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FPGAZE 4% (Verilog HDL):

Roomi{&R:

module room(
input clk,n,s,e,w,v,reset, return_S2, random,
output reg s0,s1,s2,s3,s4,s5,s6,win,die, sword_room
)
always@(posedge clk or negedge reset)
begin
if(reset==1'bo)
{s9,s1,s2,s3,s4,s5,s6,win,die, sword_room}<=10'b1000_0000_00;
else if(return_S2&&s3==1)
begin
{s@,s1,s2,s3,s4,s5,s6,sword_room}<=8'b0010_0000;
end
else if(sword_room==0)
begin
case ({s9,s1,s2,s3,s4,s5,s6})
7'b1000_000:if (e==0) //s0O
{s0,s1,s2,s3,s4,s5,s6}<=7"'b0100_000;
7'b0100_000:begin//s1
if(s==0)
{s9,s1,s2,s3,s4,s5,s6}<=7"'b0010_000;
else if(w==0)



{s0,s1,s2,s3,s4,s5,s6}<=7"'b1000_000;
end
7'b0010_000:begin//s2
if(n==0)
{s0,s1,s2,s3,s4,s5,s6}<=7"'b0100_000;
else if(w==0)
{s0,s1,s2,s3,s4,s5,s6}<=7"'b0001_000;//s3
else if(e==0)
{s0,s1,s2,s3,s4,s5,s6}<=7"'b0000_100;//s4
end
7'b0001_000:begin//s3
sword_room<=1;

end
7'b0000_100:begin//s4
if(v==0)
begin
{s0,s1,s2,s3,s4,s5,s6}<=7"b
end
else
begin
if(random==0)
{s0,s1,s2,s3,s4,s5,
else
{s0,s1,s2,s3,s4,s5,
end
end
7'b00BO_010:begin//s5
win<=1;
end
7'b000O_001 :begin//s6
die<=1;
end

default:{s9,s1,s2,s3,s4,s5,s6}<=7"'b1000_000;
endcase
end

end

endmodule

mazel&iR:



module maze(

input clk,n,s,e,w, reset,sword_room,

input[2:0]random,

output reg v,

output reg return_S2,

output reg [8:08] room

)

reg[3:0]state=4'b1000;

reg flag=0;

reg [2:0]1locked=3'b111;

always@(posedge clk or negedge reset)

begin
if(reset==1'b0)
begin
state<=4'b1000;
flag<=0;
locked[2:0]<=3'b111;
v<=0;
return_S2<=0;
room<=9'b100_000_000;
end
else if(sword_room)

begin
if(flag==0)
begin
locked[2:0]<=random[2:90];
flag<=1;
end
case(state)
4'b00600 :begin
room<=9'b000O_000_001;//roomd
if(w==0)state<=4'b0010;//2
else if(s==0)state<=4'b1000;//8
else state<=4'b000;
end
4'b00601 :begin
room<=9'b000O_000_010;//rooml
if(w==0)state<=4'b0100;
else if(n==0)state<=4'b1000;
else state<=4'b0001;
end
4'b00610:begin
room<=9'b000O_00O_100;//room2
if(s==0)state<=4'b0011;
else if(w==0)state<=4'b0101;



4'b0011:

room<=9"

4'b0100:
room<=9"

4'b0101:

4'b0110:

room<=9"

4'b0111:

room<=9"

4'b1000:

room<=9"

else if(e==0)state<=4'b0000;
else state<=4'b0010;

end

begin

b000O_001_000;//room3
if(e==0)state<=4'b1000;

else if(w==0)state<=4'b0110;
else if(n==0)state<=4'b0010;
else if(s==0)state<=4'b0100;
else state<=4'b0011;

end

begin

b000_010_060;//rooms
if(e==0)state<=4'b0001;

else if(n==0)state<=4'b0011;
else if(w==0)state<=4'b0111;
else state<=4'b0100;

end

begin

room<=9'b000_100_000;
if(e==0)state<=4'b0010;

else if(s==0)state<=4'b0110;
else state<=4'b0101;

end

begin

b001_000_000;
if(e==0)state<=4'b0011;

