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程序文件
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Ay cydone 11: EP2C20F484CT T
4§ video_game % 2 LIBRARY ieee;
19 game_controlersgame_contoler_mod s USE ieee.otd logic_1164.al:
" - - 4 USE IEEE.NUMERIC_STD.ALI
¥ show_scores:show_scores_ =
5? s _scores_mod 5 EENTITY video_game 15
B89 vae_controler_640_60:vga_controller_640_60_n 6 [ PORT( Hsync, Vsync: OUT STD_LOGIC; —- Horizontal and vercical sync pulses for VGA
7 ~ 4’pic colour valuss outpuc to DAC on Basys 3 board
e vgaRed, vgaBlue, vgaGreen: OUT STD_LOGIC VECTOR(3 downto 0):
s CLK: IN STD L0GIC: 50 Mz clock
10 sw: IN unsigned(7 downto 0) - Switches for velocity input
1 beaC: IN STD_LOGIC: - Pusbuttons for go and reset respectively
12 btaR, beaL: IN STD LOGI Pushbuttons for go and reset respectively
o Al 1 seg: OUT SID_LOGIC VECTOR(6 downto 0) —- 7-seg cathodes
. 1 )
> Herarchy Fles | o Desgnuns | *4|b|| 15 | Enp video_game:
frasks wex| 1o
17 |[HARCHITECTURE Behavioral OF video_game IS
- (G| 30 £ o e el S
13 H port(
Task 2| 2o st in std_logic:
21 pixel clk ¢ in std logs
@ s E | =
b (3 Create Design 23 vs out std_logic;
> (3 Assign Constrants 22 ncount. out unsigned(10 downto 0)
@ | 4 P ConpieDesin 25 veount out unsigned(10 downto 0)
26 blank out std_logic
v 4 B anaiysis & Synthesis 27 ) -
[ it Settings. 28 END COMPONENT:
5 view Report || 2e
« I v 30 B  COMPONENT game_controller IS

51
52
33
3¢
35
36
37
38
39
20

B8 BORT (

clk_in, rst IN STD_roGIC;
pixel_clk: OUT STD_LOGIC;

s : IN unsigned(7 DOWNIO 0!

btnL, braR IN STD_L0GIC;
ncount IN unsigned (10 DOWNTO O:
veount IN unsigned (10 DOWNTO O:
blank : IN SID I0GIC:

receive : OUT STD_LOGIC

i ]

vgaRed, vgaBlue, vgaGreen: OUT STD I

LOGIC_VECTOR(3 downto 0);
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Analysis & Synthesis

show_scores.vhd

BEa%r s o0 DM 08 2

T

2 LIBRARY iece;

3 USE ieee.otd logic 116¢.all

s use IEEE.NUMERIC STD.ALL:

5 -

6 [EENTITY show_scores IS

7 8 PORT (

8 seceive,rsti TN STD L0GIC;

s seg : OUT STD_LOGIC_VECTOR (6 DOWNTO 0)—— 7-seg cathodes
10 )

11 | e snow scoress

12

13 [CJARCHITECTURE Behavioral OF show_scores IS
13 Lsignal points & ansigned(s DOWNTO 0);——4 8
15 [HBEGIN

6

17 B PROCESS (receive, rst)

1 [ seem

18 IF (zst = 1) TEN

20 | points <= 700007

2 g ELSIF (rising edge (receive)) THEN
22 points <=poincs + 1;--Mi%

2 D 1r;

2 END PROCESS:

25

26

27 @ PROCESS (points)

28 | seem

=] CASE points IS

WHEN "0000"

seg <= "10000007;--FF0
WHEN "0001"

seg <= "11110017;--FF1
WHEN "0010"

seg <= "01001007;--FF2
WHEN 700117

seg <= "01100007;--FF3
WHEN "0100" =>

seg <= "00110017;--FF4

WHEN "0101" =>

i ]
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Timing Models Final
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管脚分配
[image: image6.png]IL
e

seglz]
segl1]
segl0]
5 sniz]
5 sufe]
5 snis]
5 suf]
i snf3]
i swiz]
% sufg]
1% sufo]
24 vgaBlue[3]
24 vgaBlue[2]
24 vgaBlue[1]
24 vgaBlue[o]
244 vgaGreen[3]
244 vgaGreen[2)
244 vgaGreen[1]
244 vgaGreen[0]
24 vgaRed[3]
24 vgaRed[2]
24 vgaRed[1]
24 vgaRed[0]
2% veyne
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~~ 1ist connections between master porcs and signals
beac

vgaBlue => vgaSlue,
vgaGreen => vgaGreen,
vgaRed => voaRed,
Vsync => Vsync

Blinit : PROCESS
sECIN

Blalways : PROCESS
sECIN

CLEe="0;

wait for 10 ns;

wait for 10 ns;
END PROCESS always:

END video_game_arch;

| 3] KNF

i ]

P <<sech>>





仿真图
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游戏控制模块
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VGA时序模块
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显示模块
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