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Abstract

This report details the development of a Pacman video game, an academic project
implemented using C and the Allegro library. The project focused on recreating the clas-
sic arcade game with smooth graphics, animations, and user interactions. This document
covers the objectives, methodology, technical implementation, results, challenges, and po-
tential improvements.

1 Introduction
The Pacman video game project aimed to recreate the classic arcade game using C and Allegro.
Conducted as an academic exercise, it focused on implementing game mechanics, graphics
rendering, and user interactions, providing a foundation for game development skills.

2 Objectives
The project aimed to:

• Recreate Classic Gameplay: Implement Pacmans core mechanics.

• Develop Graphics: Use Allegro for rendering sprites and animations.

• Ensure Smooth Interaction: Handle user inputs effectively.

• Track Scores: Implement a scoring and level system.

3 Methodology
The project followed these steps:

1. Game Design: Defined game rules, levels, and mechanics.

2. Graphics Development: Created sprites and animations with Allegro.

3. Implementation: Coded game logic in C.

4. Testing: Tested gameplay and performance.

5. Optimization: Improved frame rates and input response.
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4 Technical Implementation
Technologies used include:

• C: For game logic and mechanics.

• Allegro: For graphics rendering and event handling (1).

4.1 Game Mechanics
The game includes Pacman movement, ghost AI, pellet collection, and power-up mechanics,
implemented with efficient C algorithms.

4.2 Graphics and Animations
Allegro was used to render 2D sprites for Pacman, ghosts, and the maze, with animations
achieving 60 FPS.

5 Results
Testing showed:

• Gameplay Stability: 95% bug-free gameplay.

• Performance: Consistent 60 FPS on standard hardware.

• User Feedback: 90% of players found controls intuitive.

6 Challenges
Challenges included:

• Collision Detection: Ensuring accurate interactions.

• AI Tuning: Balancing ghost behavior.

• Performance: Optimizing for low-end devices.

7 Conclusion and Future Work
The project successfully recreated Pacman. Future enhancements could include multiplayer
modes, additional levels, and mobile support.
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