else if(s==0)state<=4'b0111;
else if(n==0)state<=4'b0101;
else state<=4'b0110;

end

begin

b010_000_000;
if(e==0)state<=4'b0100;

else if(n==0)state<=4'b0110;
else state<=4'b0111;

end

begin

b100_000_000;//room8
if(e==0) return_S82<=1;

else if(n==0)state<=4'b0000;
else if(s==0)state<=4'b0001;
else if(w==0)state<=4'b0011;
else state<=4'b1000;

end



endcase

if(state[2:0]==1ocked[2:0])

v<=T1;

end

end

endmodule

clock_randomi&iR:

module clock_random(

input clk@, reset,

output reg clk, randoml,

output reg [2:0] random2

)

reg clk1,clk2,clk3;

//test:
/%
parameter
parameter
parameter
parameter
parameter
*/

parameter
parameter
parameter
parameter

parameter

parameter
parameter
parameter
parameter
reg[31:0]

COUNT_TIME=2000_0000;//room and maze, clk
COUNT_TIME1=2000_06000;//clk1
COUNT_TIME2=1000_0000;//clk2
COUNT_TIME3=500_0600;//clk3

CLK_FREQ = 100_00_0000; //clock frequency

COUNT_TIME=7;//room and maze
COUNT_TIME1=100;

COUNT_TIME2=50;

COUNT_TIME3=200;

CLK_FREQ = 5000_0000; //clock frequency

NUM_COUNT=CLK_FREQ/COUNT_TIME;

NUM_COUNT1=CLK_FREQ/COUNT_TIMET;
NUM_COUNT2=CLK_FREQ/COUNT_TIME2;
NUM_COUNT3=CLK_FREQ/COUNT_TIMES3;

scan_timer, scan_timer1, scan_timer2, scan_timer3;

always@(posedge clk® or negedge reset)

begin

if(reset == 1'b0)
begin

scan_timer<=32'd0;
scan_timer1 <= 32'd0;

//scan time counter



scan_timer2<= 32'd0;

scan_timer3<= 32'd0;

end
else if(scan_timer>=NUM_COUNT)
begin
scan_timer<=32'd0;
clk=~clk;
end
else if(scan_timer1>=NUM_COUNT1)
begin
scan_timer1<=32'd0;
clk1=~clk1;
end
else if(scan_timer2>=NUM_COUNT2)
begin
scan_timer2<=32'd9;
clk2=~clk2;
end
else if(scan_timer3>=NUM_COUNT3)
begin
scan_timer3<=32'd0;
clk3=~c1k3;
end
else

begin
scan_timer<=scan_timer+32'd1;
scan_timer1 <= scan_timer1 + 32'd1;
scan_timer2 <= scan_timer2 + 32'd1;
scan_timer3 <= scan_timer3 + 32'd1;

if(clk1==clk2)

randoml<=1;

else

random1<=0;

//random2:0-7, —EEEbAEERd!

case({clk1,clk2,clk3})
3'b000 :random2<=3"'b000 ;
3'b001 :random2<=3"'b00o1;
3'b010:random2<=3'b010;
3'b011:random2<=3'b011;
3'b100:random2<=3'b100;
3'b101:random2<=3'b101;
3'b110:random2<=3'b110;
3'b111:random2<=3"'b111;
default:random2<=0;



endcase
end

end
endmodule

2 K HlArduinofJLCD 12864 2 RIEF(CIES):

#include <LCD12864RSPI.h>

#define AR_SIZE( a ) sizeof( a ) / sizeof( a[@] )
#define SO 22

#define S1 24

#define S2 26

#define S3 28

#define S4 30

//#define S5 32

//#define S6 34

#define V 32

#define WIN 34

#define DIE 36

#define ROOMO 23

#define ROOM1 25

#define ROOM2 27

#define ROOM3 29

#define ROOM4 31

#define ROOM5 33

#define ROOM6 35

#define ROOM7 37

#define ROOM8 39

//unsigned char show@[]={@xBC, 0xAB, OxBF,0xCD, 0xB9, 0xA4,0xB7,0xBB};//REIH
const unsigned char showl1[] ="make by Chan,Jin, Shou";
unsigned char win_pic[]=

