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Description:

The mission was to implement a Pacman game. The maze was stored in the RAM and was static.  The initial position of the Pacman was hard coded in the maze.  Upon arrow key inputs the position would get updated both on the screen and in the RAM.  The maze was displayed on the screen as being expected.  However, the Pacman had an extra feature - it was able to eat the walls and destroy the maze!  So, finally we decided to call our game Pacman/DigDog! 

Clock Rate:  

Board default.
Input:

Four arrow keys to move the square up/down/left/right.
Output:

The square moves up/down/left/right.

