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Overall block diagram
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Application modules
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Displaying the results
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Voxel screen location calculator:

(screen column) =
(offset X) +
d*(voxel column)[2:0] +
d*sin 6*(7 - (voxel column)[5:3])

(screen row) =

(offset Y) +
d*(7 - (voxel plane)) +
d*cos 6*(7 - (voxel column)[5:3])

(voxel plane

(voxel column)[2:0]




LED cube construction
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Organised events

Project plan

Submission deadlines (5pm)

David

Lawrence
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Plan/presentation/code
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Plan/presentation/code
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Plan/presentation/code

Plan/presentation/code
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Block diagram conference
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Any questions?



