




Flavius Gruian
Good introductory picture :) Gives an idea of how close you were to the initial proposal.

Flavius Gruian
Very good idea to put up videos of the demos!



Flavius Gruian
This figure should be a bit more explicit, showing the actual interfaces (e.g buses and connections).
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Flavius Gruian
Avoid empty sections between chapter and section. You can always introduce the next sections in a few words here.
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Flavius Gruian
Which is the hardware in Fig 4 you give the utilization for here? It is not clear from this picture (Microblaze is not included, right?)
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Flavius Gruian
See comment above about space between...
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Flavius Gruian
A very smart solution for skipping the picture stable. Reminds of the old ZX Spectrum and Commodore solutions :)
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320×240 = 76800
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Flavius Gruian
Instructive with pseudocode. (a flow chart would have worked also)
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Flavius Gruian
A good report, full with details, even if a bit brief in parts. The project in general is very good, with an impressive final result. Well done!
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