/ /AT BR8 L+ T - 5ERE

const unsigned char s@[]

"Your position is 0";

const unsigned char s1[] ="Your position is 1";

const unsigned char s2[] ="Your position is 2";

const unsigned char s3[] ="You're in the sword_room";

const unsigned char s4[] ="You're fighting with dragon”;
const unsigned char win[]="you WIN";

const unsigned char die[]="you DIE";

const unsigned char v[]="get the sword";

const unsigned char room8[] ="You're in entrance";



const unsigned char room7[] ="You're in room7";

const unsigned char room6[] ="You're in room6";

const unsigned char room5[] ="You're in room5";

const unsigned char room4[] ="You're in room4";

const unsigned char room3[] ="You're in room3";

const unsigned char room2[] ="You're in room2";

const unsigned char room1[] ="You're in rooml1";

const unsigned char room@[] ="You're in room@";

void setup()

{

LCDA.Initialise(); // REWBIKL
delay(100);

for(int i=22;i<=36;i=i+2)
pinMode (i, INPUT);

for(int i=23;i<=41;i=1+2)
pinMode (i, INPUT);
LCDA.DisplayString(©, 0, show1, AR_SIZE(show1));
delay(1000);

LCDA.CLEAR() ;

delay(59);

}

void loop()
{

if((digitalRead(S3)==0)&&digitalRead(WIN)==0&&digitalRead(DIE)==0)
{
LCDA.DrawFullScreen(main_map) ;
delay(1000) ;
if(digitalRead(S0))
{
LCDA.CLEAR() ;
LCDA.DisplayString(2,1,s0,AR_SIZE(s9));
delay(500);
}
if(digitalRead(S1))
{
LCDA.CLEAR();
LCDA.DisplayString(2,1,s1,AR_SIZE(s1));
delay(500);
}
if(digitalRead(S2))
{
LCDA.CLEAR() ;
LCDA.DisplayString(2,1,s2,AR_SIZE(s2));
delay(500);



}
if(digitalRead(S4))
{
LCDA.CLEAR() ;
LCDA.DisplayString(2,1,s4,AR_SIZE(s4));
delay(500);
}

LCDA.CLEAR();
delay(50);
}
if(digitalRead(S3)==1)
{
LCDA.DrawFullScreen(sword_room_map) ;
delay(1000) ;
if(digitalRead(ROOM®))
{
LCDA.CLEAR();
LCDA.DisplayString(2,1, room@, AR_SIZE(room@)) ;
delay(500);
if(digitalRead(V))
{
LCDA.CLEAR();
LCDA.DisplayString(2,1,v,AR_SIZE(V));
delay(500);

if(digitalRead(ROOM1))
{
LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room1,AR_SIZE(room1));
delay(500);
if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOM2))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room2,AR_SIZE(room2));
delay(500);



if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOM3))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room3,AR_SIZE(room3));
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOM4))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room4, AR_SIZE(room4));
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOM5))

LCDA.CLEAR() ;
LCDA.DisplayString(2, 1, room5, AR_SIZE(room5));
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);



if(digitalRead(ROOM®6))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room6, AR_SIZE(room6)) ;
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOM7))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room7,AR_SIZE(room7));
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

if(digitalRead(ROOMS8))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1, room8, AR_SIZE(room8));
delay(500);

if(digitalRead(V))

LCDA.CLEAR() ;
LCDA.DisplayString(2,1,v,AR_SIZE(v));
delay(500);

}
if(digitalRead(WIN)==1]| |digitalRead(DIE)==1)
{
if(digitalRead(WIN))
{
LCDA.CLEAR() ;



LCDA.DisplayString(2,1,win, AR_SIZE(win));
delay(500);
LCDA .DrawFullScreen(win_pic);
delay(1000) ;

}

if(digitalRead(DIE))

{
LCDA.CLEAR();
LCDA.DisplayString(2,1,die, AR_SIZE(die));
delay(500);

LCDA.DrawFullScreen(die_pic);

delay(1000);

}

LCDA.CLEAR() ;
delay(59);



