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❑ A game simulating collisions “battle” in outer space

❑Hardware

❑ Software

❑VGA Display

❑ PS2 Controller for input





❑HARDWARE

❑ Generated random numbers on the FPGA

❑ Used Altera Random Number Generator and 

Avalon FIFO memory

❑ Then connected FIFO memory-mapped 

slave to HPS through lightweight AXI 

master bus



❑ SOFTWARE

❑ Handles much of the work like graphics and 

player data

❑ Kinematics and coordinates handled here

❑ Basically, game logic & what happened in 

each frame e.g pixel drawings and updating 

of objects, collision detections



VGA: Toroidal Coordinates

❑Wanted to keep objects within screen

❑Usually, invisible walls around screen edges 

are used

❑ Toroidal coordinate system allowed for 

wrapping of objects around to the other  

side of screen




