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— Pac-Man-like game o

— Simplified : SR

only one game played
no candies
tunnels = dead end

ghosts start at corners
ghosts not intelligent

no animation when Pacman dies
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Original Pacman
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— Goal : collect all the dots

Score: 0 Lives: a3 23 >

My Pacman Original Pacman
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fa] Solution 'Pacman’ (1 project)
4 Pacman

b Properties
b =8 References
b Ml bin
4 @] Content
b Bl audio
> Ml bin
b Ml fonts
b Bl graphics
b Bl obj
Content.mgch
4 ] Core
P ©* Ghost.cs
P €* Living.cs
b c# MapsConstant.cs
b c* Player.cs
b o World.cs
P Bl obj

pSi app.manifest
p ¢ Gamel.cs

lcan.ico

B c* Program.cs

Team Explorer Properties
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1- World map

— Image downloaded from The Spriters

Resource
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1- World map

— World map = grid

— Change candies for dots
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1- World map

— Script to convert the image to a C# matrix

— Almost ok everywhere : E

— Atile: e
EMPTY - 8,
WALL = 1,
POINT = 2
s
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1- World map

— Trouble accessing a tile
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1- World map

— Dots removed from the image
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2 - Player : Pacman

— Move Pacman . 4 possible directions ms5incelastUpdate += gameTime.ElapsedGameTime.Milliseconds;

if (msSincelastUpdate »= msBetweenTwolpdates)

void UpdatePosition(GameTime gameTime, World world)

{
public void Move(GameTime gameTime, KeyboardState keyboard, World world) reset timer
msSincelastUpdate = 8;
it not moving yet if (targetset)
if (!targetSet)
e position.X + Jvelocity.X;
if (keyboard.IsKeyDown(Keys.Z)) iAo (Aeelaiiy v
{ 2
direction = PossibleDirections.UP; dpiialee Ll e el b e
if we can move up if iwor‘]-.d.ée-t'-l'i]..x;_cénteé‘).(&tileXTar‘get, tileYTarget) == getCenterFrameX() &&
if (tileY > @ && world.GetTileCenterY(tileXTarget, tileYTarget) == getCenterFrameY())
world.GetTile(tileX, tile¥ - 1) != World.Tile.WALL) ClearTarget();
{ s
SetTarget(world, tileX, tile¥Y - 1); s e
tileX = tileXTarget;
¥ tileY = tile¥YTarget;
) . =it if : i i == World.Tile.
else if (keyboar‘d.Isl(eyDawn(l(eys,Q))i | % (world.GetTile(tileX, tileY) d.Tile.POINT)
score += 1;
else if (keyboard.IsKeyDown(Keys.S))[ . | world.SetTile(tileX, tileY, World.Tile.EMPTY);
— world.NumberPointsLeft -= 1;
else if (keyboard.IsKeyDown(Keys.D))[.. | i .
} }
1 ¥
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2 - Player : Pacman

— Sprite animation :

£ SN D 228w

1lic vold UpdateFrame{GameTime gameTime, KeyboardState keyboard)

msOnScreen += gameTime.ElapsedGameTime.Milliseconds;

0l wantsToMove = keyboard. IsKeyDown(Keys.Z) ||
keyboard. IskeyDown(Keys.Q) ||
keyboard. IskeyDown(keys.s} ||
keyboard. IskeyDown(Keys.D} ;

if (targetset || wantsToMove)

: if (msonscreen > frameTime)
{
msoné&reen-= :H
switch (direction)
ase PossibleDirections.UP:
if (frameIndex == FramesIndexPlayer.uP_1)
; frameIndex = FramesIndexPlayer.UP_2;
3;:& if (frameIndex == FramesIndexPlayer.ur_2)
frameIndex = FramesIndexPlayer.UP_3;
Tmb:frame]ndex = FramesIndexPlayer.UP_1;
eak;
_=?:lPcssibleDiPEttions.LEFT:
case PossibleDirections.DOWN:
& PossibleDirections.RIGHT:
¥
sourceﬁectaﬁgle:x ; (;'i)framelndex * frameWidth;
¥
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2 - Player : Pacman

— Score and lives : displayed at the bottom
of the window

L - add margin at
:I . the bottom
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3 - Ghosts

— Can't die

T AR
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4 - Collision between Pacman and ghosts

ool hasCollided = false;

foreach (Ghost ghost in éhosts)
o o o {
— Wlth COlllSlon reCtang]‘es if (player.CollisionRectangle.Intersects(ghost.CollisionRectangle))
hasCollided = true;
¥
}
if (hasCollided)
{
— On collision : reset positions, G

player.Reset(world);

and -1 life for the player
";"';; (éhoéé ghost in ghosts)
) ghost.Reset (world);
¥

death.Play();
}

After updating positions of Pacman and ghosts (Game1 Update method)
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5 - End of the game

— End when game over or when the player won

Player lost Player won



Il - Let’s play !



