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管脚分配
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@339 end if;
3|340 end case;

34 end if;
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353 else
354 snake <= std_logic_vector (to_unsigned(none, 2));
355 end if;
356 elsif ((x_coord(? downto 4) = block_x(1) and y_coord(8 dovnto 4) = block_y(1) and is_exist(1) = 1)
357 or (x_coord(9 downto 4) = block_x(2) and y_coord(9 downto 4) = block_y(2) and is_exist(2) = 1)
358 or (x_coord(9 downto 4) = block_x(3) and y_coord(9 downto 4) = block_y(3) and is_exist(3) = 1)
359 or (x_coord(9 downto 4) = block_x(4) and y_coord(9 downto 4) = block_y(4) and is_exist(4) = 1)
380 or (x_coord(9 downto 4) = block_x(5) and y_coord(9 downto 4) = block_y(5) and is_exist(5) = 1) H
361 or (x_coord(9 downto 4) = block_x(6) and y_coord(9 downto 4) = block_y(6) and is_exist(6) = ’1)
362 or (x_coord(9 downto 4) = block_x(7) and y_coord(9 downto 4) = block_y(7) and is_exist(7) = 1)
a2 v (x conrd(9 downto £) = hlack ¥(2) and v coord(8 desnta 4) = hlack w(®) and is svist(R) = °1°) =

Status

syath_design Complete!
strems Complete!

ms o ows

™ EKS

30. 489 0000 0.053 0.000 0.000

Failed Routes

LT FF B URM ISP
87 56 0 0
0 &7 558 0 0

—oe
Start Elapsed Stratey

0 3/19/21 9:38 PN 00:00:18 Vivade Synthesiz Defsults (Vi

0 3/19/219:39 PN 00:01:25 Vivado Inplementation Defaul(





上板演示效果

[image: image10.jpg]



