res
Defines an explicit resistor between nodeglel and node2 of resistanceres ohms. This con-
struct is only interpreted by a few programs.

N node darea dperim parea pperim marea mperim
As an alternative to computed capacitances, some tools expect the total perimeter and area of the
polysilicon, diffusion, and metal in each node to be reported in.¢tm file. The N construct
associates diffusion aredarea (in square centimicrons) and diffusion perimetiperim (in cen-
timicrons) with nodenode, polysilicon areaparea and perimetepperim, and metal areanarea
and perimetemperim. This construct is technology dependent and obsolete.
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A node attr
Associates attributettr for nodenode. The stringattr should contain no blanks.

= nodel node2
Each node in asim file is named implicitly by having it appear in a transistor definition. All node

names appearing in.aim file are assumed to be distinct. Some tools, sucksias(1), recognize
aliases for node names. Theconstruct allows the nanmode2 to be defined as an alias for the
namenodel. Aliases defined by means of this construct may not appear anywhere elsesmthe

file.

SEE ALSO
crystal (1), esim (1), ext2sim (1), sim2spice (1), ext (5)

1990 DECWRL/Livermore Magic 2



vdmpc (5) CAD Tool User’'s Manual vdmpc (5)

NAME
vdmpc- format of vdmpc color bitmaps (raster images for printing)

SYNTAX
(none)

DESCRIPTION
Vdmpc color bitmap files are processed by the vdmpc filter, which comes with the Magic VLSI layout edi-
tor from Berkeley.
A vdmpc file consists of 5 parts: a 1024 byte header and four bitmaps, one for each of the following colors
in order: black, cyan, magenta, and yellow. This format is inspired by the 3000-series Versatec color
plotters.
The 1024 byte header starts with a 1-word magic number: 0XA5CF4DFB. Thus, the first 4 bytes of the file
are: 0x4D, OxFB, 0xA5, OxCF. The second word (four bytes) contain the length of the bitmap in pixels.
The third word gives the width of the bitmap. The width must be a multiple of 8. It does not have to match
the physical width of the plotter, as it will be clipped or padded as needed. The remaining words of the
header are currently unused, and should be set to zero.
The rest of the file contains the bitmaps. There are no separation or formatting characters between the bit-
maps -- they follow immediately after the header block and are packed back-to-back. Each bitmap is of
size width*height bits, where width and height are defined in the header. Each bitmap consists of a
sequence of bits packed into bytes. The bits are ordered from the top-left of the image moving towards the
top-right. After a complete scan-line is represented this way, the data for the next lower scan line is
represented. Bits are packed into bytes such that the leftmost bit on the physical device is placed into the
high-order bit position of the byte.

SEE ALSO
vdmpc(8)

AUTHOR
Bob Mayo
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NAME
prleak— aid for debugging programs using malloc/free
SYNOPSIS
prleak [-a][ —d ][ -1 ][ objfile[ tracefile] ]
DESCRIPTION
Prleak is a tool for use in debugging programs that make use of Magic’s versiomsltdc andfree. It
examines the trace file produced by special versionsabfoc andfree produced when they are compiled
with the -DMALLOCTRACE flag. The output of prleak is the average allocation size, a list of ‘leaky’
allocations (blocks still allocated at program exit)-ifis specified, a list of duplicate frees (blocks that the
program attempted to free after they had already been deallocatedi)sfspecified, and a list of all calls
to malloc and free if-a is specified. If no switches are given, the default action is as theligind —d
were in effect.
For each entry output, both the address of the allocated block and a stack backtrace at the time of the call to
malloc or free are printed.Prleak attempts to use the namelist frashjfile (a.out if no file is given) to pro-
duce a symbolic backtrace. If no namelist can be found, the backtrace is printed in heacelile is
specified, the malloc trace is read from it; otherwise, it is read from thenfiléoc.out in the current direc-
tory.
An example output might be as follows:
Average allocation size = 12 bytes
Leaks:
0x11540 [11 bytes]
at _foo+0x14
called from Omain+026
0x11556 [14 bytes]
at _bar+0x50
called from _foo+0x36
called from Omain+0x26
Duplicate frees:
0x11556
at _bar+0x40
called from _foo+0x36
called from Omain+0x26
FILES
malloc.out
SEE ALSO

ACM SIGPLAN Notices, Vol 17, No 5 (May 1982), the article by Barach and Taenzer.
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AUTHOR
Walter Scott

BUGS
Local symbols (beginning with [1") in the backtrace output should be tagged with the source file to which
they refer.
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NAME
vdmpc- bitmap (raster image) filter for a Color Versatec (3000 series)

SYNTAX
/usr/lib/vdmpc -x width -y length -n login -h host acnt_file

DESCRIPTION
The vdmpc filter is a modification of the vdmp filter. It works with color Versatec plotters, such as the
3000 series.Width is the width of the plotter in pixels, taken from tpe entry in /etc/printcap.Length is
the length of al2 inch plot, in pixels, taken from they entry in /etc/printcap. 12 inches was chosen
because older software uses the foot as the accounting unit for roll-fed paper.
Vdmpc uses the vdmpc file format described in vdmpc(5).

AUTHOR
Modifications, of original vdmp program, by Bob Mayo.

SEE ALSO

Ipr(1), vdmpc(5)
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Magic Tutorial #1: Getting Started

John Ouster hout
(updated by others, too)

Computer Science Division
Electrical Engineering and Computer Sciences
University of Caifornia
Berkeley, CA 94720

Thistutorial corresponds to Magic version 6.

1. What isMagic?

Magic is an interactive system for creating and modifying VLS circuit layouts.
With Magic, you use a color graphics display and a mouse or graphics tablet to design
basic cells and to combine them hierarchically into large structures. Magic is different
from other layout editors you may have used. The most important difference is that
Magic is more than just a color painting tool: it understands quite a bit about the nature
of circuits and uses this information to provide you with additional operations. For
example, Magic has built-in knowledge of layout rules; as you are editing, it continu-
ously checks for rule violations. Magic also knows about connectivity and transistors,
and contains a built-in hierarchical circuit extractor. Magic also has a plow operation
that you can use to stretch or compact cells. Lastly, Magic has routing tools that you can
use to make the global interconnections in your circuits.

Magic is based on the Mead-Conway style of design. This means that it uses
simplified design rules and circuit structures. The simplifications make it easier for you
to design circuits and permit Magic to provide powerful assistance that would not be pos-
sible otherwise. However, they result in dlightly less dense circuits than you could get
with more complex rules and structures. For example, Magic permits only Manhattan
designs (those whose edges are vertical or horizontal). Circuit designers tell us that our
conservative design rules cost 5-10% in density. We think that the density sacrifice is
compensated for by reduced design time.

2. How to Get Help and Report Problems

There are several ways you can get help about Magic. If you are trying to learn
about the system, you should start off with the Magic tutorials, of which this is the first.
Each tutorial introduces a particular set of facilities in Magic. There is also a set of
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Magic Tutorial #1. Getting Started

Magic Tutoria #2: Basic Painting and Selection

Magic Tutoria #3: Advanced Painting (Wiring and Plowing)
Magic Tutorial #4. Cell Hierarchies

Magic Tutoria #5: Multiple Windows

Magic Tutoria #6: Design-Rule Checking

Magic Tutorial #7: Netlists and Routing

Magic Tutorial #8: Circuit Extraction

Magic Tutoria #9: Format Conversion for CIF and Calma
Magic Tutoria #10: The Interactive Route

Magic Tutorial #11: Using RSIM with Magic

Magic Maintainer’s Manua #1: Hints for System Maintainers
Magic Maintainer’s Manual #2: The Technology File

Magic Maintainer’s Manual #3: Display Styles, Color Maps, and Glyphs
Magic Maintainer’s Manua #4: Using Magic Under X Windows
Magic Technology Manual #1: NMOS

Magic Technology Manual #2: SCMOS

Tablel. The Magic tutorials, maintenance manuals, and technology manuals.

manuals intended for system maintainers. These describe things like how to create new
technologies. Finally, there is a set of technology manuals. Each one of the technology
manuals describes the features peculiar to a particular technology, such as layer names
and design rules. Table lists all of the Magic manuals. The tutorials are designed to be
read while you are running Magic, so that you can try out the new commands as they are
explained. You needn’t read all the tutorials at once; each tutorial lists the other tutorials
that you should read first.

The tutorials are not necessarily complete. Each one is designed to introduce a set
of facilities, but it doesn’t necessarily cover every possibility. The ultimate authority on
how Magic works is the reference manual, which is a standard Unix man page. The man
page gives concise and complete descriptions of all the Magic commands. Once you
have a general idea how a command works, the man page is probably easier to consult
than the tutorial. However, the man page may not make much sense until after you've
read the tutorial.

A third way of getting help is available on-line through Magic itself. The :help
command will print out one line for each Magic command, giving the command’ s syntax
and an extremely brief description of the command. This facility is useful if you've for-
gotten the name or exact syntax of acommand. After each screenful of help information,
-help stops and prints ‘*--More--"". If you type a space, the next screenful of data will be
output, and if you type q the rest of the output will be skipped. If you're interested in
information about a particular subject, you can type

‘help subject
This command will print out each command description that contains the subject string.
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If you have a question or problem that can't be answered with any of the above
approaches, you may contact the Magic authors by sending mail to
magic@ucbar pa.Berkeley.EDU (or ucbvax!ucbarpalmagic). This will log your mes-
sage in afile (so we can’'t forget about it) and forward the message to the Magic main-
tainers. Magic maintenance is a mostly volunteer effort, so when you report a bug or ask
a question, please be specific. Obviously, the more specific you are, the more likely we
can answer your question or reproduce the bug you found. We'll tend to answer the
specific bug reports first, since they involve less time on our part. Try to describe the
exact sequence of events that led to the problem, what you expected to happen, and what
actually happened. If possible, find a small example that reproduces the problem and
send us the relevant (small!) files so we can make it happen here. Or best of all, send us
abug fix along with a small example of the problem.

3. Graphics Configuration

Magic can be run with different graphics hardware. The most common
configuration is to run Magic under X11 on a workstation. Another way to run Magic is
on a mainframe with a seria-line graphics display. The rest of this section concerns
X11.

Before starting up magic, make sure that your DISPLAY variable is set correctly. If
you are running magic and your X server on the same machine, set it to unix:0:

setenv DISPLAY unix:0

Under X 10, the layout window will appear in the upper left quadrant of your screen. The
X11 server will normally prompt you for the window’ s position and size. Thiswindow is
an ordinary X window, and can be moved and resized using the window manager.

For now, you can skip to the next major section: "Running Magic".

3.1. Advanced X Use

The X11 driver can read in window sizing and font preferences from your .Xde-
faultsfile. The following specifications are recognized:

magic.window: 1000x600+10+10
magic.newwindow: 300x300+400+100

magic.small:  helvetica8
magic.medium:  helvetical2
magic.large: helvetical8

magic.xlarge:  helvetica24

magic.window is the size and position of the initial window, while magic.newwindow is
the size and position of subsequent windows. If these are left blank, you will be
prompted to give the window’s position and size. small, medium, large, and xlarge are
various fonts magic uses for labels. Some X 11 servers read the .Xdefaults file only when
you initially log in; you may have to log out and then back in again for the changes to
take effect.

Under X11, Magic can run on a display of any depth for which there are colormap
and dstyle files. Monochrome, 4 bit, 6 bit, and 7 bit files for Mos are distributed in this
release. You can explicitly specify how many planes Magic is to use by adding a suffix
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numeral between 1 and 7 to "XWIND" when used with Magic’'s "-d" option. For exam-
ple, "magic -d XWIND1" runs magic on a monochrome display and "magic -d
XWIND7" runs magic on a7 plane display. If this number is not specified, magic checks
the depth of the display and picks the largest number in the set {1,4,6,7} that the display
will support.

The X 10 driver only supports monochrome and 7 bit displays.

3.2. Serial-line Displays

If you are running Magic on a mainframe, each station consists of a standard video
terminal, called the text display, and a color display. You use the keyboard on the text
display to type in commands, and Magic uses its screen to log the commands and their
results. The color display is used to display one or more portions of the circuit you are
designing. You will use a graphics tablet or mouse to point to things on the color display
and to invoke some commands. If there is a keyboard attached to the color display (as,
for example, with AED512 displays) it is not used except to reset the display. The
current version of Magic supports the AED family of displays. Most of the displays are
now available with special ROMs in them that provide extra Magic support (talk to your
local AED sales rep to make sure you get the UCB ROMs). More displays are being
added, so check the Unix man page for the most up-to-date information.

4. Running Magic

From this point on, you should be sitting at a Magic workstation so you can experi-
ment with the program as you read the manuals. Starting up Magic is usually pretty sim-
ple. Justlog inand, if needed, start up your favorite window system. Then type the shell
command

magic tutl

Tutl is the name of alibrary cell that you will play with in this tutorial. At this point,
several colored rectangles should appear on the color display aong with awhite box and
acursor. A message will be printed on the text display to tell you that tutl isn't writable
(it'sin aread-only library), and a‘*>"" prompt should appear. If this has happened, then
you can skip the rest of this section (except for the note below) and go directly to Section
5.

Note: in the tutorials, when you see things printed in boldface, for example, magic
tutl from above, they refer to things you type exactly, such as command names and file
names. These are usually case sensitive (A is different from a). When you see things
printed in italics, they refer to classes of things you might type. Arguments in square
brackets are optional. For example, a more complete description of the shell command
for Magicis

magic [file]
Y ou could type any file name for file, and Magic would start editing that file. It turns out

that tutlisjust afilein Magic's cell library. If you didn’t type a file name, Magic would
load a new blank cell.

If things didn't happen as they should have when you tried to run Magic, any of
several things could be wrong. If a message of the form ‘*magic: Command not found’’

-4-



Magic Tutorial #1: Getting Started September 19, 1990

appears on your screen it is because the shell couldn’t find the Magic program. The most
stable version of Magic is the directory [tad/bin, and the newest public version is in
[cad/new. Y ou should make sure that both these directories are in your shell path. Nor-
mally, [cad/new should appear before Ccad/bin. If this sounds like gibberish, find a Unix
hacker and have him or her explain to you about paths. If worst comes to worst, you can
invoke Magic by typing its full name:

[cad/bin/magic tutl

Another possible problem is that Magic might not know what kind of display you
areusing. To solvethis, use magic’'s -d flag:

magic -d display tutl

Display is usually the model number of the workstation you are using or the name of
your window system. Look in the manual page for a list of valid names, or just guess
something. Magic will print out the list of valid names if you guess wrong.

If you are using a graphics terminal (not a workstation), it is possible that Magic
doesn’'t know which seria line to use. To learn how to fix this, read about the -g switch
in the magic(1) manual page. Also read the displays(5) manual page.

5. TheBox and the Cur sor

Two things, called the box and the cursor, are used to select things on the color
display. Asyou move the mouse, the cursor moves on the screen. The cursor starts out
with a crosshair shape, but you'll see later that its shape changes as you work to provide
feedback about what you're doing. The left and right mouse buttons are used to position
the box. If you press the left mouse button and then release it, the box will move so that
its lower left corner is at the cursor position. If you press and release the right mouse
button, the upper right corner of the box will move to the cursor position, but the lower
left corner will not change. These two buttons are enough to position the box anywhere
on the screen. Try using the buttons to place the box around each of the colored rectan-
gles on the screen.

Sometimes it is convenient to move the box by a corner other than the lower |eft.
To do this, press the left mouse button and hold it down. The cursor shape changes to
show you that you are moving the box by its lower |eft corner:

While holding the button down, move the cursor near the lower right corner of the box,
and now click the right mouse button (i.e. press and release it, while still holding down
the left button). The cursor’s shape will change to indicate that you are now moving the
box by its lower right corner. Move the cursor to a different place on the screen and
release the left button. The box should move so that its lower right corner is at the cursor
position. Try using this feature to move the box so that it is almost entirely off-screen to
the left. Try moving the box by each of its corners.

You can aso reshape the box by corners other than the upper right. To do this,
press the right mouse button and hold it down. The cursor shape shows you that you are
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reshaping the box by its upper right corner:

-

Now move the cursor near some other corner of the box and click the left button, all the
while holding the right button down. The cursor shape will change to show you that now
you are reshaping the box by a different corner. When you release the right button, the
box will reshape so that the selected corner is at the cursor position but the diagonally
opposite corner is unchanged. Try reshaping the box by each of its corners.

6. Invoking Commands

Commands can be invoked in Magic in three ways: by pressing buttons on the
mouse; by typing single keystrokes on the text keyboard (these are called macros); or by
typing longer commands on the text keyboard (these are called long commands). Many
of the commands use the box and cursor to help guide the command.

To see how commands can be invoked from the buttons, first position the box over a
small blank area in the middle of the screen. Then move the cursor over the red rectan-
gle and press the middle mouse button. At this point, the area of the box should get
painted red. Now move the cursor over empty space and press the middle button again.
The red paint should go away. Note how this command uses both the cursor and box
locations to control what happens.

As an example of a macro, type the g key on the text keyboard. A grid will appear
on the color display, along with a small black box marking the origin of the cell. If you
type g again, the grid will go away. You may have noticed earlier that the box corners
didn’t move to the exact cursor position: you can see now that the box is forced to fall
on grid points.

Long commands are invoked by typing a colon (‘“:’’) or semi-colon (‘‘;’’). After
you type the colon or semi-colon, the **>"" prompt on the text screen will be replaced by
a‘'’’ prompt. This indicates that Magic is waiting for a long command. At this point
you should type a line of text, followed by a return. When the long command has been
processed, the “*>"" prompt reappears on the text display. Try typing semi-colon fol-
lowed by return to see how this works. Occasionally a‘‘]’" (right bracket) prompt will
appear. This means that the design-rule checker is reverifying part of your design. For
now you can just ignore thisand treat **]"’ like**>"".

Each long command consists of the name of the command followed by arguments,
if any are needed by that command. The command name can be abbreviated, just aslong
as you type enough characters to distinguish it from all other long commands. For exam-
ple, :h and :he may be used as abbreviations for :help. On the other hand, :u may not be
used as an abbreviation for :undo because there is another command, :upsidedown, that
has the same abbreviation. Try typing :u.

As an example of a long command, put the box over empty space on the color
display, then invoke the long command
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paint red

The box should fill with the red color, just asif you had used the middle mouse button to
paint it. Everything you can do in Magic can be invoked with along command. It turns
out that the macros are just conveniences that are expanded into long commands and exe-
cuted. For example, the long command equivalent to the g macro is

:grid
Magic permits you to define new macros if you wish. Once you' ve become familiar with
Magic you'll almost certainly want to add your own macros so that you can invoke

quickly the commands you use most frequently. See the magic(1) man page under the
command :macro.

One more long command is of immediate useto you. Itis
-quit
Invoke this command. Note that before exiting, Magic will give you one last chance to
save the information that you' ve modified. Typey to exit without saving anything.
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(Updated by others, too.)

Thistutorial corresponds to Magic version 6.

Tutorialstoread first:
Magic Tutorial #1: Getting Started

Commandsintroduced in thistutorial:

‘box, :clockwise, :copy, :erase, :findbox :grid, :l1abel, :layers, :macro, :move, :paint,
‘redo, :save, :select, :sideways, :undo, :upsidedown, :view, :what, :writeall, :zoom

Macrosintroduced in thistutorial:
a1 A! C! d’ AD! e’ E’ g! G! q! Q! r1 R’ Sl S’ t1 Tl u1 U1 V1 W1 W1 Z! Z’ 4

1. Cdlsand Paint

In Magic, a circuit layout is a hierarchical collection of cells. Each cell contains
three things: colored shapes, called paint, that define the circuit’s structure; textual labels
attached to the paint; and subcells, which are instances of other cells. The paint is what
determines the eventual function of the VLSI circuit. Labels and subcells are a conveni-
ence for you in managing the layout and provide a way of communicating information
between various synthesis and analysis tools. This tutorial explains how to create and
edit paint and labels in ssmple single-cell designs, using the basic painting commands.
““Magic Tutorial #3. Advanced Painting (Wiring and Plowing)’’ describes some more
advanced features for manipulating paint. For information on how to build up cell
hierarchies, see‘*Magic Tutorial #4. Cell Hierarchies'.
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2. Painting and Erasing

Enter Magic to edit the cell tut2a (type magic tut2a to the Unix shell; follow the
directions in “‘ Tutorial #1: Getting Started’’ if you have any problems with this). The
tut2a cell isasort of palette: it shows a splotch of each of severa paint layers and gives
the names that Magic uses for the layers.

The two basic layout operations are painting and erasing. They can be invoked
using the :paint and :erase long commands, or using the buttons. The easiest way to
paint and erase is with the mouse buttons. To paint, position the box over the area you'd
like to paint, then move the cursor over a color and click the middle mouse button. To
erase everything in an area, place the box over the area, move the cursor over a blank
gpot, and click the middle mouse button. Try painting and erasing various colors. If the
screen gets totally messed up, you can aways exit Magic and restart it. While you're
painting, white dots may occasionally appear and disappear. These are design rule viola-
tions detected by Magic, and will be explained in ‘*Magic Tutorial #6: Design Rule
Checking’’. You can ignore them for now.

It's completely legal to paint one layer on top of another. When this happens, one
of three things may occur. In some cases, the layers are independent, so what you'll see
is a combination of the two, as if each were a transparent colored foil. This happens, for
example, if you paint metall (blue) on top of polysilicon (red). In other cases, when you
paint one layer on top of another you'll get something different from either of the two
original layers. For example, painting poly on top of ndiff produces ntransistor (try this).
In still other cases the new layer replaces the old one: this happens, for example, if you
paint a pcontact on top of ntransistor. Try painting different layers on top of each other
to see what happens. The meaning of the various layers is discussed in more detail in
Section 11 below.

There is a second way of erasing paint that allows you to erase some layers without
affecting others. This is the macro "D (control-D, for ‘*Delete paint’’). To use it, posi-
tion the box over the area to be erased, then move the crosshair over a splotch of paint
containing the layer(s) you'd like to erase. Type "D key on the text keyboard: the colors
underneath the cursor will be erased from the area underneath the box, but no other
layers will be affected. Experiment around with the "D macro to try different combina-
tions of paints and erases. If the cursor is over empty space then the "D macro is
equivalent to the middle mouse button: it erases everything.

Y ou can aso paint and erase using the long commands

‘paint layers
.erase layers

In each of these commands layers is one or more layer names separated by commas (you
can also use spaces for separators, but only if you enclose the entire list in double-
guotes). Any layer can be abbreviated as long as the abbreviation is unambiguous. For
example, :paint poly,metall will paint the polysilicon and metal1 layers. The macro "D
is predefined by Magic to be :erase $ ($ is a pseudo-layer that means *‘all layers under-
neath the cursor’’).
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3. Undo

There are probably going to be times when you'll do things that you'll later wish
you hadn’'t. Fortunately, Magic has an undo facility that you can use to restore things
after you’ ve made mistakes. The command

:undo

(or, aternatively, the macro u) will undo the effects of the last command you invoked. |f
you made a mistake severa commands back, you can type :undo severa times to undo
successive commands. However, thereisalimit to all this: Magic only remembers how
to undo the last ten or so commands. If you undo something and then decide you wanted
it after all, you can undo the undo with the command

‘redo

(U is a macro for this command). Try making a few paints and erases, then use :undo
and :redo to work backwards and forwards through the changes you made.

4. The Sdlection

Once you have painted a piece of layout, there are several commands you can
invoke to modify the layout. Many of them are based on the selection: you select one or
more pieces of the design, and then perform operations such as copying, deletion, and
rotation on the selected things. To see how the selection works, load cell tut2b. You can
do this by typing :load tut2b if you're still in Magic, or by starting up Magic with the
shell command magic tut2b.

The first thing to do isto learn how to select. Move the cursor over the upper por-
tion of the L-shaped blue areain tut2b, and type s, which is a macro for :select. The box
will jump over to cover the vertical part of the *‘L’’. This operation selected a chunk of
material. Move the box away from the chunk, and you'll see that a thin white outline is
left around the chunk to show that it's selected. Now move the cursor over the vertical
red bar on the right of the cell and type s. The box will move over that bar, and the selec-
tion highlighting will disappear from the blue area.

If you type s several times without moving the cursor, each command selects a
dightly larger piece of material. Move the cursor back over the top of the blue“*L’’, and
type s three times without moving the cursor. The first s selects a chunk (a rectangular
region al of the same type of material). The second s selects a region (all of the blue
material in the region underneath the cursor, rectangular or not). The third s selects a net
(al of the material that is electrically connected to the original chunk; this includes the
blue metal, the red polysilicon, and the contact that connects them).

The macro S (short for :select more) isjust like s except that it adds on to the selec-
tion, rather than replacing it. Move the cursor over the vertica red bar on the right and
type S to see how this works. You can aso type S multiple times to add regions and nets
to the selection.

If you accidentally type s or S when the cursor is over space, you'll select a cell
(tut2b in this case). You can just undo this for now. Cell selection will be discussed in
‘“*Magic Tutorial #4: Cell Hierarchies’.
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You can also select material by area: place the box around the material you'd like
to select and type a (short for :select area). This will select all of the material under-
neath the box. You can use the macro A to add material to the selection by area, and you
can use the long command

:select [mor €] area layers

to select only material on certain layers. Place the box around everything in tut2b and
type :select area metall followed by :select more area poly.

If you'd like to clear out the selection without modifying any of the selected
material, you can use the command

:select clear

or type the macro C. You can clear out just a portion of the selection by typing :select
less or :select less area layers; the former deselects paint in the order that :select selects
paint, while the latter deselects paint under the box (just as :select area selects paint
under the box). For asynopsis of al the options to the :select command, type

:select help

5. Operationson the Selection

Once you’ ve made a selection, there are a number of operations you can perform on
it:
:delete
:move [direction [distance]]
:stretch [direction [distance]]
:copy
:upsidedown
:Sideways
:clockwise [degrees]

The :delete command deletes everything that’s selected. Watch out: :delete is different
from :erase, which erases paint from the area underneath the box. Select the red bar on
the right in tut2b and type d, which is amacro for :delete. Undo the deletion with the u
macro.

The :move command picks up both the box and the selection and moves them so
that the lower-left corner of the box is at the cursor location. Select the red bar on the
right and move it so that it falls on top of the vertical part of the blue*‘L’’. You can use
t (‘‘trandate’’) as amacro for :move. Practice moving various things around the screen.
The command :copy and its macro c are just like :move except that a copy of the selec-
tion isleft behind at the original position.

There is aso a longer form of the :move command that you can use to move the
selection a precise amount. For example, :move up 10 will move the selection (and the
box) up 10 units. The direction argument can be any direction like left, south, down,
etc. See the Magic manual page for a complete list of the legal directions. The macros
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g, w, e, and r are defined to move the selection left, down, up, and right (respectively) by
one unit.

The :stretch command is similar to :move except that it stretches and erases as it
moves. :stretch does not operate diagonally, so if you use the cursor to indicate where
to stretch to, Magic will either stretch up, down, left, or right, whichever is closest. The
:stretch command moves the selection and also does two additional things. First, for
each piece of paint that moves, :stretch will erase that layer from the region that the
paint passes through as it moves, in order to clear material out of itsway. Second, if the
back edge of a piece of selected paint touches non-selected material, one of the two
pieces of paint is stretched to maintain the connection. The macros Q, W, E, and R just
like the macros q, etc. described above for :move. The macro T is predefined to
:stretch. To see how stretching works, select the horizontal piece of the green wire in
tut2b and type W, then E. Stretching only worries about material in front of and behind
the selection; it ignores materia to the sides (try the Q and R macros to see). You can
use plowing (described in Tutorial #3) if thisis a problem.

The command :upsidedown will flip the selection upside down, and :sideways flips
the selection sideways. Both commands leave the selection so it occupies the same total
area as before, but with the contents flipped. The command :clockwise will rotate the
selection clockwise, leaving the lower-left corner of the new selection at the same place
as the lower-left corner of the old selection. Degrees must be a multiple of 90, and
defaults to 90.

At this point you know enough to do quite a bit of damage to the tut2b cell. Exper-
iment with the selection commands. Remember that you can use :undo to back out of
trouble.

6. Labels

Labels are pieces of text attached to the paint of a cell. They are used to provide
information to other tools that will process the circuit. Most labels are node names: they
provide an easy way of referring to nodes in tools such as routers, simulators, and timing
analyzers. Labels may aso be used for other purposes. for example, some labels are
treated as attributes that give Crystal, the timing analyzer, information about the direc-
tion of signal flow through transistors.

Load the cell tut2c and place a cross in the middle of the red chunk (to make a
cross, position the lower-left corner of the box with the left button and then click the
right button to place the upper-right corner on top of the lower-left corner). Then type
type the command :label test. A new label will appear at the position of the box. The
complete syntax of the :label command is

:1abel [text [position [layer]]]

Text must be supplied, but the other arguments can be defaulted. If text has any spacesin
it, then it must be enclosed in double quotes. Position tells where the text should be
displayed, relative to the point of the label. It may be any of north, south, east, west,
top, bottom, left, right, up, down, center, northeast, ne, southeast, se, southwest, sw,
northwest, nw. For example, if neis given, the text will be displayed above and to the
right of the label point. If no position is given, Magic will pick a position for you. Layer
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tells which paint layer to attach the label to. If layer covers the entire area of the label,
then the label will be associated with the particular layer. If layer is omitted, or if it
doesn’'t cover the label’ s area, Magic initially associates the label with the **space’” layer,
then checks to see if there’'s alayer that covers the whole area. If there is, Magic moves
the label to that layer. It is generally a bad ideato place labels at points where there are
severa paint layers, since it will be hard to tell which layer the label is attached to. As
you edit, Magic will ensure that labels are only attached to layers that exist everywhere
under the label. To see how this works, paint the layer pdiff (brown) over the label you
just created: the label will switch layers. Finaly, erase poly over the area, and the label
will move again.

Although many labels are point labels, this need not be the case. You can label any
rectangular area by setting the box to that area before invoking the label command. This
feature is used for labelling terminals for the router (see below), and for labelling tiles
used by Mpack, the tile packing program. Tut2c has examples of point, line, and rec-
tangular labels.

All of the selection commands apply to labels as well as paint. Whenever you
select paint, the labels attached to that paint will also be selected. Selected labels are
highlighted in white. Select some of the chunks of paint in tut2c to see how the labels
are selected too. When you use area selection, labels will only be selected if they are
completely contained in the area being selected. If you'd like to select just a label
without any paint, make the box into a cross and put the cross on the label: sand S will
select just the label.

There are several ways to erase a label. One way is to select and then delete it.
Another way is to erase the paint that the label is attached to. If the paint is erased all
around the label, then Magic will delete the label too. Try attaching alabel to ared area,
then paint blue over the red. If you erase blue the label stays (since it’s attached to red),
but if you erase the red then the labdl is deleted.

You can also erase labels using the :erase command and the pseudo-layer labels.
The command

erase labels

will erase all labels that lie completely within the area of the box. Finally, you can erase
alabel by making the box into a cross on top of the label, then clicking the middle button
with the cursor over empty space. Technically, this will erase all paint layers and labels
too. However, since the box has zero area, erasing paint has no effect: only the labels
are erased.

7. Labelling Conventions

When creating labels, Magic will permit you to use absolutely any text whatsoever.
However, many other tools, and even parts of Magic, expect label names to observe cer-
tain conventions. Except for the special cases described below, labels shouldn’t contain
any of the characters **/$@!""’. Spaces, control characters, or parentheses within labels
are probably a bad idea too. Many of the programs that process Magic output have their
own restrictions on label names, so you should find out about the restrictions that apply at
your site. Most labels are node names: each one gives a unique identification to a set of
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things that are electrically connected. There are two kinds of node names, local and glo-
bal. Any label that endsin‘‘!"’ istreated as a globa node name; it will be assumed that
al nodes by this name, anywere in any cell in a layout, are electrically connected. The
most common global names are Vdd! and GND!, the power rails. You should always
use these names exactly, since many other tools require them. Nobody knows why
““GND!"’ isadl in capital lettersand **Vdd!'" isn't.

Any label that does not end in “*!"” or any of the other special characters discussed
below is a local node name. It refers to a node within that particular cell. Local node
names should be unique within the cell: there shouldn’t be two electrically distinct nodes
with the same name. On the other hand, it is perfectly legal, and sometimes advanta-
geous, to give more than one name to the same node. It isalso legal to use the same local
node name in different cells. the tools will be able to distinguish between them and will
not assume that they are electrically connected.

The only other labels currently understood by the tools are attributes. Attributes are
pieces of text associated with a particular piece of the circuit: they are not node names,
and need not be unique. For example, an attribute might identify a node as a chip input,
or it might identify a transistor terminal as the source of information for that transistor.
Any label whose last characteris** @', *‘$"’, or **™’ isan attribute. There are three dif-
ferent kinds of attributes. Node attributes are those ending with “*@’’; they are associ-
ated with particular nodes. Transistor source/drain attributes are those ending in “‘$'’;
they are associated with particular terminals of a transistor. A source or drain attribute
must be attached to the channel region of the transistor and must fall exactly on the
source or drain edge of the transistor. The third kind of attribute is a transistor gate attri-
bute. It endsin‘‘™" and is attached to the channel region of the transistor. To see exam-
ples of attributes and node names, edit the cell tut2d in Magic.

Special conventions apply to labels for routing terminals. The standard Magic
router (invoked by :route) ignores all 1abels except for those on the edges of cells. (This
restriction does not apply to the gate-array router, Garoute, or to the interactive router,
Iroute). If you expect to use the standard router to connect to a particular node, you
should place the label for that node on its outermost edge. The label should not be a
point label, but should instead be a horizontal or vertical line covering the entire edge of
the wire. The router will choose a connection point somewhere along the label. A good
rule of thumb is to label al nodes that enter or leave the cell in this way. For more
details on how labels are used by the standard router, see **Magic Tutorial #7: Netlists
and Routing’’. Other labeling conventions are used by the Garouter and Irouter, consult
their respective tutorials for details.

8. Filesand Formats

Magic provides a variety of ways to save your cells on disk. Normally, things are
saved in a special Magic format. Each cell is a separate file, and the name of the fileis
just the name of the cell with .mag appended. For example, the cell tut2aissaved infile
tut2za.mag. To save cells on disk, invoke the command

:writeall

This command will run through each of the cells that you have modified in this editing
session, and ask you what to do with the cell. Normally, you'll type write, or just hit the
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return key, in which case the cell will be written back to the disk file from which it was
read (if this is a new cell, then you'll be asked for a name for the cell). If you type
autowrite, then Magic will write out al the cells that have changed without asking you
what to do on a cell-by-cell basis. Flush will cause Magic to delete its internal copy of
the cell and reload the cell from the disk copy, thereby expunging all edits that you've
made. Skip will pass on to the next cell without writing this cell (but Magic still
remembers that it has changed, so the next time you invoke :writeall Magic will ask
about this cell again). Abort will stop the command immediately without writing or
checking any more cells.

IMPORTANT NOTE: Unlike vi and other text editors, Magic doesn’'t keep
checkpoint files. This means that if the system should crash in the middle of a session,
you'll lose al changes since the last time you wrote out cells. It's a good idea to save
your cells frequently during long editing sessions.

Y ou can also save the cell you're currently editing with the command
:save name

This command will append ‘*.mag’’ to name and save the cell you are editing in that
location. If you don't provide a name, Magic will use the cell’s name (plus the **.mag’’
extension) as the file name, and it will prompt you for a name if the cell hasn’t yet been
named.

Once a cell has been saved on disk you can edit it by invoking Magic with the com-
mand

magic name

where name is the same name you used to save the cell (no ‘*.mag’’ extension).

Magic can also read and write filesin CIF and Calma Stream formats. See **Magic
Tutorial #9: Format Conversion for CIF and Cama'’ for details.

9. Plotting

Magic can generate hardcopy plots of layouts in four ways. versatec (black-and-
white or color), gremlin and pixels (a generalized pixel-file that can be massaged in many
ways). Thefirst styleis for printers like the black-and-white Versatec family: for these,
Magic will output araster file and spool the file for printing. To plot part of your design,
place the box around the part you' d like to plot and type

:plot versatec [width [layers]]

This will generate a plot of the area of the box. Everything visible underneath the box
will appear in more-or-less the same way in the plot. Width specifies how wide the plot
will be, in inches. Magic will scale the plot so that the area of the box comes out this
wide. The default for width is the width of the plotter (if width is larger than the plotter
width, it’s reduced to the plotter width). If layersisgiven, it specifies exactly what infor-
mation is to be plotted. Only those layers will appear in the plot. The specia *‘layer’”’
labels will enable label plotting.

The second form isfor driving printers like color Versatecs. It isenabled by setting
the color plot parameter to true. A table of stipples for the primary colors (black, cyan,
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magenta abd yellow) is given in the technology file. When the plot command is given,
four rasters (one for each of the colors) are generated, separated with the proper control
sequences for the printer. Otherwise, operation is exactly as for the black-and-white
case.

The third form of plotting is for generating Gremlin-format files, which can then be
edited with the Gremlin drawing system or included in documents processed by Grn and
Ditroff. The command to get Gremlin filesis

:plot gremlin file [layers]

It will generate a Gremlin-format file in file that describes everything underneath the box.
If layersis specified, it indicates which layers are to appear in the file; otherwise every-
thing visible on the screen is output. The Gremlin file is output without any particular
scale; use the width or height commands in Grn to scale the plot when it’s printed. You
should use the mg stipples when printing Magic Gremlin plots; these will produce the
same stipple patterns as :plot ver satec.

Finally, the *‘pixels” style of plotting generates a file of pixel values for the region
to be plotted. This can be useful for input to other image tools, or for generation of slides
and viewgraphs for presentations. The file consists of a sequence of bytes, three for each
pixel, written from left to right and top to bottom. Each three bytes represent the red,
green and blue values used to display the pixel. Thus, if the upper-left-most pixel were
to be red, the first three bytes of the file would have values of 255, 0 and O.

The resolution of the generated file is normally 512, but can be controlled by setting
the plot parameter pixWidth. It must be a multiple of 8; Magic will round up if an inap-
propriate value is entered. The height of the file is determined by the shape of the box.
In any case, the actual resolution of the file is appended to the file name. For example,
plotting a square region, 2048 pixels across, will result in a file named something like
“‘magicPlot1234a-2048-2048"" .

There are severa plotting parameters used internally to Magic, such as the width of
the Versatec printer and the number of dots per inch on the Versatec printer. You can
modify most of these to work with different printers. For details, read about the various
:plot command options in the man page.

