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Fig. 1. Design of Main Screen and In-game Screen
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Fig. 2. A blueprint example of the proposed game
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Fig. 3. Main Screen and Game Generation Screen
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Fig. 4. Top View of Map and Player Screen

Felololt 57 Sk F7HI0l fis vhewt 2tk 1) )
Aol 7kl Qlslo] ol vl o] Tt 7 s el
A 8K 5 Siek 2) AP AR selslel Felololge] 7]
e Ak AFE A B 190S F 5 Uk 3)
2710} WG Agel olole] 2TIE 1 F5ol wiAlslel Ale]
APt A ol 7Feg Tk 4) oF$7|(Dash)z 7w
Shift WHES - gxjoke o B8 e Aol 242 s}

3 gEL = 5 gk

IV. Conclusions
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