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Abstract

In order to meet the needs of people’s daily entertainment life, an Android embedded system de-
sign method of Snake game is proposed in this paper. This method is another important functional
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application in addition to meeting the needs of communication and Internet, and has a great de-
velopment space. Snake battle is a stand-alone version of the game, which is similar to the recently
popular Snake game, with a variety of operation modes, such as time-limited mode, free mode and
team mode. This paper mainly introduces the development technology of the game from the fol-
lowing aspects: game rules design, game system structure design, and the technical implementa-
tion of the game. In the introduction of the underlying technology of game development, the mod-
ular game code writing, running debugging and running design on Android system are given. This
paper can provide better guidance for game development.
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Figure 1. Game frame
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package com.sgame.pojo;

public class Snake {

public static final int snakeMaxSize = 399;

public int color;

}

7€ X 1% Snake Fi Ky 399, IEH A REE 2.

public Snake(int color, int direction, Point[][] location) {

super();
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this.color = color;

this.direction = direction;

this.location = location;

}

WHE Snake Xt RIIEIE . 1857 [ LA K AL E S H
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B REIE B YU B — M IRS53E SnakeService SEILA . 2K T AL B R AR — LB E,  HLAR AT
R BTz sl, AR A TR E R, AT .

public void enemyOper(EnemySnake enemy){

double x = enemy.location[0][0].x;

double y = enemy.location[0][0].y;

if(x < 40){

}
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Figure 3. Game interface
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Figure 4. Snake bodies
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