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VGA control: Sprites drawing
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VGA control: LFSR Star Background
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VGA control: Transparent
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VGA HW/SW interface
Data:        32 bits
Address:   8 bits
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Controller

A: starts the game (0x2F)

Y: fires bullets (0xAF)

Left bumper: fires bullets (0x01)

Right bumper: fires bullets (0x02)

Left & Right bumpers: fires bullets (0x03)

Left arrow: move left (0x00)

Right arrow: move right (0xFF)

Up arrow: move up (0x00)

Down arrow: move down (0xFF)

The controller communicates with a 8 bytes protocol via USB
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Game logic
Enemy generation
Enemy movement
Attack mode
Collision detection
Powerup
Winning and defeating condition
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Game Picture
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