DCLab - Final Project Duck Hunt

Team04 85X E) LT fZIETFE
User Manual

e Game rule:
o ER—HEEHFEB/NER, DIRFMATHERERE ZHEERLEGDPHT
8 2 FrHS B 5!
o EMETAZBLALGE SXNEBLRAELES REZHFIEXHER
, mBIERIE— & EEamERFSEIRFEIREE.,
o EHATAHRFANDTHRE, TEFINETHIPZLEHR,
o BEHBRISEZIEHFHRERRY, AMATRAMF TreREEm
REBBEENIR T e BRI RiEHkE !
WEEPHREHEREE FES, AEHET REERMMESF !

O



s

e Game flow

O
(@]

o

SERFHEMRIBRICESRIE, $TRESW[1], it BIRKEY[1], EZILEDG[0]F %=,
FRRE ST (RK), HEDfERstartiRiE, 5 5 LRMRENR 15125
EEEAMEHNEIRBE T LERE, TREFEDEETRGRSTENGS
SIRR) BRERNTERTES.

o HIRHBEZREERHNTPHRIER ERNOSAZEHFRERHE.
o WEFHEILIREREEE T AHome R 5, ERE R EI¥)nEm it A

E
EEGERS, E@mEdtgameover, A TAMAILLRES, LEEhome
B SENE B4R E @,



Teaching Manual

|.  Introduction : LMEXRE (NES)#IDuck HuntA1E R SR 18, HAEERISTE% R,
II.  Module Architecture

Camera Detection Position
SDRAM  _5,SDRAM Controller€— Motion
J RAW2RGB o

Laser Gun

VGA DisplayScreen < VGA Controller l

)

* * CMOS Sensor D5M Camera Detect ﬂ)

Game Interface i

PS2 Keyboard

EEEN
o B Stage and Rule Controller Q

o Image Preprocess > ObjectROM € > Color Mapper —»VGA Controller VGA DisplayScreen

lll.  Experiment Process

A

OOow

—Temm

(9 T)E A EEprojectny AMEERSY, — 1B RS RIEEDRIESE
HE, —ERRFEHBNE LSEEUARBAEE.

(FB#) R LMERIF eI, TERERINHMARTE,

(FRHEIME R S EE EEVGAG40x480iLE, LUKRF DX, yEIEREE,
(FER)RBISERERME, HIEBSCRBBAHRROIMMERE), A%
Fl bz Bk 2D F R ANAIRB B

(B IR RE A B B Epixel MR B FRXUER, UFZREREME,
(R IRIBERRERIERE, 2HEAREBE(HFIE, BEP, BRF),
CEEL)ERETISFREB AR, UFREZBFRBHMEEEZEEBMNEL.

(EErh) SRR EH| 22 058, STRl¥)D AR 1EH ST B

(B HHIEFAFERBES 89T & B 25 F R RT A,



IV. Camera Interface
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