10. Utility Commands

There are several additional commands that you will probably find useful once you
start working on real cells. The command

:grid [spacing]
:grid xSpacing ySpacing
:grid xSpacing ySpacing xOrigin yOrigin
.grid off

will display a grid over your layout. Initially, the grid has a one-unit spacing. Typing
:grid with no arguments will toggle the grid on and off. If a single numerical argument
is given, the grid will be turned on, and the grid lines will be spacing units apart. The
macro g provides a short form for :grid and G is short for :grid 2. If you provide two
arguments to :grid, they are the x- and y-spacings, which may be different. If you
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provide four arguments, the last two specify a reference point through which horizontal
and vertical grid lines pass; the default is to use (0,0) as the grid origin. The command
:grid off aways turns the grid off, regardless of whether or not is was previously on.
When the grid is on, a small black box is displayed to mark the (0,0) coordinate of the
cell you're editing.

If you want to create a cell that doesn’t fit on the screen, you'll need to know how to
change the screen view. This can be done with three commands:

:zoom factor
:findbox [zoom]
view
If factor is given to the zoom command, it is a zoom-out factor. For example, the com-
mand :zoom 2 will change the view so that there are twice as many units across the
screen as there used to be (Z is a macro for this). The new view will have the same
center as the old one. The command :zoom .5 will increase the magnification so that
only half as much of the circuit isvisible.

The :findbox command is used to change the view according to the box. The com-
mand alone just moves the view (without changing the scale factor) so that the box isin
the center of the screen. If the zoom argument is given then the magnification is changed
too, so that the area of the box nearly fills the screen. z isamacro for :findbox zoom and
B isamacro for :findbox.

The command :view resets the view so that the entire cell is visible in the window.
It comesin handy if you get lost in abig layout. The macro v isequivalent to :view.

The command :box prints out the size and location of the box in case you'd like to
measure something in your layout. The macro b is predefined to :box. The :box com-
mand can also be used to set the box to a particular location, height, or width. See the
man page for details.

The command
:what

will print out information about what's selected. This may be helpful if you're not sure
what layer a particular piece of material is, or what layer a particular label is attached to.

If you forget what a macro means, you can invoke the command
:macro [char]

This command will print out the long command that’ s associated with the macro char. If
you omit char, Magic will print out all of the macro associations. The command

:macr o char command

We set up char to be a macro for command, replacing the old char macro if there was
one. If command contains any spaces then it must be enclosed in double-quotes. To see
how this works, type the command :macro 1 "echo You just typed the 1 key.", then
type the 1 key.

One of the macros, *‘.”’, has special meaning in Magic. This macro is aways
defined by the system to be the last long command you typed. Whenever you'd like to
repeat along command, all you have to do is use the dot macro.
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11. What the Layers Mean

The paint layers available in Magic are different from those that you may be used to
in Caesar and other systems because they don’t correspond exactly to the masks used in
fabrication. We call them abstract layers because they correspond to constructs such as
wires and contacts, rather than mask layers. We aso call them logs because they look
like sticks except that the geometry is drawn fully fleshed instead of as lines. In Magic
there is one paint layer for each kind of conducting material (polysilicon, ndiffusion,
metal1, etc.), plus one additional paint layer for each kind of transistor (ntransistor,
ptransistor, etc.), and, finaly, one further paint layer for each kind of contact (pcontact,
ndcontact, m2contact, etc.) Each layer has one or more names that are used to refer to
that layer in commands. To find out the layers available in the current technology, type
the command

layers

In addition to the mask layers, there are afew pseudo-layersthat are valid in all technolo-
gies, these are listed in Table I. Each Magic technology also has a technology manual
describing the features of that technology, such as design rules, routing layers, CIF styles,
etc. If you haven’'t seen any of the technology manuals yet, thisis a good time to take a
look at the one for your process.

errors (design-rule violations)

labels

subcells

* (all mask layers)

$ (all mask layers visible under cursor)

Tablel. Pseudo-layers available in all technologies.

If you're used to designing with mask layers (e.g. you' ve been reading the Mead-
Conway book), Magic’s log style will take some getting used to. One of the reasons for
logs is to save you work. In Magic you don’'t draw implants, wells, buried windows, or
contact via holes. Instead, you draw the primary conducting layers and paint some of
their overlaps with special types such as n-transistor or polysilicon contact. For transis-
tors, you draw only the actual area of the transistor channel. Magic will generate the
polysilicon and diffusion, plus any necessary implants, when it creates a CIF file. For
contacts, you paint the contact layer in the area of overlap between the conducting layers.
Magic will generate each of the constituent mask layers plus vias and buried windows
when it writes the CIF file. Figure 1 showsasimple cell drawn with both mask layers (as
in Caesar) and with logs (asin Magic). If you're curious about what the masks will ook
like for a particular layout, you can use the :cif see command to view the mask informa-
tion.
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Figure 1. An example of how the logs are used. The figure on the left shows actual mask
layers for an CMOS inverter cell, and the figure on the right shows the layers used to
represent the cell in Magic.

An advantage of the logs used in Magic is that they ssimplify the design rules. Most
of the formation rules (e.g. contact structure) go away, since Magic automatically gen-
erates correctly-formed structures when it writes CIF. All that are left are minimum size
and spacing rules, and Magic's abstract layers result in fewer of these than there would
be otherwise. This helps to make Magic’'s built-in design rule checker very fast (see
‘“Magic Tutoria #6: Design Rule Checking'’), and is one of the reasons plowing is pos-
sible.
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(Updated by others, too.)

Thistutorial corresponds to Magic version 6.

Tutorialsto read first:

Magic Tutoria #1: Getting Started
Magic Tutorial #2: Basic Painting and Selection

Commandsintroduced in thistutorial:

-array, :corner, :fill, :flush, :plow, :straighten, :tool, :wire
Macrosintroduced in thistutorial:

<space>

1. Introduction

Tutorial #2 showed you the basic facilities for placing paint and labels, selecting,
and manipulating the things that are selected. Thistutoria describes two additional facil-
ities for manipulating paint: wiring and plowing. These commands aren’t absolutely
necessary, since you can achieve the same effect with the ssmpler commands of Tutorial
#2; however, wiring and plowing allow you to perform certain kinds of manipulations
much more quickly than you could otherwise. Wiring is described in Section 2; it
allows you to place wires by pointing at the ends of legs rather than by positioning the
box, and also provides for convenient contact placement. Plowing is the subject of Sec-
tion 3. It alows you to re-arrange pieces of your circuit without having to worry about
design-rule violations being created: plowing automatically moves things out of the way
to avoid trouble.
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2. Wiring

The box-and-painting paradigm described in Tutorial #2 is sufficient to create any
possible layout, but it’s relatively inefficient since three keystrokes are required to paint
each new area: two button clicks to position the box and one more to paint the material.
This section describes a different painting mechanism based on wires. At any given
time, there is a current wiring material and wire thickness. With the wiring interface you
can create a new area of material with a single button click: this paints a straight-line
segment of the current material and width between the end of the previous wire segment
and the cursor location. Each additional button click adds an additional segment. The
wiring interface also makes it easy for you to place contacts.

2.1. Tools

Before learning about wiring, you'll need to learn about tools. Until now, when
you've pressed mouse buttons in layout windows the buttons have caused the box to
change or material to be painted. The truth is that buttons can mean different things at
different times. The meaning of the mouse buttons depends on the current tool. Each
tool isidentified by a particular cursor shape and a particular interpretation of the mouse
buttons. Initially, the current tool is the box tool; when the box tool is active the cursor
has the shape of a crosshair. To get information about the current tool, you can type the
long command

:tool info

This command prints out the name of the current tool and the meaning of the buttons.
Run Magic on the cell tut3a and type :tool info.

The :tool command can also be used to switch tools. Try this out by typing the
command

:tool

Magic will print out a message telling you that you’ re using the wiring tool, and the cur-
sor will change to an arrow shape. Use the :tool info command to see what the buttons
mean now. You'll be using the wiring tool for most of the rest of this section. The
macro ‘* '’ (space) corresponds to :tool. Try typing the space key a few times. Magic
will cycle circularly through all of the available tools. There are three tools in Magic
right now: the box tool, which you already know about, the wiring tool, which you'll
learn about in this tutorial, and the netlist tool, which has a square cursor shape and is
used for netlist editing. ‘‘Tutorial #7: Netlists and Routing’’ will show you how to use
the netlist tool.

The current tool affects only the meanings of the mouse buttons. It does not change
the meanings of the long commands or macros. This means, for example, that you can
still use al the selection commands while the wiring tool is active. Switch tools to the
wiring tool, point at some paint in tut3a, and type the s macro. A chunk gets selected
just asit does with the box tool.
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2.2. Basic Wiring

There are three basic wiring commands: selecting the wiring material, adding a
leg, and adding a contact. This section describes the first two commands. At this point
you should be editing the cell tut3a with the wiring tool active. Thefirst step inwiringis
to pick the material and width to use for wires. This can be done in two ways. The easi-
est way isto find a piece of materia of the right type and width, point to it with the cur-
sor, and click the left mouse button. Try thisin tut3a by pointing to the label 1 and left-
clicking. Magic prints out the material and width that it chose, selects a square of that
material and width around the cursor, and places the box around the square. Try pointing
to various places in tut3a and left-clicking.

Once you've selected the wiring material, the right button paints legs of a wire.
Left-click on label 1 to select the red material, then move the cursor over label 2 and
right-click. This will paint ared wire between 1 and 2. The new wire leg is selected so
that you can modify it with selection commands, and the box is placed over the tip of the
leg to show you the starting point for the next wire leg. Add more legs to the wire by
right-clicking at 3 and then 4. Use the mouse buttons to paint another wire in blue from
Sto6to7.

Each leg of a wire must be either horizontal or vertical. If you move the cursor
diagonally, Magic will still paint a horizontal or vertical line (whichever results in the
longest new wire leg). To see how thisworks, left-click on 8 in tut3a, then right-click on
9. You'll get a horizontal leg. Now undo the new leg and right-click on 10. Thistime
you'll get avertical leg. You can force Magic to paint the next leg in a particular direc-
tion with the commands

:wire horizontal
‘wirevertical

Try out this feature by left-clicking on 8 in tut3a, moving the cursor over 10, and typing
:wire ho (abbreviations work for :wire command options just as they do elsewhere in
Magic). This command will generate a short horizontal leg instead of a longer vertical
one.

2.3. Contacts

When the wiring tool is active, the middle mouse button places contacts. Undo all
of your changes to tut3a by typing the command :flush and answering yes to the ques-
tion Magic asks. This throws away all of the changes made to the cell and re-loads it
from disk. Draw ared wire leg from 1 to 2. Now move the cursor over the blue area and
click the middle mouse button. This has severa effects. It places a contact at the end of
the current wire leg, selects the contact, and moves the box over the selection. In addi-
tion, it changes the wiring material and thickness to match the material you middle-
clicked. Move the cursor over 3 and right-click to paint a blue leg, then make a contact
to purple by middle-clicking over the purple material. Continue by drawing a purple leg
to 4.

Once you've drawn the purple leg to 4, move the cursor over red material and
middle-click. This time, Magic prints an error message and treats the click just like a
left-click. Magic only knows how to make contacts between certain combinations of
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layers, which are specified in the technology file (see **Magic Maintainer's Manual #2:
The Technology File'’). For this technology, Magic doesn’t know how to make contacts
directly between purple and red.

2.4. Wiring and the Box

In the examples so far, each new wire leg appeared to be drawn from the end of the
previous leg to the cursor position. In fact, however, the new material was drawn from
the box to the cursor position. Magic automatically repositions the box on each button
click to help set things up for the next leg. Using the box as the starting point for wire
legs makes it easy to start wires in places that don’t already have materia of the right
type and width. Suppose that you want to start a new wire in the middle of an empty
area. You can't left-click to get the wire started there. Instead, you can left-click some
other place where there’s the right material for the wire, type the space bar twice to get
back the box tool, move the box where you'd like the wire to start, hit the space bar once
more to get back the wiring tool, and then right-click to paint the wire. Try this out on
tut3a.

When you first start wiring, you may not be able to find the right kind of material
anywhere on the screen. When this happens, you can select the wiring material and
width with the command

‘wiretype layer width

Then move the box where you'd like the wire to start, switch to the wiring tool, and
right-click to add legs.

2.5. Wiring and the Selection

Each time you paint a new wire leg or contact using the wiring commands, Magic
selects the new material just as if you had placed the cursor over it and typed s. This
makes it easy for you to adjust its position if you didn’'t get it right initially. The :stretch
command is particularly useful for this. Intut3a, paint awireleg in blue from 5 to 6 (use
:flush to reset the cell if you've made a lot of changes). Now type R two or three times
to stretch the leg over to the right. Middle-click over purple material, then use W to
stretch the contact downward.

It's often hard to position the cursor so that a wire leg comes out right the first time,
but it's usually easy to tell whether the leg is right once it's painted. If it's wrong, then
you can use the stretching commands to shift it over one unit at atime until it’s correct.

2.6. Bundlesof Wires

Magic provides two additional commands that are useful for running bundles of
parallel wires. The commands are:

fill direction [layers]
corner directionl direction2 [layers]

To see how they work, load the cell tut3b. The :fill comand extends a whole bunch of
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paint in agiven direction. It findsall paint touching one side of the box and extends that
paint to the opposite side of the box. For example, :fill left will look underneath the right
edge of the box for paint, and will extend that paint to the left side of the box. The effect
isjust asif all the colors visible underneath that edge of the box constituted a paint brush;
Magic sweeps the brush across the box in the given direction. Place the box over the
label “*Fill here’” intut3b and type :fill left.

The :corner command is similar to :fill except that it generates L-shaped wires that
follow two sides of the box, travelling first in directionl and then in direction2. Place the
box over the label ** Corner here’’ in tut3b and type :corner right up.

In both :fill and :corner, if layersisn't specified then al layers are filled. If layers
is given then only those layers are painted. Experiment on tut3b with the :fill and
:corner commands.

When you're painting bundles of wires, it would be nice if there were a convenient
way to place contacts across the whole bundle in order to switch to a different layer.
There’'s no single command to do this, but you can place one contact by hand and then
use the :array command to replicate a single contact across the whole bundle. Load the
cell tut3c. This contains a bundle of wires with a single contact already painted by hand
on the bottom wire. Type s with the cursor over the contact, and type S with the cursor
over the stub of purple wiring material next to it. Now place the box over the label
“*Array’’ and type the command :array 1 10. Thiswill copy the selected contact across
the whole bundle.

The syntax of the :array command is
array xsizeysize

This command makes the selection into an array of identical elements. Xsize specifies
how many total instances there should be in the x-direction when the command is
finished and ysize specifies how many total instances there should be in the y-direction.
In the tut3c example, xsize was one, so no additional copies were created in that direc-
tion; ysize was 10, so 9 additional copies were created. The box is used to determine
how far apart the elements should be: the width of the box determines the x-spacing and
the height determines the y-spacing. The new material always appears above and to the
right of the original copy.

In tut3c, use :corner to extend the purple wires and turn them up. Then paint a
contact back to blue on the leftmost wire, add a stub of blue paint above it, and use
-array to copy them across the top of the bundle. Finally, use :fill again to extend the
blue bundle farther up.

3. Plowing

Magic contains a facility called plowing that you can use to stretch and compact
cells. The basic plowing command has the syntax

:plow direction [layers]

where direction is a Manhattan direction like left and layers is an optional, comma-
separated list of mask layers. The plow command treats one side of the box asif it were
a plow, and shoves the plow over to the other side of the box. For example, :plow up
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treats the bottom side of the box as a plow, and moves the plow to the top of the box.

As the plow moves, every edge in its path is pushed ahead of it (if layers is
specified, then only edges on those layers are moved). Each edge that is pushed by the
plow pushes other edges ahead of it in a way that preserves design rules, connectivity,
and transistor and contact sizes. This means that material ahead of the plow gets com-
pacted down to the minimum spacing permitted by the design rules, and material that
crossed the plow’ s original position gets stretched behind the plow.

Y ou can compact a cell by placing alarge plow off to one side of the cell and plow-
ing across the whole cell. You can open up space in the middle of a cell by dragging a
small plow across the area where you want more space.

To try out plowing, edit the cell tut3d, place the box over the rectangle that’s
labelled ‘* Plow here'’, and try plowing in various directions. Also, try plowing only cer-
tain layers. For example, with the box over the ‘*Plow here’’ labdl, try

:plow right metal2

Nothing happens. This is because there are no metal2 edges in the path of the plow. If
instead you had typed

:plow right metall

only the metal would have been plowed to the right.

In addition to plowing with the box, you can plow the selection. The command to
do this has the following syntax:

:plow selection [direction [distance]]

This is very similar to the :stretch command: it picks up the selection and the box and
moves both so that the lower-left corner of the box is at the cursor location. Unlike the
:stretch command, though, :plow selection insures that design rule correctness and con-
nectivity are preserved.

Load the cell tut3e and use a to select the area underneath the label that says
‘““select me’’. Then point with the cursor to the point labelled ‘‘point here’’ and type
:plow selection. Practice selecting things and plowing them. Like the :stretch com-
mand, there is aso a longer form of :plow selection. For example, :plow selection
down 5 will plow the selection and the box down 10 units.

Selecting a cell and plowing it is a good way to move the cell. Load tut3f and
select the cell tut3e. Point to the label *‘point here’”” and plow the selection with :plow
selection. Notice that all connections to the cell have remained attached. The cell you
select must be in the edit cell, however.

The plowing operation is implemented in a way that tries to keep your design as
compact as possible. To do this, it inserts jogs in wires around the plow. In many cases,
though, the additional jogs are more trouble than they’ re worth. To reduce the number of
jogsinserted by plowing, type the command

:plow nojogs

From now on, Magic will insert as few jogs as possible when plowing, even if this means
moving more material. Y ou can re-enable jog insertion with the command
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:plow jogs
Load the cell tut3d again and try plowing it both with and without jog insertion.

There is another way to reduce the number of jogs introduced by plowing. Instead
of avoiding jogs in the first place, plowing can introduce them freely but clean them up
as much as possible afterward. This results in more dense layouts, but possibly more
jogs than if you had enabled :plow nojogs. To take advantage of this second method for
jog reduction, re-enable jog insertion (:plow jogs) and enable jog cleanup with the com-
mand

:plow straighten

From now on, Magic will attempt to straighten out jogs after each plow operation. To
disable straightening, use the command

:plow nostraighten

It might seem pointless to disable jog introduction with :plow nojogs at the same time
straightening is enabled with :plow straighten. While it is true that :plow nojogs won't
introduce any new jogs for :plow straighten to clean up, plowing will straighten out any
existing jogs after each operation.

In fact, there is a separate command that is sometimes useful for cleaning up layouts
with many jogs, namely the command

:straighten direction

where direction is a Manhattan direction, e.g., up, down, right, or left. This command
will start from one side of the box and pull jogs toward that side to straighten them.
Load the cell tut3g, place the box over the label *‘put box here’’, and type :straighten
left. Undo the last command and type :straighten right instead. Play around with the
:straighten command.

There is one more feature of plowing that is sometimes useful. If you are working
on alarge cell and want to make sure that plowing never affects any geometry outside of
acertain area, you can place a boundary around the area you want to affect with the com-
mand

:plow boundary

The box is used to specify the area you want to affect. After this command, subsequent
plows will only affect the area inside this boundary.

Load the cell tut3h place the box over the label ‘‘put boundary here’, and type
:plow boundary. Now move the box away. You will see the boundary highlighted with
dotted lines. Now place the box over the area labelled ‘‘put plow here’’ and plow up.
This plow would cause geometry outside of the boundary to be affected, so Magic
reduces the plow distance enough to prevent this and warns you of this fact. Now undo
the last plow and remove the boundary with

:plow noboundary

Put the box over the *‘put plow here’’ label and plow up again. This time there was no
boundary to stop the plow, so everything was moved as far as the height of the box.
Experiment with placing the boundary around an area of this cell and plowing.
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Thistutorial corresponds to Magic version 6.

Tutorialstoread first:

Magic Tutorial #1: Getting Started
Magic Tutorial #2: Basic Painting and Selection

Commandsintroduced in thistutorial:

-array, :edit, :expand, :flush, :getcell, :identify, :load, :path, :see, :unexpand
Macrosintroduced in thistutorial:

X, X, X

1. Introduction

In Magic, a layout is a hierarchical collection of cells. Each cell contains three
things: paint, labels, and subcells. Tutorial #2 showed you how to create and edit paint
and labels. This tutorial describes Magic’s facilities for building up cell hierarchies.
Strictly speaking, hierarchical structure isn't necessary: any design that can be
represented hierarchically can also be represented *“flat’” (with all the paint and labelsin
a single cell). However, many things are greatly improved if you use a hierarchical
structure, including the efficiency of the design tools, the speed with which you can enter
the design, and the ease with which you can modify it later.
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2. Selecting and Viewing Hierarchical Designs

“‘Hierarchical structure’ means that each cell can contain other cells as com-
ponents. To look at an example of a hierarchical layout, enter Magic with the shell com-
mand magic tut4a. The cell tut4a contains four subcells plus some blue paint. Two of
the subcells are instances of cell tut4x and two are instances of tutdy. Initially, each
subcell is displayed in unexpanded form. This means that no details of the subcell are
displayed; all you see is the cell’s bounding box, plus two names inside the bounding
box. The top name is the name of the subcell (the name you would type when invoking
Magic to edit the cell). The cell’s contents are stored in a file with this name plus a.mag
extension. The bottom name inside each bounding box is called an instance identifier,
and is used to distinguish different instances of the same subcell. Instance id’s are used
for routing and circuit extraction, and are discussed in Section 6.

Subcells can be manipulated using the same selection mechanism that you learned
in Tutorial #2. To select a subcell, place the cursor over the subcell and type f (‘*find
cell’”), which is a macro for :select cell. You can aso select a cell by typing s when the
cursor is over alocation where there’s no paint; f is probably more convenient, particu-
larly for cells that are completely covered with paint. When you select a cell the box will
be set to the cell’ s bounding box, the cell’s name will be highlighted, and a message will
be printed on the text display. All the selection operations (:move, :copy, :delete, etc.)
apply to subcells. Try selecting and moving the top subcell in tutd4a. You can also select
subcells using area selection (the a and A macros): any unexpanded subcells that inter-
sect the area of the box will be selected.

To see what’sinside a cell instance, you must expand it. Select one of the instances
of tutdy, then type the command

:expand toggle

or invoke the macro "X which is equivalent. This causes the internals of that instance of
tutdy to be displayed. If you type "X again, the instance is unexpanded so you only see a
bounding box again. The :expand toggle command expands all of the selected cells that
are unexpanded, and unexpands al those that are expanded. Type "X athird time so that
tutdy is expanded.

As you can see now, tutdy contains an array of tut4x cells plus some additional
paint. In Magic, an array is a specia kind of instance containing multiple copies of the
same subcell spaced at fixed intervals. Arrays can be one-dimensional or two-
dimensional. The whole array is always treated as a single instance: any command that
operates on one element of the array also operates on all the other elements simultane-
ously. The instance identifiers for the elements of the array are the same except for an
index. Now select one of the elements of the array and expand it. Notice that the entire
array is expanded at the same time.

When you have expanded the array, you'll see that the paint in the top-level cell
tutda is displayed more brightly than the paint in the tut4x instances. Tut3aiscalled the
edit cell, because its contents are currently editable. The paint in the edit cell is normally
displayed more brightly than other paint to make it clear that you can change it. Aslong
astutdaisthe edit cell, you cannot modify the paint in tut4x. Try erasing paint from the
area of one of the tut4x instances. nothing will be changed. Section 4 tells how to switch
the edit cell.
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Place the cursor over one of the tut4x array elements again. At this point, the cur-
sor is actually over three different cells: tut4x (an element of an array instance within
tutdy), tutdy (an instance within tut4a), and tut4. Even the topmost cell in the hierarchy
is treated as an instance by Magic. When you press the s key to select a cell, Magic ini-
tially chooses the smallest instance visible underneath the cursor, tut4x in this case.
However, if you invoke the s macro again (or type :select) without moving the cursor,
Magic will step through all of the instances under the cursor in order. Try thisout. The
same istrue of the f macro and :select cell.

When there are many different expanded cells on the screen, you can use the selec-
tion commands to select paint from any of them. Y ou can select anything that’s visible,
regardless of which cell it's in. However, as mentioned above, you can only modify
paint in the edit cell. If you use :move or :upsidedown or similar commands when
you'’ ve selected information outside the edit cell, the information outside the edit cell is
removed from the selection before performing the operation.

There are two additional commands you can use for expanding and unexpanding
cells:

expand
:unexpand

Both of these commands operate on the area underneath the box. The :expand command
will recursively expand every cell that intersects the box until there are no unexpanded
cells left under the box. The :unexpand command will unexpand every cell whose area
intersects the box but doesn’t completely contain it. The macro x is equivalent to
:expand, and X is equivalent to :unexpand. Try out the various expansion and unexpan-
sion facilities on tut4a.

3. Manipulating Subcells

There are a few other commands, in addition to the selection commands already
described, that you'll need in order to manipulate subcells. The command

:getcell name

will find the file name.mag on disk, read the cell it contains, and create an instance of
that cell with its lower-left corner aligned with the lower-left corner of the box. Use the
getcell command to get an instance of the cell tut4z. After the getcell command, the
new instance is selected so you can move it or copy it or delete it. The getcell command
recognizes additional arguments that permit the cell to be positioned using labels and/or
explicit coordinates. See the man page for details.

To turn a normal instance into an array, select the instance and then invoke the
-array command. It hastwo forms:

array xsizeysize
:array xlo xhi ylo yhi
In the first form, xsize indicates how many elements the array should have in the x-

direction, and ysize indicates how many elements it should have in the y-direction. The
spacing between elements is controlled by the box’s width (for the x-direction) and
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height (for the y-direction). By changing the box size, you can space elements so that
they overlap, abut, or have gaps between them. The elements are given indices from 0 to
xsize-1 in the x-direction and from O to ysize-1 in the y-direction. The second form of the
command is identical to the first except that the elements are given indices from xlo to
xhi in the x-direction and from ylo to yhi in the y-direction. Try making a 4x4 array out
of the tut4z cell with gaps between the cells.

You can aso invoke the :array command on an existing array to change the
number of elements or spacing. Use a size of 1 for xsize or ysize in order to get a one-
dimensional array. If there are severa cells selected, the :array command will make
each of them into an array of the same size and spacing. It also works on paint and
labels: if paint and labels are selected when you invoke :array, they will be copied
many times over to create the array. Try using the array command to replicate a small
strip of paint.

4. Switching the Edit Céell

At any given time, you are editing the definition of a single cell. This definition is
called the edit cell. You can modify paint and labels in the edit cell, and you can re-
arrange its subcells. Y ou may not re-arrange or delete the subcells of any cells other than
the edit cell, nor may you modify the paint or labels of any cells except the edit cell. You
may, however, copy information from other cells into the edit cell, using the selection
commands. To help clarify what is and isn’t modifiable, Magic displays the paint of the
edit cell in brighter colors than other paint.

When you rearrange subcells of the edit cell, you aren’t changing the subcells them-
selves. All you can do is change the way they are used in the edit cell (location, orienta-
tion, etc.). When you delete a subcell, nothing happens to the file containing the subcell;
the command merely deletes the instance from the edit cell.

Besides the edit cell, there is one other special cell in Magic. It's called the root
cell and is the topmost cell in the hierarchy, the one you named when you ran Magic
(tutda in this case). As you will see in Tutorial #5, there can actually be several root
cells at any given time, one in each window. For now, there is only a single window on
the screen, and thus only a single root cell. The window caption at the top of the color
display contains the name of the window’ s root cell and also the name of the edit cell.

Up until now, the root cell and the edit cell have been the same. However, this need
not always be the case. You can switch the edit cell to any cell in the hierarchy by
selecting an instance of the definition you'’ d like to edit, and then typing the command

-edit
Use this command to switch the edit cell to one of the tut4x instances in tutda. Its paint
brightens, while the paint in tut4a becomes dim. If you want to edit an element of an

array, select the array, place the cursor over the element you'd like to edit, then type
-edit. The particular element underneath the cursor becomes the edit cell.

When you edit a cell, you are editing the master definition of that cell. This means
that if the cell is used in several places in your design, the edits will be reflected in all
those places. Try painting and erasing in the tut4x cell that you just made the edit cell:
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the modifications will appear in all of itsinstances.
There isa second way to change the edit cell. Thisisthe command

:load name

The :load command loads a new hierarchy into the window underneath the cursor. Name
is the name of the root cell in the hierarchy. If no name is given, a new unnamed cell is
loaded and you start editing from scratch. The :load command only changes the edit cell
if thereis not already an edit cell in another window.

5. Subcell Usage Conventions

Overlaps between cells are occasionally useful to share busses and control lines run-
ning along the edges. However, overlaps cause the analysis tools to work much harder
than they would if there were no overlaps. wherever cells overlap, the tools have to com-
bine the information from the two separate cells. Thus, you shouldn’t use overlaps any
more than absolutely necessary. For example, suppose you want to create a one-
dimensional array of cells that alternates between two cell types, A and B: ‘*ABABA-
BABABAB'’’. Oneway to do thisisfirst to make an array of A instances with large gaps
between them ("*A A A A A A’"), then make an array of B instances with large gaps
between them (‘B B B B B B’’), and finally place one array on top of the other so
that the B’s nestle in between the A’s. The problem with this approach is that the two
arrays overlap amost completely, so Magic will have to go to alot of extrawork to han-
dle the overlaps (in this case, there isn't much overlap of actual paint, but Magic won’t
know this and will spend alot of time worrying about it). A better solution isto create a
new cell that contains one instance of A and one instance of B, side by side. Then make
an array of the new cell. This approach makes it clear to Magic that there isn’t any real
overlap betweenthe A’sand B’s.

If you do create overlaps, you should use the overlaps only to connect the two cells
together, and not to change their structure. This means that the overlap should not cause
transistors to appear, disappear, or change size. The result of overlapping the two sub-
cells should be the same electrically as if you placed the two cells apart and then ran
wires to hook parts of one cell to parts of the other. The convention is necessary in order
to be able to do hierarchical circuit extraction easily (it makes it possible for each subcell
to be circuit-extracted independently).

Three kinds of overlaps are flagged as errors by the design-rule checker. First, you
may not overlap polysilicon in one subcell with diffusion in another cell in order to
create transistors. Second, you may not overlap transistors or contacts in one cell with
different kinds of transistors or contacts in another cell (there are a few exceptions to this
rule in some technologies). Third, if contacts from different cells overlap, they must be
the same type of contact and must coincide exactly: you may not have partial overlaps.
Thisrule is necessary in order to guarantee that Magic can generate CIF for fabrication.

You will make life alot easier on yourself (and on Magic) if you spend a bit of time
to choose a clean hierarchical structure. In general, the less cell overlap the better. If
you use extensive overlaps you'll find that the tools run very slowly and that it’s hard to
make modifications to the circuit.
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6. Instance ldentifiers

Instance identifiers are used to distinguish the different subcells within a single
parent. The cell definition names cannot be used for this purpose because there could be
many instances of a single definition. Magic will create default instance id's for you
when you create new instances with the :get or :copy commands. The default id for an
instance will be the name of the definition with a unique integer added on. You can
change an id by selecting an instance (which must be a child of the edit cell) and invok-
ing the command

-identify newid
where newid is the identifier you would like the instance to have. Newid must not
already be used as an instance identifier of any subcell within the edit cell.

Any node or instance can be described uniquely by listing a path of instance
identifiers, starting from the root cell. The standard form of such names is similar to
Unix file names. For example, if id1 is the name of an instance within the root cell, id2
is an instance within id1, and node is a node name within id2, then id1/id2/node can be
used unambiguously to refer to the node. When you select a cell, Magic prints out the
complete path name of the instance.

Arrays are treated specially. When you use :identify to give an array an instance
identifier, each element of the array is given the instance identifier you specified, fol-
lowed by one or two array subscripts enclosed in square brackets, e.g, id3[2] or id4[3][7].
When the array is one-dimensional, there is a single subscript; when it is two-
dimensional, the first subscript is for the y-dimension and the second for the x-dimension.

7. Writing and Flushing Cells

When you make changes to your circuit in Magic, there is no immediate effect on
the disk files that hold the cells. You must explicitly save each cell that has changed,
using either the :save command or the :writeall command. Magic keeps track of the
cells that have changed since the last time they were saved on disk. If you try to leave
Magic without saving all the cells that have changed, the system will warn you and give
you a chance to return to Magic to save them. Magic never flushes cells behind your
back, and never throws away definitions that it has read in. Thus, if you edit a cell and
then use :load to edit another cell, the first cell is still saved in Magic even though it
doesn’t appear anywhere on the screen. If you then invoke :load a second time to go
back to thefirst cell, you'll get the edited copy.

If you decide that you'd redlly like to discard the edits you’'ve made to a cell and
recover the old version, there are two ways you can do it. The first way isusing the flush
optionin :writeall. The second way isto use the command

:flush [cellname]

If no cellname is given, then the edit cell is flushed. Otherwise, the cell named cellname
is flushed. The :flush command will expunge Magic's internal copy of the cell and
replace it with the disk copy.
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When you are editing large chips, Magic may claim that cells have changed even
though you haven’t modified them. Whenever you modify a cell, Magic makes changes
in the parents of the cell, and their parents, and so on up to the root of the hierarchy.
These changes record new design-rule violations, as well as timestamp and bounding box
information used by Magic to keep track of design changes and enable fast cell read-in.
Thus, whenever you change one cell you'll generally need to write out new copies of its
parents and grandparents. If you don’t write out the parents, or if you edit achild *‘ out of
context’’ (by itself, without the parents loaded), then you’'ll incur extra overhead the next
time you try to edit the parents. ‘‘Timestamp mismatch’’ warnings are printed when
you' ve edited cells out of context and then later go back and read in the cell as part of its
parent. These aren’t serious problems; they just mean that Magic is doing extra work to
update information in the parent to reflect the child' s new state.

8. Search Paths

When many people are working on a large design, the design will probably be more
manageable if different pieces of it can be located in different directories of the file sys-
tem. Magic provides a simple mechanism for managing designs spread over several
directories. The system maintains a search path that tells which directories to search
when trying to read in cells. By default, the search path is*‘."”, which means that Magic
looks only in the working directory. Y ou can change the path using the command

:path [searchpath]

where searchpath is the new path that Magic should use. Searchpath consists of alist of
directories separated by colons. For example, the path **.:[ouster/x:a/lb’’ means that if
Magic is trying to read in a cell named ‘‘foo’’, it will first look for a file named
““foo.mag’’ in the current directory. If it doesn’t find the file there, it will look for afile
named ‘‘ Cbuster/x/foo.mag’’, and if that doesn’'t exist, then it will try *‘a/b/foo.mag’”’
last. To find out what the current path is, type :path with no arguments. In addition to
your path, this command will print out the system cell library path (where Magic looks
for cellsif it can’t find them anywhere in your path), and the system search path (where
Magic looks for files like colormaps and technology files if it can’'t find them in your
current directory).

If you're working on a large design, you should use the search path mechanism to
spread your layout over severa directories. A typical large chip will contain a few hun-
dred cdlls; if you try to place al of them in the same directory there will just be too
many things to manage. For example, place the datapath in one directory, the control
unit in another, the instruction buffer in athird, and so on. Try to keep the size of each
directory down to a few dozen files. You can place the :path command in a.magic file
in your home directory or the directory you normally run Magic from; this will save you
from having to retype it each time you start up (see the Magic man page to find out about
.magic files). If al you want to do is add another directory onto the end of the search
path, you can use the :addpath [directory] command.

Because there is only a single search path that is used everywhere in Magic, you
must be careful not to re-use the same cell name in different portions of the chip. A com-
mon problem with large designs is that different designers use the same name for
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different cells. Thisworks fine as long as the designers are working separately, but when
the two pieces of the design are put together using a search path, a single copy of the cell
(the one that is found first in the search path) gets used everywhere.

There's another caveat in the use of search paths. Magic looks for system filesin
“cad, but sometimes it is helpful to put Magic's system files elsewhere. If the
CAD_HOME shell environment variable is set, then Magic uses that as the location of
“cad instead of the location in the password file. This overrides all uses of “cad within
magic, including the “cad seen in the search paths printed out by :path.

9. Additional Commands

This section describes a few additional cell-related commands that you may find
useful. One of them is the command

:select savefile

This command takes the selection and writes it to disk as a new Magic cell in the file
file.mag. You can use this command to break up abig file into smaller ones, or to extract
pieces from an existing cell.

The command
:dump cellName [label Name]

does the opposite of select save: it copies the contents of cell cellName into the edit cell,
such that the lower-left corner of label labelName is at the lower-left corner of the box.
The new material will also be selected. This command is similar in form to the getcell
command except that it copies the contents of the cell instead of using the cell as a sub-
cell. There are several forms of dump; see the man page for details.

The main purpose of dump is to allow you to create a library of cells representing
commonly-used structures such as standard transistor shapes or special contact arrange-
ments. You can then define macros that invoke the dump command to place the cells.
Theresult isthat asingle keystroke is all you need to copy one of them into the edit cell.

As mentioned earlier, Magic normally displays the edit cell in brighter colors than
non-edit cells. This helps to distinguish what is editable from what is not, but may make
it hard for you to view non-edit paint since it appears paler. If you type the command

:see allSame

you'll turn off this feature: all paint everywhere will be displayed in the bright colors.
The word allSame must be typed just that way, with one capital letter. If you'd like to
restore the different display styles, type the command

:see no allSame

Y ou can also use the :see command to selectively disable display of various mask layers
in order to make the other ones easier to see. For details, read about :see in the Magic
man page.
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Tutorialstoread first:
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Commandsintroduced in thistutorial:

:center :closewindow, :openwindow, :over, :specialopen, :under, :windowpositions
Macrosintroduced in thistutorial:

O’ O, H’H

1. Introduction

A window is a rectangular viewport. You can think of it as a magnifying glass that
may be moved around on your chip. Magic initially displays a single window on the
screen. This tutorial will show you how to create new windows and how to move old
ones around. Multiple windows allow you to view several portions of a circuit at the
same time, or even portions of different circuits.

Some operations are easier with multiple windows. For example, let's say that you
want to paint a very long line, say 3 units by 800 units. With a single window it is hard
to align the box accurately since the magnification is not great enough. With multiple
windows, one window can show the big picture while other windows show magnified
views of the areas where the box needs to be aligned. The box can then be positioned
accurately in these magnified windows.
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2. Manipulating Windows

2.1. Opening and Closing Windows
Initially Magic displays one large window. The
:openwindow [cellname]

command opens another window and loads the given cell. To give this a try, start up
Magic with the commananagic tut5a. Then point anywhere in a Magic window and
type the commandopenwindow tut5b (make sure you're pointing to a Magic window).

