Session 3. Player character
We’ve got your Pacman character wandering around your maze now, but there are a few important things that need doing.
Firstly, Pacman is always facing right, no matter which direction he/she is moving! Open your pacman drawings from the ‘res’ folder. They’re the ones called ‘pacmanrightopen.png’ and ‘pacmanrightclosed.png’ (one showing the mouth open and the other showing it closed).
Edit the drawings so that they face other directions – up, down, left – and save them with those names (i.e. pacmanleftopen.png, pacmanupopen.png). If your pacman character is just a yellow circle, then the closed images will all be the same, which is fine.
Open Player.java, search for the following:

    // load sprites

    try {

      spriteRightOpen = Image.createImage("/pacmanrightopen.png");

      spriteRightClosed = Image.createImage("/pacmanrightclosed.png");

These two lines of code load in the images of Pacman facing right (with mouth open and closed). The words “spriteRightOpen” and “spriteRightClosed” are names of variables. Variables are things stored in a computer program that can be changed. In this case, they store the images from the filenames pacmanrightopen.png and pacmanrightclosed.png.

You need to load in the new images, for Pacman facing left, up and down, with his/her mouth open and closed. Can you work out how to do that from the above lines? You’ll need to use the variable names spriteLeftOpen, spriteLeftClosed etc. Note the variable names don’t begin with capital letters, but every other word does. So go for it… look at the lines above, and use those as a template for writing your own code to load in your new images. Check your program still works by saving the file and pressing “Build”. Are there any errors? Can you fix them? If not, ask your mentor for help.
Now you’ve loaded the images into variables, you need to display them. You need to display the correct image depending on which direction Pacman is facing. Search for the following (still in Player.java):

        // draw sprite at coordinates drawX,drawY

        if (mouthOpen < 2) {

          g.drawImage(spriteRightOpen, drawX, drawY, Graphics.TOP | Graphics.LEFT);

        }else g.drawImage(spriteRightClosed, drawX, drawY, Graphics.TOP | Graphics.LEFT);

Replace the above code with this:

        // draw sprite at coordinates drawX,drawY

        if (mouthOpen < 2) {

          switch (direction) {

            case RIGHT:

              g.drawImage(spriteRightOpen, drawX, drawY, Graphics.TOP | Graphics.LEFT);

              break;

            case LEFT:

              g.drawImage(spriteLeftOpen, drawX, drawY, Graphics.TOP | Graphics.LEFT);

              break;

            case UP:

              g.drawImage(spriteUpOpen, drawX, drawY, Graphics.TOP | Graphics.LEFT);

              break;

            case DOWN:

              g.drawImage(spriteDownOpen, drawX, drawY, Graphics.TOP | Graphics.LEFT);

              break;

          }

        }else{

          switch (direction) {

          

          }
        }
The top part of that code displays the character with the mouth open. From this, you should be able to fill in the code for displaying the character with the mouth closed. Firstly, you’ll need to know which direction the player is facing. The “switch” command gives you this. It looks at the variable “direction”. For example, if “direction” is LEFT, then the code between

case LEFT:

and

break;

will be executed. Secondly, you need to use the command to draw the image to the screen. As you can see from when Pacman is drawn with his/her mouth open, the command is “g.drawImage()”. The bits between the brackets are the variable name of the image, the x and y coordinates, and the anchor point for the image (which needs to be “Graphics.TOP | Graphics.LEFT”, which means the top-left point of the image. 

Finish the code for drawing Pacman with his/her mouth closed. Now save the file (Player.java), build and run your program. If there are any errors check you are loading the images properly. If it works, then Pacman will face the direction he/she is moving! You’ve now also completed the animation for when Pacman gets hit by a ghost (Pacman will be sent spinning round). You’ll be making the ghosts next session!
Possible extension to session
Design a second level, for when your player eats all the food in level 1! Open the file Level.java, fine the function ‘makeLevel’ where you added the code for your maze. In the switch statement, after your maze code (after the “break;”), add a ‘case 2: … break;’.

Your level code will need to go between the ‘case 2:’ and the ‘break;’ statement, in the same way you did in session 2. You’ll need to increase MAX_LEVELS near the top of the file. To make the game start on level 2 (to test it), change the value of the level variable near the top of the file to 2. Ask your teacher/mentor if you get stuck.















You’ll need to add some code here








