Design

Figure 2 shows the high-level structure for Grand Math Auto with an architectural diagram. The
diagram shows how the player interacts with the system through a graphical user interface. The

player accesses menu screens including options, and the more dynamic gameplay system which
access the math and vehicular components of the game. Figure 3 shows the high-level behavior

for Grand Math Auto through a state diagram. The diagram shows how the user will access

various areas of the application through the interface options and game events.

[1] High Level Design
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>

Highscores
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Fig. 2: Structural Diagram for Grand Math Auto.
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Fig. 3: Behavioral Diagram for Grand Math Auto.
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[2] Static Interface Design

Figure 4 shows the main menu screen for Grand Math Auto. We chose to go for a simple list to
accommodate our audience. Since the players of our game will most likely be young children,
we want them to be able to have a simple to understand and straightforward menu. We also
chose to go with light colors to make the game seem more fun and laidback.

Grand Math Auto

Play
Options

High Scores
Credits
Quit

Fig. 4: Main menu of Grand Math Auto.
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Options

Sound Effects
Background Music
Back

Fig. 5: Options menu, allows toggling audio on/off. The options are kept simple so the user is not
overwhelmed.

High Scores

1. MGM - 1000

2. RYU - 820
3.JT - 30

Back

Fig. 6: High scores list. Displays player’s name and corresponding score

12



Grand Math Auto

Connecting
to Android
Wear Device

Fig. 7: Connecting to device screen. Informs the user that the game is attempting to connect to an
Android Wear device.

Select Skill Level

Addition
Subtraction

Multiplication
Division

Back

Fig. 8: Skill selection screen. Allows the user to select what types of math problems they want to
see in the game.
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Score: 1300

Fig. 9: Game screen. Important game information such as the amount of lives remaining and the
current score is shown.
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[3] Alternative Design

Figure 10 shows an alternative layout that could use the Android Wear device to navigate the
menu rather than the traditional linear menu. The user would rotate the Android Wear device in
order to change the current selection, and would hit a keyboard button to select. The currently
selected option will always be centered and larger than the other options. This type of menu may

be more difficult to navigate and also more difficult to implement.

Fig. 10: Alternative main menu screen.

Another option we can attempt for the game interface is to strip the screen of all information, and
have it purely focus on the game, as shown in Fig. 11. Then, we can display the score and
remaining lives information on the Android Wear device itself, as shown in Fig. 12.
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Fig. 11: Alternative game screen with minimalistic on screen information so that the information
can be shown on the Android Wear device.

Fig. 12: Information screen for the Android Wear device.
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