A new window will appear and it will contain the cetut5b. If you don’t give a
cellname argument to.openwindow, it will open a new window on the cell containing
the box, and will zoom in on the box. The maaas predefined toopenwindow. Try

this out by placing the box around an areawfbb and then typing. Another window

will appear. You now have three windows, all of which display pieces of layout. There
are other kinds of windows in Magic besides layout windows: you’ll learn about them
later. Magic doesn’'t care how many windows you have (within reason) nor how they
overlap.

To get rid of a window, point to it and type
:closewindow
or use the macr®. Point to a portion of the original window and close it.

2.2. Resizing and Moving Windows

If you have been experimenting with Magic while reading this you will have
noticed that windows opened bgpenwindow are all the same size. If you'd prefer a
different arrangement you can resize your windows or move them around on the screen.
The techniques used for this are different, however, depending on what kind of display
you're using. If you are using a workstation, then you are also running a window system
such as X11 or SunView. In this case Magic’'s windows are moved and resized just like
the other windows you have displayed, and you can skip the rest of this section.

For displays like the AED family, which don’'t have a built-in window package,
Magic implements its own window manager. To re-arrange windows on the screen you
can use techniques similar to those you learned for moving the box for painting opera-
tions. Point somewhere in the border area of a window, except for the lower left corner,
and press and hold the right button. The cursor will change to a shape like this:

This indicates that you have hold of the upper right corner of the window. Point to a new
location for this corner and release the button. The window will change shape so that the
corner moves. Now point to the border area and press and hold the left button. The cur-
sor will now look like:
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This indicates that you have hold of the entire window by its lower left window. Move
the cursor and release the button. The window will move so that its lower left corner is
where you pointed.

The other button commands for positioning the box by any of its corners also work
for windows. Just remember to point to the border of a window before pushing the but-
tons.

The middle button can be used to grow a window up to full-screen size. To try this,
click the middle button over the caption of the window. The window will now fill the
entire screen. Click in the caption again and the window will shrink back to its former
size.

2.3. Shuffling Windows

By now you know how to open, close, and resize windows. This is sufficient for
most purposes, but sometimes you want to look at a window that is covered up by
another window. Theunderneath and:over commands help with this.

The :underneath command moves the window that you are pointing at underneath
all of the other windows. Theover command moves the window on top of the rest.
Create a few windows that overlap and then use these commands to move them around.
You'll see that overlapping windows behave just like sheets of paper: the ones on top
obscure portions of the ones underneath.

2.4. Scrolling Windows

Some of the windows have thick bars on the left and bottom borders. These are
calledscroll bars, and the slugs within them are callebbvators. The size and position
of an elevator indicates how much of the layout (or whatever is in the window) is
currently visible. If an elevator fills its scroll bar, then all of the layout is visible in that
window. If an elevator fills only a portion of the scroll bar, then only that portion of the
layout is visible. The position of the elevator indicates which part is visthfet is near
the bottom, you are viewing the bottom part of the layout; if it is near the top, you are
viewing the top part of the layout. There are scroll bars for both the vertical direction
(the left scroll bar) and the horizontal direction (the bottom scroll bar).

Besides indicating how much is visible, the scroll bars can be used to change the
view of the window. Clicking the middle mouse button in a scroll bar moves the elevator
to that position. For example, if you are viewing the lower half of a chip (elevator near
the bottom) and you click the middle button near the top of the scroll bar, the elevator
will move up to that position and you will be viewing the top part of your chip. The little
squares with arrows in them at the ends of the scroll bars will scroll the view by one
screenful when the middle button is clicked on them. They are useful when you want to
move exactly one screenful. Thecroll command can also be used to scroll the view
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(though we don’t think it's as easy to use as the scroll bars). See the man page for infor-
mation on it.

If you only want to make a small adjustment in a window’s view, you can use the
command

.center

It will move the view in the window so that the point that used to be underneath the cur-
sor is now in the middle of the window. The magrns predefined tocenter.

The bull's-eye in the lower left corner of a window is used to zoom the view in and
out. Clicking the left mouse button zooms the view out by a factor of 2, and clicking the
right mouse button zooms in by a factor of 2. Clicking the middle button here makes
everything in the window visible and is equivalent to thieew command.

2.5. Saving Window Configurations

After setting up a bunch of windows you may want to save the configuration (for
example, you may be partial to a set of 3 non-overlapping windows). To do this, type:

:windowpositions filename

A set of commands will be written to the file. This file can be used with:Hoarce
command to recreate the window configuration later. (However, this only works well if
you stay on the same kind of display; if you create a file under X11 and:Hoence it

under SunView, you might not get the same positions since the coordinate systems may
vary.)

3. How Commands Work Inside of Windows
Each window has a caption at the top. Here is an example:
mychip EDITING shiftcell

This indicates that the window contains the root aaijchip, and that a subcell of it
called shiftcell is being edited. You may remember from the Tutorial #4 that at any
given time Magic is editing exactly one cell. If the edit cell is in another window then
the caption on this window will read:

mychip [NOT BEING EDITED]

Let's do an example to see how commands are executed within windows. Close
any layout windows that you may have on the screen and open two new windows, each
containing the celtut5a. (Use the closewindow and:openwindow tut5a commands to
do this.) Try moving the box around in one of the windows. Notice that the box also
moves in the other window. Windows containing the same root cell are equivalent as far
as the box is concerned: if it appears in one it will appear in all, and it can be manipu-
lated from them interchangeably. If you chargé5a by painting or erasing portions of
it you will see the changes in both windows. This is because both windows are looking
at the same thing: the cdlita. Go ahead and try some painting and erasing until you
feel comfortable with it. Try positioning one corner of the box in one window and
another corner in another window. You'll find it doesn’t matter which window you point
to, all Magic knows is that you are pointing tot5a.
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These windows are independent in some respects, however. For example, you may
scroll one window around without affecting the other window. Use the scrollbars to give
this atry. You can also expand and unexpand cells independently in different windows.

We have seen how Magic behaves when both windows view a single cell. What
happens when windows view different cells? To try this out lba®b into one of the
windows (point to a window and typdoad tut5b). You will see the captions on the
windows change — only one window contains the cell currently being edited. The box
cannot be positioned by placing one corner in one window and another corner in the
other window because that doesn't really make sense (try it). However, the selection
commands work between windows: you can select information in one window and then
copy it into another (this only works if the window you're copying into contains the edit
cell; if not, you'll have to use theedit command first).

The operation of many Magic commands is dependent upon which window you are
pointing at. If you are used to using Magic with only one window you may, at first, for-
get to point to the window that you want the operation performed upon. For instance, if
there are several windows on the screen you will have to point to one before executing a
command likegrid — otherwise you may not affect the window that you intended!

4. Special Windows

In addition to providing multiple windows on different areas of a layout, Magic pro-
vides several special types of windows that display things other than layouts. For exam-
ple, there are special window types to edit netlists and to adjust the colors displayed on
the screen. One of the special window types is described in the section below; others are
described in the other tutorials. The

:gpecialopen type [args]
command is used to create these sorts of windows. tjfffeeargument tells what sort of
window you want, andargs describe what you want loaded into that window. The

:openwindow cellname command is really just short for the commargdecialopen lay-
out cellname.

Each different type of window (layout, color, etc.) has its own command set. If you
type :help in different window types, you’ll see that the commands are different. Some
of the commands, such as those to manipulate windows, are valid in all windows, but for
other commands you must make sure you're pointing to the right kind of window or the
command may be misinterpreted. For example,:&xéract command means one thing
in a layout window and something totally different in a netlist window.

5. Color Editing

Special windows of typeolor are used to edit the red, green, and blue intensities of
the colors displayed on the screen. To create a color editing window, invoke the com-
mand

:gpecialopen color [number]

Number is optional; if present, it gives the octal value of the color number whose inten-
sities are to be edited. Humber isn’t given, O is used. Try opening a color window on
color 0.
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A color editing window contains 6 “color bars”, 12 *“color pumps” (one on each
side of each bar), plus a large rectangle at the top of the window that displays a swatch of
the color being edited (called the “current color” from now on). The color bars display
the components of the current color in two different ways. The three bars on the left
display the current color in terms of its red, green, and blue intensities (these intensities
are the values actually sent to the display). The three bars on the right display the current
color in terms of hue, saturation, and value. Hue selects a color of the spectrum. Satura-
tion indicates how diluted the color is (high saturation corresponds to a pure color, low
saturation corresponds to a color that is diluted with gray, and a saturation of O results in
gray regardless of hue). Value indicates the overall brightness (a value of O corresponds
to black, regardless of hue or saturation).

There are several ways to modify the current color. First, try pressing any mouse
button while the cursor is over one of the color bars. The length of the bar, and the
current color, will be modified to reflect the mouse position. The color map in the
display is also changed, so the colors will change everywhere on the screen that the
current color is displayed. Color 0, which you should currently be editing, is the back-
ground color. You can also modify the current color by pressing a button while the cur-
sor is over one of the “color pumps” next to the bars. If you button a pump with “+” in
it, the value of the bar next to it will be incremented slightly, and if you button the “-”
pump, the bar will be decremented slightly. The left button causes a change of about 1%
in the value of the bar, and the right button will pump the bar up or down by about 5%.
Try adjusting the bars by buttoning the bars and the pumps.

If you press a button while the cursor is over the current color box at the top of the
window, one of two things will happen. In either case, nothing happens until you release
the button. Before releasing the button, move the cursor so it is over a different color
somewhere on the screen. If you pressed the left button, then when the button is released
the color underneath the cursor becomes the new current color, and all future editing
operations will affect this color. Try using this feature to modify the color used for win-
dow borders. If you pressed the right button, then when the button is released the value
of the current color is copied from whatever color is present underneath the cursor.

There are only a few commands you can type in color windows, aside from those
that are valid in all windows. The command

:color [number]

will change the current color toumber. If no number is given, this command will print
out the current color and its red, green, and blue intensities. The command

:save [techStyle displayStyle monitor Type]

will save the current color map in a file namexdhStyl e.displayStyle.monitor Type.cmap,
wheretechQtyle is the type of technology (e.gnos), displayStyle is the kind of display
specified by atyletype in the style section of a technology file (e.g/bit), andmonitor-
Type is the type of the current monitor (e.gtd). If no arguments are given, the current
technology style, display style, and monitor type are used. The command

:load [techStyle displayStyle monitor Type]
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will load the color map from the file namddchStyle.displayStyle.monitor Type.cmap as
above. If no arguments are given, the current technology style, display style, and moni-
tor type are used. When loading color maps, Magic looks first in the current directory,
then in the system library.
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1. Continuous Design-Rule Checking

When you are editing a layout witkagic, the systenautomatically checks design
rules on your behalf. Every time you paint or erase, and every time you move a cell or
change an array structure, Magic rechecks the area you changed to be sure you haven't
violated any of the layout rules. If you do violate rules, Magic will display little white
dots in the vicinity of the violation. This error paint will stay around until you fix the
problem; when the violation is corrected, teeror paint will go away automatically.
Error paint is written to disk with your cells and will re-appear the next time the cell is
read in. There is no way to get rid of it except to fix the violation.

Continuous design-rule checking means that you always have an up-to-date picture
of design-rule errors in your layout. There is never any need to run a massive check over
the whole design unless you change your design rules. When you make small changes to
an existing layout, you will find out immediately if you've introduced errors, without
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having to completely recheck the entire layout.

To see how the checker works, run Magic on the tetba. This cell contains
several areas of metal (blue), some of which are too close to each other or too narrow.
Try painting and erasing metal to make the error paint go away and re-appear again.

2. Getting Information about Errors

In many cases, the reason for a design-rule violation will be obvious to you as soon
as you see the error paint. However, Magic provides several commands for you to use to
find violations and figure what's wrong in case it isn’t obvious. All of the design-rule
checking commands have the form

:drc option

whereoption selects one of several commands understood by the design-rule checker. If
you're not sure why error paint has suddenly appeared, place the box around the error
paint and invoke the command

:drc why

This command will recheck the area underneath the box, and print out the reasons for any
violations that were found. You can also use the macto do the same thing. Try this

on some of the errors itutéa. It's a good idea to place the box right around the area of
the error paint:drc why rechecks the entire area under the box, so it may take a long
time if the box is very large.

If you're working in a large cell, it may be hard to see the error paint. To help
locate the errors, select a cell and then use the command

:drcfind [nth]

If you don’t provide thenth argument, the command will place the box around one of
the errors in the selected cell, and print out the reason for the error, just as if you had
typed:drc why. If you invoke the command repeatedly, it will step through all of the
errors in the selected cell. (remember, the “.” macro can be used to repeat the last long
command; this will save you from having to retypi c find over and over again). Try

this out on the errors itut6a. If you type a number fonth, the command will go to the

nth error in the selected cell, instead of the next one. If you invoke this command with
no cell selected, it searches the edit cell.

A third drc command is provided to give you summary information about errors in
hierarchical designs. The command is
:drc count

This command will search every cell (visible or not) that lies underneath the box to see if
any have errors in them. For each cell with errods,c count will print out a count of
the number of error areas.
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3. Errorsin Hierarchical Layouts

The design-rule checker works on hierarchical layouts as well as single cells. There
are three overall rules that describe the way that Magic checks hierarchical designs:

[1] The paint in each cell must obey all the design rules by itself, without considering
the paint in any other cells, including its children.

[2] The combined paint of each cell and all of its descendants (subcells, sub-subcells,
etc.) must be consistent. If a subcell interacts with paint or with other subcells in a
way that introduces a design-rule violation, an error will appear in the parent. In
designs with many levels of hierarchy, this rule is applied separately to each cell
and its descendants.

[3] Each array must be consistent by itself, without considering any other subcells or
paint in its parent. If the neighboring elements of an array interact to produce a
design-rule violation, the violation will appear in the parent.

To see some examples of interaction errors, edit thetaglb. This cell doesn'’t
make sense electrically, bulustrates the features of the hierarchical checker. On the
left are two subcells that are too close together. In addition, the subcells are too close to
the red paint in the top-level cell. Move the subcells and/or modify the paint to make the
errors go away and reappear. On the right sideudéb is an array whose elements
interact to produce a design-rule violation. Edit an element of the array to make the vio-
lation go away. When there are interaction errors between the elements of an array, the
errors always appear near one of the four corner elements of the array (since the array
spacing is uniform, Magic only checks interactions near the corners; if these elements
are correct, all the ones in the middle must be correct too).

It's important to remember that each of the three overall rules must be satisfied
independently. This may sometimes result in errors where it doesn’'t seem like there
should be any. Edit the celut6c for some examples of this. On the left side of the cell
there is a sliver of paint in the parent that extends paint in a subcell. Although the overall
design is correct, the sliver of paint in the parent is not correct by itself, as required by
the first overall rule above. On the right sidetat6c is an array with spacing violations
between the array elements. Even though the paint in the parent masks some of the prob-
lems, the array is not consistent by itself so errors are flagged. The three overall rules are
more conservative than strictly necessary, but they reduce the amount of rechecking
Magic must do. For example, the array rule allows Magic to deduce the correctness of an
array by looking only at the corner elements; if paint from the parent had to be con-
sidered in checking arrays, it would be necessary to check the entire array since there
might be parent paint masking some errors but not all (as, for examletac).

Error paint appears in different cells in the hierarchy, depending on what kind of
error was found. Errors resulting from paint in a single cell cause error paint to appear in
that cell. Errors resulting from interactions and arrays appear in the parent of the
interacting cells or array. Because of the way Magic makes interaction checks, errors can
sometimes “bubble up” through the hierarchy and appear in multiple cells. When two
cells overlap, Magic checks this area by copying all the paint in that area from both cells
(and their descendants) into a buffer and then checking the buffer. Magic is unable to tell
the difference between an error from one of the subcells and an error that comes about
because the two subcells overlap incorrectly. This means that errors in an interaction
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area of a cell may also appear in the cell’s parent. Fixing the error in the subcell will
cause the error in the parent to go away also.

4. Turningthe Checker Off

We hope that in most cases the checker will run so quickly and quietly that you
hardly know it's there. However, there will probably be some situations where the
checker is irksome. This section describes several ways to keep the checker out of your
hair.

If you're working on a cell with lots of design-rule violations the constant redisplay
caused by design-rule checking may get in your way more than it helps. This is particu-
larly true if you're in the middle of a large series of changes and don’t care about
design-rule violations until the changes are finished. You can stop the redisplay using the
command

.seenoerrors

After this command is typed, design-rule errors will no longer be displayed on the screen.
The design-rule checker will continue to run and will store error information internally,
but it won’t bother you by displaying it on the screen. When you're ready to see errors
again, type

.seeerrors

There can also be times when it's not the redisplay that's bothersome, but the
amount of CPU time the checker takes to recheck what you've changed. For example, if
a large subcell is moved to overlap another large subcell, the entire overlap area will
have to be rechecked, and this could take several minutes. If the prompt on the text
screen is a “]” character, it means that the command has completed but the checker
hasn’'t caught up yet. You can invoke new commands while the checker is running, and
the checker will suspend itself long enough to process the new commands.

If the checker takes too long to interrupt itself and respond to your commands, you
have several options. First, you can hit the interrupt key (often "C) on the keyboard.
This will stop the checker immediately and wait for your next command. As soon as you
issue a command or push a mouse button, the checker will start up again. To turn the
checker off altogether, type the command

:drc off

From this point on, the checker will not run. Magic will record the areas that need
rechecking but won’t do the rechecks. If you save your file and quit Magic, the informa-
tion about areas to recheck will be saved on disk. The next time you read in the cell,
Magic will recheck those areas, unless you've still got the checker turned off. There is
nothing you can do to make Magic forget about areas to rechdck;off merely post-
pones the recheck operation to a later time.

Once you've turned the checker off, you have two ways to make sure everything
has been rechecked. The firstis to type the command

:drc catchup
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This command will run the checker and wait until everything has been rechecked and
errors are completely up to date. When the command completes, the checker will still be
enabled or disabled just as it was before the command. If you get tired of waiting for
:drc catchup, you can always hit the interrupt key to abort the command; the recheck
areas will be remembered for later. To turn the checker back on permanently, invoke the
command

:drcon

5. Porting Layoutsfrom Other Systems

You should not need to read this section if you've created your layout from scratch
using Magic or have read it from CIF using Magic’s CIF or Calma reader. However, if
you are bringing into Magic a layout that was created using a different editor or an old
version of Magic that didn’t have continuous checking, read on. You may also need to
read this section if you've changed the design rules in the technology file.

In order to find out about errors in a design that wasn't created with Magic, you
must force Magic to recheck everything in the design. Once this global recheck has been
done, Magic will use its continuous checker to deal with any changes you make to the
design; you should only need to do the global recheck once. To make the global recheck,
load your design, place the box around the entire design, and type

:drc check

This will cause Magic to act as if the entire area under the box had just been modified: it
will recheck that entire area. Furthermore, it will work its way down through the hierar-
chy; for every subcell found underneath the box, it will recheck that subcell over the area
of the box.

If you get nervous that a design-rule violation might somehow have been missed,
you can usedrc check to force any area to be rechecked at any time, even for cells that
were created with Magic. However, this should never be necessary unless you've
changed the design rules. If the number of errors in the layout ever changes because of a
:drc check, it is a bug in Magic and you should notify us immediately.
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Thistutorial corresponds to Magic version 6.

Tutorialstoread first:

Magic Tutorial #1: Getting Started

Magic Tutoria #2: Basic Painting and Selection

Magic Tutorial #3: Advanced Painting (Wiring and Plowing)
Magic Tutorial #4: Cell Hierarchies

Magic Tutoria #5: Multiple Windows

Netlist commandsintroduced in thistutorial:
-extract, :flush, :ripup, :savenetlist, :trace, :writeall

L ayout commandsintroduced in thistutorial:
:channdl, :route

Macrosintroduced in thistutorial:
(none)

1. Introduction

This tutorial describes how to use Magic's automatic routing tools to make inter-
connections between subcells in a design. In addition to the standard Magic router,
which is invoked by the route command and covered in this tutorial, two other routing
tools are available. A gate-array router Garouter permits user specified channel
definitions, terminals in the interior of cells, and route-throughs across cells. To learn
about the gate-array router read this first then ‘*Magic Tutorial #12: Routing Gate
Arrays’. Finally Magic provides an interactive maze-router that takes graphic hints, the
Irouter, that permits the user to control the overall path of routes while leaving the
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tedious details to Magic. The Irouter is documented in ‘*‘Magic Tutorial #10: The
Interactive Router’’.

The standard Magic router provides an obstacle-avoidance capability: if there is
mask material in the routing areas, the router can work under, over, or around that
material to complete the connections. This means that you can pre-route key signals by
hand and have Magic route the less important signals automatically. In addition, you can
route power and ground by hand (right now we don’t have any power-ground routing
tools, so you have to route them by hand).

The router only makes connections between subcells; to make point-to-point con-
nections between pieces of layout within a single cell you should use the wiring com-
mand described in ‘*Magic Tutorial #3. Advanced Painting (Wiring and Plowing) *’ or
the maze router described in ‘*Magic Tutorial #10: The Interactive Router’’. If you only
need to make a few connections you are probably better off doing them manually.

The first step in routing is to tell Magic what should be connected to what. This
information is contained in afile called a netlist. Sections 2, 3, 4, and 5 describe how to
create and modify netlists using Magic's interactive netlist editing tools. Once you've
created a netlist, the next step is to invoke the router. Section 6 shows how to do this,
and gives a brief summary of what goes on inside the routing tools. Unless your design
is very simple and has lots of free space, the routing probably won't succeed the first
time. Section 7 describes the feedback provided by the routing tools. Sections 8 and 9
discuss how you can modify your design in light of this feedback to improve its routabil-
ity. You'll probably need to iterate afew times until the routing is successful.

2. Terminals and Netlists

A netlist is afile that describes a set of desired connections. It contains one or more
nets. Each net names a set of terminals that should all be wired together. A terminal is
simply a label attached to a piece of mask material within a subcell; it is distinguishable
from ordinary labels within a subcell by its presence within a netlist file and by certain
characteristics common to terminals, as described below.

The first step in building a netlist is to label the terminals in your design. Figure 1
shows an example. Each label should be aline or rectangle running along the edge of the
cell (point terminals are not allowed). The router will make a connection to the cell
somewhere along atermina’s length. If the label isn’t at the edge of the cell, Magic will
route recklessly across the cell to reach the terminal, taking the shortest path between the
terminal and a routing channel. It's amost aways a good idea to arrange for terminal
labels to be at cell edges. The label must be at |east as wide as the minimum width of the
routing material; the wider you make the label, the more flexibility you give the router to
choose a good point to connect to the terminal.

Terminal labels must be attached to mask material that connects directly to one of
Magic’s two routing layers (Routing layers are defined in Magic's technology file). For
example, in the SCMOS process where the routing layers are metall and metal 2, diffu-
sion may not be used as a termina since neither of the routing layers will connect
directly to it. On the other hand, aterminal may be attached to diffusion-metal1 contact,
since the metal1 routing layer will connect properly to it. Terminals can have arbitrary
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Cell Boundary

§§§S Output

Figure 1. An example of terminal labels. Each terminal should be labeled with a line or
rectangle along the edge of the cell.

names, except that they should not contain slashes (**/’’) or the substring ** feedthrough’’,
and should notendin“*@’’, “'$’, or **”"’. See Tutorial #2 for a complete description of
labeling conventions.

For an example of good and bad terminals, edit the cell tut7a. The cell doesn’t
make any electrical sense, but contains several good and bad terminals. All the terminals
with names like bad1 are incorrect or undesirable for one of the reasons given above, and
those with names like good4 are acceptable.

NETLIST MENU

Label
BusBit13 % Current Text

5 Pumps
+
Placer Frd

Netlist
] % Current Netlist
’ Verify \ ’ Print \
] Terms \ ] Cleanup \
] No Net \ ] Show \

Figure 2. The netlist menu.

If you create two or more terminal labels with the same name in the same cell the
router will assume that they are electrically equivalent (connected together within the
cell). Because of this, when routing the net it will feel free to connect to whichever one
of the terminals is most convenient, and ignore the others. In some cases the router may
take advantage of electrically equivalent terminals by using feed throughs. entering a cell
at one terminal to make one connection, and exiting through an equivalent terminal on
the way to make another connection for the same net.

3. Menu for Label Editing
Magic provides a special menu facility to assist you in placing terminal labels and
editing netlists. To make the menu appear, invoke the Magic command
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Button Action
Left-click: prompt for more labels
Current Text Right-click: advance to next label
Placer Left-click: place label
Right-click: change label text position
PUMDS Left-click: decrement number
P Right-click: increment number
. Search under box, highlight labels
Find )
matching current text
. Left-click: prompt for new netlist name
Current Netlist Right-click: use edit cell name as netlist name
. Check that wiring matches netlist (same as
Verify A
typing :verify command)
. Print names of all terminals in selected net
Print o
(same as typing : print command)
Place feedback areas on screen to identify all terminals
Terms : : .
in current netlist (same as : showter ms command)
Check current netlist for missing labels and nets
Cleanup with less than two terminals (same as typing
:cleanup command)
No Net Delete selected net (same as :dnet command)
h Highlight paint connected to material under box
ow L
(same as typing :shownet command)

Tablel. A summary of al the netlist menu button actions.

:gpecialopen netlist

A new window will appear in the lower-left corner of the screen, containing several rec-
tangular areas on a purple background. Each of the rectangular areas is called a button.
Clicking mouse buttons inside the menu buttons will invoke various commands to edit
labels and netlists. Figure 2 shows a diagram of the netlist menu and Table | summarizes
the meaning of button clicks in various menu items. The netlist menu can be grown,
shrunk, and moved just like any other window; see ‘*Magic Tutoria #5: Multiple Win-
dows'’ for details. It also hasits own private set of commands. To see what commands
you can type in the netlist menu, move the cursor over the menu and type

help

Y ou shouldn’'t need to type commands in the netlist menu very often, since amost every-
thing you'll need to do can be done using the menu. See Section 9 for a description of a
few of the commands you can type; the complete set is described in the manual page
magic(1). One of the best uses for the commands is so that you can define macros for
them and avoid having to go back and forth to the menu; look up the :send command in
the man page to see how to do this. The top half of the menu isfor placing labels and the
bottom half is for editing netlists. This section describes the label facilities, and Section
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4 describes the netlist facilities.

The label menu makes it easy for you to enter lots of 1abels, particularly when there
are many labels that are the same except for a number, e.g. busl, bus2, bus3, etc. There
are four sections to the label menu: the current text, the placer, two pumps, and the Find
button. To place labels, first click the left mouse button over the current text rectangle.
Then type one or more labels on the keyboard, one per line. Y ou can use this mechanism
to enter several labels at once. Type return twice to signal the end of the list. At this
point, the first of the labels you typed will appear in the current text rectangle.

To place alabel, position the box over the area you want to label, then click the left
mouse button inside one of the squares of the placer area. A label will be created with
the current text. Where you click in the placer determines where the label text will
appear relative to the label box: for example, clicking the left-center square causes the
text to be centered just to the left of the box. You can place many copies of the same
label by moving the box and clicking the placer area again. Y ou can re-orient the text of
a label by clicking the right mouse button inside the placer area. For example, if you
would like to move a label’s text so that it appears centered above the label, place the
box over the label and right-click the top-center placer square.

If you entered several labels at once, only the first appears in the current text area.
However, you can advance to the next label by right-clicking inside the current text area.
In this way you can place a long series of labels entirely with the mouse. Try using this
mechanism to add labels to tut7a.

The two small buttons underneath the right side of the current text area are called
pumps. To see how these work, enter alabel hame containing a number into the current
text area, for example, busl. When you do this, the **1'’ appears in the left pump.
Right-clicking the pump causes the number to increment, and left-clicking the pump
causes the number to decrement. This makes it easy for you to enter a series of num-
bered signal names. If a name has two numbers in it, the second number will appear in
the second pump, and it can be incremented or decremented too. Try using the pumps to
place a series of numbered names.

The last entry in the label portion of the menu is the Find button. This can be used
to locate a label by searching for a given pattern. If you click the Find button, Magic
will use the current text as a pattern and search the area underneath the box for a label
whose name contains the pattern. Pattern-matching is done in the same way as in csh,
using the special characters “***’, **?”, “*\"’, “*["’, and “*]”’. Try this on tut7a: enter
‘‘good*’’ into the current text area, place the box around the whole cell, then click on the
“Find’’ button. For each of the good labels, a feedback area will be created with white
stripes to highlight the area. The :feedback find command can be used to step through
the areas, and :feedback clear will erase the feedback information from the screen. The
:feedback command has many of the same options as :drc for getting information about
feedback areas;, see the Magic manual page for details, or type :feedback help for a
synopsis of the options.
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4. Netlist Editing

After placing terminal labels, the next step is to specify the connections between
them; thisis called netlist editing. The bottom half of the netlist menu is used for editing
netlists. The first thing you must do is to specify the netlist you want to edit. Do this by
clicking in the current netlist box. If you left-click, Magic will prompt you for the netlist
name and you can type it at the keyboard. If you right-click, Magic will use the name of
the edit cell as the current netlist name. In either case, Magic will read the netlist from
disk if it exists and will create a new netlist if there isn't currently a netlist file with the
given name. Netlist files are stored on disk with a*‘.net’’ extension, which is added by
Magic when it reads and writes files. Y ou can change the current netlist by clicking the
current netlist button again. Startup Magic on the cell tut7b, open the netlist menu, and
set the current netlist to tut7b. Then expand the subcells in tut7b so that you can see
their terminals.

Button | Action
Left Select net, using nearest terminal to cursor.
. Toggle nearest terminal into or out of
Right
current net.
: Find nearest terminal, join its net with the
Middle
current net.

Tablell. The actions of the mouse buttons when the terminal tool isin use.

Netlist editing is done with the netlist tool. If you haven't already read ‘‘ Tutorial
#3: Advanced Painting (Wiring and Plowing)’’, you should read it now, up through Sec-
tion 2.1. Tutorial #3 explained how to change the current tool by using the space macro
or by typing :tool. Switch tools to the netlist tool (the cursor will appear as a thick
square).

When the netlist tool isin use the left, right, and middle buttons invoke select, tog-
gle, and join operations respectively (see Table11). To see how they work, move the cur-
sor over the terminal right4 in the top subcell of tut7b and click the left mouse button
(you may have to zoom in a bit to see the labels; terminals are numbered in clockwise
order: right4 is the fourth terminal from the top on the right side). This causes the net
containing that terminal to be selected. Three hollow white squares will appear over the
layout, marking the terminals that are supposed to be wired together into right4’s net.
Left-click over the left3 terminal in the same subcell to select its net, then select the
right4 net again.

The right button is used to toggle terminals into or out of the current net. If you
right-click over a terminal that is in the current net, then it is removed from the current
net. If you right-click over a terminal that isn't in the current net, it is added to the
current net. A single terminal can only be in one net at atime, so if aterminal is already
in a net when you toggle it into another net then Magic will remove it from the old net.
Toggle the terminal top4 in the bottom cell out of, then back into, the net containing
right4. Now toggle left3 in the bottom cell into this net. Magic warns you because it
had to remove left3 from another net in order to add it to right4’s net. Type u to undo
this change, then left-click on left3 to make sure it got restored to its old net by the undo.
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All of the netlist-editing operations are undo-able.

The middle button is used to merge two nets together. If you middle-click over a
terminal, al the terminals in its net are added to the current net. Play around with the
three buttons to edit the netlist tut7b.

Note: the router does not make connections to terminals in the top level cell. It
only works with terminals in subcells, or sub-subcells, etc. Because of this, the netlist
editor does not permit you to select terminals in the top level cell. If you click over such
aterminal Magic prints an error message and refuses to make the selection.

If you left-click over aterminal that is not currently in a net, Magic creates a new
net automatically. If you didn’'t really want to make a new net, you have severa choices.
Either you can toggle the terminal out of its own net, you can undo the select operation,
or you can click the No Net button in the netlist menu (you can do this even while the
cursor isin the square shape). The No Net button removes al terminals from the current
net and destroys the net. It's a bad idea to leave single-net terminals in the netlist: the
router will treat them as errors.

There are two ways to save netlists on disk; these are similar to the ways you can
save layout cells. If you type

:savenetlist [name]

with the cursor over the netlist menu, the current netlist will be saved on disk in the file
name.net. If no name is typed, the name of the current netlist is used. If you type the
command

:writeall

then Magic will step through al the netlists that have been modified since they were last
written, asking you if you'd like them to be written out. If you try to leave Magic
without saving all the modified netlists, Magic will warn you and give you a chance to
write them out.

If you make changes to a netlist and then decide you don’t want them, you can use
the :flush netlist command to throw away all of the changes and re-read the netlist from
itsdisk file. If you create netlists using a text editor or some other program, you can use
-flush after you’ve modified the netlist file in order to make sure that Magic is using the
most up-to-date version.

The Print button in the netlist menu will print out on the text screen the names of
al the terminals in the current net. Try this for some of the nets in tut7b. The official
name of a terminal looks a lot like a Unix file name, consisting of a bunch of fields
separated by slashes. Each field except the last is the id of a subcell, and the last field is
the name of the terminal. These hierarchical names provide unique names for each ter-
minal, even if the same terminal name is re-used in different cells or if there are multiple
copies of the same cell.

The Verify button will check the paint of the edit cell to be sure it implements the
connections specified in the current netlist. Feedback areas are created to show nets that
are incomplete or nets that are shorted together.

The Terms button will cause Magic to generate a feedback area over each of the
terminals in the current netlist, so that you can see which terminals are included in the
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netlist. If you type the command :feedback clear in alayout window then the feedback
will be erased.

The Cleanup button is there as a convenience to help you cleanup your netlists. |If
you click on it, Magic will scan through the current netlist to make sure it is reasonable.
Cleanup looks for two error conditions: terminal names that don’'t correspond to any
labels in the design, and nets that don’t have at least two terminals. When it finds either
of these conditions it prints a message and gives you the chance to either delete the
offending terminal (if you type dterm), delete the offending net (dnet), skip the current
problem without modifying the netlist and continue looking for other problems (skip), or
abort the Cleanup command without making any more changes (abort).

The Show button provides an additional mechanism for displaying the paint in the
net. If you place the box over a piece of paint and click on Show, Magic will highlight
all of the paint in the net under the box. Thisis similar to pointing at the net and typing s
three times to select the net, except that Show doesn’'t select the net (it uses a different
mechanism to highlight it), and Show will trace through all cells, expanded or not (the
selection mechanism only considers paint in expanded cells). Once you’ve used Show to
highlight a net, the only way to make the highlighting go away is to place the box over
empty space and invoke Show again. Show is an old command that pre-dates the selec-
tion interface, but we' ve left it in Magic because some people find it useful.

5. Netlist Files

Netlists are stored on disk in ordinary text files. Y ou are welcome to edit those files
by hand or to write programs that generate the netlists automatically. For example, a net-
list might be generated by a schematic editor or by a high-level simulator. See the
manual page net(5) for adescription of netlist file format.

6. Running the Router

Once you've created a netlist, it is relatively easy to invoke the router. First, place
the box around the area you'd like Magic to consider for routing. No terminals outside
this area will be considered, and Magic will not generate any paint more than a few units
outside this area (Magic may use the next routing grid line outside the area). Load tut7d,
:flush the netlist if you made any changes to it, set the box to the bounding box of the
cell, and then invoke the router using the command:

‘route

When the command completes, the netlist should be routed. Click the Verify netlist but-
ton to make sure the connections were made correctly. Try deleting a piece from one of
the wires and verify again. Feedback areas should appear to indicate where the routing
was incorrect. Use the :feedback command to step through the areas and, eventually, to
delete the feedback (:feedback help gives a synopsis of the command options).

If the router is unable to complete the connections, it will report errors to you.
Errors may be reported in several ways. For some errors, such as non-existent terminal
names, messages will be printed. For other errors, cross-hatched feedback areas will be
created. Most of the feedback areas have messages similar to ‘‘Net shifter/bit[0]/phil:
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Can't make bottom connection.”” To see the message associated with a feedback area,
place the box over the feedback area and type :feedback why. In this case the message
means that for some reason the router was unable to connect the specified net (named by
one of itsterminals) within one of the routing channel. The terms*‘bottom’’, *‘top’’, etc.
may be misnomers because Magic sometimes rotates channels before routing: the names
refer to the direction at the time the channel was routed, not the direction in the circuit.
However, the location of the feedback area indicates where the connection was supposed
to have been made.

Y ou've probably noticed by now that the router sometimes generates unnecessary
wiring, such as inserting extra jogs and U-shapes in wires (look next to right3in the top
cell). These jogs are particularly noticeable in small examples. However, the router
actually does better on larger examples: there will still be a bit of extra wire, but it's
negligible in comparison to the total wire length on a large chip. Some of this wire is
necessary and important: it helps the router to avoid several problem situations that
would cause it to fail on more difficult examples. However, you can use the straighten
command described in ‘*Magic Tutorial #3: Advanced Painting (Wiring and Plowing)”’
to remove unnecessary jogs. Please don't judge the router by its behavior on small
examples. On the other hand, if it does awful things on big examples, we'd like to know
about it.

All of the wires placed by the router are of the same width, so the router won't be
very useful for power and ground wiring.

When using the Magic router, you can wire power and ground by hand before run-
ning the router. The router will be able to work around your hand-placed connections to
make the connections in the netlist. If there are certain key signals that you want to wire
carefully by hand, you can do this too; the router will work around them. Signals that
you route by hand should not be in the netlist. Tutorial7b has an example of ‘*hand
routing’’ in the form of a piece of metal in the middle of the circuit. Undo the routing,
and try modifying the metal and/or adding more hand routing of your own to see how it
affects the routing.

The Magic router has a number of options useful for getting information about the
routing and setting routing parameters. Y ou need to invoke the route command once for
each option you want to specify; then type :route with no options to start up the router
with whatever parameters you' ve set. The viamin, option which invokes a routing post-
pass is, of course, invoked AFTER routing. Type :route netlist file to specify a netlist
for the routing without having to open up the netlist menu. The metal option lets you
toggle metal maximization on and off; if metal maximization is turned on, the router con-
verts routing from the alternate routing layer (‘‘poly’’) to the preferred routing layer
(“‘metal’’) wherever possible. The vias option controls metal maximization by specify-
ing how many grid units of ‘*‘metal’’ conversion make it worthwhile to place vias; setting
thisto 5 means that metal maximization will add extravias only if 5 or more grid units of
““poly’’ can be converted to ‘‘metal’’. View the current technology’s router parameters
with the tech option. The jog, obstacle, and steady options let you view and change
parameters to control the channel router (this feature is for advanced users). The viamin
option invokes a via minimization algorithm which reduces the number of vias in a
routed layout. This can be used as a post-processing step to improve the quality of the
routing. This may be useful even when using another router to do the actual routing.
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Finally, show all parameter values with the settings option. The options and their actions
are summarized in Table [11.

