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Gravity 

Acceleration 

Mountainous terrain 

Crystal clear night sky 

Star constellation 

Sensor information 

Fuel platforms 

.. and lots of explosions 

The overal l goal was to bui ld a 
hardware platform of a simple 
computer system, and embed a 
simple software system on the 
platform.  

The mission in MarsLander is to make 
as many successful landings as possi-
ble on the surface of Mars with a l im-
ited amount of fuel and without crash-
ing. When you land on an open plat-
form, the spaceship wi l l be refueled 
and a point is earned.  But watch your 
speed! Continue visi t ing platforms and 
become the best astronaut in the Mi lky 
Way galaxy. 

The diagram shown to the r ight  
is the overal l hardware design of 
the game, and shows how the 
di f ferent components interacts 
with each other. The hardware is 
model led in VHDL, whi le the logic 
of the game is implemented in C. 
The game runs on a FPGA 
Nexys 3 board with a LC3 pro-
cessor directly connected to a 
monitor and a keyboard.  


