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Abstract

For interest in the classic snake game as well as modern 3D games, we come up
with the idea of turning the 2D snake game into 3D version. Using OpenGL and CG
techniques including modeling and 3D transformation, we develop a 3D snake
game. In this game, players can choose to play in a single mode or a two-opposed-
players mode. Apart from typical operations, players can change their view

perspective to see around the map and zoom in and out.

Motivation

As we all know, 2D Snake game was popular once before. But with the
development of 3D games, 2D version of the games are in danger because 3D can
give people different visual effects, which promotes people to choose 3D games.

And a good idea suddenly popped out of our mind: Why not change the 2D Snake



game to 3D one? We believe 3D Snake game will become popular again because of

its genuine environment, which will bring better experience for players.
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Scope of the project
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Involved CG techniques

- 3D Transformation & Clipping
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char moveleft
char moveright
char moveup
char movedown
float color

bool scontro
pnode testa
pnode coda
char direction
int n

int n2
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if (! (testa—rp. x+lr0kbtesta—>p. x+l<n2+1kbtest a—op. vH1 P0Gt esta—bp. vHI<R2+H1) )
collision=true;
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for(1=0; i<nmgioc; i+
if{controllalistalsn[i]l-*testa, testa—p. x, testa—p.v))

collizion=true;
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case VI KEYDOVE: if (keyz[VE_TF]) {

: ®rot += 1.0f;
keys[wParan] = TRUE; i
return 0; .
y if (keys [VE_DOWN]) {
wrot —-= 1.0f;
caze WM_KEYIF: 1
I if (keys [VE_LEFT]) {
keyz [wFaran] = FALSE; yrot += 1.0f;
freturn 0; 1

1
if (keys [VE_RIGHT]) {
wrot —= 1.0f;



Results
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Roles in group
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