Option Action

end Print the channel router end constant

end real Set the channel router end constant

help Print a summary of the router options

jog Print the channel router minimum jog length
jogint Set the minimum jog length, measured in grid units
metal Toggle metal maximization on or off

netlist Print the name of the current net list

netlist file Set the current net list

obstacle Print the channel router obstacle constant
obstaclereal | Set the obstacle constant

settings Print alist of al router parameters

steady Print the channel router steady net constant
steady int Set the steady net constant, measured in grid units
tech Print router technology information

vias Print the metal maximization via limit

viasint Set the via limit

viamin Minimize viasin arouted layout.

Tablelll. A summary of all of Magic router options.

7. How the Router Works

In order to make the router produce the best possible results, it helps to know alittle
bit about how it works. The router runs in three stages, called channel definition, global
routing, and channel routing. In the channel definition phase, Magic divides the area of
the edit cell into rectangular routing areas called channels. The channels cover all the
space under the box except the areas occupied by subcells. All of Magic's routing goes
in the channel areas, except that stems (Section 8.2) may extend over subcells.

To see the channel structure that Magic chose, place the box in tut7d asif you were
going to route, then type the command

:channel

in the layout window. Magic will compute the channel structure and display it on the
screen as a collection of feedback areas. The channel structure is displayed as white rec-
tangles. Type :feedback clear when you’ re through looking at them.

The second phase of routing is global routing. In the global routing phase, Magic
considers each net in turn and chooses the sequence of channels the net must pass
through in order to connect its terminals. The crossing points (places where the net
crosses from one channel to another) are chosen at this point, but not the exact path
through each channel.
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In the third phase, each channel is considered separately. All the nets passing
through that channel are examined at once, and the exact path of each net is decided.
Once the routing paths have been determined, paint is added to the edit cell to implement
the routing.

The router is grid-based: all wires are placed on a uniform grid. For the standard
NMOS process the grid spacing is 7 units, and for the standard SCMOS process it is 8
units. If you type :grid 8 after routing tut7b, you'll see that all of the routing lines up
with its lower and left sides on grid lines. Fortunately, you don’'t have to make your cell
terminals line up on even grid boundaries. During the routing Magic generates stems that
connect your terminals up to grid lines at the edges of channels. Notice that there' s space
left by Magic between the subcells and the channels; this space is used by the stem gen-
erator.

8. What to do When the Router Fails

Don’'t be surprised if the router is unable to make all the connections the first time
you try it on alarge circuit. Unless you have extra routing space in your chip, you may
have to make dlight re-arrangements to help the router out. The paragraphs below
describe things you can do to make life easier for the router. This section isnot very well
developed, so we'd like to hear about techniques you use to improve routability. If you
discover new techniques, send us mail and we'll add them to this section.

8.1. Channd Structure

One of the first things to check when the router fails is the channel structure. If
using the Magic router, type :channel to look at the channels. One common mistake is
to have some of the desired routing area covered by subcells, Magic only runs wires
where there are no subcells. Check to be sure that there are channels everywhere that
you're expecting wires to run. If you place cells too close together, there may not be
enough room to have a channel between the cells; when this happens Magic will route
willy-nilly across the tops of cells to bring terminals out to channels, and will probably
generate shorts or design-rule violations. To solve the problem, move the cells farther
apart. If there are many skinny channels, it will be difficult for the router to produce
good routing. Try to re-arrange the cell structure to line up edges of nearby cells so that
there are as few channels as possible and they are as large as possible (before doing this
you'll probably want to get rid of the existing routing by undo-ing or by flushing the edit
cell).

8.2. Stems

Another problem has to do with the stem generator. Stems are the pieces of wiring
that connect terminals up to grid points on the edges of channels. The current stem gen-
eration code doesn’t know about connectivity or design rules. It simply finds the nearest
routing grid point and wires out to that point, without considering any other terminals. |If
a terminal is not on the edge of the cell, the stem runs straight across the cell to the
nearest channel, without any consideration for other material in the cell. If two terminals
are too close together, Magic may decide to route them both to the same grid point.
When this happens, you have two choices. Either you can move the cell so that the
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terminals have different nearest grid points (for example, you can line its terminas up
with the grid lines), or if this doesn’t work you'll have to modify the cell to make the ter-
minals farther apart.

The place where stems cause the most trouble isin PLAS, many of which have been
optimized to space the outputs as closely together as possible. In some cases the outputs
are closer together than the routing grid, which is an impossible situation for the stem
generator. In this case, we think the best approach is to change the PLA templates to
space the outputs farther apart. Either space them exactly the same as the router grid (in
which case you can line the PLAs up before routing so the terminals are already on the
grid), or space the outputs at least 1.5 grid units apart so the stem generator won't have
troubles. Having tightly-spaced PLA outputs is false economy: it makes it more difficult
to design the PLAs and results in awful routing problems. Even if Magic could river-
route out from tightly-spaced terminals to grid lines (which it can’t), it would require N
space to route out N lines; it takes less area to stretch the PLA.

8.3. Obstacles

The router tends to have special difficulties with obstacles running along the edges
of channels. When you'’ ve placed a power wire or other hand-routing along the edge of a
channel, the channel router will often run material under your wiring in the other routing
layer, thereby blocking both routing layers and making it impossible to complete the
routing. Where this occurs, you can increase the chances of successful routing by mov-
ing the hand-routing away from the channel edges. It's especially important to keep
hand-routing away from terminals. The stem generator will not pay any attention to
hand-routing when it generates stems (it just makes a bee-line for the nearest grid point),
so it may accidentally short aterminal to nearby hand-routing.

Figure 3. When placing hand routing, it is best to place wires with their left and bottom
edges along grid lines, and contacts centered on the wires. In this fashion, the hand routing
will block as few routing grid lines as possible.
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When placing hand-routing, you can get better routing results by following the
adviceillustrated in Figure 3. Firgt, display the routing grid. For example, if the router is
using a 8-unit grid (which is true for the standard SCMOS technology), type :grid 8.
Then place al your hand routing with its left and bottom edges aong the grid lines.
Because of the way the routing tools work, this approach results in the least possible
amount of lost routing space.

9. More Netlist Commands

In addition to the netlist menu buttons and commands described in Section 4, there
are a number of other netlist commands you can invoke by typing in the netlist window.
Many of these commands are textual equivalents of the menu buttons. However, they
alow you to deal with terminals by typing the hierarchical name of the terminal rather
than by pointing to it. If you don’t know where a terminal is, or if you have deleted a
label from your design so that there’s nothing to point to, you'll have to use the textual
commands. Commands that don’t just duplicate menu buttons are described below; see
the magic(1) manual page for details on the others.

The netlist command
:extract

will generate a net from existing wiring. It looks under the box for paint, then traces out
al the material in the edit cell that is connected electrically to that paint. Wherever the
material touches subcells it looks for terminals in the subcells, and all the terminals it
finds are placed into a new net. Warning: there is also an extract command for layout
windows, and it is totally different from the extract command in netlist windows. Make
sure you’ ve got the cursor over the netlist window when you invoke this command!

The netlist editor provides two commands for ripping up existing routing (or other

material). They are
ripup
ripup netlist

The first command starts by finding any paint in the edit cell that lies underneath the box.
It then works outward from that paint to find all paint in the edit cell that is electrically
connected to the starting paint. All of this paint iserased. (:ripup isn’t really necessary,
since the same effect can be achieved by selecting all the paint in the net and deleting the
selection; it's a hangover from olden days when there was no selection). The second
form of the command, :ripup netlist, is similar to the first except that it starts from each
of the terminals in the current netlist instead of the box. Any paint in the edit cell that is
electrically connected to aterminal is erased. The :ripup netlist command may be use-
ful to ripup existing routing before rerouting.

The command
:trace [name]

provides an additional facility for examining router feedback. It highlights all paint con-
nected to each terminal in the net containing name, much as the Show menu button does
for paint connected to anything under the box. The net to be highlighted may be
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specified by naming one of its terminals, for example, :trace shifter/bit[0]/phil. Usethe
trace command in conjunction with the nets specified in router feedback to see the par-
tially completed wiring for a net. Where no net is specified, the :trace command
highlights the currently selected net.
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1. Introduction

This tutorial covers the use of Magic’s circuit extractor. The extractor computes
from the layout the information needed to run simulation tools sucbrysal (1) and
esim(1). This information includes the sizes and shapes of transistors, and the connec-
tivity, resistance, and parasit@apacitance of nodes. Both capacitance to substrate and
several kinds of internodal coupling capacitances are extracted.

Magic’s extractor is both incrementahd hierarchical: only padf the entire layout
must be re-extracted after each change, and the structure of the extracted circuit parallels
the structure of the layout being extracted. The extractor produces a sepatrrdite for
each.mag file in a hierarchical design. This is in contrast to previous extractors, such as
Mextra, which produces a singlam file that represents the flattened (fully-instantiated)
layout.

Sections 2 through 4 introduce Magic'extract command and some of its more
advanced features. Section 5 describes what information actually gets extracted, and
discusses limitations and inaccuracies. Section 6 talks about extraction styles. Although
the hierarchicakxt (5) format fully describes the circuit implemented by a layout, very
few tools currently accept it. It is normally necessary to flatten the extracted circuit using
one of the programs discussed in Section 7, suchexd®sim(l), ext2spice(1l), or
extcheck (1).

2. Basic Extraction

You can use Magic’s extractor in one of several ways. Normally it is not necessary
to extract all cells in a layout. To extract only those cells that have changed since they
were extracted, use:

:load root
extract

The extractor looks for aext file for every cell in the tree that descends from the cell
root. The.ext file is searched for in the same directory that contains the ceikg file.

Any cells that have been modified since they were last extracted, and all of their parents,
are re-extracted. Cells having rext files are also re-extracted.

To try out the extractor on an example, copy all th&8x cells to your current direc-
tory with the following shell commands:

cp “cad/lib/magic/tutorial/tut8*.mag .

Start magic on the cetlut8a and type:extract. Magic will print the name of each cell
(tut8a, tut8b, tut8c, andtut8d) as it is extracted. Now typeextract a second time.
This time nothing gets printed, since Magic didn’t have to re-extract any cells. Now
delete the piece of poly labelleddéete me” and type :extract again. This time, only

the celltut8a is extracted as it is the only one that changed. If you make a change to cell
tut8b (do it) and then extract again, botht8b and tut8a will be re-extracted, since
tut8a is the parent ofut8b.

To force all cells in the subtree rooted at celbot to be re-extracted, use
‘extract all:
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:load root
extract all

Try this also ortut8a.
You can also use thextract command to extract a single cell as follows:

extract cell name

will extract just the selected (current) cell, and place the output in thedile. Select
the celltut8b (tut8b_0) and type:extract cell differentFile to try this out. After this
command, the filelifferentFile.ext will contain the extracted circuit for the cellit8b.
The children oftut8b (in this case, the single cdilit8d) will not be re-extracted by this
command. If more than one cell is selected, the upper-leftmost one is extracted.

You should be careful about usingxtract cell, since even though you may only
make a change to a child cell, all of its parents may have to be re-extracted. To re-extract
all of the parents of the selected cell, you may use

:extract parents

Try this out withtut8b still selected. Magic will extract only the ceilit8a, since it is
the only one that uses the cellt8b. To see what cells would be extracted lextract
par ents without actually extracting them, use

-extract showparents
Try this command as well.

3. Feedback: Errorsand Warnings

When the extractor encounters problems, it leaves feedback in the form of stippled
white rectangular areas on the screen. Each area covers the portion of the layout that
caused the error. Each area also has an error message associated with it, which you can
see by using thefeedback command. Typefeedback help while in Magic for assis-
tance in using thefeedback command.

The extractor will always report extracti@nrors. These are problems in the layout
that may cause the output of the extractor to be incorrect. The layout should be fixed to
eliminate extraction errors before attempting to simulate the circuit; otherwise, the results
of the simulation may not reflect reality.

Extraction errors can come from violations of transistor rules. There are two rules
about the formation of transistors: no transistor can be formed, and none can be des-
troyed, as a result of cell overlaps. For example, it is illegal to have poly in one cell
overlap diffusion in another cell, as that would form a transistor in the parent where none
was present in either child. It is also illegal to have a buried contact in one cell overlap a
transistor in another, as this would destroy the transistor. Violating these transistor rules
will cause design-rule violations as well as extraction errors. These errors only relate to
circuit extraction: the fabricated circuit may still work; it just won't be extracted
correctly.

In general, it is an error for material of two types on the same plane to overlap or
abut if they don’t connect to each other. For example, in CMOS it is illegal for p-
diffusion and n-diffusion to overlap or abut.
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In addition to errors, the extractor can gwarnings. If only warnings are present,
the extracted circuit can still be simulated. By default, only some types of warnings are
reported and displayed as feedback. To cause all warnings to be displayed, use

‘extract warn all
The command
-extract warn warning

may be used to enable specific warnings selectively; see below. To cause no warnings to
be displayed, or to disable display of a particuarning, use respectively

:extract warn no all or
-extract warn no warning

Three different kinds of warnings are generated. @np warning checks to see
whether you have twelectrically unconnectedodes in the same cell labelled with the
same name. If so, you are warned because the two unconnected nodes will appear to be
connected in the resultingext file, which means that the extracted circuit would not
represent the actual layout. This is bad if you’re simulating the circuit to see if it will
work correctly: the simulator will think the two nodes are connected, but since there’s no
physical wire between them, the electrons won’'tt When two unconnected nodes share
the same label (name), the extractor leaves feedback squares over each instance of the
shared name.

It's an excellent idea to avoid labelling two unconnected nodes with the same name
within a cell. Instead, use the "correct" name for one of the nodes, and some mnemonic
but textually distinct name for the other nodes. For example, in a cell with multiple
power rails, you might us¥dd! for one of the rails, and names lik&dd#1 for the oth-
ers. As an example, load the calit8e. If the two nodes are connected in a higher-level
cell they will eventually be merged when the extracted circuit is flattened. If you want to
simulate a cell out of context, but still want the higher-level nodes to be hooked up, you
can always create a dummy parent cell that hooks them together, either with wire or by
using the same name for pieces of paint that lie over the terminals to be connected; see
the celltut8f for an example of this latter technique.

You can use the command
-extract unique

as an automatic means of labelling nodes in the manner described above. Run this com-
mand on the celfut8g. A second version of this command is provided for compatibility
with previous versions of Magic. Running

-extract unique #

will only append a unique numeric suffix to labels that end with#&.” Any other dupli-
cate nodenames that also don'’t end in'& (the global nodename suffix as described in
Section 5) are flagged by feedback.

A second type of warningiets, checks to see whether any transistors have fewer
diffusion terminals than the minimum for their types. For example, the transistor type
“dfet” is defined in thenmos technology file as requiring two diffusion terminals: a
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source and a drain. If a capacitor with only one diffusion terminal is desired in this tech-
nology, the typedcap should be used instead. Thets warning is a consistency check
for transistors whose diffusion terminals haween accidentally shortedgether, or for
transistors with insufficiently many diffusion terminals.

The third warning,labels, is generated if you violate the following guideline for
placement of labels: Whenever geometry from two subcells abuts or overlaps, it's a good
idea to make sure that there is a label attached to the geometry in each sutieedirea
of the overlap or along the line of abutment. Following this guideline isn’'t necessary for
the extractor to work, but it will result in noticeably faster extraction.

By default, thedup andfets warnings are enabled, and thabels warning is dis-
abled.

Load the celltut8h, expand all its childrent(it8i andtut8j), and enable all extrac-
tor warnings with:extract warn all. Now extracttut8h and all of its children with
-extract, and examine the feedback for examples of fatal errors and warnings.

4. Advanced Circuit Extraction

4.1. Lengths

The Magic extractor has a rudimentary ability to compute wire lengths between
specific named points in a circuit. This feature is intended for use with technologies
where the wire length between two pointsnere important than thetal capacitance on
the net; this may occur, for example, when extracting circuits with very long wires being
driven at high speeds(., bipolar circuits). Currently, you must indicate to Magic
which pairs of points are to have distances computed. You do this by providing two lists:
one ofdrivers and one ofreceivers. The extractor computes the distance between each
driver and each receiver that it is connected to.

Load the celltut8k. There are five labels: two are driverdr{ver 1 anddriver2)
and three are receiverseteiver A, receiver B, andreceiver C). Type the commands:

-extract length driver driver1 driver2
-extract length receiver receiver A receiverB receiver C

Now enable extraction of lengths wittextract do length and then extract the cell
(:extract). If you examinetut8k.ext, you will see severatlistance lines, corresponding

to the driver-receiver distances described above. These distances are through the center-
lines of wires connecting the two labels; where multiple paths exist, the shortest is used.

Normally the driver and receiver tables will be built by usirsgur ce to read a file
of :extract length driver and:extract length receiver commands. Once these tables
are created in Magic, they remain until you leave Magic or type the command

-extract length clear

which wipes out both tables.

Because extraction of wire lengthsniet performed hierarchically, ghould only be
done in the root cell of a design. Also, because it's not hierarchical, it can take a long
time for long, complex wires such as power and ground nets. This feature is still experi-
mental and subject to change.
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4.2. Resistance

Magic provides for more accurate resistance extraction usingeitieesis com-
mand. :extresis provides a detailedesistance/capacitance descriptifam nets where
parasitic resistance is likely to significantly affect circuit timing.

4.2.1. Tutoria Introduction

To try out the resistance extractor, load in the tetBr. Extract it using.extract,
pause magic, and run ext2sim on the cell with the command

ext2sim tut8r
This should produceut8r.sim, tut8r.nodes, andtut8r.al. Restart magic and type

‘extresistolerance 10

-extresis
This will extract interconnect resistances for any net where the interconnect delay is at
least one-tenth of the transistor delay. Magic should give the messages:

‘extresistolerance 10

-extresis

Adding net2; Tnew = 0.428038ns,Told = 0.3798ns
Adding netl; Tnew = 0.529005ns,Told = 0.4122ns
Total Nets: 7

Netsextracted: 2 (0.285714)

Netsoutput: 2 (0.285714)

These may vary slightly depending on your technology parameters.A@ideng [net]

lines describe which networks for which magic produced resistor netwdrkew is the
estimated delay on the net including the resistor parasitics, wirolel is the delay
without parasitics. The next line describes where magic thinks the slowest node in the net
is. The final 3 lines give a brief summary of the total number of nets, the nets requiring
extraction, and the number for which resistors were added to the output.

Running the resistance extractor also produced thecdlleres.ext. To produce a
.aim file containing resistors, quit magic and type:

cat tut8r.ext tut8r.res.ext >tut8r.2.ext
ext2sim -R -t! -t# tut8r.2

Comparing the two filesut8r.sim andtut8r.2.sim, shows that the latter has the nodes
netl and net2 split into several parts, with resistors added to connect the new nodes
together.

4.2.2. General Noteson using theresistance extractor

To use:extresis, the circuit must first be extracted usingxtract and flattened
using ext2sim. When ext2sim is run, do not use ti#eand-t! flags (i.e. don’t trim the
trailing "#" and "!" characters) or theR flag becauseextresis needs thesm and .ext
names to correspond exactly, and it needs the lumped resistance values that the extractor
produces. Also, do not delete or rename tades file; :extresis needs this to run. Once
the.sim and.nodes files have been produced, type the commaexdr esis while running



Magic Tutorial #8: Circuit Extraction September 19, 1990

magic on the root cell. As the resistance extractor runs, it will identify which nets (if
any) for which it is producing RC networks, and will identify what it thinks is the
"slowest" point in the network. When it completes, it will print a brief summary of how
many nets it extracted and how many required supplemental networks. The resistance
networks are placed in the fit@ot.res.ext. To produce asim file with the supplemental
resistors, typecat root.ext root.res.ext >newname.ext, and then rerurext2sim on the

new file. During this seconext2sim run, the-t flag may be used.

Like extraction of wire lengths, resistance extractionn@s performed hierarchi-
cally; it should only be done in the root cell of a design and can take a long time for com-
plex wires.

4.2.3. Options, Features, Caveats and Bugs
The following is a list of command line options and the arguments that they take.

tolerance [value] - This controls how large the resistance in a network must be
before it is added to the output descriptioralue is defined as the minimum ratio of
transistor resistance to interconnect resistance that requires a resistance network. The
default value is 1; values less than 1 will cause fewer resistors to be output and will make
the program run faster, while values greater than 1 will produce more a larger, more
accurate description but will run slower.

all - Causes all nets in the circuit to be extracted; no comparison between transistor
size and lumped resistance is performed. This option is not recommended for large
designs.

simplify [on/off] - Turns on/off the resistance network simplification routines.
Magic normally simplifies the resistance network it extracts by removing small resistors;
specifying this flag turns this feature off.

extout [on/off] - Turns on and off the writing of the root.res.ext file. The default
value is on.

lumped [on/off] - Turns on the writing of root.res.lump. This file contains an
updated value of the lumped resistance for each netéktrtesis extracts.

silent [on/off] - This option suppresses printing of the name and location of nets for
which resistors are produced.

skip mask - Specifies a list of layers that the resistance extractor is to ignore.
help - Print brief list of options.

Attribute labels may also be used to specify certain extractor options. For a descrip-
tion of attributes and how they work, see tutorial 2. Following is a description of
-extresis attributes.

res.skip@ - Causes this net to be skipped. This is useful for avoiding extraction of
power supplies or other DC signals that are not labeled Vdd or GND.

res.force@ - Forces extraction of this net regardless of its lumped resistance value.
Nets with both skip and force labels attached will cause the extractor to complain.

res:min=[value] @ - Sets the smallest resistor size for this net. The default value is
the resistance of the largest driving transistor divided by the tolerance described above.
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res.drive@ - Nets with no driving transistors will normally not be extracted. This
option allows the designer to specify from where in the net the signal is driven. This is
primarily useful when extracting subcells, where the transistors driving a given signal
may be located in a different cell.

4.2.4. Technology File Changes

Certain changes must be made in the extract section of the technology file to sup-
port resistance extraction. These include thesist and contact lines, plus a small
change to the fet line. Full details can be found in Magic Maintainer's Manual #2. The
only thing to note is that, contrary to the documentation,gteap andgscap parts of the
fet line MUST be set; the resistance extractor uses them to calculate RC time constants
for the circuit.

5. Extraction Details and Limitations

This section explores in greater depth what gets extracted by Magic, as well as the
limitations of the circuit extractor. A detailed explanation of the format of.&xé files
output by Magic may be found in the manual pagd(5). “Magic Maintainer’s
Manual #2: The Technology File” describes how extraction parameters are specified for
the extractor.

Figure 1. Each node extracted by Magic has a lumped resistBhaed a lumped capaci-
tanceC to the substrate. These lumped values can be interpreted as in the diagram above, in
which each device connected to the node is attached to one of the pdnts, N.

5.1. Nodes

Magic approximates the pieces of interconnect between transistors as “nodes”. A
node is like an equipotential region, but also includes a lumped resistance and capaci-
tance to substrate. Figure 1 shows how these lumped values are intended to be inter-
preted by the analysis programs that use the extracted circuit.

Each node in an extracted circuit has a name, which is either one of the labels
attached to the geometry in the nodeaifly exist, or automaticallgenerated by the
extractor. These latter names are always of the form y#, wherep, x, andy are
integerse.g., 3 104 _17#. If a label ending in the charactel™is attached to a node, the
node is considered to be a “global”. Post-processing programs suekizssm (1) will
check to ensure that nodes in different cells that are labelled with the same global name
are electricallyconnected.
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Nodes may have attributes attached to them as well as names. Node attributes are
labels ending in the special characte®", and provide a mechanism for passing infor-
mation to analysis programs suchaagstal (1). The man pagext (5) provides additional
information about node attributes.

5.2. Resistance

Magic extracts a lumped resistance for each node, rather than a point-to-point resis-
tance between each pair of devices connected to that node. The result is that all such
point-to-point resistances are approximated by the worst-case resistance between any two
points in that node.

By default, node resistances are approximated rather than computed exactly. For a
node comprised entirely of a single type of material, Magic will compute the node’s total
perimeter and area. It then solves a quadratic equation to find the width and height of a
simple rectangle with this same perimeter and area, and approximates the resistance of
the node as the resistance of this “equivalent” rectangle. The resistance is always taken
in the longer dimension of the rectangle. When a node contains more than a single type
of material, Magic computes an equivalent rectangle for each type, and then sums the
resistances as though the rectangles were laid end-to-end.

This approximation for resistance does not take into account any branching, so it
can be significantly in error for nodes that have side branches. Figure 2 gives an exam-
ple. For global signal trees such as clocks or power, Magic’s estimate of resistance will
likely be several times higher than the actual resistance between two points.

1@@2 15
(@) (b)

a

Figure 2. Magic approximates the resistance of a node by assuming that it is a simple wire.
The length and width of the wire are estimated from the node’s perimeter and area. (a) For
non-branching nodes, this approximation is a good one. (b) The computed resistance for
this node is the same as for (a) because the side branches are counted, yet the actual resis-
tance between points 1 and 2 is significantly less than in (a).

The approximated resistance also does not lend itself well to hierarchical adjust-
ments, as does capacitancko allow programs likeext2sim to incorporate hierarchical
adjustments into a resistance approximation, each node imxthile also contains a per-
imeter and area for each “resistance class” that was defined in the technology file (see
“Maintainer’s Manual #2: The Technology File,” arext (5)). When flattening a circuit,
ext2sim uses this information along with adjustments to perimeter and area to produce
the value it actually uses for node resistance.
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If you wish to disable the extraction of resistances and node perimeters and areas,
use the command

:extract noresistance

which will cause all node resistances, perimeters, and areas iexthide to be zero. To
re-enable extraction of resistance, use the command

:extract do resistance.

Sometimes it’'s important that resistances be computed more accurately than is pos-
sible using the lumped approximation above. Magiedresist command does this by
computing explicit two-terminal resistors and modifying the circuit network to include
them so it reflects more exactly the topology of the layout. See the sectiAdanced
Extraction for more details on explicit resistance extraction wigktr esist.

buried

[ diff-buried perim

diffusion

rr

Figure 3. Each type of edge has capacitance to substrate per unit length. Here, the
diffusion-space perimeter of 13 units has one value per unit length, and the diffusion-buried
perimeter of 3 units another. In addition, each type of material has capacitance per unit
area.

diff-space perim

5.3. Capacitance

Capacitance to substrate comes from two different sources. Each type of material
has a capacitance gubstrate per unit area. Each type of edge (i.e, each pair of types)
has a capacitance substrate per unit length. See Figure 3. The computation of capaci-
tance may be disabled with

-extract no capacitance

which causes all substratapacitance values in thext file to be zero. It may be re-
enabled with

-extract do capacitance.
Internodal capacitanceomes from three sources, as shown in Figure 4. When
materials of two different types overlajne capacitance teubstrate of the one on top (as

determined by the technology) is replaced byirtiernodal capacitance tbe one on the
bottom. Its computation may be disabled with

-10 -
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-extract no coupling

which will also cause the extractor to run 30% to 50% faster. Extraction of coupling
capacitances can be re-enabled with

-extract do coupling.

(metal) sidewalt (metal)
! |
overlap sidewall overlap (oxide)

(poly)

Figure 4. Magic extracts three kinds of internodal coupling capacitance. This figure is a
cross-section (side view, not a top view) of a set of masks that shows all three kinds of
capacitance.Overlap capacitance is parallel-plate capacitance between two different kinds
of material when they overlapSdewall capacitance is parallel-plate capacitance between
the vertical edges of two pieces of the same kind of mateBalewall overlap capacitance

is orthogonal-plate capacitance between the vertical edge of one piece of material and the
horizontal surface of another piece of material that overlaps the first edge.

Whenever material from two subcells overlaps or abuts, the extractor computes
adjustments to substratapacitance, coupling capacitance, ande perimeter and area.
Often, these adjustments make little difference to the type of analysis you are perform-
ing, as when you wish only to compare netlists. Even when running Crystal for timing
analysis, the adjustments can make less than a 5% difference in the timing of critical
paths in designs with only a small amount of inter-cell overlap. To disable the computa-
tion of these adjustments, use
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poly
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Figureb.

(a) When transistors are rectangular, it is possible to comp(Wé exactly. Heregateper-
im =4, srcperim =6, drainperim =6, andL/W =2/6. (b) The L/W of non-branching
transistors can be approximated. Heeteperim =4, srcperim =6, drainperim =10. By
averagingsrcperim anddrainperim we getL /W =2/8. (c) TheL/W of branching transis-
tors is not well approximated. Hergateperim =16, srcperim =2, drainperim = 2.
Magic’s estimate of_/W is 82, whereas in fact because of current spreaditigs effec-
tively larger than 2 andl effectively smaller than 8, sb/W is overestimated.

-extract no adjustment

which will result in approximately 50% faster extraction. This speedup is not entirely
additive with the speedup resulting frorextract no coupling. To re-enable computa-
tion of adjustments, usextract do adjustment.

5.4. Transistors

Like the resistances of nodes, the lengths and widths of transistors are approxi-
mated. Magic computes the contribution to the total perimeter by each of the terminals
of the transistor. See Figure 5. For rectangular transistors, this yields an.é¥actrFor
non-branching, non-rectangular transistors, it is still possible to approxinfatefairly
well, but substantial inaccuracies can be introduced if the channel of a transistor contains
branches. Since most transistors are rectangular, however, Magic’s approximation works
well in practice.

In addition to having gate, source, and drain terminals, MOSFET transistors also
have a substrate terminal. By default, this terminal is connected to a global node that
depends on the transistor’'s type. For example, p-channel transistors might have a sub-
strate terminal oV dd!, while n-channel transistors would have onez3iD!. However,
when a transistor is surrounded by explicit “well” material (as defined in the technology
file), Magic will override the default substrate terminal with the node to which the well
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Type Loc AP Subs Gate Source Drain
fet nfet 59160 2 812 GND! Mid2 N3  Out40 Vss#04 0
fet nfet 36 137 2 812  Float Mid1K2  Mid240 Vss#04 0
fet nfet 4152 812 Vss#0 In 4N1 Mid140 Vss#04 0

fetpfet 59256026 812  Vdd! Mid2B3  Vdd#040 Out40
fetpfet 36253726 812 VBias Mid1lB2  VvVdd#040 Mid240
fet pfet 425526 812 Vdd#0 InR1 Vdd#040 Mid140

Table 1. The transistor section o6it8l.ext.

material is connected. This has several advantages: it allows simulation of analog cir-
cuits in which wells are biased to different potentials, and it provides a form of checking
to ensure that wells in a CMOS process are explicitly tied to the appropriate DC voltage.

Transistor substrate nodes are discovered by the extractor only if the transistor and
the overlapping well layer are in the same cell. If they appear in different cells, the
transistor’s substrate terminal will be set to the default for the type of transistor.

Load the celltut8l, extract it, and look at the fileut8l.ext. Table 1 shows the lines
for the six transistors in the file. You'll notice that the substrate terminals $ihs
column) for all transistors are different. Since each transistor in this design has a dif-
ferent gate attribute attached to it (shown in bold in the tadte, N1, P2, etc), we’ll use
them in the following discussion.

The simplest two transistors aN3 and P3, which don’t appear in any explicitly
drawn wells. The substrate terminals for these @MND! andVVdd! respectively, since
that's what the technology file says is the default for the two types of transitdrand
P1 are standard transistors that lie in wells tied to the ground and power rails, labelled in
this cell asVss#0 and Vdd#0 respectively. (They're not labelleGND! andVdd! so
you'll see the difference betwedil andN3). P2 lies in a well that is tied to a different
bias voltageVBias, such as might occur in an analog design. Findlg,is in a well
that isn’t tied to any wire. The substrate node appearsleat because that's the label
that was attached to the well surroundiNg.

The ability to extract transistor substrate nodes allows you to perform a simple
check for whether or not transistors are in properly conneagd grounded) wells. In a
p-well CMOS process, for example, you might set the default substrate node for n-
channel transistors to be some distinguished global node other than geagindlSub-
strateNode!. You could then extract the circuit, flatten it usimgt2spice(1) (which
preserves substrate nodes, unlé#?2sim(1) which ignores them), and look at the sub-
strate node fields of all the n-channel transistors: if there were any whose substrate nodes
weren’'t connected t&ND!, then these transistors appear either outside of any explicit
well (their substrate nodes will be the defaultNBubstrateNode), or in a well that isn’t
tied toGND! with a substrate contact.

6. Extraction styles

Magic usually knows several different ways to extract a circuit from a given layout.
Each of these ways is calledstyle. Different styles can be used to handle different
fabrication facilities, which may differ in the parameters they have for parasitic
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capacitance antksistance. For a scalable technology, such as the detandis, there

can be a different extraction style for each scale factor. The exact number and nature of
the extraction styles is described in the technology file that Magic reads when it starts.
At any given time, there is one current extraction style.

To print a list of the extraction styles available, type the command
-extract style.

The scmos technology currently has the styleambda=1.5, lambda=1.0, and
lambda=0.6, though this changes over time as technology evolves. To change the
extraction style tastyle, use the command

-extract style style

Each style has a specific scale factor between Magic units and physicaleuits (
microns); you can’t use a particular style with a different scale factor. To change the
scalefactor, you'll have to edit the appropriate style inaki act section of the technol-
ogy file. This process is described in “Magic Maintainer’'s Manual #2: The Technology
File.”

7. Flattening Extracted Circuits

Unfortunately, very few tools exist to take advantage oféki€5) format files pro-
duced by Magic’s extractor. To use these files for simulation or timing analysis, you will
most likely need to convert them to a flattened format, sucinaés) or spice(5).

There are several programs for flattenmq(5) files. Ext2sim(1) producesim(5)
files suitable for use witlerystal (1), essm(1), orrsim(1). Ext2spice(1) is used to pro-
ducespice(5) files for usewith the circuit-level simulatospice(1). Finally, extcheck (1)
can be used to perform connectivity checking and will summarize the number of
flattened nodes, transistors, capacitors, and resistors in a circuit. All of these programs
make use of a library known atflat (3), so the conventions for each and the checks
they perform are virtually identical. The documentation dgicheck covers the options
common to all of these programs.

To see howext2sim works, load the celtut8n and expand all theéutm subcells.
Notice how theGND! bus is completely wired, but tRédd! bus is in three disconnected
pieces. Now extract everything witlextract, then exit Magic and rumxt2sim tut8n.
You'll see the following sort of output:
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*** Global name Vdd! not fully connected:
One portion containsthe names:
left/Vdd!
The other portion containsthe names:
center/Vdd!
I”m merging the two piecesinto a single node, but you
should be sure eventually to connect them in the layout.

*** Global name Vdd! not fully connected:
One portion containsthe names:
left/Vdd!
center/Vdd!
The other portion containsthe names:
right/vdd!
I”m merging the two piecesinto a single node, but you
should be sure eventually to connect them in the layout.

Memory used: 56k

The warning messages are telling you that the global ndda isn’t completely wired

in the layout. The flattener warns you, but goes ahead and connects the pieces together
anyway to allow you to simulate the circuit as though it had been completely wired. The
output of ext2sm will be three files: tut8n.sm, tut8n.al, and tut8n.nodes, see
ext2zsim(1) or sim(5) for more information on the contents of these filesM&gic
Tutorial #11. Using RSIM with Magic” explains how to use the output axt2sim

with the switch-level simulator,sim(1).
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John Ouster hout

Computer Science Division
Electrical Engineering and Computer Sciences
University of California
Berkeley, CA 94720

(Updated by others, too.)

Thistutorial corresponds to Magic version 6.

Tutorialstoread first:

Magic Tutorial #1: Getting Started
Magic Tutoria #2: Basic Painting and Selection
Magic Tutorial #4: Cell Hierarchies

Commandscovered in thistutorial:
:cama, :cif

Macros covered in thistutorial:
None.

1. Basics

CIF (Cdtech Intermediate Form) and Cama Stream Format are standard layout
description languages used to transfer mask-level layouts between organizations and
design tools. Thistutorial describes how Magic can be used to read and write filesin CIF
and Stream formats. The version of CIF that Magic supports is CIF 2.0; it is the most
popular layout language in the university design community. The Calma format that
Magic supports is GDS Il Stream format, version 3.0, corresponding to GDS Il Release
5.1. This is probably the most popular layout description language for the industrial
design community.

To write out a CIF file, place the cursor over a layout window and type the com-
mand
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-cif
This will generate a CIF file called name.cif, where name is the name of the root cell in

the window. The CIF file will contain a description of the entire cell hierarchy in that
window. If you wish to use a name different from the root cell, type the command

cif writefile

This will store the CIF in file.cif. Start Magic up to edit tut9a and generate CIF for that
cell. The CIF file will be in ASCII format, so you can use Unix commands like more
and vi to see what it contains.

To read a CIF file into Magic, place the cursor over a layout window and type the
command

:cif read file

This will read the file file.cif (which must be in CIF format), generate Magic cells for the
hierarchy described in the file, make the entire hierarchy a subcell of the edit cell, and
run the design-rule checker to verify everything read from the file. Information in the
top-level cell (usually just acall onthe‘“main’’ cell of the layout) will be placed into the
edit cell. Start Magic up afresh and read in tut9a.cif, which you created above. It will be
easier if you always read CIF when Magic has just been started up: if some of the cells
aready exist, the CIF reader will not overwrite them, but will instead use numbers for
cell names.

To read and write Stream-format files, use the commands :calma read and :calma,
respectively. These commands have the same effect as the CIF commands, except that
they operate on files with .strm extensions. Stream is a binary format, so you can’'t
examine .strm files with a text editor.

Stream files do not identify atop-level cell, so you won’t see anything on the screen
after you've used the :calma read command. You'll have to use the :load command to
look at the cells you read. However, if Magic was used to write the Calma file being
read, the library name reported by the :calma read command is the same as the name of
the root cell for that library.

Also, Calma format places some limitations on the names of cells: they can only
contain aphanumeric characters, *‘$’, and ** ", and can be at most 32 characters long.
If the name of a cell does not meet these limitations, :calma write converts it to a unique
name of the form ___ n, where nisasmall integer. To avoid any possible conflicts, you
should avoid using names like these for your own cells.

You shouldn’'t need to know much more than what's above in order to read and
write CIF and Stream. The sections below describe the different styles of CIF/Calma
that Magic can generate and the limitations of the CIF/Cama facilities (you may have
noticed that when you wrote and read CIF above you didn’t quite get back what you
started with; Section 3 describes the differences that can occur). Although the discus-
sion mentions only CIF, the same features and problems apply to Calma.
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2. Styles

Magic usually knows severa different ways to generate CIF/Calma from a given
layout. Each of these ways is called a style. Different styles can be used to handle dif-
ferent fabrication facilities, which may differ in the names they use for layers or in the
exact mask set required for fabrication. Different styles can be also used to write out
CIF/Cama with dlightly different feature sizes or design rules. CIF/Cama styles are
described in the technology file that Magic reads when it starts up; the exact number and
nature of the styles is determined by whoever wrote your technology file. There are
separate styles for reading and writing CIF/Calma; at any given time, there is one current
input style and one current output style.

