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Introduction

Competitive scoreboards are essentially applied to all games.
e The most basic electronics use counters to keep track of rates or time.
e Exploration of counting scores for different sports are explored.

Sports covered are Soccer, Football, and Basketball




Methodology
e The idea is to implement the RAM emulator to record and count values.

e The recorded values are represented as numbers in the 7 segment displays.
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Experimental Setup

e Through the Nexus A7 board, the circuitry has been implemented.

e C(Codes from previous Lab 5 has been implemented and built upon.




Football Register

e Depends on the button pushed

e (Current score incremented by a certain

value

e [f statements are used to account for

different situations in the sport

e The other sports registers are similar
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library IEEE;
use IEEE.STD_IOGIC_11€<_ALL;

| —— Uncomment the following library declaration i£f u=ing

° —— arithmetic functions with Signed or Unsigned values
I n a ry to ———use IEEE.NUMERIC STD.ALL;

| —— Uncomment the following library declaration if instantiating
—— any Xilinx leaf cell= in this code.
——library UNISIM;

< t - ——use UNISIM. VComponents.all;
O I Ive r e r entity BCDconverter iz

I Poxt (——resetn, clk : in std logic;
P - in STD LOGIC_VECTOR (7 downto 0);
ca : out STD_IOGIC_VECTIOR (7 downto 0)
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~end BCDconvertex;
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Challenges

e One of the biggest was to work on project without human interaction.

e [mplementing the Serializer and BCD (Binary Converter Decimal) codes.
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Conclusion

Uses addresses to select the sport

Different buttons and switch combinations control the increment and team
The Binary score 1s then converter to BCD for the 7-segment display

The 7-segment display shows the scores for 2 teams




