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Fig. 1: Context Diagram showing subsystems of Pac’d-Man

The Pac’d-Man game relies on several subsystems as shown in Figure 1. Enemy
Al is given player coordinates and controls the movement of ghosts that react to
this input. The in-game market allows players to purchase and upgrade weaponry
using a point currency collected during the game. The input handler passes on
keyboard and mouse input to the game. Game settings allows players to change
the keys used for input. The high score system keeps track of other players’
progress. The game interface is what i1s displayed to the user while they are
playing, it consists of menus and a 2-dimensional top down world.
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Fig. 2: Program Flow diagram, detailing program execution.

The Pac’d-Man game execution is summarized by Fig. 2. The program has a short
initialization step and then presents the user with the main menu screen. From
there they can choose to play the game, display help, settings, or the store. Each of
these blocks relinquishes control to the main menu after execution.



Static Interface Design
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Fig. 3: Weapon upgrade menu

The weapon upgrade menu, shown in Fig. 3, allows you to purchase and upgrade
weapons that will allow the player-controlled character to more effectively defend
himself. Each weapon has a level and an associated cost, at the top the current
credits are shown. After purchasing weapons, the user can return to the game
using the large button at the bottom of the screen.

10



Fig. 4: Built-in help system that will guide the user

To help guide novice users, the game has a built-in help section that explains the
basics of gameplay. After understanding how to control the character, use
weapons, and handle enemies, the user can return to the menu by using the large
button at the bottom.
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High Scores
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Fig. 5: High score system

A high score system is included in the game to encourage players to beat their own
and other’s prior performances. After earning a new high score users will be
prompted to enter their name. If they don’t earn a high score they are still
presented with the high score screen and can exit using the button at the bottom of
the screen.
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Fig 6. Menu Screen

The menu screen is what the user is initially presented with, each entry in the list is
clickable and performs that corresponding function. If the user wishes to exit the
button at the bottom of the screen allows them to do so.
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Fig. 7: Settings Screen

The settings screen allows customization of input bindings. Users can press the
button on the right that corresponds to the functionality on the left. After pressing
the button they are able to assign a new key for this action. If additional
customization is needed it will be added to this screen.
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Fig. 8: Gameplay (incomplete)

The game itself is shown in Fig. 8, but it doesn’t show the grid that will restrict
both player and ghost movement. It also doesn’t show the weapons in action, or
items that will be picked up by the character. The character, when not prevented
from doing so by obstacles, will be able to move up, down, left and right. The
ghosts will react to the player’s movement in an attempt to touch him.

All of the designs listed prior to this used a color scheme from paletton.com in
hopes to provide a pleasant experience. For the game itself, we may choose the
color scheme we like the most and apply it to all the screens. Additionally, all the
interfaces provide buttons to show interactivity and have a menu or exit button at
the bottom of the screen for consistency.
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Alternative Design:

Fig. 9 Alternate help system

An alternate help system is shown in Fig. 9. Compared to the help system
presented in Fig. 4, this one has an uglier color scheme, has text that isn’t aligned
properly, doesn’t make use of space well, and doesn’t use icons. In general, the
colors used in the final interface have been chosen using paletton.com, a tool that
was presented in class for picking colors that went well together.
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Fig. 10 Alternate weapon upgrade screen

In Figure 10, a different weapon upgrade screen is shown. In this case it is hard to
see what is interactive on the screen. The design presented in Fig. 3 had a more
appropriate color scheme and interactivity is made more obvious by the use of
buttons. Standard throughout all the designs listed in static design is the use of
buttons to mark items as interactive, so users aren’t wondering whether something
is clickable.
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Fig. 11: Alternate High Score Screen

The high score screen listed in Fig. 11 uses a different color scheme than the
accepted version, but it also breaks a standard that is used throughout the accepted
designs. The bottom of the screen always has a ‘return to menu’ or ‘return to
game’ button. This consistency can help to guide users even in screens that they
haven’t seen before. It also prevents them from trying to exit and hitting
something else, or accidentally exiting when trying to choose a different menu
item.
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view games from different perspectives, such as from the perspective of a psychologist,
or a sound designer, or a software engineer.
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