The standard SCMOS technology file provides an example of how different styles
can be used. Start up Magic with the SCMOS technology (magic -Tscmos). Then type
the commands

.cif ostyle

-cif istyle
The first command will print out a list of al the styles in which Magic can write
CIF/Cama (in this technology) and the second command prints out the styles in which
Magic can read CIF/Calma. You use the :cif command to change the current styles, but
the styles are used for both CIF and Calma format conversion. The SCMOS technology
file provides several output styles. The initial (default) style for writing CIF is
lambda=1.0(gen). This style generates mask layers for the MOSIS scalable CMOS pro-
cess, where each Magic unit corresponds to 1 micron and both well polarities are gen-
erated. See the technology manua for more information on the various styles that are
available. You can change the output style with the command

.cif ostyle newStyle

where newStyle is the new style you'd like to use for output. After this command, any
future CIF or Calma files will be generated with the new style. The :cif istyle command
can be used in the same way to see the available styles for reading CIF and to change the
current style.

Each style has a specific scalefactor; you can’t use a particular style with a different
scalefactor. To change the scalefactor, you'll have to edit the appropriate style in the
cifinput or cifoutput section of the technology file. This processis described in ‘*Magic
Maintainer’s Manual #2: The Technology File.”’

3. Rounding

The units used for coordinates in Magic are generally different from those in CIF
files. In Magic, most technology files use lambda-based units, where one unit is typically
half the minimum feature size. In CIF files, the units are centimicrons (hundredths of a
micron). When reading CIF and Calma files, an integer scalefactor is used to convert
from centimicrons to Magic units. If the CIF file contains coordinates that don’t scale
exactly to integer Magic units, Magic rounds the coordinates up or down to the closest
integer Magic units. A CIF coordinate exactly halfway between two Magic units is
rounded down. The fina authority on rounding is the procedure CIFScaleCoord in the
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file cif/ClFreadutils.c When rounding occurs, the resulting Magic file will not match the
CIFfile exactly.

Technology files usually specify geometrical operations such as bloating, shrinking,
and-ing, and or-ing to be performed on CIF geometries when they are read into Magic.
These geometrical operations are all performed in the CIF coordinate system (centimi-
crons) so there is no rounding or loss of accuracy in the operations. Rounding occurs
only AFTER the geometrical operations, at the last possible instant before entering paint
into the Magic database.

4. Non-Manhattan Geometries

Magic only supports Manhattan features. When CIF or Calma files contain non-
Manhattan features, they are approximated with Manhattan ones. The approximations
occur for wires (if the centerline contains non-Manhattan segments) and polygons (if the
outline contains non-Manhattan segments). In these cases, the non-Manhattan segments
are replaced with one or more horizontal and vertical segments before the figure is pro-
cessed. Conversion is done by inserting a one-unit stairstep on a 45-degree angle until a
point is reached where a horizontal or vertical line can reach the segment’s endpoint.
Some examples are illustrated in the figure below: in each case, the figure on the left is
the one specified in the CIF file, and the figure on the right is what results in Magic.

CIF Wire Resulting Magic Shape

CIF Polygon Resulting Magic Shape

The shape of the Magic stairstep depends on the order in which vertices appear in the
CIF or Cama file. The stairstep is made by first incrementing or decrementing the x-
coordinate, then incrementing or decrementing the y-coordinate, then x, then y, and so
on. For example, in the figure above, the polygon was specified in counter-clockwise
order; if it had been specified in clockwise order the result would have been dightly dif-
ferent.



Magic Tutorial #9: Format Conversion for CIF and Calma September 19, 1990

An additional approximation occurs for wires. The CIF wire figure assumes that
round caps will be generated at each end of the wire. In Magic, square caps are gen-
erated instead. The top example of the figure above illustrates this approximation.

5. Other Problemswith Reading and Writing CIF

You may have noticed that when you wrote out CIF for tut9a and read it back in
again, you didn’t get back quite what you started with. Although the differences
shouldn’t cause any serious problems, this section describes what they are so you' [l know
what to expect. There are three areas where there may be discrepancies. labels, arrays,
and contacts. These areillustrated in tut9b. Load this cell, then generate CIF, then read
the CIF back in again. When the CIF isread in, you'll get a couple of warning messages
because Magic won't allow the CIF to overwrite existing cells. it uses new numbered
cellsinstead (thisiswhy you should normally read CIF with a*‘clean date’’; in this case
it's convenient to have both the original and reconstructed infromation present at the
same time; just ignore the warnings). The information from the CIF cell appears as a
subcell named 1 right on top of the old contents of tut9b; select 1, move it below tut9b,
and expand it so you can compare its contents to tut9b.

The first problem area is that CIF normally allows only point labels. By default,
where you have line or box labels in Magic, CIF labels are generated at the center of the
Magic labels. The label in in tut9y isan example of aline label that gets smashed in the
CIF processing. The command

.cif arealabelsyes

sets a switch telling Magic to use an extension to cif to output area-labels. Thisis not the
default since many programs that take CIF as input do not understand this extension.

If you are reading a CIF file created by a tool other than Magic, there is an addi-
tional problems with labels. The CIF label construct (‘‘94 label x y layer’’) has an
optional layer field that indicates the layer to which alabel is attached. If reading a CIF
file generated by Magic, this field is always present and so a label’s layer is unambigu-
ous. However, if the field is absent, Magic must decide which layer to use. It does this
by looking to see what Magic layers lie beneath the label after the CIF has been read in.
When there are several layers, it chooses the one appearing LATEST in the types section
of the technology file. Usually, it’s possible to ensure that the right layer is used by plac-
ing signal layers (such as metal, diffusion, and poly) later in the types section than layers
such as pwell or nplus. However, sometimes Magic will still pick the wrong layer, and it
will be up to you to move the label to the right layer yourself.

The second problem is with arrays. CIF has no standard array construct, so when
Magic outputs arrays it does it as a collection of cell instances. When the CIF fileisread
back in, each array element comes back as a separate subcell. The array of tut9y cellsis
an example of this. Most designs only have afew arrays that are large enough to matter;
where this is the case, you should go back after reading the CIF and replace the multiple
instances with a single array. Calma format does have an array construct, so it doesn’t
have this problem.

The third discrepancy is that where there are large contact areas, when CIF is read
and written the area of the contact may be reduced dlightly. This happened to the large
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poly contact in tut9b. The shrink doesn’t reduce the effective area of the contact; it just
reduces the area drawn in Magic. To see what's happening here, place the box around
tut9b and 1, expand everything, then type

:cif see CCP

This causes feedback to be displayed showing CIF layer ‘**CCP’ (contact cut to poly).
You may have to zoom in a bit to distinguish the individual via holes. Magic generates
lots of small contact vias over the area of the contact, and if contacts aren’t exact multi-
ples of the hole size and spacing then extra space is |eft around the edges. When the CIF
is read back in, this extra space isn’t turned back into contact. The circuit that isread in
is functionally identical to the original circuit, even though the Magic contact appears
dightly smaller.

There is an additional problem with generating CIF having to do with the cell
hierarchy. When Magic generates CIF, it performs geometric operations such as
“‘grow’’ and ‘*shrink’’ on the mask layers. Some of these operations are not guaranteed
to work perfectly on hierarchical designs. Magic detects when there are problems and
creates feedback areas to mark the trouble spots. When you write CIF, Magic will warn
you that there were troubles. These should almost never happen if you generate CIF
from designs that don’t have any design-rule errors. If they do occur, you can get around
them by writing cif with the following command

:cif flat fileName

This command creates an internal version of the design with hierarchy removed, before
outputing CIF as in cif write. An alternative approach that does not require flattening is
to modify the technology file in use. Read ‘*Magic Maintainers Manual #2: The Tech-
nology File’, if you want to try this approach.
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This tutorial corresponds to Magic version 6, and Irouter version 0.6.

Tutorialsto read first:

Magic Tutorial #1: Getting Started
Magic Tutorial #2: Basic Painting and Selection
Magic Tutorial #4: Cell Hierarchies

Commandscovered in thistutorial:
siroute

Macr os covered in thistutorial:
Cntl-R, Cntl-N

1. Introduction

The Magic interactive routeidyouter, provides an interactive interface to Magic’s
internal maze router. It is intended as an aid to manual routing. Routing is done one
connection at a time, the user specifying a starting point and destination areas prior to
each connection. The user determines the order in which signals are routed and how
multi-point nets are decomposed into point-to-area connections. In addition parameters
and special Magidint layers permit the user to control the nature of the routes. Typi-
cally the user determines the overall path of a connection, and leaves the details of satis-
fying the design-rules, and detouring around or over minor obstacles, to the router.

The interactive router is not designed for fully automatic routing: interactions
between nets are not considered, and net decomposition is not automatic. Thus netlists
are generally not suitable input for the Irouter. However it can be convenient to obtain
endpoint information from netlists. THeet2ir program uses netlist information to gen-
erate commands to the lrouter with appropriate endpoints for specified signals. Typically
a user might setup parameters and hints to river-route a set of connections, and then
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generate Irouter commands with the appropriate endpoints via Net2ir. For details on
Net2ir see the manual paget2ir(1).

This tutorial provides detailed information on the use of the Irouter. On-line help,
Irouter subcommands, Irouter parameters, and hint-layers are explained.

2. Getting Started - ‘Cntl-R’, ‘Cntl-N’, “:iroute’ and *:iroute help’
To make a connection with the Irouter, place the cursor over one end of the desired
connection (thestart-point) and the box at the other end (thlestination-area). Then

type
Cntl-R

Note that the box must be big enough to allow the route to terminate entirely within it. A
design-rule correct connection between the cursor and the box should appear. The macro

Cntl-R
and the long commands

siroute
siroute route
are all equivalent. They invoke the Irouter to connect the cursor with the interior of the

box. Note that the last connection is always left selected. This allows further terminals
to be connected to the route with the second Irouter m&md-N. Try typing

Cntl-N

A connection between the cursor and the previous route should appear. In gemidral
N routes from the cursor to the selection.
There are a number of commands to set parameters and otherwise interact with the
Irouter. These commands have the general form
:iroute subcommand [arguments]
For a list of subcommands and a short description of each, type
:iroute help
Usage information on a subcommand can be obtained by typing
:iroute help [subcommand)]

As with Magic in general, unique abbreviations of subcommands and most of their argu-
ments are permitted. Case is generally ignored.

3. :Undo and Cntl-C

As with other Magic commands, the results:aofoute can be undone withundo,
and if the Irouter is taking too long it can be interrupted witht|-C. This makes it easy
to refine the results of the Irouter by trial and error. If you don't like the results of a
route, undo it, tweak the Irouter parameters or hints you are using and try again. If the
Irouter is taking too long, you can very likely speed things up by interrupting it, resetting
performance related parameters, and trying again. The details of parameters and hints
are described later in this document.
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4. More about Making Connections- ‘:iroute route’

Start points for routes can be specified via the cursor, labels, or coordinates. Desti-
nation areas can be specified via the box, labels, coordinates or the selection. In addition
start and destination layers can be specified explicitly. For the syntax of all these options

type
:iroute help route

When a start point lies on top of existing geometry it is assumed that a connection to that
material is desired. If this is not the case, the desired starting layer must be explicitly
specified. When routing to the selection it is assumed that connection to the selected
material is desired. By default, routes to the box may terminate on any active route layer.
If you are having trouble connecting to a large region, it may be because the connection
point or area is too far in the interior of the region. Try moving it toward the edge.
(Alternately see the discussion of thenetration parameter in the wizard section below.)

5. Hints

Magic has three built-in layers for graphical control of the Iroutence (f), mag-
net (mag), androtate (r). These layers can be painted and erased just like other Magic
layers. The effect each has on the Irouter is described below.

5.1. TheFence Layer

The Irouter won't cross fence boundaries. Thus the fence layer is useful both for
carving out routing-regions and for blocking routing in given areas. It is frequently use-
ful to indicate the broad path of one or a series of routes with fence. In addition to guid-
ing the route, the use of fences can greatly speed up the router by limiting the search.

5.2. TheMagnet Layer

Magnets attract the route. They can be used to pull routes in a given direction, e.g.,
towards one edge of a channel. Over use of magnets can make routing slow. In particu-
lar magnets that are long and far away from the actual route can cause performance prob-
lems. (If you are having problems with magnets and performance, see also the discus-
sion of thepenalty parameter in the wizard section below.)

5.3. TheRotate Layer

The Irouter associates different weights with horizontal and vertical routes (see the
layer-parameter section belowThis is so that a preferred routing direction can be esta-
blished for each layer. When two good route-layers are available (as in a two-layer-
metal process) interference between routes can be minimized by assigning opposite pre-
ferred directions to the layers.

The rotate layer locally inverts the preferred directions. An example use of the
rotate layer might involve ah-shaped bus. The natural preferred directions on one leg
of the L are the opposite from the other, and thus one leg needs to be marked with the
rotate layer.
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6. Subcells

As with painting and other operations in Magic, the Irouter’s output is written to the
cell being edited. What the router sees, that is which features act as obstacles, is deter-
mined by the window the route is issued to (or other designated reference window - see
the wizard section.) The contents of subcells expanded in the route window are visible to
the Irouter, but it only sees the bounding boxes of unexpanded subcells. These bounding
boxes appear on a speci@UBCELL pseudo-layer. The spacing parameters to the
SUBCELL layer determine exactly how the Irouter treats unexpanded subcells. (See the
section on spacing parameters below.) By default, the spacings ®MBEELL layer
are large enough to guarantee that no design-rules will be violated, regardless of the con-
tents of unexpanded subcells. Routes can be terminated at unexpanded subcells in the
same fashion that connections to other pre-existing features are made.

7. Layer Parameters- ‘:iroute layers

Route-layers, specified in thenzrouter section of the technology file, are the layers
potentially available to the Irouter for routing. Thayer subcommand gives access to
parameters associated with these route-layers. Many of the parameters are weights for
factors in the Irouter cost-function. The Irouter strives for the cheapest possible route.
Thus the balance between the factors in the cost-function determines the character of the
routes: which layers are used in which directions, and the number of contacts and jogs
can be controlled in this way. But be careful! Changes in these parameters can also pro-
foundly influence performance. Other parameters determine which of the route-layers
are actually available for routing and the width of routes on each layer. It is a good idea
to inactivate route-layers not being used anyway, as this speeds up routing.

The layers subcommand takes a variable number of arguments.
siroute layers
prints a table with one row for each route-layer giving all parameter values.
:iroute layerstype
prints all parameters associated with route-laype.
:iroute layer s type parameter

prints the value ofparameter for layer type. If type is ‘*’, the value ofparameter is
printed for all layers.

:iroute layer s type parameter value

setsparameter to value on layertype. If type is *’, parameter is set tovalue on all
layers.

.iroute layerstype * valuel value2 ... valuen
sets a row in the parameter table.
siroute layers* parameter valuel ... valuen

sets a column in the table.
There are six layer parameters.
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active
Takes the value o¥ES (the default) orNO. Only active layers are used by the
[router.

width
Width of routing created by the Irouter on the given layer. The default is the
minimum width permitted by the design rules.

hcost

Cost per unit-length for horizontal segments on this layer.
vcost

Cost per unit-length for vertical segments.
jogcost

Cost per jog (transition from horizontal to vertical segment).
hintcost

Cost per unit-area between actual route and magnet segment.

8. Contact Parameters - ‘:iroute contacts'

The contacts subcommand gives access to a table of parameters for contact-types
used in routing, one row of parameters per type. The syntax is identical to that of the
layers subcommand described above, and parameters are printed and set in the same
way.

There are three contact-parameters.

active
Takes the value oY ES (the default) oiNO. Only active contact types are used by
the lrouter.

width
Diameter of contacts of this type created by the Irouter. The default is the minimum
width permitted by the design-rules.

cost
Cost per contact charged by the Irouter cost-function.

9. Spacing Parameters - ‘:iroute spacing’

The spacing parameters specify minimum spacings between the route-types (route-
layers and route-contacts) and arbitrary Magic types. These spacings are the design-rules
used internally by the Irouter during routing. Default values are derived frondthe
section of the technology file. These values can be overridden imzheuter section of
the technology file. (See th&lagic Maintainers Manual on Technology Files for
details.) Spacings can be examined and changed at any time witpatieg subcom-
mand. Spacing values can bi¢, O, or positive integers. A value @fil means there is no
spacing constraint between the route-layer and the given type. A valdenefans the
route-layer may not overlap the given type. If a positive value is specified, the Irouter
will maintain the given spacing between new routing on the specified route-layer and
pre-existing features of the specified type (except when connecting to the type at an end-
point of the new route).



Magic Tutorial #10: The Interactive Router September 19, 1990

The spacing subcommand takes several forms.
:iroute spacing
prints spacings for all route-types. (Nil spacings are omitted.)
:irouter spacing route-type
prints spacings foroute-type. (Nil spacings are omitted.)
:iroute spacing route-type type
prints the spacing betweenute-type andtype.
:iroute spacing route-type type value

sets the spacing betweeoute-type andtype to value.

The spacings associated with each route-type are the ones that are observed when
the Irouter places that route-type. To change the spacing between two route-types, two
spacing parameters must be changed: the spacing to the first type when routing on the
second, and the spacing to the second type when routing on the first.

Spacings to theSUBCELL pseudo-type give the minimum spacing between a
route-type and unexpanded subcells. T3¥BCELL spacing for a given route-layer
defaults to the maximum spacing to the route-layer required by the design-rules (in the
drc section of the technology file). This ensures that no design-rules will be violated
regardless of the contents of the subcell. If subcell designs are constrained in a fashion
that permits closer spacings to some layers,SU8CELL spacings can be changed to
take advantage of this.

10. Search Parameters ‘:search’

The Mzrouter search is windowed. Early in the search only partial paths near the
start point are considered; as the search progresses the window is moved towards the
goal. This prevents combinatorial explosion during the search, but still permits the
exploration of alternatives at all stages. Tdgarch subcommand permits access to two
parameters controlling the windowed seandte, andwidth. Therate parameter deter-
mines how fast the window is shifted towards the goal, andvitdth parameter gives
the width of the window. The units are comparable with those used in the cost parame-
ters. If the router is taking too long to complete, try increasiate. If the router is
choosing poor routes, try decreasiraje. The window width should probably be at least
twice the rate.

The subcommand has this form:
:iroute sear ch [parameter] [value]

If value is omitted, the current value is printed, parameter is omitted as well, both
parameter values are printed.

11. Messages- ‘:iroute verbosity’
The number of messages printed by the Irouter is controlled by

:iroute ver bosity value
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If verbosity is set td), only errors and warnings are printed. A valuelofthe default)
results in short messages. A value2afauses statistics to be printed.

12. Version - ‘:iroute version’
The subcommand

iroute version

prints the Irouter version in use.

13. Saving and Restoring Parameters- ‘:iroute save
The command

iroute savefile.ir

saves away the current settings of all the Irouter parameters fiiidile. Parameters can
be reset to these values at any time with the command

:sour cefile.ir

This feature can be used to setup parameter-sets appropriate to different routing contexts.
Note that the extensioir is recommended for Irouter parameter-files.

14. Wizard Parameters- ‘:iroutewizard’

Miscellaneous parameters that are probably not of interest to the casual user are
accessed via th@izard subcommand. The parameters are as follows:

bloom
Takes on a non-negative integer value. This controls the amount of compulsory
searching from a focus, before the next focus is picked based on the cost-function
and window position. In practicé (the default value) seems to be the best value.
This parameter may be removed in the future.

boundsl ncrement
Takes on the valuAUTOMATIC or a positive integer. Determines in what size
chunks the layout is preprocessed for routing. This preprocessing (blockage genera-
tion) takes a significant fraction of the routing time, thus performance may well be
improved by experimenting with this parameter.

estimate
Takes on a boolean value. N (the default) an estimation plane is generated prior
to each route that permits cost-to-completion estimates to factor in subcells and
fence regions. This can be very important to efficient routing. Its rarely useful to
turn estimation off.

expandDests
Takes on a boolean value. TN (not the default) destination areas are expanded to
include all of any nodes they overlap. This is particularly useful if the Irouter is
being invoked from a script, since it is difficult to determine optimal destination
areas automatically.

penalty
Takes on a rational value (default is 1024.0). It is not strictly true that the router
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searches only within its window. Paths behind the window are also considered, but
with cost penalized by the product of their distance to the window and the penalty
factor. It was originally thought that small penalties might be desirable, but experi-
ence, so far, has shown that large penalties work better. In particular it is important
that the ratio between the actual cost of a route and the initial estimate is less than
the value ofpenalty, otherwise the search can explode (take practically forever). If
you suspect this is happening, you can\s&bosity to 2 to check, or just increase

the value ofpenalty. In summary it appears that the value of penalty doesn’'t matter
much as long as it is large (but not so large as to cause overflows). It will probably
be removed in the future.

penetration
This parameter takes the valdé&JTOMATIC or a positive integer. It determines
how far into a blocked area the router will penetrate to make a connection. Note
however the router will in no case violate spacing constraints to nodes not involved
in the route.

window
This parameter takes the val@OMMAND (the default) or a window id (small
integers). It determines the reference window for routes. The router sees the world
as it appears in the reference window, e.g., it sees the contents of subcells expanded
in the reference window. Mvindow is set toCOMMAND the reference window is
the one that contained the cursor when the route was invoked. To set the reference
window to a fixed window, place the cursor in that window and type:

:iroute wizard window .

15. References

[1] M.H. Arnold and W.S. Scott, “An Interactive Maze Router with HintsProceed-
ings of the 25th Design Automation Conference, June 1988, pp. 672-676.
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Tutorialstoread first:

Magic Tutorial #1: Getting Started
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Commandsintroduced in thistutorial:
:getnode, :rsim, :simcmd, :startrsim
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none

1. Introduction

This tutorial explains how to use Magic’s interface to the switch-level circuit simu-
lators, RSIM and IRSIM. The interface is the same for both these simulators and, except
where noted, RSIM refers to IRSIM as well. This interface eliminates the tedium of
mapping node names to objects in the layout and typing node names as RSIM input. It
allows the user to select nodes using the mouse and apply RSIM commands to them or to
display the node values determined by RSIM in the layout itself. You should already be
familiar with using both RSIM and Magic’s circuit extractor. Section 2 describes how to
prepare the files necessary to simulate a circuit. Section 3 describes how to run RSIM
interactively under Magic.Section 4 explains how to determine the node names that
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RSIM uses. Lastly, section 5 explains how to use the RSIM tool in Magic to simulate a
circuit.

2. Preparationsfor Simulation

Magic uses the RSIM input file when it simulates the circuit. Before proceeding
any further, make sure you have the correct versions of the progeeiZ8m andrsim
installed on your system. Important changes have been made to these programs to sup-
port simulation within Magic. To try out this tool on an example, copy all thel1x
cells to your current directory with the following command:

cp “cad/lib/magic/tutorial/tut11* .

The tutlla cell is a simple 4-bit counter using the Magic scmos technology file. Start
Magic on the celtutlla, and extract the entire cell using the command:

;extract all

When this command completes, seveeat files will be created in your current directory
by the extractor. The next step is to flatten the hierarchy into a single representation.
Return to the Unix c-shell by quitting Magic.

The programext2sim is used to flatten the hierarchy. Run this program from the c-
shell by typing:
ext2sim -L -R -c 20 tutlla

This program will create the filut1la.sim in your current directory.

If you are running IRSIM, théutlla.sim can be used directly as input to the simu-
lator and you should skip the next step. Instead, if you will be using RSIM, the last step
is to create the binary representation of the flattened hierarchy by using the program
presim. To do this, type:

presim tutlla.sim tutlla.r sm “cad/lib/scmos150.prm -nostack -nodrops

The third file is the parameter file used by presim for this circuit. The convention at
Stanford is to use the suffixsm when naming the RSIM input file. The fiteit1la.rsm
can also be used as input for running RSIM alone.

3. Using RSIM

Re-run Magic again to edit the celitlla. We'll first learn how to run RSIM in
interactive mode under Magic. To simulate the circuit of tutlla, using IRSIM type the
command:

:rsim scmosl150.prm tutlla.sim
To simulate the circuit of tutlla, using RSIM type the command:
:rsim tutlla.rsm

You should see the RSIM header displayed, followed by the standard RSIM prompt
(rssm> or irsim>, depending on the simulator) in place of the usual Magic prompt; this
means keyboard input is now directed to RSIM. This mode is very similar to running
RSIM alone; one difference is that the user can escape RSIM and then return to Magic.
Also, the mouse has no effect whBSIM is runinteractively under Magic.

-2
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Only one instance of RSIM may be running at any time under Magic. The simula-
tion running need not correspond to the Magic layout; however, as we shall see later,
they must correspond for the RSIM tool to work. All commands typed to the RSIM
prompt should be RSIM commands. We’'ll first run RSIM, then escape to Magic, and
then return back to RSIM. Type the RSIM command

@ tutlla.cmd

to initialize the simulation. (Note there is a" " after the @.) Now tgge clock the cir-

cuit. You should see some information about some nodes displayed, followed by the
time. Set two of the nodes to a logic "1" by typilgRESET_B hold. Step the clock
again by typingc, and RSIM should show that these two nodes now have the value "1."

You can return to Magic without quitting RSIM and then later return to RSIM in the
same state in which it was left. Escape to Magic by typing:

(a single period) to the RSIM prompt. Next, type a few Magic commands to show you're
really back in Magic (signified by the Magic prompt).

You can return to RSIM by typing the Magic commangim without any argu-
ments. Type:

rsim
The RSIM prompt will be displayed again, and you are now back in RSIM in the state

you left it in. Experiment with RSIM by typing some commands. To quit RSIM and
return to Magic, type:

q

in response to the RSIM prompt. You'll know you're back in Magic when the Magic
prompt is redisplayed. If you should interrupt RSIM (typing a control-C), you'll prob-
ably kill it and then have to restart it. RSIM running standalone will also be killed if you
interrupt it. If you interrupt IRSIM (typing a control-C), the simulator will abort what-
ever it's doing (a long simulation run, for example) and return to the command inter-
preter by prompting again witlnsim>.

4. Node Names

It's easy to determine node names under Magic. First, locate the red square region
in the middle right side of the circuit. Move the cursor over this region and select it by
typings. To find out the name for this node, type:

:getnode

Magic should print that the node nameRESET _B. The commandjetnode prints the
names of all nodes in the current selection. Move the cursor over the square blue region
in the upper right corner and add this node to the current selection by tfoiriype
:getnode again, and Magic should print the names of two nodes; the blue node is named
hold. You can also print aliases for the selected nodes. Turn on name-aliasing by typing:

:getnode alias on
Select the red node again, and tyggetnode. Several names will be printed; the last

-3-
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name printed is the one RSIM uses, so you should use this name for RSIM. Nogetthat
node is not guaranteed to print all aliases for a node. Only those alises generated when
the RSIM node name is computed are printed. However, most of the alaiases will usually
be printed. Printing aliases is also useful to monitor the name search,geimoele can

take several seconds on large nodes. Turn off aliasing by typing:

:getnode alias off

getnode works by extracting a single node. Consequently, it can take a long time to
compute the name for large nodes, suclvdd or GND. Select the horizontal blue strip
on top of the circuit and rungetnode on this. You'll find that this will take about six
seconds fogetnode to figure out that this i%/dd. You can interrupgetnode by typing
“C (control-C), andgetnode will return the "best" name found so far. There is no way to
tell if this is an alias or the name RSIM expects unlgasode is allowed to complete.
To prevent these long name searches, you cagéaiibde to quit its search when certain
names are encountered. Type:

:getnode abort Vdd

Select the blue strip on top of the circuit and typgetnode. You'll notice that the name

was found very quickly this time, argktnode tells you it aborted the search @tid. The

name returned may be an alias instead of the the one RSIM expects. In this example, the
abort option togetnode will abort the name search on any name found where the last
component of the node name Y&ld. That is, getnode will stop if a name such as
"miasma/crockydd" or "hoohakdd" is found.

You can abort the search on more than one name; now:tgheode abort GND.
Select the bottom horizontal blue strip in the layout, and tysenode. The search will
end almost immediately, since this nodésNID. getnode will now abort any node name
search when eitheévdd or GND is found. The search can be aborted on any name; just
supply the name as an argumenfgginode abort. Remember that only the last part of
the name counts when aborting the name search. To cancel all name aborts and resume
normal name searches, type:

:getnode abort

getnode will no longer abort the search on any names, and it will churn away unless
interrupted by the user.

5. RSIM Tool

You can also use the mouse to help you run RSIM under Magic. Instead of typing
node names, you can just select nodes with the mouse, tell RSIM what to do with these
nodes, and let Magic do the rest. Change tools by typing:

:tool rsim

or hit the space bar until the cursor changes to a pointing hand. The RSIM tool is active
when the cursor is this hand. The left and right mouse buttons have the same have the
same function as the box tool. You use these buttons along with the select command to
select the nodes. The middle button is different from the box tool. Clicking the middle
button will cause all nodes in the selection to have their logical values displayed in the
layout and printed in the text window. We need to have RSIM running in order to use
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this tool. Start RSIM by typing:
sstartrsim tutlla.rsm

The .rsm file you simulate must correspond to the root cell of the layout. If not, Magic
will generate node names that RSIM will not understand and things won't work properly.
If any paint is changed in the circuit, the circuit must be re-extracted and arsewfile

must be created to reflect the changes in the circuit.

Magic will print the RSIM header, but you return to Magic instead of remaining in
RSIM. This is an alternate way of starting up RSIM, and it is equivalent to the command
rsim tutlla.rsm and typing a period.] to the RSIM prompt, escaping to Magic. We
need to initialize RSIM, so get to RSIM by typingsim and you’ll see the RSIM prompt
again. As before, typé@ tutlla.cmd to the RSIM prompt to initialize everything. Type
a period () to return to Magic. We are now ready to use the RSIM tool.

As mentioned earliertutlla is a 4-bit counter. We’'ll reset the counter and then
step it using the RSIM tool. Locate the square blue area on the top right corner of the cir-
cuit. Place the cursor over this region and select it. Now click the middle button, and the
RSIM value for this node will be printed in both the text window and in the layout.
Magic/RSIM will report that the node is namédld and that its current value . You
may not be able to see the node value in the layout if you are zoomed out too far. Zoom
in closer about this node if necessary. Try selecting other nodes, singly or in groups and
click the middle button to display their values. This is an easy way to probe nodes when
debugging a circuit.

Selecthold again (the blue square). This node must be a "1" before resetting the
circuit. Make sure this is the only node in the current selection. Type:

:simemd h
to setittoa"1." Step the clock by typing:
:ssmcmd ¢

Click the middle button and you will see that the node has been set to a "1." The Magic
commandsimcemd will take the selected nodes and use them as RSIM input. These uses
of simcmd are like typing the RSIM commands hold followed by c. The arguments
given to ssmcmd are normal RSIM commands, arsimemd will apply the specified
RSIM command to each node in the current selection. Try RSIM commands on this node
(such ag? or d) by using the command as an argumengitocmd.

You can enter RSIM interactively ainy time by simply typingrsim. To continue
using the RSIM tool, escape to Magic by typing a perigdd the RSIM prompt.

The nodeRESET B must be set to a "0." This node is the red square area at the
middle right of the circuit. Place the cursor over this node and select it. Type the Magic
commandssimemd | followed by:simemd c to set the selected node to a "0." Click the
middle mouse button to check that this node is now "0." Step the clock once more to
ensure the counter is reset. Do this using:8m@cmd ¢ command.

The outputs of this counter are the four vertical purple strips at the bottom of the
circuit. Zoom in if necessary, select each of these nodes, and click the middle button to
check that all are "0." Each of these four nodes is labbled. If they are all not "0",
check the circuit to make sut@ld=1 and RESET _B=0. Assuming these nodes are at
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their correct value, you can now simulate the counter. RESET B to a "1" by selecting
it (the red square) and then typingmcmd h. Step the clock by typingsimcmd c.
Using the same procedure, set the nbdel (the blue square) to a "0."

We’ll watch the output bits of this counter as it runs. Place the box around all four
outputs (purple strips at the bottom) and zoom in so their labels are visible. Select one of
the outputs by placing the cursor over it and typsagAdd the other three outputs to the
selection by placing the cursor over each and ty@gngrhese four nodes should be the
only ones in the selection. Click the middle mouse button to display the node values.
Step the clock by typingssmemd c. Click the middle button again to check the nodes.
Repeat stepping the clock and displaying the outputs several times, and you’ll see the
outputs sequence as a counter. If you also follow the text on the screen, you'll also see
that the outputs are also being watched.

You may have noticed that the results are printed very quickly if the middle button
is clicked a second time without changing the selection. This is because the node names
do not have to be recomputed if the selection remains unchanged. Thus, you can increase
the performance of this tool by minimizing selection changes. This can be accomplished
by adding other nodes to the current selection that you are intending to check.

To erase all the RSIM value labels from the layout, clear the selection by typing:
:select clear

and then click the middle mouse button. The RSIM labels do not affect the cell modified
flag, nor will they be written in themag file. When you're finished using RSIM, resume
RSIM by typing :rssm and then quit it by typing & to the RSIM prompt. Quitting
Magic before quitting RSIM will also quit RSIM.

We've used a few macros to lessen the typing necessary for the RSIM tool. The
ones commonly used are:

:macro h " simcmd h"
:macrol " simemd ["
:macrok "simecmd c"



Magic Maintainer’'s Manual #1: Hints for System Maintainers

John Ouster hout
Walter Scott

Computer Science Division
Electrical Engineering and Computer Sciences
University of Caifornia
Berkeley, CA 94720

(Updated by others, too.)

Thistutorial corresponds to Magic version 6.

Tutorials to read first:
All of them.

Commands covered in this tutorial:
*profile, *runstats, :* seeflags, :*watch
Macros covered in this tutorial:
None.

1. Introduction

This document provides some information to help would-be Magic maintainers
learn about the system. It is not at all complete, and like most infrequently-used docu-
mentation, will probably become less and less correct over time as the system evolves
but this tutorial doesn’t. So, take what you read here with a grain of salt. We believe
that everything in this tutorial was up-to-date as of the 1990 DECWRL/Livermore Magic
release. Before doing anything to the internals of Magic, you should read at least the
first, and perhaps all four, of the papers on Magic that appeared together in the 1984
Design Automation Conference. In addition, the following portions of magic have their
own papers:

extractor 1985 Design Automation Conference, page 286.
channel router 1985 Chapel Hill Conference on VLS, page 145.
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irouter and mzrouter 1988 Design Automation Conference, page 672.
resistance extractor 1987 Design Automation Conference, page 570.

2. Installing Magic

If you've received Magic on the 1990 DECWRL/Livermore Magic tape, then it
shouldn’t take much work to get it running. You should first pick alocation for Magic’'s
directory tree. Normally [cad is chosen, but you might want to pick some other location
to start. If you do pick another location, set your shell environment variable
CAD_HOME to that location and mentally translate the [cad references in this docu-
ment to the location you chose. After reading the tape in, there will be a DECstation
3100 binary version of Magic in [cad/bin and a set of library subdirectories in
[cad/lib/magic. If thisisn’t so, then at the very least you'll need to get a Magic system
library set up in Ccad/lib/magic/sys: this directory contains information like technology
files and colormaps and Magic can’'t run at all without it.

If you're running on a DECstation 3100 you shouldn’t need to do anything besides
what’s mentioned above. Just run X11 and then run Magic. If you are running on some
other workstation, you'll need to read the next section on how to make a new binary.
The rest of this section concerns serial-line displays, so if you are using any sort of
workstation with a built-in display there is no need to read the next couple of paragraphs.

If you're running on a mainframe with a serial-line color display, you'll probably
need to do some additional setup. If the display isan AED512 or similar display, it will
be attached to the mainframe via an RS232 port. Magic needs to be able to read from
this port, and there are two ways to do this. The first is ssimply to have no login process
for that port and have your system administrator change the protection to allow all
processes to read from the port and write to it. The second way isto have userslog in on
the display and run a process that changes the protection of the display. There is a pro-
gram called Sleeper that we distribute with Magic; if it's run from an AED port it will
set everything up so Magic can use the port. Sleeper is clumsy to use, so we recommend
that you use the first solution (no login process).

When you're running on mainframes, Magic will need to know which color display
port to use from each terminal port. Users can type this information as command-line
switches but it's clumsy. To simplify things, Magic checks the file (lcad/lib/displays
when it starts up. The displays file tells which color display port to use for which text
terminal port and also tells what kind of display is attached. Once thisfileis set up, users
can run Magic without worrying about the system configuration. See the manual page
for displays(5).

One last note: if you're running on an AED display, you'll need to set communica-
tion switches 3-4-5 to up-down-up.

3. Source Directory Structure

There are approximately 45 source subdirectories in Magic. Most of these consist
of modules of source code for the system, for example database main, and utils. See
Section 4 of this document for brief descriptions of what's in each source directory.
Besides the source code, the other subdirectories are:
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doc Contains sources for al the documentation, including man
pages, tutorials, and maintenance manuals. Subdirectories of
doc, e.g. doc/scmos contain the technology manuals. The
Makefile in each directory can be used to run off the documenta-
tion. The tutorials, maintenance manuals, and technology
manuals all use the Berkeley Grn/Ditroff package, which means
that you can’'t run them off without Grn/Ditroff unless you

change the sources.

include Contains installed (i.e. “‘safe’’) versions of all the header files
(*.h) from all the modules.

lib Containsinstaled (i.e. “*safe’”) versions of each of the compiled
and linked modules (*.0).

installed Most sites don’t use this directory. If you want it to be used, you

can modify the script [tad/src/magic/:instclean If used, it
contains one subdirectory for each of the source code direc-
tories. Each subdirectory contains ‘‘safe’’ versions of the
source files for that module. These files correspond to the
installed .ofilesin lib.

magic This directory is where the modules of Magic are combined
together to form an executable version of the system.
contributed This directory contains Magic source code or programs that

were contributed by other people. None of it has been tested by
any member of the Magic team.

cadlib This is a symbolic link to the directory where Magic stores cell
libraries and official installed versions of technology files and
color maps. Normally, cadlib is a symbolic link to
[(cad/lib/magic.

