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Overview

Utiliza‘f'réhé-e#-

acceleration
sensor

User interface

Key algorithms
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‘The motivation |

-New play of cIaSS|c games.' 05
-More interesting and
challenging. : =~
-Enlightenment of Flappy
Bird.
‘ -Broad development space.

o —
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Utilization of acceleration

Art designer

sensor ' | '
User interface Key algorithms algorithms

Connect some parts
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 getDefaultSensor(SensorTYPE_GRAVITY);

*RF switch / variable capacitor MEMS micro-mirror

*TCXO oscillators v o he
'{ \:‘ o N ¢ > i . . A « -
*Accelerometer o oo S ~ ; ¥ . ; : .
¥ .
Gyroscope ' .

*Electronic compass

*Pressure sensor : »W' o ‘ | o SenSOFEve nt L|Stener

*CMOS Image Sensor l
*Auto-Focus actuator

onSensorChanged, onAccuracyChanged

‘Front camera
*ALS & Proximity sensor
‘Microdisplay

Silicon microphone
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- Usetools above to get the
| measurable statlcs |

‘manage .

Manage the threshold values
and other conditions

debug

According to the main
function, adjust the values
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How to arrange the
peautiful pictures and
puttons with the most
rational codes?

How to use codes to create
more beautiful things?

\\5,

Programmer:



file:///C:/Users/nssyyqs'/Desktop/SVID_20170516_210021.mp4







SnakeView(Context, AttributeSet)
SnakeView(Context, AttributeSet, int)
initSnakeView(): void

initNewGame(): void
coordArraylistToArray(ArraylList<Coordinate>): int]
saveState(): Bundle

coordArrayToArraylList(int[]): ArraylList<Coordinate>
restoreState(Bundle): void

setTextView(TextView): void

setStartButton(Button): void

setMode(int): void

addRandomApple(): void

update(): void

updateWalls(): void

updateApples(): void

updateSnake(): void

onClick(View): void

onAccuracyChanged(Sensor, int): void

onSensorChanged(SensorEvent): void




P mMoveDelay: long = 600
Importa nt | f) 8 mDirection: int = NORTH
g ; £ 8 mNextDirection: int = NORTH
Variables

f) 8 mScore: long = 0

int applecount = mApplelist size();

mDirection = mHextDirection;

switch (mDirection) {
case FAST: {
newHead = new Coordinate (head x + 1, head y); Coordinate ¢ = mAppleList get (appleindex);
} S i1f (c. equals (newHead)) {
case WEST: { mAppleList removel(c):
newHead = new Coordinate (head. x = 1, head y); ‘ddR“\dOMApplQ ().
break:
}
case NORTH: {
newHead = new Coordinate (head x, head y - 1);
break;
}
case SOUTH: {
newHead = new Coordinate (head x, head y + 1);
break;

for (int appleindex = 0; appleindex < applecount; appleindextt) {

mScorett;

growSnake = true;




@dverride

public voi

public class TileView extends View 1|

protected static int mTileSize; BN Y : " for (int v '
SRS » 1 if (mTileGri

protected static int mXTileCount;
protected static int mYTileCount;
. . . e mPaint) :
private static int mXOffset;
private static int mYOffset;

AttributeSet attrs, int defStyle)

ay a — ccC

ble. TileView) - | obtain the new attribute value

50) -

Draw the canvas onto the mobile phone






