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Pacman Ghost Algorithm



Idea of algorithm
Our algorithm will be used in a frame based game where the sprites (e.g. Pacman, 
Ghosts) are positioned using (x,y) coordinates. The Pacman movement will be based 
on the position of the mouse cursor whereas the Ghosts will use a velocity vector 
(vx,vy) to move/translate between two frames.



Trignometric Ratios: SOH-CAH-TOA
Our algorithm will use the trigonometric ration to find the angle the Ghost needs to 
head towards to chase Pacman.



The next step of our algorithm will use this angle to calculate the velocity vector (Vx,Vy) 
of the ghost:



The final step of our algorithm will update the (x,y) coordinates of our ghost to apply 
the velocity vector translation before drawing the ghost sprite on the screen.



Try it!



基本環境設定

遊戲背景設定
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Ghost造型

Ghost移動
角度

Ghost移動
Velocity計算

Ghost移動方向

繪製Ghost



Pcaman
移動控制

Playgame
副程式

主程式



END


	Pacman Ghost Algorithm
	Pacman ghost algorihtm�https://www.101computing.net/pacman-ghost-algorithm
	Pacman Ghost Algorithm
	Idea of algorithm
	Trignometric Ratios: SOH-CAH-TOA
	投影片編號 6
	投影片編號 7
	Try it!
	投影片編號 9
	Ghost移動副程式
	投影片編號 11
	END