Magic is arelatively large system: there are around 575 source files, 250,000 lines
of C code. In order to make al of this manageable, we' ve organized the sources in a
two-level structure. Each module has its own subdirectory, and you can make changes to
the module and recompile it by working within that subdirectory. In addition to the
information in the subdirectory, there is an ‘‘installed’’ version of each module, which
consists of thefilesin thelib, include, and installed subdirectories. The installed version
of each module is supposed to be stable and reliable. At Berkeley, when a module is
changed it is tested carefully without re-installing it, and is only re-installed when it isin
good condition. Note that “*installed’” doesn’t mean that Magic users see the module; it
only means that other Magic maintainers will see it. Each of the makefiles invokes the
script :instclean to do the module installation. This optionally will copy files to the
installed directory.

By keeping modules separate, it's possible for several maintainers to work at once
as long as they are modifying different source subdirectories. Each maintainer works
with the uninstalled version of a module, and links that with the installed versions of all
other modules. Thus, for example, one maintainer can modify database/DBcell.cand
another can modify dbwind/DBWundo.c at the same time.
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4. Making Magic
The top-level Makefile (Ccad/src/magic/Makefile) provides many options. Before

using the Makefile, be sure to set your CAD_HOME shell environment variable to the
location of your top-level cad directory (if it is not the standard [cad).

The most useful Makefile options are:

make config Configure the Magic system for a particular type of display
or operating system. This just runs the :config shell script
to set up a couple of files. The curious may examine the
script directly. If your configuration isn't handled by this
script, then you can use it smply as a guide as to what to
do. Much of the configuration is done with compilation
flags. See alater section of this manual for afull listing of

them.

make magic Make a version of Magic. All sub-modules are remade, if
needed, and then the final magic binary is produced.

make everything Same as "make magic". Both options make auxilary pro-
grams like ext2sim.

make force Force recompilation. Like a "make everything", except
that object files are first removed to force recompilation.

make clean Delete files that can be remade, such as binaries.

make install Install the Magic binariesin [cad (or $CAD_HOME if you
have that set).

Putting together a runnable Magic system proceeds in two steps after a source file
has been modified. First, the source file is compiled, and al the files in its module are
linked together into a single file xyz.o, where xyz is the name of the module. Then all of
the modules are linked together to form an executable version of Magic. The command
make in each source directory will compile and link the module locally; make install
will compile and link it, and also instal it in the include, lib, and installed directories.
All  makefiles ae st up to wuse the compiler flags found in
[cad/src/magic/misc/DFLAGS and [cad/src/magic/misc/CFLAGS A list of flags
appears later in this manual.

The command make in the subdirectory magic will produce a runnable version of
Magic in that directory, using the installed versions of all modules. To work with the
uninstalled version of a module, create another subdirectory identical to magic, and
modify the Makefile so that it uses uninstalled versions of the relevant modules. For
example, the Magic team uses subdirectories hamachitest mayotest mhatest ouster-
test, and wsstestthat we use to test new versions of modules before installing them. If
you want to remake the entire system, type ‘‘make magic’’ in the top-level directory
(Ccad/src/magiq.

One last thing -- there are some customizations you may want to make to Magic. If
magic core dumps, it sends mail to somebody. That somebody is set in the
MAIL_COMMAND definition in the file misc/niceabort.c. You may want to change it.
Also in the same file is CRASHDIR which says where core dumps should be placed.
Paths used by magic are located in misc/paths.h. You shouldn’t need to change them,
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though, because the CAD_HOME shell environment variable controls what Magic uses
for the location of [tad.

5. Summary of Magic Modules

This section contains brief summaries of what is in each of the Magic source sub-
directories.

calma Contains code to read and write Calma Stream-format files. It
uses many of the procedures in the cif module.

cif Contains code to process the CIF sections of technology files,
and to generate CIF files from Magic.

cmwind Contains code to implement special windows for editing color
maps.

commands The procedures in this module contain the top-level command

routines for layout commands (commands that are valid in al
windows are handled in the windows module). These routines
generaly just parse the commands, check for errors, and call
other routines to carry out the actions.

database This is the largest and most important Magic module. It imple-
ments the hierarchical corner-stitched database, and reads and
writes Magic files.

dbwind Provides display functions specific to layout windows, including
managing the box, redisplaying layout, and displaying
highlights and feedback.

debug There’s not much in this module, just a few routines used for
debugging purposes.
drc This module contains the incremental design-rule checker. It

contains code to read the drc sections of technology files, record
areas to be rechecked, and recheck those areas in a hierarchical
fashion.

ext2sim The ext2sim directory isn't part of Magic itself. It's a self-
contained program that flattens the hierarchical .ext files gen-
erated by Magic's extractor into asingle filein .simformat. See
the manual page ext2sim (1)

ext2spice This is another self-contained program. It converts .ext files
into single file in spice format. See the manua page
ext2spice (1)

extflat Contains code that is used by the extract module and the ext2...
programs. The module produces a library that is linked in with
the above programs.

extract Contains code to read the extract sections of technology files,
and to generate hierarchical circuit descriptions (.ext files) from
Magic layouts.
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fsleeper

garouter

gcr

graphics

grouter

irouter

macros
magicusage

main

misc
mpack

mzrouter

net2ir
netlist
netmenu
parser
plot
plow

Like ext2sim, this directory is a self-contained program that
allows a graphics terminal attached to one machine to be used
with Magic running on a different machine. See the manual
page fsleeper (1)

Contains the gate array router from Lawrence Livermore
National Labs.

Contains the channel router, which is an extension of Rivest’'s
greedy router that can handle switchboxes and obstacles in the
channels.

This is the lowest-level graphics module. It contains driver rou-
tines for X11 as well as less-used drivers for the AED family of
displays and for Sun Windows. The code here does basic clip-
ping and drawing. If you want to make Magic run on a new
kind of display, this is the only module that should have to
change.

The files in this module implement the global router, which
computes the sequence of channels that each net is to pass
through.

Contains the interactive router written by Michael Arnold at
Lawrence Livermore National Labs. This router allows the user
to route nets interactively, using specia hint layers to control
the routing.

Implements simple keyboard macros.

Like ext2sim, thisis also a self-contained program. It searches
through alayout to find al the filesthat are used in it. See mag-
icusage(l).

This module contains the main program for Magic, which parses
command-line parameters, initiadlizes the world, and then
transfers control to textio.

A few small things that didn’t belong anyplace else.

Contains routines that implement the Tpack tile-packing inter-
face using the Magic database. (not supported)

Contains maze routing routines that are used by the irouter and
garouter modules.

Contains a program to convert a netlist into irouter commands.
Netlist manipulation routines.

Implements netlists and the specia netlist-editing windows.
Contains the code that parses command lines into arguments.
The internals of the :plot command.

This module contains the code to support the :plow and
:straighten commands.



Magic Maintainer’s Manual #1: Hints for System Maintainers September 19, 1990

prleak

resis

router

select

signals
sim

tech

textio

tiles

undo

utils

windows

Also not part of Magic itself. Prleak is a self-contained program
intended for use in debugging Magic’'s memory allocator. It
analyzes a trace of mallocs/frees to look for memory leaks. See
the manual page prleak (8) for information on what the program
does.

Resis is a module that does better resistance extraction via the
-extresis command. Courtesy of Don Stark of Stanford.

Contains the top-level routing code, including procedures to
read the router sections of technology files, chop free space up
into channels, analyze obstacles, and paint back the results pro-
duced by the channel router.

This module contains files that manage the selection. The rou-
tines here provide facilities for making a selection, enumerating
what’ s in the selection, and manipulating the selection in several
ways, such as moving it or copying it.

Handles signals such as the interrupt key and control-Z.

Provides an interactive interface to the simulator rsim. Courtesy
of Mike Chow of Stanford.

This module contains the top-level technology file reading code,
and the current technology files. The code does little except to
read technology file lines, parse them into arguments, and pass
them off to clients in other modules (such asdrc or databasg.

The top-level command interpreter. This module grabs com-
mands from the keyboard or mouse and sends them to the win-
dow module for processing. Also provides routines for message
and error printout, and to manage the prompt on the screen.

Implements basic corner-stitched tile planes. This module was
separated from databasein order to allow other clients to use
tile planes without using the other database facilities too.

The undo module provides the overall framework for undo and
redo operations, in that it stores lists of actions. However, al
the specific actions are managed by clients such as databaseor
netmenu

This module implements a whole bunch of utility procedures,
including a geometry package for dealing with rectangles and
points and transformations, a heap package, a hash table pack-
age, a stack package, a revised memory alocator, and lots of
other stuff.

This is the overal window manager. It keeps track of windows
and calls clients (like dbwind and cmwind) to process
window-specific operations such as redisplaying or processing
commands. Commands that are valid in all windows, such as
resizing or moving windows, are implemented here.
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wiring The filesin this directory implement the :wire command. There
are routines to select wiring material, add wire legs, and place
contacts.

6. Portability Issues

Magic runs on a variety of machines. Running "make config" in the top-level
source directory sets the compiletime options. If you are porting Magic, you should
modify the configuration section at the end of file "misc/magic.h” to suit your machine,
by testing compiler flags. No changes should be made that would hamper Magic’s opera-
tion on other machines.

7. Compilation Switches

Over the years Magic has acquired a number of compilation switches. While it's
undesirable to have so many, it seems unavoidable since people use Magic on such a
wide variety of machines. The file [ad/src/magic/misc/DFLAGS should contain the
compile switches that you wish to use at your site. All makefiles for Magic reference the
common DFLAGSfile. The switchesin this release are shown below.

These flags are normaly setup by running the "make config" script in
[cad/src/magic. Some of them are turned on in "magic.h" when a particular machine
configuration is detected.

7.0.1. Machine/OS Compiletime Options
The following switches should be defined automatically by the compiler.
vax
For VAX machines.
mips
For mips processors, such as the DECstation 3100.

MIPSEL
For little-endian mips processors, such as the DECstation 3100.

MIPSEB

For big-endian mips processors.
pyramid

For Pyramid machines.

sun
For Sun machines.

mc68000
For machines which have a version of the 68000 as the processor.
sparc
Sparc-based machines.
lint
Used to bypass things that lint complains about. Don’'t turn this on. Lint turns
it on itself.
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If needed, you should put the following switches in the DFLAGSfile.

macl |
For the Macll.

SUNVIEW
Used when including Magic’ s SunView graphics drivers.
SUN120
For the Sun120 machine.
BSD4 2
Used in the utils module to patch around a broken version of flsbuf() that is

needed in the VAX version of Unix 4.2 BSD systems. This is rarely needed,
since almost al version of Unix now have this bug fixed.

FASYNC
Hack for some versions of Sun2 software (old stuff).

NO_VARARGS
Hack for machines without a VARARGS package.

SYSvV

For Unix System V.

Flags defined, if needed, in "magic.h" based on other flags.

BIG_ENDIAN

Indicates big endian byte ordering is being used.
LITTLE_ENDIAN

Indicates little endian byte ordering is being used.
NEED_MONCNTL

Hack for machines without a moncontrol procedure.

NEED VFPRINTF
Hack for machines without a vfprintf procedure.

SIG_RETURNS INT
Defined in magic.h for systems that expect a signal handler to return an integer
rather than avoid.

7.0.2. Graphics Driver Compiletime Options
X10
Used in the graphics module for the X 10 driver.
X11
Used in the graphics module for the X11 driver.

OLD_R2_FONTS
Used when X11 isrelease 2. Magic normally assumes release 3.

AED
Used in the graphics module when compiling for AED displays.

GTCO
Used in the graphics module when using a GTCO bitpad with an AED display.
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7.0.3. Compiletime Options for Module Inclusion

NO_CALMA
Flag to eliminate the calma module, to reduce the size of Magic.

NO_CIF

Flag to eliminate the cif module, to reduce the size of Magic.
NO_EXT

Flag to eliminate the ext module, to reduce the size of Magic.

NO PLOT
Flag to eliminate the plot module, to reduce the size of Magic.

NO_ROUTE
Flag to eliminate the router modules, to reduce the size of Magic.

NO_SIM
Flag to eliminate the ssim module, to reduce the size of Magic.

7.0.4. Debugging Compiletime Options

CELLDEBUG
Debugging flag for the database module.

COUNTWIDTHCALLS
Debugging flag for the plow module.

DEBUGWIDTH
Debugging flag for the plow module.

DRCRULESHISTO
Debugging/tuning flag for the drc module.

FREEDEBUG
Memory allocation debugging flag.

MALLOCMEASURE

Memory allocation debugging flag.
MALLOCTRACE

Memory allocation debugging flag.
NOMACROS

Memory allocation debugging flag.

PAINTDEBUG
Debugging flag for the database painting routines.

PARANOID
Flag to enable consistency checking. With a system the complexity of Magic,
you should always leave this flag turned on.

8. Technology and Other Support Files

Besides the source code files, there are a number of other files that must be managed
by Magic maintainers, including color maps, technology files, and other stuff. Below isa
listing of those files and where they are located.
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8.1. Technology Files

See **Magic Maintainer’s Manual #2: The Technology File’” for information on the
contents of technology files. The sources for technology files are contained in the sub-
directory tech, in files like scmos.techand nmos.tech The technology files that Magic
actually uses at runtime are kept in the directory cadlib/sys make install in tech will
copy the sources to cadlib/sys Technology file formats have evolved rapidly during
Magic's life, so we use version numbers to allow multiple formats of technology files to
exist a once. The installed versions of technology files have names like nmos.tech26
where 26 is a version number. The current version is defined in the Makefile for tech,
and should be incremented if you ever change the format of technology files; if you
install anew format without changing the version number, pre-existing versions of Magic
won't be able to read the files. After incrementing the version number, you'll also have
to re-make the tech module since the version number is referenced by the code that reads
thefiles.

8.2. Display Styles

The display style file sources are contained in the source directory graphics. See
““Magic Maintainer's Manual #3. The Display Style and Glyph Files”’ and the manual
page dstyle (5) for a description of their contents. Make install in graphicswill copy the
filesto cadlib/sys which iswhere Magic looks for them when it executes.

8.3. Glyph Files

Glyph files are described in Maintainer's Manua #3 and the manua page
glyphs(5); they define patterns that appear in the cursor. The sources for glyph files
appear in two places: some of them are in graphics, in files like color.glyphs, and some
others are defined in windows/windowXX.glyphs. When you make install in those
directories, the glyphs are copied to cadlib/sys which is where Magic looks for them
when it executes.

8.4. Color Maps

The color map sources are also contained in the source directory graphics. Color
maps have names like mos.7bit.std.cmap where mosis the name of the technology style
to which the color map applies, 7bit is the display style, and std is a type of monitor. If
monitors have radically different phosphors, they may require different color maps to
achieve the same affects. Right now we only support the std kind of monitor. When
Magic executes, it looks for color maps in cadlib/sys make install in graphics will
copy them there. Although color map files are textual, you shouldn’t edit them by hand;
use Magic’s color map editing window instead.

9. New Display Drivers

The most common kind of change that will be made to Magic is probably to adapt it
for new kinds of color displays. Each display driver contains a standard collection of
procedures to perform basic functions such as placing text, drawing filled rectangles, or
changing the shape of the cursor. A table (defined in graphics/grMain.c) holds the
addresses of the routines for the current display driver. At initidlization time thistableis
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filled in with the addresses of the routines for the particular display being used. All
graphics calls pass through the table.

If you have a display other than an AED or an X11 workstation, the first thing you
should do is check the directory contributed. Each of the subdirectories in contributed
contains additional code that was contributed by some site outside of Berkeley. Each sub-
directory should contain a file named ReadMe (or something similar), which explains
how to install and use the code. If you have any troubles with one of the these drivers,
you'll have to contact the people that contributed the driver; we here at Berkeley don't
know anything about them. If the contributors wish to be contacted, they will identify
themselvesin the ReadMefile.

If you need to build a new display driver, we recommend starting with the routines
for either the AED (all the files in graphics with names like grAedl.c), or the Sun
(names like grSunW1.¢). For stand-alone displays, the AED routines are probably the
easiest to work from; for integrated workstations with pre-existing window packages, the
Sun routines may be easiest. Copy the files into a new set for your display, change the
names of the routines, and modify them to perform the equivalent functions on your
display. Write an initiaization routine like aedSetDisplay and add information to the
display type tables in graphics/grMain.c. At this point you should be all set. There
shouldn’t be any need to modify anything outside of the graphics module.

10. Debugging and Wizard Commands

Magic seems to work fine under the latest version of dbx, such as the dbx found on
the DECstation 3100. The Makefiles are set up to compile al files with the -g switch,
which creates debugging information in dbx’ s format.

Because of the size of Magic and the way Unix handles debugging symbols, it’'s
slow to compile a complete version of Magic with debugging information for everything,
and the executable file ends up being enormous. To solve this problem the Makefiles are
set up to strip off debugging information before installing. Thus, you have to link with
uninstalled versions to get debugging information. In most cases, debugging information
isonly needed for afew modules at atime, namely the modules you' re currently modify-
ing. The database module is set up to install with debugging symbols, since it seems to
be involved in ailmost all debugging.

If you try to use older versions of dbx, you'll discover that Magic has too many pro-
cedures for the default table sizes, dbx runs out of space and dies. The solution is either
to recompile dbx with larger tables or throw away pieces of Magic to reduce the number
of procedures (we recommend the first alternative).

There are a number of commands that we implemented in Magic to assist in debug-
ging. These commands are called wizard commands, and aren’t visible to normal Magic
users. They al start with “**’’. To get terse online help for the wizard commands, type
‘help wizard to Magic. The wizard commands aren’t documented very well. Some of
the more useful ones are:

*watch plane
This causes Magic to display on the screen the corner-stitched tile structure for one
of the planes of the edit cell. For example, *watch subcellwill display the structure
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of the subcell tile plane, including the address of the record for each tile and the
values of its corner stitches. Without this command it would have been virtually
impossible to debug the database module.

*profile on |off
If you're using the Unix profiling tools to figure out where the cycles are going, this
command can be used to turn profiling off for everything except the particular
operation you want to measure. This command doesn’t work on many systems,
because the operating system doesn’t support selective enabling and disabling of
profiling.

*runstats
This command prints out the CPU time usage since the last invocation of this com-
mand, and also the total since starting Magic.

*seeflagdlag
If you're working on the router, this command allows you to see the various channel
router flags by displaying them as feedback areas. The cursor should first be placed
over the channel whose flags you want to see.
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(Updated by various folks.)

Thistutorial corresponds to Magic version 6; technology suffix *‘.tech26’’

Tutorials to read first:
Magic Tutorial #1. Getting Started
Magic Tutorial #2: Basic Painting and Selection
Magic Tutoria #6: Design-Rule Checking

Y ou should also read at least the first, and probably al four, of the papers on Magic
that appeared in the ACM |IEEE 21st Design Automation Conference, and the paper
““Magic’'s Circuit Extractor’’, which appeared in the ACM |EEE 22nd Design Auto-
mation Conference. The overview paper from the DAC was also reprinted in IEEE
Design and Test magazine in the February 1985 issue. The circuit extractor paper

also appeared in the February 1986 issue of |EEE Design and Test magazine.

Commands covered in this tutorial:
*watch

Macros covered in this tutorial:
none

Changes since Magic version 4:
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Support for stacked contacts and more than two metal layers, causing slight changes
in the semantics of contact definitions

Support for new Magic maze router, Mzrouter (see Tutorial #10)
Support for new gate-array router, Garouter (see Tutorial #12)
Support for extractor extensions (see Tutorial #3)

Chunk sizes can now be specified explicitly for DRC and CIF output
Unlike CIF, calma scalefactors needn’t be multiples of 2 any more

1. Introduction

Magic is a technology independent layout editor. All technology-specific
information—mask layers, design rules, etc.—comes from a technology file. Thereisa
different technology file for each technology supported by Magic. You can run Magic
with adifferent technology by specifying the -Ttechfile flag on the command line you use
to start Magic, where techfile is the name of a file of the form techname.techn in either
the current directory, or the library directory [Ccad/lib/magic/sys. (The n is a numeric
suffix to identify the version of the technology file, which is currently 26).

This tutorial describes the contents of a technology file, and gives hints for building
anew one. It assumes that your current working directory is the Magic source directory,
either Ccad/src/magicor ${CAD_HOMEY}/src/magic.

A technology file is organized into sections, each of which begins with a line con-
taining a single keyword and ends with a line containing the single word end. If you
examine one of the Magic technology files in the directory [tad/src/magic/tech e.g,
scmos.tech you can see that it contains the following sections. tech, planes types
styles contact, compose connect cifoutput, cifinput, mzrouter, drc, extract, wiring,
router, plowing, and plot. These sections must appear in this order in all technology
files. Every technology file must have all of the sections, although the sections need not
have any lines between the section header and the end line.

A technology file can contain comments, which are blocks of text beginning with
the characters **/*’’ and ending with the characters ***/’’. Comments are ignored when
processing a technology file. In scmos.techyou can see several lines just before the con-
nect section (near the beginning of the technology file) that are of the form *‘#define...””.
These lines are definitions of macros that may be used in subsequent lines in the technol-
ogy file.

The form of comments and macro definitions should look familiar to **C’’ program-
mers, for good reason: the ‘**C’’ macro preprocessor is used to expand macros and elim-
inate comments. Technology files cannot be read directly by Magic in their *‘raw’’ form;
the **C’’ preprocessor is run to produce a Magic-readable version of the technology file.
The last section in this tutorial describes how to install technology files.

Each section in atechnology file consists of a series of lines. Each line consists of a
series of words, separated by spaces or tabs. If aline ends with the character **\"’, the
“\"" isignored and the following newline is treated as an ordinary blank. For example,



Magic Maintainer’s Manual #2: The Technology File September 19, 1990

width allDiff 2\
“Diffusion width must be at least 2”

istreated as though it had all appeared on a single line with no intervening “*\'’. The rest
of this part of the tutorial will describe each of the technology file sectionsin turn.

2. Tech section

Magic stores the technology of a cell in the cell’s file on disk. When reading a cell
back in to Magic from disk, the cell’s technology must match the name of the current
technology, which appears as a single word in the tech section of the technology file.
See Table 1 for an example.

tech
SCMos
end

Table 1. Tech section

It may seem that storing the technology name as part of the technology file is redun-
dant, since the name of the file is probably the same as the name of the technology. (e.g.,
‘*scmos.tech26’’ for technology scmos or ‘‘nmos.tech26’’ for technology nmos). This
feature is leftover from olden days when slight variants of atechnology would be created
by having a new technology file with a different file name but the same *‘ official’’ name
given in the tech section. This has the advantage that cells designed with one variant
could be edited with any of the other files implementing the same technology without
having to modify the technology names in the .mag files. The disadvantage of this
approach, however, is that it defeats Magic technology-defaulting mechanism: if no
explicit technology is specified when Magic starts up, it reads the technology from the
.mag file being edited and looks for a technology file by this name. If there are several
variants of the same technology, Magic will pick the one with the desired technology file
name. Anyhow, we recommend that the internal names of technologies should always
match the file names.

3. Planes, types, and contact sections

The planes types and contact sections are used to define the layers used in the
technology. Magic uses a new data structure, called corner-stitching, to represent lay-
outs. Corner-stitching represents mask information as a collection of non-overlapping
rectangular tiles. Each tile has a type that corresponds to a single Magic layer. Anindi-
vidual corner-stitched data structure is referred to as a plane.

Magic allows you to see the corner-stitched planes it uses to store a layout. We'll
use this facility to see how several corner-stitched planes are used to store the layers of a
layout. Enter Magic to edit the cell m2a. Type the command :*watch active demo.
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You are now looking at the active plane. Each of the boxes outlined in black is atile.
(The arrows are stitches, but are unimportant to this discussion.) Y ou can see that some
tiles contain layers (polysilicon, ndiffusion, ndcontact, polycontact, and ntransistor),
while others contain empty space. Corner-stitching is unusual in that it represents empty
space explicitly. Each tile contains exactly one type of material, or space.

Y ou have probably noticed that metall does not seem to have atile associated with
it, but instead appears right in the middle of a spacetile. Thisisbecause metall is stored
on a different plane, the metall plane. Type the command :*watch metall dema Now
you can see that there are metall tiles, but the polysilicon, diffusion, and transistor tiles
have disappeared. The two contacts, polycontact and ndcontact, still appear to be tiles.

The reason Magic uses several planes to store mask information is that corner-
stitching can only represent non-overlapping rectangles. If a layout were to consist of
only a single layer, such as polysilicon, then only two types of tiles would be necessary:
polysilicon and space. Asmore layers are added, overlaps can be represented by creating
a special tile type for each kind of overlap area. For example, when polysilicon overlaps
ndiffusion, the overlap area is marked with the tile type ntransistor.

Although some overlaps correspond to actual electrical constructs (e.g., transistors),
other overlaps have little electrical significance. For example, metall can overlap
polysilicon without changing the connectivity of the circuit or creating any new devices.
The only consequence of the overlap is possibly a change in parasitic capacitance. To
create new tile types for al possible overlapping combinations of metall with polysili-
con, diffusion, transistors, etc. would be wasteful, since these new overlapping combina-
tions would have no electrical significance.

Instead, Magic partitions the layers into separate planes. Layers whose overlaps
have electrical significance must be stored in a single plane. For example, polysilicon,
diffusion, and their overlaps (transistors) are al stored in the active plane. Metall does
not interact with any of thesetile types, so it is stored in its own plane, the metall plane.
Similarly, in the scmos technology, metal2 doesn’t interact with either metall or the
active layers, so is stored in yet another plane, metal2.

Contacts between layers in one plane and layers in another are a special case and are
represented on both planes. This explains why the pcontact and ndcontact tiles appeared
on both the active plane and on the metall plane. Later in this section, when the con-
tacts section of the technology file isintroduced, we'll see how to define contacts and the
layers they connect.

The planessection of the technology file specifies how many planes will be used to
store tiles in a given technology, and gives each plane a name. Each line in this section
defines a plane by giving a comma-separated list of the names by which it is known.
Any name may be used in referring to the plane in later sections, or in commands like the
“*watch command you used earlier. Table 2 gives the planes section from the scmos
technology file.

Magic uses six other planes internally. The subcell plane is used for storing cell
instances rather than storing mask layers. The designRuleCheckand designRuleError
planes are used by the design rule checker to store areas to be reverified, and areas con-
taining design rule violations, respectively. Finaly, the mhint, fhint, and rhint planes
are used for by the interactive router (the :iroute command) for designer-specified
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planes

well,w
active,diffusion,polysilicon,a
metal1,m1

metal2,m2

oxide,ox

end

Table 2. Planessection

graphic hints.

There is a limit on the maximum number of planes in a technology, including the
internal planes. Thislimit is currently 15. To increase the limit, it is necessary to change
MAXPLANES in the file database/database.rand then recompile all of Magic as
described in ‘“Maintainer’s Manual #1'’. Each additiona plane involves additional
storage space in every cell and some additional processing time for searches, so we
recommend that you keep the number of planes as small asyou can do cleanly.

types

active polysilicon,red,poly,p

active ndiffusion,green,ndiff

active pdiffusion,brown,pdiff

metal 1 metal1,m1,blue

metal 2 metal2,m2,purple

well pwell,pw

well nwell,nw

active polycontact,pcontact,pc

active ndcontact,ndc

active pdcontact,pdc

metal 1 m2contact,m2c,via,v

active ntransistor,nfet

active ptransistor,pfet

active psubstratepcontact, ppcontact,ppcont, psc, ppc, pwe, pweontact
active nsubstratencontact,nncontact,nncont,nsc,nnc,nwe,nwecontact
active psubstratepdiff,psd,ppdiff,ppd,pohmic
active nsubstratendiff,nsd,nndiff,nnd,nohmic
metal 2 pad

oxide glass

end

Table 3. Typessection
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The types section identifies the technol ogy-specific tile types used by Magic. Table
3 gives this section for the scmos technology file. Each line in this section is of the fol-
lowing form:

plane names

Each type defined in this section is allowed to appear on exactly one of the planes
defined in the planes section, namely that given by the plane field above. For contacts
types such as pcontact, the plane listed is considered to be the contact’s home plane.
Other tile types will be used to represent the contact on the other planes it connects; this
is described later in this section.

The names field is a comma-separated list of names. The first namein the list isthe
““long’’ name for the type; it appears in the .mag file and whenever error messages
involving that type are printed. Any unique abbreviation of any of a type's names is
sufficient to refer to that type, both from within the technology file and in any commands
such as :paint or :erase

Tile type Plane

space all

error_p, EP designRuleError
error_s, ES designRuleError

error_ps, EPS

designRuleError

checkpaint, CP designRuleCheck
checksubcell, CS | designRuleChec
magnet, mag mhint

fence, f fhint

rotate, r rhint

Table 4. Built-in Magic types.

Magic has certain built-in types as shown in Table 4. Empty space (space is spe-
cial in that it can appear on any plane. Thetypeserror_p, error_s, and error_ps record
design rule violations. The types checkpaint and checksubcellrecord areas still to be
design-rule checked. Magnet, fence and rotate are the types used by designers to indi-
cate hints for the irouter.

There is alimit on the maximum number of typesin a technology, including all the
built-in types. Currently, the limit is 80 tile types. To increase the limit, you'll have to
change TT_MAXTYPES in the file database/database.rend then recompile all of
Magic as described in ‘‘Maintainer's Manual #1'’. A number of macros in database.h
also depend on the value of TT_MAXTYPES /32. They are currently set up assuming
that TT_MAXTYPES is between 65 and 96; if TT_MAXTYPES is changed to lie out-
side this region they should be changed. See the comments in database.hfor more infor-
mation. Because there are a number of tables whose size is determined by the square of
TT_MAXTYPES, it is very expensive to increase TT_MAXTYPES much beyond the
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current limit.
contact
pcontact poly metal 1
ndcontact ndiff metal 1
pdcontact pdiff metal 1
ppcontact ppdiff metal 1
nncontact nndiff metal 1
m2contact metal2 metal1
pad metal 1 metal 2 glass
end

Table 5. Contact section

As mentioned above, contacts in Magic are represented on each plane containing
material connected by the contact. Also mentioned above, though, each tile type defined
in the types section appears on exactly one plane. This seeming conflict is resolved by
having Magic automatically generate new tile types for each of the planes on which a
contact appears. The contact section lets Magic know which types are contacts, and the
adjacent planes and component types to which they are connected.

Each line in the contact section begins with a tile type, base, which is thereby
defined to be a contact. This type is aso referred to as a contact’s base type. The
remainder of each lineisalist of two or three non-contact tile types that are connected by
the contact. These tile types are referred to as the component types of the contact, and
are the layers that would be present if there were no electrical connection (i.e., no via
hole). In Table 5, for example, the type pcontactis the base type of a contact connecting
the component layers polysilicon on the active plane with metall on the metal 1 plane.

The home plane of one of the component types should be the same as that of the
base type (active in the case of pcontact), and the other type(s) must be on planes adja-
cent to that of the base. (If two planes appear on subsequent lines in the planessection,
then they are considered to be adjacent. Hence the active plane is adjacent to the well
and metall planes, but not to the metal2 plane.)

The above scheme allows you to define contacts that connect at most three layers
together. For example, if the scmos technology supported stacked contacts (it doesn’t),
you could define a contact (the type pm12¢ that connected polysilicon, metall, and
metal2 as:
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F automatically generated (pcontact/metal)

metall plane

active plane

(I

Figure 1. A different tile type is used to represent a contact on each plane that it connects.
Here, a contact between poly on the active plane and metal1 on the metall plane is stored
astwo tile types. One, pcontact, is specified in the technology file as residing on the active
plane; the other is automatically-generated for the metall plane.

pcontact

contact pm12c polysilicon metall metal2

but it wouldn't be possible to define directly a contact that connected four layers, such as
pwell, ndiffusion, metal1l, and metal2. To define this latter type of contact, you'd have to
define two different contact tile types, wndc and nm12¢ and use two contact lines, each
of which connects only three layers.

contact wndc pwell ndiffusion metall
contact nm12c ndiffusion metall metal2

Magic will automatically generate the appropriate paint and erase rules to alow painting,
for example, nm12c over wndc to give the four-layer stacked contact. In order for
Magic to do this, however, you must be certain never to define two types of contacts with
identical component types. Thisis the reason why, in the scmos technology file, the pad
contact is shown as connecting three layers (metall, metal2, and glas9 instead of just
metall and metal2 asit used to with version 4 of Magic.

Each contact has an image tiletype on al the planes it connects. Normally, this
means that Magic has to generate a new tiletype for all the planes of a contact other than
its base plane. In the first example, this means that a new tile type will be generated to
represent pcontact on the metall plane. The type used to represent the contact on the
active plane is pcontact itself. Figure 1 depicts the situation graphically. In later sec-
tions of the technology file, it is sometimes useful to refer separately to the various
images of contact. A special notation using a‘‘/’’ isused for this. If atile type aaa/bbb
is specified in the technology file, this refers to the image of contact aaa on plane bbb.
For example, pcontact/metallrefers to the image of the pcontact that lies on the metal 1
plane, and pcontact/activerefers to the image on the active plane, which is the same as
pcontact
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Sometimes, however, there is already an existing contact that has the required con-
nectivity to be an image of a new contact. For example, the pad type connects metall,
metal2, and glass Its home plane is metal2, which implies that we need images on the
metall and oxide planes that have the required connectivity. There’'s no existing contact
between glassand metal2, so the image on the oxide plane must be generated automati-
cally by Magic. However, there is aready a contact that connects the component types
metall and metal2, namely m2c, so this is used as the image of pad on the metall
plane.

4. Specifying Type-lists

In several places in the technology file you'll need to specify groups of tile types.
For example, in the connectsection you'll specify groups of tiles that are mutually con-
nected. These are called type-lists and there are several ways to specify them. The sim-
plest form for atype-list isa comma-separated list of tile types, for example

poly,ndiff,pcontact,ndc
Thenull list (notiles at all) isindicated by zero, i.e.,
0

There must not be any spaces in the type-list. Type-lists may aso use tildes (‘1) to
select all tiles but a specified set, and parentheses for grouping. For example,

[{pcontact,ndc)

selects all tile types but pcontact and ndc. When a contact name appears in atype-lit, it
selects all images of the contact unless a “*/"’ is used to indicate a particular one. The
example above will not select any of the images of pcontact or ndc. Slashes can aso be
used in conjunction with parentheses and tildes. For example,

[((pcontact,ndc)/active,metal 1

selects all of the tile types on the active plane except for pcontact and ndc, and also
selects metall. Tildes have higher operator precedence than slashes, and commas have
lowest precedence of all.

Note: in the CIF sections of the technology file, only simple comma-separated
names are permitted; tildes and parentheses are not understood. However, everywhere
else in the technology file the full generality can be used. Sorry for thisinconsistency...

5. Styles section

Magic can be run on severa different types of graphical displays. Although it
would have been possible to incorporate display-specific information into the technology
file, a different technology file would have been required for each display type. Instead,
the technology file gives one or more display-independent styles for each type that is to
be displayed, and uses a per-display-type styles file to map to colors and stipplings
specific to the display being used. The styles file is described in Magic Maintainer’s
Manual #3: ** Stylesand Colors’, so we will not describe it further here.
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styles

styles

styletype mos

poly 1
ndiff 2
pdiff 4
nfet 6
nfet 7
pfet 8
pfet 9
metal 1 20
metal2 21
pcontact 1
pcontact 20
pcontact 32
ndcontact 2
ndcontact 20
ndcontact 32
pdcontact 4
pdcontact 20
pdcontact 32
m2contact 20
mZ2contact 21
m2contact 33
end

Table 6. Part of the stylessection

Table 6 shows part of the styles section from the scmos technology file. The first
line specifies the type of style file for use with this technology, which in this example is
mos Each subsequent line consists of atile type and a style number (an integer between
1 and 63). The style number is nothing more than a reference between the technology
file and the stylesfile. Notice that a given tile type can have severa styles (e.g., pcontact
uses styles #1, #20, and #32), and that a given style may be used to display severa dif-
ferent tiles (e.g., style #2 is used in ndiff and ndcontact). If a tile type should not be
displayed, it has no entry in the stylessection.

6. Compose section

The semantics of Magic’'s paint operation are defined by a collection of rules of the
form, ‘*given material HAVE on plane PLANE, if we paint PAINT, thenweget Z'’, plusa
similar set of rules for the erase operation. The default paint and erase rules are smple.
Assume that we are given material HAVE on plane PLANE, and are painting or erasing
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compose
compose nfet poly ndiff
compose  pfet poly pdiff
paint pwell nwell nwell
paint nwell pwell pwell
paint pdc/active  pwell ndc/active
paint pdc/ml pwell ndc/m1
paint pfet pwell nfet

paint pdiff pwell ndiff
paint nsd pwell psd

paint nsc/active pwell psc/active
paint nsc/mil pwell psc/ml
paint ndc/active  nwell pdc/active
paint ndc/ml nwell pdc/m1
paint nfet nwell pfet

paint ndiff nwell pdiff
paint psd nwell nsd

paint psc/active nwell nsc/active
paint psc/m1 nwell nsc/mil
end

Table 7. Composesection

material PAINT.

(1) You get what you paint. If the home plane of PAINT is PLANE, or PAINT is space,
you get PAINT; otherwise, nothing changes and you get HAVE.

(2) Youcan eraseall or nothing. Erasing space or PAINT from PAINT will give space;
erasing anything else has no effect.

These rules apply for contacts as well. Painting the base type of a contact paints the
base type on its home plane, and each image type on its home plane. Erasing the base
type of a contact erases both the base type and the image types.

It is sometimes desirable for certain tile types to behave as though they were ** com-
posed’ of other, more fundamental ones. For example, painting poly over ndiffusion in
scmos produces ntransistor, instead of ndiffusion. Also, painting either poly or ndiffu-
sion over ntransistor leaves ntransistor, erasing poly from ntransistor leaves ndiffusion,
and erasing ndiffusion leaves poly. The semantics for ntransistor are a result of the fol-
lowing rule in the composesection of the scmos technology file:

composentransistor poly ndiff
Sometimes, not all of the ‘*component’’ layers of atype are layers known to magic.
As an example, in the nmos technology, there are two types of transistors:

enhancement-fetand depletion-fet Although both contain polysilicon and diffusion,
depletion-fet can be thought of as also containing implant, which is not atile type. So
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while we can’t construct depletion-fet by painting poly and then diffusion, we'd still like
it to behave as though it contained both materials. Painting poly or diffusion over a
depletion-fet should not change it, and erasing either poly or diffusion should give the
other. These semantics are the result of the following rule:

decomposedfet poly diff

The general syntax of both types of composition rules, composeand decomposeis:

compose type albl a2 b2 ...
decomposdype al bl a2b2 ...

The idea is that each of the pairs al bl, a2 b2, etc comprise type. In the case of acom-
poserule, painting any a atop its corresponding b will give type, aswell asvice-versa. In
both composeand decomposerules, erasing a from type gives b, erasing b from type
gives a, and painting either a or b over type leaves type unchanged.

Contacts are implicitly composed of their component types, so the result obtained
when painting a type PAINT over a contact type CONTACT will by default depend only
on the component types of CONTACT. If painting PAINT doesn’t affect the component
types of the contact, then it is considered not to affect the contact itself either. If painting
PAINT does affect any of the component types, then the result is as though the contact
had been replaced by its component types in the layout before type PAINT was painted.
Similar rules hold for erasing.

A pcontact has component types poly and metall. Since painting poly doesn’t
affect either poly or metall, it doesn't affect a pcontact either. Painting ndiffusion does
affect poly—-it turnsit into an ntransistor——. Hence, painting ndiffusion over a pcontact
breaks up the contact, leaving ntransistor on the active plane and metall on the metal 1
plane.

The composeand decomposerules are normally sufficient to specify the desired
semantics of painting or erasing. In unusual cases, however, it may be necessary to pro-
vide Magic with explicit paint or eraserules. For example, to specify that painting
pwell over pdiffusion switches its type to ndiffusion, the technology file contains the
rule:

paint pdiffusion pwell ndiffusion

This rule could not have been written as adecomposeule; erasing ndiffusion from pwell
does not yield pdiffusion, nor does erasing pdiffusion from ndiffusion yield pwell. The
general syntax for these explicit rulesis:

paint havet result [p]
erasehavet result [p]

Here, have is the type already present, on plane p if it is specified; otherwise, on the
home plane of have. Typet is being painted or erased, and the result is type result.
Table 7 gives the composesection for scmos.

It's easiest to think of the paint and erase rules as being built up in four passes. The
first pass generates the default rules for al non-contact types, and the second pass
replaces these as specified by the compose decomposeetc. rules, also for non-contact
types. At this point, the behavior of the component types of contacts has been
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completely determined, so the third pass can generate the default rules for all contact
types, and the fourth pass can modify these as per any compose etc. rules for contacts.

connect

#define allMetal2 m2,m2c/m2,pad/m?2

#define allMetal 1 m1,m2c/m1,pc/m1,ndc/mi,pdc/ml,ppcont/ma,nncont/mi,pad/m1

#define allPoly poly,pc/anfet,pfet

alMetal2 alMetal2
alMetall alMetal1
alPoly alPoly

ndiff ndc

pdiff pdc
nwell,nnc,nsd nwell,nnc,nsd
pwell,ppc,psd pwell,ppc,psd
nnc pdc

ppc ndc

end

Table 8. Connectsection

7. Connect section

For circuit extraction, routing, and some of the net-list operations, Magic needs to
know what types are electrically connected. Magic’'s model of electrical connectivity
used is based on signal propagation. Two types should be marked as connected if asig-
nal will always pass between the two types, in either direction. For the most part, this
will mean that all non-space types within a plane should be marked as connected. The
exceptions to this rule are devices (transistors). A transistor should be considered el ectri-
cally connected to adjacent polysilicon, but not to adjacent diffusion. This models the
fact that polysilicon connects to the gate of the transistor, but that the transistor acts as a
switch between the diffusion areas on either side of the channel of the transistor.

The lines in the connectsection of atechnology file, as shown in Table 8, each con-
tain a pair of type-lists in the format described in Section 4. Each type in the first list
connects to each type in the second list. This does not imply that the typesin the first list
are themselves connected to each other, or that the types in the second list are connected
to each other.

Because connectivity is a symmetric relationship, only one of the two possible ord-
ers of two tile types need be specified. Tiles of the same type are always considered to
be connected. Contacts are treated specially; they should be specified as connecting to
material in al planes spanned by the contact. For example, pcontact is shown as con-
necting to several types in the active plane, as well as several types in the metall plane.
The connectivity of a contact should usually be that of its component types, so pcontact
should connect to everything connected to poly, and to everything connected to metal 1.

-13-



Magic Maintainer's Manual #2:

The Technology File

cifoutput
style lambda=1.0(gen)
scalefactor 100
layer CWN nwell
bloat-or pdiff,pdc,pfet * 600
bloat-or nsc,nnd * 300
grow 300
shrink 300
cama421
layer CWP pwell
bloat-or ndiff,ndc,nfet * 600
bloat-or psc,ppd * 300
grow 300
shrink 300
cama4ll
layer CMS allMetal2
labels m2
camabl1
layer CAA alDiff
labels ndiff,pdiff
cama431
layer CCA ndc,pdc
squares 200
cama48 1
layer CCA nncont,ppcont
squares 200
cama48 1
layer CCP pc
squares 200
cama47 1
end

September 19, 1990

Table 9. Part of the cifoutput section for style lambda=1.0(gen) only

8. Cifoutput section

The layers stored by Magic do not always correspond to physical mask layers. For
example, there is no physical layer corresponding to ntransistor; instead, the actua cir-
cuit must be built up by overlapping poly and diffusion over pwell. When writing CIF
(Cdltech Intermediate Form) or Cama GDS-II files, Magic generates the actud
geometries that will appear on the masks used to fabricate the circuit. The cifoutput sec-
tion of the technology file describes how to generate mask layers from Magic’s abstract
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layers.

8.1. CIF styles

The technology file can contain several different specifications of how to generate
CIF. Each of theseis called a CIF style. Different styles may be used for fabrication at
different feature sizes, or for totally different purposes. For example, some of the Magic
technology files contain a style ‘“‘plot’’ that generates CIF pseudo-layers that have
exactly the same shapes as the Magic layers. This style is used for generating plots that
look just like what appears on the color display; it makes no sense for fabrication. Lines
of the form

style name

are used to end the description of the previous style and start the description of a new
style. The Magic command :cif ostyle name is typed by usersto change the current style
used for output. The first style in the technology file is used by default for CIF output if
the designer doesn’t issue a :cif style command. If the first line of the cifoutput section
isn't astyle line, then Magic uses an initial style name of default.

8.2. Scaling
Each style must contain aline of the form

scalefactorscale [reducer]

that tells how to scale Magic coordinates into CIF coordinates. The argument scale indi-
cates how many hundredths of a micron correspond to one Magic unit. Because of cer-
tain numerical problems with the CIF representation, scale must aways be an even
number (except as described below).

The second parameter, reducer, is optional. If it is specified, it may be either the
keyword calmaonly, or an integer. If reducer is calmaonly, then this output style can
only be used to generate Calma (GDS-I1) output, not CIF, but the restriction that scale
must always be an even number isrelaxed; scale can be any positive integer.

If reducer is an integer, it is used to increase the readability and decrease the size of
CIF files. Each CIF coordinate is divided by reducer before being written to the CIF file,
then a uniform upward scalefactor of reducer is specified once for the whole file. This
has no effect on the CIF except to make the individual CIF numbers smaller and thereby
reduce the sizes of CIF files. Reducer must be a positive integer, and must evenly divide
into every other dimension specified in any statement for this style. Reducer must also
divide one-half of scale. If this sounds confusing, the easiest thing is to leave reducer
unspecified, in which case the value 1 is used.

In addition to specifying a scale factor, each style can specify the size in which
chunks will be processed when generating CIF hierarchically. Thisis particularly impor-
tant when the average design size is much larger than the maximum bloat or shrink (e.g,
more than 3 orders of magnitude difference). The step size is specified by a line of the
following form:

stepsizestepsize

where stepsize is in Magic units. For example, if you plan to generate CIF for designs
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that will typically be 100,000 Magic units on a side, it might make sense for stepsize to
be 10000 or more.

8.3. Layer descriptions

The main body of information for each CIF styleis a set of layer descriptions. Each
layer description consists of one or more lines describing how to generate the CIF for a
single layer. Thefirst line of each description is one of

layer name [layers|
or
templayer name [layers]

These statements are identical, except that templayers are not output in the CIF file.
They are used only to build up intermediate results used in generating the *‘real’’ layers.
In each case, name is the CIF name to be used for the layer. If layersis specified, it con-
sists of a comma-separated list of Magic layers and previously-defined CIF layersin this
style; these layers form the initial contents of the new CIF layer (note: the layer listsin
this section are less general than what was described in Section 4; tildes and parentheses
are not allowed). If layersisnot specified, then the new CIF layer isinitially empty. The
following statements are used to modify the contents of a CIF layer before it is output.

After the layer or templayer statement come several statements specifying
geometrical operations to apply in building the CIF layer. Each statement takes the
current contents of the layer, applies some operation to it, and produces the new contents
of the layer. The last geometrical operation for the layer determines what is actually out-
put in the CIF file. The geometrical operations are:

or layers
and layers
and-not layers
grow amount
shrink amount
bloat-or layers layers2 amount layers2 amount ...
bloat-max layers layers2 amount layers2 amount ...
bloat-min layers layers2 amount layers2 amount ...
squaressize
squaresborder size separation

The operation or takes all the layers (which may be either Magic layers or previously-
defined CIF layers), and or’s them with the material already in the CIF layer. The opera-
tion and is similar to or, except that it and’s the layers with the material in the CIF layer
(in other words, any CIF material that doesn’'t lie under material in layers is removed
from the CIF layer). And-not finds all areas covered by layers and erases current CIF
material from those areas. Grow and shrink will uniformly grow or shrink the current
CIF layer by amount units, where amount is specified in CIF units, not Magic units.

The three bloat operations provide selective forms of growing. In these statements,
al the layers must be Magic layers. Each operation examines al the tiles in layers, and
grows the tiles by a different distance on each side, depending on the rest of the line.
Each pair layers2 amount specifies some tile types and a distance (in CIF units). Where a
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E B E B E B
B A C B A C B A C
D D D
bloat-or A * 100 C,E 200 bloat-max A * 100 C,E 200 bloat-min A * 100 C,E 200

Figure 2. The three different forms of bloat behave dightly differently when two different
bloat distances apply along the same side of atile. In each of the above examples, the CIF
that would be generated is shown in bold outline. If bloat-or is specified, a jagged edge
may be generated, as on the left. If bloat-max is used, the largest bloat distance for each
side is applied uniformly to the side, as in the center. If bloat-min is used, the smallest
bloat distance for each side is applied uniformly to the side, as on the right.

tile of type layers abuts a tile of type layers2, the first tile is grown on that side by
amount. The result is or’ ed with the current contents of the CIF plane. The layer “**"’
may be used as layers2 to indicate al tile types. Where tiles only have a single type of
neighbor on each side, all three forms of bloat are identical. Where the neighbors are
different, the three forms are dightly different, as illustrated in Figure 2. Note: al the
layers specified in any given bloat operation must lie on a single Magic plane. For
bloat-or all distances must be positive. In bloat-max and bloat-min the distances may
be negative to provide a selective form of shrinking.

In retrospect, it’ s not clear that bloat-max and bloat-min are very useful operations.
The problem is that they operate on tiles, not regions. This can cause unexpected
behavior on concave regions. For example, if the region being bloated is in the shape of
a‘'‘T"’, asingle bloat factor will be applied to the underside of the horizontal bar. If you
use bloat-max or bloat-min, you should probably specify design-rules that require the
shapes being bloated to be convex.
separation

L O
L O

—> <« T
size

border

Figure 3. The squaresoperator chops each tile up into squares, as determined by the bord-
er, size, and separation parameters. In the example, the bold lines show the CIF that would
be generated by a squaresoperation. The squares of material are aways centered so that
the borders on opposite sides are the same.

The last geometric operation is called squares It examines each tile on the CIF
plane, and replaces that tile with one or more squares of material. Each square is size
CIF units across, and sguares are separated by separation units. A border of at least
border unitsis left around the edge of the original tile, if possible. This operation is used
to generate contact vias, as in Figure 3. If only one argument is given in the squares
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statement, then separation defaults to size and border defaults to size/2. If atile doesn’t
hold an integral number of squares, extra space is left around the edges of the tile and the
squares are centered in the tile. If the tile is so small that not even a single square can fit
and still leave enough border, then the border is reduced. If a square won't fit in the tile,
even with no border, then no material is generated. The squaresoperation must be used
with some care, in conjunction with the design rules. For example, if there are severa
adjacent skinny tiles, there may not be enough room in any of thetiles for a square, so no
material will be generated at all. Whenever you use the squaresoperator, you should
use design rules to prohibit adjacent contact tiles, and you should aways use the
no_overlap rule to prevent unpleasant hierarchical interactions. The problems with
hierarchy are discussed in Section 8.6 below, and design rules are discussed in Section
10.

8.4. Labels

There is an additional statement permitted in the cifoutput section as part of alayer
description:

labels Magiclayers

This statement tells Magic that labels attached to Magic layers Magiclayers are to be
associated with the current CIF layer. Each Magic layer should only appear in one such
statement for any given CIF style. If a Magic layer doesn't appear in any labels state-
ment, then it is not attached to a specific layer when output in CIF.

8.5. Calma (GDS Il Stream format) layers

Each layer description in the cifoutput section may also contain one of the follow-
ing statements:

calma calmaNumber calmaType

This statement tells Magic which layer number and data type to use when the calma
command outputs Calma GDS |1 Stream format for this CIF layer. Both calmaNumber
and calmaType should be positive integers, between 0 and 63. Each CIF layer should
have a different calmaNumber. If there is no calmaline for a given CIF layer, then that
layer will not be output by the :calma command.

@ (b) ©

Figure 4. If the operator grow 100is applied to the shapes in (a), the merged shape in (b)
results. If the operator shrink 100 is applied to (b), the result is (c). However, if the two
original shapes in (a) belong to different cells, and if CIF is generated separately in each
cell, the result will be the sasme asin (a). Magic handles this by outputting additional infor-
mation in the parent of the subcells to fill in the gap between the shapes.
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8.6. Hierarchy

Hierarchical designs make life especialy difficult for the CIF generator. The CIF
corresponding to a collection of subcells may not necessarily be the same as the sum of
the CIF s of the individual cells. For example, if a layer is generated by growing and
then shrinking, nearby features from different cells may merge together so that they don’t
shrink back to their original shapes (see Figure 4). If Magic generates CIF separately for
each cell, the interactions between cells will not be reflected properly. The CIF generator
attempts to avoid these problems. Although it generates CIF in ahierarchical representa-
tion that matches the Magic cell structure, it tries to ensure that the resulting CIF patterns
are exactly the same as if the entire Magic design had been flattened into a single cell and
then CIF were generated from the flattened design. It does this by looking in each cell
for places where subcells are close enough to interact with each other or with paint in the
parent. Where this happens, Magic flattens the interaction area and generates CIF for it;
then Magic flattens each of the subcells separately and generates CIF for them. Finally,
it compares the CIF from the subcells with the CIF from the flattened parent. Where
there is adifference, Magic outputs extra CIF in the parent to compensate.

Magic's hierarchical approach only works if the overall CIF for the parent ends up
covering at least as much area as the CIFs for the individual components, so all compen-
sation can be done by adding extra CIF to the parent. In mathematical terms, this
requires each geometric operation to obey the rule

Op(A O B) O Op(A) O Op(B)

The operations and, or, grow, and shrink all obey thisrule. Unfortunately, the and-not,
bloat, and squaresoperations do not. For example, if there are two partially-overlapping
tiles in different cells, the squares generated from one of the cells may fall in the separa-
tions between squares in the other cell, resulting in much larger areas of material than
expected. There are two ways around this problem. One way isto use the design rulesto
prohibit problem situations from arising. This applies mainly to the squaresoperator.
Tiles from which sguares are made should never be allowed to overlap other such tilesin
different cells unless the overlap is exact, so each cell will generate squares in the same
place. You can use the exact_overlapdesign rule for this.

The second approach is to leave things up to the designer. When generating CIF,
Magic issues warnings where there is less materia in the children than the parent. The
designer can locate these problems and eliminate the interactions that cause the trouble.
Warning: Magic does not check the squaresoperations for hierarchical consistency, so
you absolutely must use exact_overlap design rule checks! Right now, the cifoutput
section of the technology is one of the trickiest things in the whole file, particularly since
errors here may not show up until your chip comes back and doesn’t work. Be extremely
careful when writing this part!

9. Cifinput section

In addition to writing CIF, Magic can also read in CIF files using the :cif read file
command. The cifinput section of the technology file describes how to convert from CIF
mask layers to Magic tile types. In addition, it provides information to the Calma reader
to alow it to read in Calma GDS Il Stream format files. The cifinput section is very
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cifinput
style lambda=1.0(gen)
scalefactor 100
layer m1 CMF
labels CMF
layer ndiff CSN
and CAA
layer nsd CWN
and CSN
and CAA
layer nfet CPG
and CAA
and CSN
layer ndc CCA
grow 100
and CAA
and CWP
and CSN
and CMF
layer nncont CCA
grow 100
and CAA
and CSN
and CWN
and CMF
camaCAA 1*
camaCCA 2*
camaCMF 4 *
cadmaCPG7*
camaCSN 8 *
camaCWN 11 *
camaCwpP 12 *
end

Table 10. Part of the cifinput section. The order of the layers is important, since
each Magic layer overrides the previous ones just asif they were painted by hand.

similar to the cifoutput section. It can contain severa styles, with aline of the form
style name

used to end the description of the previous style (if any), and start a new CIF input style
called name. If no initia style name is given, the name default is assigned. Each style
must have a statement of the form
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scalefactorcentimicrons

to indicate how many hundredths of a micron correspond to one unit in Magic.

Like the cifoutput section, each style consists of a number of layer descriptions. A
layer description contains one or more lines describing a series of geometric operations
to be performed on CIF layers. The result of all these operations is painted on a particu-
lar Magic layer just asif the user had painted that information by hand. A layer descrip-
tion begins with a statement of the form

layer magicLayer [layers]

In the layer statement, magicLayer is the Magic layer that will be painted after perform-
ing the geometric operations, and layers is an optiona list of CIF layers. If layersis
specified, it is the initial value for the layer being built up. If layersisn’'t specified, the
layer starts off empty. As in the cifoutput section, each line after the layer statement
gives a geometric operation that is applied to the previous contents of the layer being
built in order to generate new contents for the layer. The result of the last geometric
operation is painted into the Magic database.

The geometric operations that are allowed in the cifinput section are a subset of
those permitted in the cifoutput section:

or layers
and layers
and-not layers
grow amount
shrink amount

In these commands the layers must all be CIF layers, and the amounts are al CIF dis-
tances (centimicrons). Aswith the cifoutput section, layers can only be specified in sim-
ple comma-separated lists: tildes and slashes are not permitted.

When CIF files are read, all the mask information is read for a cell before perform-
ing any of the geometric processing. After the cell has been completely read in, the
Magic layers are produced and painted in the order they appear in the technology file. In
general, the order that the layers are processed is important since each layer will usually
override the previous ones. For example, in the scmos tech file shown in Table 10 the
commands for ndiff will result in the ndiff layer being generated not only where there is
only ndiffusion but also where there are ntransistors and ndcontacts. The descriptions for
ntransistor and ndcontact appear later in the section, so those layers will replace the
ndiff material that was originaly painted.

Labels are handled in the cifinput section just like in the cifoutput section. A line
of theform
labelslayers

means that the current Magic layer isto receive al CIF labels on layers. Thisis actually
just an initial layer assignment for the labels. Once a CIF cell has been read in, Magic
scans the label list and re-assigns labels if necessary. In the example of Table 10, if a
label is attached to the CIF layer CPG then it will be assigned to the Magic layer poly.
However, the polysilicon may actualy be part of a poly-metal contact, which is Magic
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layer pcontact After al the mask information has been processed, Magic checks the
material underneath the layer, and adjusts the label’s layer to match that material (pcon-
tact in this case). Thisisthe same as what would happen if a designer painted poly over
an area, attached alabel to the material, then painted pcontact over the area.

No hierarchical mask processing is done for CIF input. Each cell isread in and its
layers are processed independently from all other cells; Magic assumes that there will
not be any unpleasant interactions between cells as happens in CIF output (and so far, at
least, this seems to be a valid assumption).

If Magic encounters a CIF layer name that doesn’t appear in any of the lines for the
current CIF input style, it issues a warning message and ignores the information associ-
ated with the layer. If you would like Magic to ignore certain layers without issuing any
warning messages, insert aline of the form

ignore cifLayers

where cifLayersis a comma-separated list of one or more CIF layer names.

Cama layers are specified via calma lines, which should appear at the end of the
cifinput section. They are of the form:

calmacifLayer calmalLayers calmaTypes

The cifLayer is one of the CIF types mentioned in the cifinput section. Both cal-
maLayers and calmaTypes are one or more comma-separated integers between 0 and 63.
The interpretation of a calma line is that any Calma geometry whose layer is any of the
layers in calmalLayers, and whose type is any of the types in calmaTypes, should be
treated as the CIF layer cifLayer. Either or both of calmalayers and calmaTypes may be
the character * instead of a comma-separated list of integers; this character means all
layers or types respectively. It is commonly used for calmaTypes to indicate that the
Calmatype of a piece of geometry should be ignored.

Just as for CIF, Magic also issues warnings if it encounters unknown Calma layers
while reading Stream files. If there are layers that you'd like Magic to ignore without
issuing warnings, assign them to a dummy CIF layer and ignore the CIF layer.

10. Mzrouter section

This section defines the layers and contacts available to the Magic maze router,
mzrouter, and assigns default costs for each type. Default widths and spacings are
derived from the drc section of the technology file (described below) but can be overrid-
den in this section. Other mzrouter parameters, for example, search rate and width, can
also be specified in this section. The syntax and function of the lines in the mzrouter
section of the technology file are specified in the subsections below. Each set of
specifications should be headed by a style line. Routelayer and routecontact
specifications should precede references to them.

10.1. Styles

The mzrouter is currently used in two contexts, interactively via the iroute com-
mand, and as a subroutine to the garouter for stem generation. To permit distinct param-
eters for these two uses, the lines in the mzrouter section are grouped into styles. The
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mzrouter

style irouter

layer m2 32 64 256 1
layer ml 64 32 256 1
layer poly 128 128 512 1
contact m2contact metal 1 metal 2 1024
contact pcontact metal 1 poly 2056
notactive poly pcontact

style garouter

layer m2 32 64 256 1
layer ml 64 32 256 1
contact m2contact metal 1 metal 2 1024

end

Table 11. Mzrouter section for the scmos technology.

lines pertaining to the irouter should be preceded by
style irouter

and those pertaining to the garouter should be preceded by the specification
style garouter

Other styles can be specified, but are currently not used. Table 11 shows the mzrouter
section from the scmos technology.

10.2. Layers

Layer lines define the route-layers available to the maze router in that style. They
have the following form:

layer type hCost vCost jogCost hintCost

Here type is the name of the tiletype of the layer and hCost, vCost, jogCost and hintCost,
are non-negative integers specifying the cost per unit horizontal distance, cost per unit
vertical distance, cost per jog, and cost per unit area of deviation from magnets, respec-
tively. Route layersfor any given style must liein distinct planes.

10.3. Contacts

Contact lines specify the route-contacts available to the mzrouter in the current
style. They have the following form:

contact type routeLayer1 routeLayer2 cost

Here type is the tiletype of the contact, routeLayer1 and routelLayer2 are the two layers
connected by the contact, and cost is a nonnegative integer specifying the cost per con-
tact.
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10.4. Notactive

It maybe desirable to have a layer or contact available to the maze router, but
default to off, i.e., not be used by the mzrouter until explicitly made active. Route-types
(route-layers or route-contacts) can be made to default to off with the following
specification:

notactive route-type ... [route-typen]

10.5. Search
The search rate, width, and penalty parameters can be set with a specification of
the form:
searchrate width penalty

Here rate and width are positive integers. And penalty is a positive rational (it may
include a decimal point). See the irouter tutorial for a discussion of these parameters.
(Note that penalty is a ‘‘wizardly’’ parameter, i.e, it is interactively set and examined
via iroute wizard not iroute search). If no searchlineis given for a style, the overall
mzrouter defaults are used.

10.6. Width

Appropriate widths for route-types are normally derived from the drc section of the
technology file. These can be overridden with width specifications of the following
form:

width route-type width
Here width is a positive integer.

10.7. Spacing
Minimum spacings between routing on a route-type and other types are derived
from the design rules. These values can be overridden by explicit spacing specifications
in the mzrouter section. Spacing specifications have the following form:
spacingroutetype typel spacingl ... [typen spacingn]

Spacing values must be nonnegative integers or NIL . The specia type SUBCELL can
be used to specify minimum spacing to unexpanded subcells.

11. Drc section

The design rules used by Magic’s design rule checker come entirely from the tech-
nology file. We'll look first a two simple kinds of rules, width and and spacing Most
of therulesin the drc section are one or the other of these kinds of rules.
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#define  alDiff ndiff,pdiff,ndc/a,pdc/a, ppcont/a,nncont/a,pfet,nfet,psd,nsd
#define  extPoly  poly,pcontact

#define  extM1 metal 1, pcontact/m1,ndc/m1,ppcont/m1,pdc/ml,nncont/m1
#define  extM2 metal 2,m2contact/m?2

Table 12a. Abbreviations for sets of tile types.

width pwell 6  “‘P-Wel width must be at least 6 (MOSSrule #1.1)"’
width nwell 6  ‘*N-Well width must be at least 6 (MOSISrule#1.1)"”’
width alDiff 2 ‘“‘Diffusion width must be at least 2 (MOS Srule #2.1)"’
width adlPoly 2 ‘*Polysilicon width must be at least 2 (MOS Srule #3.1)"”

Table 12b. Some width rulesin the drc section.

11.1. Width rules

The minimum width of a collection of types, taken together, is expressed by awidth
rule. Such arule hasthe form:

width type-list width error

where type-list is a set of tile types (see Section 4 for syntax), width is an integer, and
error is a string, enclosed in double quotes, that can be printed by the command :drc
why if theruleis violated. A width rule requires that all regions containing any typesin
the set types must be wider than w in both dimensions. For example, in Table 12b, the
rule

width nwell 6 “*N-Well width must be at least 6 (MOS Srule#1.1)"”’

means that nwells must be at least 6 units wide whenever they appear. The type-list field
may contain more than asingle type, asin the following rule:

width alDiff 2 *‘Diffusion width must be at least 2 (MOS Srule#2.1)"”’

which means that all regions consisting of the types containing any kind of diffusion be
at least 2 units wide. Because many of the rules in the drc section refer to the same sets
of layers, the #definefacility of the C preprocessor is used to define a number of macros
for these sets of layers. Table 12agives acomplete list.

All of the layers named in any one width rule must lie on the same plane. However,
if some of the layers are contacts, Magic will substitute a different contact image if the
named image isn’'t on the same plane as the other layers.
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spacing alPoly  alPoly 2 touching_ok\
‘““Polysilicon spacing must be at least 2 (MOS Srule #3.2)"

spacing  pfet nncont,nnd 3 touching_illegal \
““Transistors must be separated from substrate contacts by 3 (MOS Srule #4.1)"

spacing  pc alDiff 1 touching_illegal \
“*Poly contact must be 1 unit from diffusion (MOS Srule #5B.6)’’

Table 12c. Some spacing rules in the drc section.

Euclidean distance Manhattan distance

Figure 5. For design rule checking, the Manhattan distance between two horizontally or
vertically aligned points is just the normal Euclidean distance. If they are not so aligned,
then the Manhattan distance is the length of the longest side of the right triangle forming the
diagonal line between the points.

11.2. Spacing rules

The second simple kind of design rule is a spacingrule. It comes in two flavors:
touching_ok, and touching_illegal, both with the following syntax:

spacingtypesl types2 distance flavor error

The first flavor, touching_ok, does not prohibit typesl and types2 from being immedi-
ately adjacent. It merely requires that any type in the set typesl must be separated by a
““*Manhattan’ distance of at least distance units from any type in the set types2 that is not
immediately adjacent to the first type. See Figure 5 for an explanation of Manhattan dis-
tance for design rules. As an example, consider the metal 1 separation rule:

spacingallPoly alPoly 2 touching_ok\
“*Polysilicon spacing must be at least 2 (MOS Srule #3.2)"”

Thisrule is symmetric (typesl is equal to types2), and requires, for example, that a pcon-
tact be separated by at least 2 units from a piece of polysilicon. However, this rule does
not prevent the pcontact from touching a piece of poly. Intouching_okrules, al of the
layers in both typesl and types2 must be stored on the same plane (Magic will substitute
different contact images if necessary).
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t1 t2 t2

Figure 6. The touching_ok rules cancels spacing checks if the material is touching. This
means that even distant material won't be checked for spacing. If therule applied at edge A
isatouching_ok rule between material t1 and t2, then no check will be made between the t1
material and the t2 material on the far right side of the diagram. If this check was desired, it
could be accomplished in this case by a edge4waycheck from edge B. This would not
work in general, though, because that check could also be masked by material of type t2,
causing the touching_ok rule to be invoked.

TOUCHING_OK SPACING RULES DO NOT WORK FOR VERY LARGE
SPACINGS (RELATIVE TO THE TYPES INVOLVED). SEE FIGURE 6 FOR AN
EXPLANATION. If the spacing to be checked is greater than the width of one of the
types involved plus either its self-spacing or spacing to a second involved type,
touching_ok spacingmay not work properly: aviolation can be masked by an interven-
ing touching type. In such cases the rule should be written using the edge4wayconstruct
described below.

The second flavor of spacing rule, touching_illegal, disallows adjacency. It isused
for rules where typesl and types2 can never touch, asin the following:

spacingpc alIDiff 1 touching_illegal\
“*Poly contact must be 1 unit from diffusion (MOS Srule #5B.6)’”

Pcontacts and any type of diffusion must be at least 1 unit apart; they cannot touch. In
touching_illegal rules typesl and types2 may not have any types in common: it would
be rather strange not to permit a type to touch itself. In touching_illegal rules, typesl
and types2 may be spread across multiple planes, Magic will find violations between
material on different planes.

11.3. Edge rules

The width and spacing rules just described are actually translated by Magic into an
underlying, edge-based rule format. This underlying format can handle rules more gen-
eral than simple widths and spacings, and is accessible to the writer of a technology file
via edgerules. These rules are applied at boundaries between material of two different
types, in any of four directions as shown in Figure 7. The design rule table contains a
separate list of rules for each possible combination of materials on the two sides of an
edge.
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t1]t2 2)t1
| t1
! le |1
I e ]
t1 |

Figure 7. Design rules are applied at the edges between tiles in the same plane. A ruleis
specified in terms of type t1 and type t2, the materials on either side of the edge. Each rule
may be applied in any of four directions, as shown by the arrows. The simplest rules re-
quire that only certain mask types can appear within distance d on t2's side of the edge.

In its simplest form, a rule specifies a distance and a set of mask types. only the
given types are permitted within that distance on type2’s side of the edge. This areais
referred to as the constraint region. Unfortunately, this ssmple scheme will miss errorsin
corner regions, such as the case shown in Figure 8. To eliminate these problems, the full
rule format alows the constraint region to be extended past the ends of the edge under
some circumstances. See Figure 9 for an illustration of the corner rules and how they
work. Table 13 gives a complete description of the information in each design rule.

poly
OKTypes = not poly

poly | space poly

@ (b)
Figure 8. If only the simple rules from Figure 7 are used, errors may go unnoticed in
corner regions. For example, the polysilicon spacing rule in (a) will fail to detect the error
in (b).
Edge rules are specified in the technology file using the following syntax:
edgetypesl types2 d OKTypes corner Types cornerDist error [plane]

Both typesl and types2 are type-lists. An edge rule is generated for each pair consisting
of atype from typesl and atype from types2. All the typesin typesl, types2, and corner-
Types must lie on asingle plane. See Figure 9 for an example edge rule. It is sometimes
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useful to specify anull list, i.e.,, 0, for OKTypes or CornerTypes. Null OKTypes means
no edges between typesl and types2 are OK. Null CornerTypes means no corner exten-
sions are to be checked (corner extensions are explained below).

B I corner Types IZ
corner Types —# not poly —#]
N “— OKTypes N “— not poly
1] t2 poly | space
A
> >
d 2
@ (b)
poly
poly
— > —>
< not poly < not poly

(© (d)

Figure 9. The complete design rule format is illustrated in (a). Whenever an edge has
typel on its left side and type2 on its right side, the area A is checked to be sure that only
OKTypes are present. If the material just above and to the left of the edge is one of corner-
Types, then area B is also checked to be sure that it contains only OKTypes. A similar
corner check is made at the bottom of the edge. Figure (b) shows a polysilicon spacing rule,
(c) shows a situation where corner extension is performed on both ends of the edge, and (d)
shows a situation where corner extension is made only at the bottom of the edge. If the rule
described in (d) were to be written as an edgerule, it would look like:

edgepoly space 2 [poly [poly 2\
"Poly-poly separation must be at least 2"

Some of the edge rulesin Magic have the property that if arule isviolated between
two pieces of geometry, the violation can be discovered looking from either piece of
geometry toward the other. To capitalize on this, Magic normally applies an edge rule
only in two of the four possible directions: bottom-to-top and left-to-right, reducing the
work it has to do by afactor of two. Also, the corner extension is only performed to one
side of the edge: to the top for a left-to-right rule, and to the left for a bottom-to-top rule.
All of the width and spacing rules tranglate neztly into edge rules.

However, you'll probably find it easiest when you’ re writing edge rules to insist that
they be checked in al directions. To do this, write the rule the same way except use the
keyword edgedwayinstead of edge
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Parameter Meaning

typel Material on first side of edge.
type2 Material on second side of edge.
d Distance to check on second side of edge.
OKTypes List of layersthat are permitted within
d units on second side of edge.
(OKTypes=0 means never OK)

cornerTypes | List of layersthat cause corner extension.

(corner Types=0 means no corner extension)
cornerDist Amount to extend constraint area when

corner Types matches.

plane Plane on which to check constraint region (defaults
to same plane as typel and type2 and

corner Types).

Table 13. The parts of an edge-based rule.

edgedwaynfet ndiff 2 ndiff,ndc ndiff 2\
“*Diffusion must overhang transistor by at least 2

Not only are edgedwayrules checked in all four directions, but the corner extension is
performed on both sides of the edge. For example, when checking a rule from left-to-
right, the corner extension is performed both to the top and to the bottom. Edgedway
rules take twice as much time to check as edgerules, so it's to your advantage to use
edgerules wherever you can.

edgedway ppcont,ppd ndiff,ndc,nfet 3 ndiff,ndc,nfet ndiff,ndc,nfet 3\
““Ndiff must be 3 wide if it abuts ppcont or ppd (MOS Srule #??)"”

edgedway dlPoly OallPoly)/active 3 [hc/active HalPoly)/active 3\
“*Poly contact must be at least 3 from other poly (MOS Srule #5B.4,5)"

edgedway dlPoly HallPoly)/active 1 Cm2c/metal 2 alPoly)/active 1\
“*Via must be on a flat surface (MOS Srule #3.4,5)"" metal2

Table 12d. Some edge rulesin the drc section.

Normally, an edge rule is checked completely within a single plane: both the edge
that triggers the rule and the constraint area to check fall in the same plane. However,
the plane argument can be specified in an edge rule to force Magic to perform the con-
straint check on a plane different from the one containing the triggering edge. In this
case, OKTypes must all be tile types in plane. This feature is used, for example, to
ensure that polysilicon and diffusion edges don’t lie underneath metal 2 contacts:
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edgedwayallPoly [{alPoly)/active 1 [m2c/metal2 [{allPoly)/active 1\
““Via must be on a flat surface (MOS Srule #8.4,5)"" metal2

11.4. Overlap Rules

In order for CIF generation and circuit extraction to work properly, certain kinds of
overlaps between subcells must be prohibited. The design-rule checker provides two
kinds of rulesfor restricting overlaps. They are

exact_overlaptype-list
no_overlaptype-listl type-list2

In the exact_overlaprule, type-list indicates one or more tile types. If acell contains a
tile of one of these types and that tile is overlapped by another tile of the same type from
a different cell, then the overlap must be exact: the tile in each cell must cover exactly
the same area. Abutment between tiles from different cells is considered to be a partial

overlap, so it is prohibited too. Thisruleis used to ensure that the CIF squaresoperator
will work correctly, as described in Section 8.6. See Table 12e for the exact_overlap
rule from the standard scmos technol ogy file.

exact_overlap  m2c,ndc,pdc,pc,ppcont,nncont
no_overlap pfet,nfet pfet,nfet

Table 12e. Exact_overlap rulein the drc section.

The no_overlaprule makesillegal any overlap between atile in type-listl and atile
in type-list2. You should rarely, if ever, need to specify no_overlaprules, since Magic
automatically prohibits many kinds of overlaps between subcells. After reading the tech-
nology file, Magic examines the paint table and applies the following rule: if two tile
types A and B are such that the result of painting A over B is neither A nor B, or the
result of painting B over A isn’t the same as the result of painting A over B, then A and B
are not allowed to overlap. Such overlaps are prohibited because they change the struc-
ture of the circuit. Overlaps are supposed only to connect things without making struc-
tural changes. Thus, for example, poly can overlap pcontact without violating the above
rules, but poly may not overlap diffusion because the result is efet, which is neither poly
nor diffusion. The only no_overlap rules you should need to specify are rules to keep
transistors from overlapping other transistors of the same type.

11.5. Background checker step size

Magic’'s background design-rule checker breaks large cells up into smaller pieces,
checking each piece independently. For very large designs, the number of pieces can get
to be enormous. If designs are large but sparse, the performance of the design-rule
checker can be improved tremendously by telling it to use a larger step size for breaking
up cells. Thisisdone asfollows:
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stepsizestepsize

which causes each cell to be processed in sguare pieces of at most stepsize by stepsize
units. It is generally a good idea to pick alarge stepsize, but one that is small enough so
each piece will contain no more than 100 to 1000 rectangles.

12. Extract section

The extract section of a technology file contains the parameters used by Magic's
circuit extractor. Each line in this section begins with a keyword that determines the
interpretation of the remainder of theline. Table 14 gives an example extract section.

This section is like the cifinput and cifoutput sections in that it supports multiple
extraction styles. Each styleis preceded by aline of the form
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style stylename

All subsequent lines up to the next style line or the end of the section are interpreted as
belonging to extraction style stylename. If thereisno initia style line, the first style will
be named ‘* default’’.

The keywords areacap perimcap, and resist define the capacitance to substrate
and the sheet resistivity of each of the Magic layers in a layout. All capacitances that
appear in the extract section are specified as an integra number of attofarads (per unit
area or perimeter), and all resistances as an integral number of milliohms per square.

The areacapkeyword is followed by alist of types and a capacitance to substrate,
asfollows:

areacaptypes C

Each of the types listed in types has a capacitance to substrate of C attofarads per square
lambda. Each type can appear in at most one areacapline. If atype does not appear in
any areacapline, it is considered to have zero capacitance to substrate per unit area.
Since most analysis tools compute transistor gate capacitance directly from the area of
the transistor’s gate, Magic should produce node capacitances that do not include gate
capacitances. To ensurethis, al transistors should have zero areacapvalues.

The perimcap keyword is followed by two type-lists and a capacitance to substrate,
asfollows:

perimcap intypes outtypes C

Each edge that has one of the types in intypes on its inside, and one of the types in out-
types on its outside, has a capacitance to substrate of C attofarads per lambda. This can
also be used as an approximation of the effects due to the sidewalls of diffused areas. As
for areacap each unique combination of an intype and an outtype may appear at most
once in a perimcap line. Also as for areacap if a combination of intype and outtype
does not appear in any perimcap line, its perimeter capacitance per unit length is zero.

The resistkeyword is followed by atype-list and a resistance as follows:
resisttypes R

The sheet resistivity of each of the typesin typesis R milliohms per square.

Each resistline in fact definesa‘‘resistance class’. When the extractor outputs the
area and perimeter of nodes in the .ext file, it does so for each resistance class. Nor-
mally, each resistance class consists of al types with the same resistance. However, if
you wish to obtain the perimeter and area of each type separately in the .ext file, you
should make each into its own resistance class by using a separate resist line for each
type.

In addition to sheet resistivities, there are two other ways of specifying resistances.
Neither is used by the normal Magic extractor, but both are used by the resistance extrac-
tor. Contacts have a resistance that is inversely proportional to the number of via holes
in the contact, which is proportional (albeit with quantization) to the area of the contact.
The contact keyword alows the resistance for asingle via hole to be specified:
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extract

style lambda=0.7

lambda 70

step 100

sidehalo 4

resist poly,pfet,nfet 60000

resist pc/a 50000

resist pdiff,ppd 120000

resist ndiff,nnd 120000

resist m2contact/m1 1200

resist metal1 200

resist metal 2,pad/m1 60

resist ppc/a,pdc/a 100000

resist nnc/a,ndc/a 100000

resist nwell,pwell 3000000
areacap poly 33

areacap metall 17

areacap metal 2,pad/m1 11

areacap ndiff,nsd 350

areacap pdiff,psd 200

areacap ndc/a,nsc/a 367

areacap pdc/a,psc/a 217

areacap pcontact/a 50

perimc allMetal1 space 56

perimc allMetal 2 space 55

overlap metal 1 pdiff,ndiff,psd,nsd 33
overlap metal 2 pdiff,ndiff,psd,nsd 17 metal1
overlap metal 1 poly 33

overlap metal 2 poly 17 metal 1
overlap metal2 metal 1 33
sideoverlap  alMetall space alDiff 64
sideoverlap  allMetal2 space alDiff 60
sideoverlap  alMetall space poly 64
sideoverlap  alMetal2 space poly 60
sideoverlap  allMetal2 space allMetall 70
fet pfet pdiff,pdc/a 2 pfet Vdd! nwell 00
fet nfet ndiff,ndc/a 2 nfet GND! pwell 00
end

Table 14. Extract section
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contacttypessizeR

where types is a comma-separated list of types, size isin lambda, and R is in milliohms.
Szeisinterpreted as a hole-size quantum; the number of holes in a contact is equal to its
width divided by size times its length divided by size, with both quotients rounded down
to the nearest integer. The resistance of a contact is R divided by the number of holes.

Transistors also have resistance information associated with them. However, a
transistor’s resistance may vary depending on a number of variables, so a single parame-
ter is generaly insufficient to describe it. The fetresist line alows sheet resistivities to
be given for avariety of different configurations:

fetresist fettypes region R

where fettypes is a comma-separated list of transistor types (as defined in fet lines
below), region is a string used to distinguish between resistance values for a fet if more
than one is provided (the specia region value of *‘linear’’ is required for the resistance
extractor), and R is the on-resistance of the transistor in ohms per square (not milliohms;
there would otherwise be too many zeroes).

Magic also extracts internodal coupling capacitances, as illustrated in Figure 10.
The keywords overlap, sidewall, sideoverlap and sidehalo provide the parameters
needed to do this.

Overlap capacitance is between pairs of tile types, and is described by the overlap
keyword as follows:

overlap toptypes bottomtypes cap [shiel dtypes]

where toptypes, bottomtypes, and optionally shieldtypes are type-lists and cap is a capaci-
tance in attofarads per square lambda. The extractor searches for tiles whose types are in
toptypes that overlap tiles whose types are in bottomtypes, and that belong to different
electrical nodes. (The planes of toptypes and bottomtypes must be digoint). When such
an overlap is found, the capacitance to substrate of the node of the tile in toptypes is
deducted for the area of the overlap, and replaced by a capacitance to the node of the tile
in bottomtypes.

If shieldtypes are specified, overlaps between toptypes and bottomtypes that also
overlap atype in shieldtypes are not counted. The types in shieldtypes must appear on a
different plane (or planes) than any of the typesin toptypes or bottomtypes.

Parallel wire capacitance is between pairs of edges, and is described by the sidewall
keyword:
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(metal) ) sidewalt (metal)
! |
overlap sidewall overlap (oxide)
(poly)

Figure 10. Magic extracts three kinds of internodal coupling capacitance. This figureisa
side view of a set of masks that shows all three kinds of capacitance. Overlap capacitance
is parallel-plate capacitance between two different kinds of material when they overlap.
Parallel wire capacitance is fringing-field capacitance between the parallel vertical edges of
two pieces of material. Sdewall overlap capacitance is fringing-field capacitance between
the vertical edge of one piece of material and the horizontal surface of another piece of ma-
terial that overlaps the vertical edge.

tfar

fartypes

neartypes

outtypes

impes
tinside

Figure 11. Parallel wire capacitance is between pairs of edges. The capacitance applies
between the tiles tinside and tfar above, where tinside's type is one of intypes, and tfar’s
typeisone of fartypes.

sidewall intypes outtypes neartypes fartypes cap

where intypes, outtypes, neartypes, and fartypes are all type-lists, described in Figure 11.
Cap is half the capacitance in attofarads per lambda when the edges are 1 lambda apart.
Parallel wire coupling capacitance is computed as being inversely proportional to the dis-
tance between two edges. at 2 lambda separation, it is equal to the value cap; at 4 lambda
separation, it is half of cap. This approximation is not very good, in that it tends to
overestimate the coupling capacitance between wires that are farther apart.

To reduce the amount of searching done by Magic, there is a threshold distance
beyond which the effects of parallel wire coupling capacitance are ignored. Thisis set as
follows:

sidehalodistance

where distance is the maximum distance between two edges at which Magic considers
them to have paralel wire coupling capacitance. If this number is not set explicitly in
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the technology file, it defaults to O, with the result that no parallel wire coupling
capacitance is computed.

Sidewall overlap capacitance is between materia on the inside of an edge and over-
lapping material of adifferent type. It isdescribed by the sideoverlapkeyword:

sideoverlapintypes outtypes ovtypes cap

where intypes, outtypes, and ovtypes are type-lists and cap is capacitance in attofarads
per lambda. This is the capacitance associated with an edge with a type in intypes on its
inside and a type in outtypes on its outside, that overlaps a tile whose type is in ovtypes.
See Figure 10.

Transistors are represented in Magic by explicit tiletypes. The extraction of a fet
(with gate, sources, and drains) from a collection of transistor tiles is governed by the
information in afet line. Thisline has the following format:

fet types dtypes min-nterms name snode [stypes] gscap gccap

Typesisalist of those tiletypes that make up this type of transistor. Normally, there will
be only one type in this list, since Magic usually represents each type of transistor with a
different tiletype.

Dtypesis alist of those tiletypes that connect to the diffusion terminals of the fet.
Each transistor of this type must have at least min-nterms distinct diffusion terminals;
otherwise, the extractor will generate an error message. For example, an efet in the
scmos technology must have a source and drain in addition to its gate; min-nterms for
this type of fet is 2. The tiletypes connecting to the gate of the fet are the same as those
specified in the connectsection as connecting to the fet tiletype itself.

Name is a string used to identify this type of transistor to simulation programs.

The substrate terminal of atransistor is determined in one of two ways. If stypes (a
comma-separated list of tile types) is given, and a particular transistor overlaps one of
those types, the substrate terminal will be connected to the node of the overlapped
material. Otherwise, the substrate terminal will be connected to the node with the global
name of snode (which must be aglobal name, i.e., end in an exclamation point).

Gscap is the capacitance between the transistor’ s gate and its diffusion terminals, in
attofarads per lambda. Finally, gccap is the capacitance between the gate and the chan-
nel, in attofarads per square lambda. Currently, gscap and gccap are unused by the
extractor.

Often the units in the extracted circuit for a cell will always be multiples of certain
basic units larger than centimicrons for distance, attofarads for capacitance, or milliohnms
for resistance. To allow larger unitsto be used in the .ext file for this technology, thereby
reducing the file's size, the extract section may specify a scale for any of the three units,
asfollows:

cscalec
lambdall
rscaler

In the above, ¢ isthe number of attofarads per unit capacitance appearing in the .extfiles,
| is the number of centimicrons per unit length, and r is the number of milliohms per unit
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resistance. All three must be integers; r should divide evenly al the resistance-per-
square values specified as part of resist lines, and ¢ should divide evenly all the
capacitance-per-unit values.

Magic's extractor breaks up large cells into chunks for hierarchical extraction, to
avoid having to process too much of a cell all at once and possibly run out of memory.
The size of these chunksis determined by the stepkeyword:

stepstep

This specifies that chunks of step units by step units will be processed during hierarchical
extraction. The default is 100 units. Be careful about changing step; if it is too small
then the overhead of hierarchical processing will increase, and if it istoo large then more
area will be processed during hierarchical extraction than necessary. It should rarely be
necessary to change step unless the minimum feature size changes dramatically; if so, a
value of about 50 times the minimum feature size appears to work fairly well.

wiring

contact pdcontact 4 metal1 O pdiff O
contact ndcontact 4 metal1 O ndiff O
contact pcontact 4 metal1 0 poly O
contact m2contact 4 metall 0 metal2 0
end

Table 15. Wiring section

13. Wiring section

The wiring section provides information used by the :wire switch command to gen-
erate contacts. See Table 15 for the wiring section from the scmos technology file. Each
line in the section has the syntax

contacttype minSze layer1 surroundl layer2 surround2

Type is the name of a contact layer, and layer1l and layer2 are the two wiring layers that
it connects. MinSze is the minimum size of contacts of this type. If Surroundl is non-
zero, then additional material of type layerl will be painted for surroundl units around
contacts of type. If surround2 is non-zero, it indicates an overlap distance for layer2.

During :wire switch commands, Magic scans the wiring information to find a con-
tact whose layer1 and layer2 correspond to the previous and desired new wiring materi-
als (or vice versa). If amatch isfound, a contact is generated according to type, minSze,
surroundl, and surround?2.
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14. Router section

The router section of a technology file provides information used to guide the
automatic routing tools. The section contains four lines. See Table 16 for an example
router section.

router

layerl metall 3 allMetall 3

layer2 metal2 3 allMetal2 4 alPoly,allDiff 1
contactsm2contact 4

gridspacing 8

end

Table 16. Router section

Thefirst two lines have the keywords layerl and layer2 and the following format:
layerl wireType wireWidth type-list distance type-list distance ...

They define the two layers used for routing. After the layerl or layer2 keyword are two
fields giving the name of the material to be used for routing that layer and the width to
use for its wires. The remaining fields are used by Magic to avoid routing over existing
material in the channels. Each pair of fields contains a list of types and a distance. The
distance indicates how far away the given types must be from routing on that layer.
Layerl and layer2 are not symmetrical: wherever possible, Magic will try to route on
layerl in preference to layer2. Thus, in a single-metal process, metal should aways be
used for layerl.

The third line provides information about contacts. It has the format
contactscontactType size [surroundl surround?2]

The tile type contactType will be used to make contacts between layerl and layer2. Con-
tacts will be size units square. In order to avoid placing contacts too close to hand-routed
material, Magic assumes that both the layerl and layer2 rules will apply to contacts. |f
surroundl and surround2 are present, they specify overlap distances around contacts for
layerl and layer2: additional layerl material will be painted for surroundl units around
each contact, and additional layer2 material will be painted for surround2 units around
contacts.

The last line of the routing section indicates the size of the grid on which to route.
It has the format

gridspacing distance

The distance must be chosen large enough that contacts and/or wires on adjacent grid
lines will not generate any design rule violations.
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plowing

fixed pfet,nfet,glass,pad
covered pfet,nfet

drag pfet,nfet

end

Table 17. Plowing section

15. Plowing section

The plowing section of a technology file identifies those types of tiles whose sizes
and shapes should not be changed as a result of plowing. Typically, these types will be
transistors and buried contacts. The section currently contains three kinds of lines:

fixed types
coveredtypes
drag types

wheretypesisatype-list. Table 17 givesthis section for the scmos technology file.

In a fixed line, each of types is considered to be fixed-size; regions consisting of
tiles of these types are not deformed by plowing. Contact types are always considered to
be fixed-size, so need not be included in types.

In a coveredline, each of types will remain ‘‘covered’’ by plowing. If aface of a
covered type is covered with a given type before plowing, it will remain so afterwards.
For example, if a face of a transistor is covered by diffusion, the diffusion won't be
allowed to dide along the transistor and expose the channel to empty space. Usualy,
you should make all fixed-width types covered as well, except for contacts.

In adrag line, whenever material of atype in types moves, it will drag with it any
minimum-width material on its trailing side. This can be used, for example, to insure
that when a transistor moves, the poly-overlap forming its gate gets dragged along in its
entirety, instead of becoming elongated.

16. Plot section

The plot section of the technology file contains information used by Magic to gen-
erate hardcopy plots of layouts. Plots can be generated in different styles, which
correspond to different printing mechanisms. For each style of printing, there is a
separate subsection within the plot section. Each subsection is preceded by aline of the
form
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plot
style  gremlin
poly,efet,dfet,bc, pcontact/active 18
diff,efet,dfet,bc,ndc/active 22
metal 1,ndc/metal 1, pcontact/metal 1 11
pcontact/metal 1,ndc/metal 1,bc
style  versatec
poly,efet,dfet,be, pcontact/active 0808 0404 0202 0101\
8080 4040 2020 1010\
0808 0404 0202 0101 \
8080 4040 2020 1010
diff efet,dfet,bc,ndc/active 0000 4242 6666 0000 \
0000 2424 6666 0000 \
0000 4242 6666 0000 \
0000 2424 6666 0000
metal 1,ndc/metal 1,pcontact/metal 1 8080 0000 0000 0000 \
0808 0000 0000 0000\
8080 0000 0000 0000 \
0808 0000 0000 0000
pcontact/metal 1,ndc/metal 1,bc X
style  colorversatec
poly,efet,dfet,bc,pcontact/active magenta 0808 0404 0202 0101\
8080 4040 2020 1010\
0808 0404 0202 0101\
8080 4040 2020 1010
diff,efet,dfet,bc,ndc/active yellow 0000 4242 6666 0000 \
0000 2424 6666 0000 \
0000 4242 6666 0000 \
0000 2424 6666 0000
metal 1,ndc/metal 1,pcontact/metal 1 cyan 8080 0000 0000 0000 \
0808 0000 0000 0000 \
8080 0000 0000 0000 \
0808 0000 0000 0000
pcontact/metal 1,ndc/metal 1,bc X
end
Table 17. Sample plot section (for an NMOS process)
style styleName

Right now, only gremlin, versateg and colorversatecstyles are supported.
Within the gremlin subsection, lines must have one of three forms:
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type-list stippleNumber
type-list X
type-list B

The first form of line associates a Gremlin stipple number with all Magic layers in type-
list. When Gremlin files are generated, all areas covered by type-list will appear as stip-
pled areas filled with stipple stippleNumber and bordered with thin solid lines. The
second form is designed for contacts. It causes each tile in type-list to be outlined with a
medium-thickness line with an additional medium-thickness ‘* X'’ drawn between oppo-
site corners. The B specification is identical to X except that only the border is drawn,
without the diagonal ** X"’

Within the versatecsubsection, lines may also be in either of three forms:

type-list patO patl ... patl5
type-list X
type-list B

In the first case, the material of types type-list is rendered with a stipple pattern given by
16 hexadecimal numbers. Each number contains four hex digits; the result is a 16-by-16
bit pattern of 1'sand 0's. A one means that the corresponding bit of the output file is set
and a zero means that the bit is not modified when this layer is rendered (thus the patterns
from different type-lists will OR together). PatO specifies the top line of the stipple pat-
tern; within each pattern, the most significant bit corresponds to the leftmost bit within
the line of the stipple pattern. Stippled areas area also bordered by thin solid lines. The
second and third forms (X and B) are similar to the second and third forms for gremlin
lines: Magic outlinestilesin type-list with medium-thickness lines and also draws crosses
through the tilesif X isgiven.

The colorversatec subsection is just like the versatec section except the stipple
lines can also specify acolor:

type-list color patO patl ... patl5

where color is one of black, cyan, magenta or yellow. This color isthe dye that will be
used for the stipple in the plot. Multicolored stipples may be obtained by listing the same
type-list and stipple patterns two or more times, each with a different color.

For versatecplotting there are a number of parameters that can be set directly by
users, such as the printer width. These parameters alow users to reconfigure the system
for different kinds of plotters and different spooling mechanisms. See the manual page
for details. Y ou may want to modify your system .magicfile to set up default parameters
for your printer.

17. Installing a Technology File

As mentioned earlier, ‘‘raw’’ technology files cannot be read directly by Magic.
The C preprocessor must first be used to eliminate comments and expand macros in a
technology file before it getsinstalled. As a consequence, the full power of the C prepro-
cessor is available to the writer of a technology file. Not only may macro definitions be
made with #defing but ‘‘conditional compilation’’ using #ifdef and the ability to use
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other files viathe #include mechanism are possible.

Technology files are installed as a file of the name techname.techn. The numeric
version suffix n (currently 26) is added to the final .tech when the file is installed, and
allows multiple versions of the technology file to coexist in the same directory. Thereis
a shell script, tech/:techinstall, to do al the necessary processing to install a new tech-
nology file.

Technology files can be installed in any directory. When Magic is run, it searches
for atechnology filefirst in the current directory and next in the system library directory,
[cad/lib/magic/sys To instal a new technology file whose source is techname.tech,
run:

tech/:techinstall techname.tech vers dir

where dir is the directory in which the technology file is to be installed, and vers is the
proper version suffix to insure that this technology file is readable by the latest version of
Magic. Seethe Makefile in techfor the string VERSION, which defines the current ver-
sion number.
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Tutorials to read first:
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Commands covered in this tutorial:
none

Macros covered in this tutorial:
none

1. Introduction

This document gives overall information about the files that tell Magic how to
display information on the screen. There are three types of files that contain display
information: display stylesfiles, color-map files, and glyph files.

2. Display Styles

Display styles files describe how to draw rectangular areas and text. A single file
contains a large number of display styles. Each display style contains two kinds of infor-
mation: a) how to modify pixels (which bits of the pixel should be changed and what
their new value(s) should be); and b) which pixels to modify. Part b) consists of things
like ““fill the entire area,’” or ‘‘modify only those pixels in the area that are given by a
particular stipple pattern,”” or ‘‘draw a dashed-line around the area’ s outline.”’ In the case
of text, ‘“which pixelsto modify’’ is determined by the font for the text, which is not part
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of the display style, so the display style information for thisis ignored. See the manual
page dstyle (5)for details on the format of display stylesfiles.

Display styles are designed to take into account both the characteristics of certain
technologies and the characteristics of certain displays. For example, a bipolar process
may require information to be displayed very differently than a MOS process, and a
black-and-white display will be used much differently than a color display. Thus there
can be many different display styles files, each corresponding to a particular class of
technologies and a class of displays. The names of styles files reflect these classes. each
display styles file has a name of the form x.y.dstyle5 where x is the technology class
(given by the styletypeline in the stylessection of the technology file), and y is the class
of display. Each display driver knows its display class, the driver initiaization routine
sets an interna Magic variable with the display class to use. Right now we have two
display styles files: mos.7bit.dstyle5and mos.bw.dstyle5 Both files contain enough
different styles to handle a variety of MOS processes, including both nMOS and CMOS
(hence the mosfield). Mos.7bit.dstyle5is designed for color displays with at least seven
bits of color per pixel, while mos.bw.dstyleSs for black-and-white displays (stipple pat-
terns are used instead of colors).

3. Color Maps

The display styles file tells how to modify pixels, but this doesn’t completely
specify the color that will be displayed on the screen (unless the screen is black-and-
white). For color displays, the pixel values are used to index into a color map, which
contains the red, green, and blue intensity values to use for each pixel value. The values
for color maps are stored in color-map files and can be edited using the color-map-editing
window in Magic. Seecmap (5)for details on the format of color-map files.

Each display styles file uses a separate color map. Unfortunately, some monitors
have dightly different phosphors than others; this will result in different colors if the
same intensity values are used for them. To compensate for monitor differences, Magic
supports multiple color maps for each display style, depending on the monitor being
used. The monitor type can be specified with the -m command line switch to Magic,
with std as the default. Color-map files have names of the form x.y.z.cmapl, where x
and y have the same meaning as for display styles and z is the monitor type. Over the last
few years monitor phosphors appear to have standardized quite a bit, so almost al moni-
tors now work well with the std monitor type. The color map mos.7bit.std.cmaplis the
standard one used at Berkeley.

4. Transparent and Opaque Layers

One of the key decisions in defining a set of display styles for a color display ishow
to use the bits of a pixel (this section doesn’'t apply to black-and-white displays). One
option is to use a separate bit of each pixel (called a bit plane) for each mask layer. The
advantage of thisis that each possible combination of layer overlaps results in a different
pixel value, and hence a different color (if you wish). Thus, for example, if metal and
poly are represented with different bit planes, poly-without-metal, metal-without-poly,
poly-and-metal, and neither-poly-nor-metal will each cause a different value to be stored
in the pixel. A different color can be used to display each of these combinations. Typi-
cally, the colors are chosen to present an illusion of transparency: the poly-and-metal
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color is chosen to make it appear asif metal were atransparent colored foil placed on top
of poly. You can see this effect if you paint polysilicon, metal1l, and metal2 on top of
each other in our standard technol ogies.

The problem with transparent layers is that they require many bits per pixel. Most
color displays don’'t have enough planes to use a different one for each mask layer.
Another option is to use a group of planes together. For example, three bits of a pixel
can be used to store seven mask layers plus background, with each mask layer
corresponding to one of the combinations of the three bits. The problem with this
scheme is that there is no way to represent overlaps. where there is an overlap, one of
the layers must be displayed at the expense of the others. We call this scheme an opaque
one since when it is used it appears as if each layer is an opague foil, with the foils lying
on top of each other in some priority order. This makes it harder to see what’s going on
when there are several mask layersin an area.

The display styles files we' ve designed for Magic use a combination of these tech-
niques to get as much transparency as possible. For example, our mos.7bit.dstyle5file
uses three bits of the pixel in an opaque scheme to represent polysilicon, diffusion, and
various combinations of them such as transistors. Two additional bits are used, one each,
for the two metal layers, so they are transparent with respect to each other and the poly-
diff combinations. Thus, although only one poly-diff combination can appear at each
point, it's possible to see the overlaps between each of these combinations and each com-
bination of metal1 and metal2. Furthermore, all of these styles are overridden if the sixth
bit of the pixel is set. In this case the low order five bits no longer correspond to mask
layers; they are used for opaque layers for things like labels and cell bounding boxes,
and override any mask information. Thus, for example, when metall is displayed it only
affects one bit plane, but when labels are displayed, the entire low-order six bits of the
pixel are modified. It's important that the opaque layers like labels are drawn after the
transparent things that they blot out; this is guaranteed by giving them higher style
numbers in the display stylesfiles.

Finally, the seventh bit of the pixel is used for highlights like the box and the selec-
tion. All 64 entries in the color map corresponding to pixel values with this bit set con-
tain the same value, namely pure white. This makes the highlights appear opaque with
respect to everything else. However, since they have their own bit plane which is com-
pletely independent of anything else, they can be drawn and erased without having to
redraw any of the mask information underneath. Thisiswhy the box can be moved rela-
tively quickly. On the other hand, if Magic erases a label it must redraw all the mask
information in the area because the label shared pixel bits with the mask information.

Thus, the scheme we' ve been using for Magic is a hierarchical combination of tran-
gparent and opague layers. This scheme is defined amost entirely by the styles file, so
you can try other schemes if you wish. However, you're likely to have problems if you
try anything too radically different; we haven’t tried any schemes but the one currently
being used so there are probably some code dependencies on it.

For more information on transparent and opaque layers, see the paper ‘‘ The User
Interface and Implementation of an IC Layout Editor,”” which appeared in IEEE Tran-
sactions on CAD in July 1984.
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5. Glyphs

Glyphs are small rectangular bit patterns that are used in two placesin Magic. The
primary use for glyphs is for programmable cursors, such as the shapes that show you
which corner of the box you're moving and the various tools described in Tutorial #3.
Each programmable cursor is stored as a glyph describing the pattern to be displayed in
the cursor. The second use of glyphs is by the window package: the little arrow icons
appearing at the ends of scroll bars are stored as glyphs, as is the zoom box in the lower-
left corner of the window. We may eventually use glyphs in a menu interface (but don’t
hold your breath).

Glyphs are stored in ASCII glyph files, each of which can hold one or more glyph
patterns. Each glyph is represented as a pattern of characters representing the pixels in
the glyph. Each character selects a display style from the current display stylesfile; the
display style indicates the color to use for that pixel. See the manua page glyphs (5)for
details on the syntax of glyphsfiles.

The window glyphs are stored in files of the form windowsXX.glyphs. The XX
indicates how wide the glyphs are, and is set by the graphics driver for a particular
display. We started out with a windows7.glyphsand a windows11.glyphs Since then,
display resolution has increased greatly so we have also created a windows14.glyphsand
awindows22.glyphs The positions of the various glyphs in these files is important, and
is defined in the window module of Magic.

Programmable cursors are stored in files named x.glyphs, where x is determined by
the device driver for the display. Displays capable of supporting full-color cursors use
color.glyphs, displays that can only support monochrome cursors used bw.glyphs. The
order of the various glyphsin these filesisimportant. It is defined by the files styles.hin
the misc module of Magic.
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This tutorial corresponds to Magic version 6.

Tutorials and man pages to read first:

Magic Tutorial #1: Getting Started
X(1)

Commands covered in this tutorial:
none

Macros covered in this tutorial:
none

1. Introduction

This document provides information on Magic’s X drivers that may be of help to
system maintainers.

2. Compiling the Correct X Driver for your system.

Unfortunately, it is not possible to link with both the X10 and X11 libraries, so you
will have to compile Magic differently depending on the version of X that you are run-
ning.

2.1. Compiling for X11
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OCoO~NOUIDS,WNPE

. Add the flag -DX11 to misc/DFLAGS

. Add -IX11 to magic/LIBS

. Change the SRCS line in graphics/Makefile to ${BASE_SRCS} ${X11 SRCS}
. Change the OBJS line to ${BASE_OBJS} ${X11_0OBJS}

. Change the POBJS line to ${BASE_POBJS} ${X11_POBJS}

. Change the HELPER_SRCS line ${X11HELPER_SRCS}

. Change the HELPER_SRCS line ${X11HELPER_PROG}

. Compile the module graphics.o

. Relink magic

2.2. Compiling for X10

OCoO~NOUIA,WNE

3

. Add the flag -DX10 to misc/DFLAGS
. Add -1X10 to magic/LIBS
. Change the SRCS line in graphics/Makefile to ${BASE_SRCS} ${X10_SRCS}
. Change the OBJS line to ${BASE_SRCS} ${X10_OBJS}
. Change the POBJS line to ${BASE_SRCS} ${X10_POBJS}
. Change the HELPER_SRCS line ${X10HELPER_SRCS}
. Change the HELPER_SRCS line ${X10HELPER_PROG}
. Compile the module graphics.o
. Relink magic
Troubleshooting the X Drivers

The following is a list of problems sometimes encountered in running Magic under

X and some suggestions about how to get around the problem.

3.1. X11 Driver
Fonts We have tried to pick a set of fonts that most machines running

X11 Revision 3 will have, but there is nothing to guarantee that
a given machine will have a font. If you're getting "unable to
load font" messages, you will need to change the fonts that
Magic uses. The simplest way to do this is to specify them in
your .Xdefaults file as described in section 2.1. To change the
default values that Magic uses, change the "fontnames" array in
the file grX1lsu3.c of the graphics module. The program
xlsfonts will tell you what fonts are available on your machine.

Strange Color Effects Magic often co-exists rather uneasily with other X applications

because it is picky about which colors it is allocated. If possi-
ble, it tries to allocate the colors it requires out of the display’s
default colormap because this perturbs other applications the
least. If this fails, however, Magic makes its own colormap.
When this colormap gets installed is a function of the window
manager; most window managers install it when the cursor is in
the magic window. Unfortunately, there is no way to guarantee
that the window manager installs the magic colormap correctly;
if you get erratic colormap behavior, try using a lower number

-2
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of planes or reducing the number of colors that other applica-
tions use.

When magic’s colormap is being used, other windows may
change color, possibly to some unusable combination such as
black on black or white on white. This problem can sometimes
be ameliorated by changing the constants
X_COLORMAP_BASE and X_COLORMAP_RESERVED in
grX1llsu2.c; a more complete description of what these con-
stants do is included in that file. Values for these constants that
are incompatible with your machine will sometimes generate
Xerrors in XQueryColors.

Failure to prompt user for window position
Whether or not the designer is prompted for a window’s location
is dependent on the window manager. Certain window
managers, notabliyvm, do not always do this.

3.2. X10 Driver

In general, the Version 10 driver is less reliable than the X11 one. If you have the
choice, you are better off running under X11.

grX2.GrXSetCMap: Failed to get color cells
Magic gives this error when it can’t get sufficient colors to run.
This can be caused by running Magic on a machine with an
insufficient number of planes (8 planes are generally required to
run a 7 bit dstyles file), or by having too many colors already
used by other applications. Try using only black and white
xterms, xclocks, etc., and see if the problem goes away.

Couldn’t get 7 planes; allocating by color
Certain X10 servers, most notably the Vaxstationll-GPX, allo-
cate colors in such a way that Magic can never get the 7 color
planes that it wants. When this happens, Magic instead allo-
cates 128 colors. This is better than nothing, but not by much;
strange colors often result when layers overlap.
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(Warning: Process details often change. Contact MOS'S
or your fab line to verify information in this document.)

1. Introduction

This document describes Magic’'s NMOS technology. It includes information about
the layers, design rules, routing, CIF generation, and extraction. This technology is
available by the namemos (run Magic with the shell commanehagic -T nmos). The
design rules described here are for the standard Mead and Conway NMOS process with
butting contacts omitted and buried contacts added. There is a single layer each of metal
and polysilicon. If you've been reading the Mead and Conway text, or if you've already
done circuit layout with a different editing system, don’t forget that these are not the
layers that actually end up on masks. Contacts and transistors are drawn in a stylized
form that omits implants, vias, and buried windows.

2. Layersand Design Rules

2.1. Metal

There is only one layer of metal, and it is drawn in blue. Magic accepts the names
metal or blue for this layer. Metal must always be at least 3 units wide and must be
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separated from other metal by at least 3 units.

2.2. Polysilicon

Polysilicon is drawn in red, and can be referred to in Magic as efibbysilicon or
red. It has a minimum width of 2 units and a minimum spacing of 2 units.

E

2.3. Diffusion

Diffusion is drawn in green, and can be referred to in Magic as ediféusion or
green. It has a minimum width of 2 units and a minimum spacing of 3 units.

2.4. Contactsto Metal

4
polysilicon
4
diffusi
iffusion 4
>
4

Contacts between metal and polysilicon, and between metal and diffusion, have
similar forms. Poly-metal contacts can be referred tgaee or poly_metal _contact;
they are drawn to look like metal running on top of poly, with an “X” over the area of
the contact. Diffusion-metal contacts are similar, except that they look like metal run-
ning on top of diffusion, and have namdmc and diff_metal _contact. Contacts are
drawn differently in Magic than they will appear in the CIF: you nat draw the via
hole. Instead, you draw the outer area of the metal pad around the contact, which must

-2



Magic Technology Manual #1: NMOS September 19, 1990

be at least 4 units on each side. Magic will fill in the appropriate via when CIF is gen-
erated. If you draw contacts larger than 4 units on a side, Magic will fill in as many 2-
by-2 CIF via holes (with 2-unit spacings) as it can. Contacts areas must be rectangular in
shape: contacts of the same type may not abut.

An additional kind of contact, calleglass contact, is used to generate holes in the
overglass layer for use in bonding to pads. This layer is drawn as gray stripes over blue,
and includes both metal and the overglass hole.

25. Transistors

Dfet or Dcap
Polysilicon
Efet or Dfet
13 v
5 3
Diffusion 2
T E—>
2 2 ﬂ
Efet

There are three transistor structures in the NMOS technology. Enhancement
transistors are known by the namefgt and enhancement_fet, and are drawn to look
like red over green, with green stripes. Ygat efet automatically wheyou paint poly
over diffusion or vice versa. Depletion transistors are known by the natfetsand
depletion_fet, and are drawn the same way, except with yellow stripes. A third type of
material is calleddepletion_capacitor or dcap. It is displayed with yellow crosses over
the transistor area, and is identical to dfet except that there are no overhang design rules
for it since it is assumed to be used only as a capacitor. You do not drawn any implants
in Magic, but just use a different material for the transistor. Magic will generate the
implants automatically. Altransistors must be at least 2 units on each side, and there
must be a poly or diffusion overhang for 2 units on each side of efet or dfet (this is not
required for dcap). Poly must be separated from diffusion by at least one unit except
where it is forming a transistor. Dfet and dcap must be at least 3 units from efet in order
to keep the implant from contaminating the enhancement transistor.
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2.6. Buried Contacts

Dfet
Diffusion  Poly /
3
X
2
A\ 1[3
Polysilicon -
2

Buried contacts go by the namés and buried _contact. They are drawn in a
brownish color (the same as transistors), except with solid black squares over their area.
As with other contacts, you draw just the area where the two connecting materials (poly
and diffusion) overlap; Magic will generate the CIF buried window, which is actually
larger than the overlap area. Buried contacts come in two forms. The normal form is 2
units on a side, and no poly or diffusion overhang is required. The second form is used
only next to depletion transistors, and is a 3-by-2 structure abutting the depletion transis-
tor. This form is a little controversiakince it results ifarger-than-normal variations in
the size of the depletion transistor. As a consequence, Magic reports design-rule viola-
tions wherever buried contacts abut depletion transistors less than 4 units long. In butting
bc-dfet structure, you should measure the transistor length from the bc-dfet boundary.

WARNING: there is one additional rule for buried contacts that is NOT enforced
by Magic. Where diffusion enters a buried contact, there must be no unrelated polysili-
con for 3 units on that side of the buried contact. This rule is necessary because the
buried window extends outward from the buried contact by one unit on the diffusion side,
and polysilicon must be far enough away to avoid shorting to the diffusion through the
buried window. Unfortunately, there is no way to check this rule in Magic without being
extremely conservative (the rule would have to require no poly whatsoever on the diffu-
sion side, even if the poly was connected to the buried contact). So, for now, this rule is
not checked. Be careful!
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2.7. Transistor Spacings

Diffusion
Efet
1§
4
Efet
Dfet
Dcap 4?

Transistors must be spaced at least 1 unit from any contact to metal, in order to keep
the contact from shorting the transistor. In addition, buried contacts must be at least 4
units from enhancement transistors in the diffusion direction. This rule applies only to
the side of buried contact where diffusion leaves the contact.

2.8. Hierarchical Constraints

The design-rule checker enforces several constraints on how subcells may overlap.
The general rule is that overlaps may be used to connect portions of cells, but the over-
laps must not change the structure of the circuit. Thus, for example, it is acceptable for
poly in one cell to overlap poly-metal contact in another cell, but it is not acceptable for
poly in one cell to overlap diffusion in another (thereby forming a transistor).

For contacts, there are additional restrictions. A contact in one cell may not overlap
a contact in any other cell unless the two contacts have same type and they occupy
exactly the same area. Partial overlaps are not permitted, nor are abutting contacts of the
same type (contacts of different types may abut, as long as the abutment doesn't violate
any other design rules). The contact restrictions are necessary to guarantee that CIF can
be generated correctly in a hierarchical fashion.

3. Routing

If you use Magic’s automatic routing tools on an NMOS design, the routing will be
run in metal and polysilicon, with metal as the primary layer. The routing will be placed
on a 7-unit grid.

4. Reading and Writing CIF

There is only one CIF output style available in the NMOS technolégybda=2.
The CIF layers in this style, and their meanings, are:
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Name Meaning

NP polysilicon

ND diffusion

NM metal

NI depletion implant: generated around depletion

transistors and depletion contacts
contact via: generated as small squares inside

v

NC poly-metal contacts and diffusion-metal contagts
NB buried window: generated around buried contacts
NG overglass via: generated for overglass contacts

To see exactly where each CIF layer is generated for a particular design, use tse
command. There is also just one CIF input style. It is cal@dbda=2 and can be used
to read files written by Magic in theambda=2 style, or files written by Caesar using the
standard NMOS technology with a scale factor of 200.

5. Extraction

Transistors of type&fet or dfet in the NMOS technology must have at least two dif-
fusion terminals. A diffusion terminal is a contiguous region along the perimeter of the
transistor channel that connects to diffusion, as shown below:

terminal 1

poly — | diff

terminal 2 —— fet

2 diff terminals

terminal 2

terminal 1 terminal 3
3 diff terminals

A transistor may have more than two diffusion terminals, in which case it is modeled as a
collection of two-terminal transistors. If only one diffusion terminal is present, the the
extractor flags this as an error and outputs a transistor with the source and drain shorted
together.

Transistors of the special typdcap may have as few as one diffusion terminal.
Although their normal use is as capacitors, the extractor will output them as though they
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were adfet. It is up to simulation program® compute thecapacitance of dcap from
the area and perimeter of its channel.

The NMOS technology file currently contains little information on parasitic cou-
pling capacitances. As a result, overlegpacitance, and sidewall overlap capacitance
will always be zero.
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1. Introduction

NOTE: This manual is no longer maintained by the Magic team, as MOSIS has
taken over responsibility for it. For the latest copy, send an electronic mail message to
"mosis@mosis.edu” with the following lines:

REQUEST: INFORMATION

TOPIC: SCMOS_MANUAL.INF
NET-ADDRESS: <put your e-mail address here>
REQUEST: END

The Net-Address line is optional -- leave it out if you aren’t sure of your e-mail address.
In almost all cases MOSIS can figure out your return address.

The latest technology file is also available. Send a message similar to the above
message, but request topic SCMOS.TECH instead of SCMOS_MANUAL.
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