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Instructions 
 
Define Problem 

• Read the APP C38-2 project documentation provided 
 
Create Specifications and Requirements 

• Using the project documentation, review the specifications and requirements. 
• Combine the list of three questions that you and your teammate each brought to class into a list 

of three or more questions you and your teammate have concerning the project requirements. 
 
Create Design Concepts 

• Determine and document the criteria that will be used to select the best design idea.  
o Ability to do it within a few days 
o Nontrivial for player and programmer 
o Incorporates all or most of the concepts we have learned so far in C/C++ and with the 

proteus 
• Brainstorm a minimum of five videogame ideas and the features required for the game. 

o Snake 
§ Moving the snake 
§ Food generation 
§ Collision checks 
§ Snake getting longer 

o Sudoku 
§ board generation 
§ User input system 
§ Wrong placement of number 

o Pac man 
§ Movement 
§ Dot eating/score keeping 
§ Random motion of ghosts 

o Pong 
§ Paddle movement 
§ Ball angle depending on paddle placement 
§ Game over if the ball goes behind the paddle 

o Chrome dinosaur game 
§ Jumping 
§ Obstacle generation 
§ Score keeping 

• From the brainstorming ideas, select the best game to meet the design specifications. 
o snake 

• Complete the Project Proposal Form including: 
o The name of the game and a brief description. 
o The basic features of the game. See requirements in APP C38-2. 
o A minimum of five additional features for the game. Note, not all additional features will 

be selected for you to complete depending on the complexity of your game.  
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Questions 
• How will user input work? Just the screen or other inputs? 
• Can we use the proteus outside of class? 
• Do we need to do all of the additional features? 
• How does screen clearing work on the proteus? 

 
Design Solution 

• Represent the idea using an algorithm, flowchart, or pseudocode. 
 
Document 

• Create a document that includes your 3+ questions, selection criteria, 5+ brainstorming ideas 
and game features, best idea, and representation of the design solution. 

• Submit a PDF of the document to Carmen according to the DAL. 
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Project Proposal Form 

Instructor: Parke     Section: 3:00.     Team Name: A1 

Team Members’ Names: Matthew Walburn, Zach Jones 

Game Console: Proteus C/C++ 

Game  
(include a brief description) 

 
Snake 
Collect food to increase length of character and score while avoiding 
yourself and walls. 
 
 

Basic Features   

 
Snake movement based on screen location being touched 
length increasing after “head” hits “food”. 
Random generation of food location 
Death and game over upon hitting self or wall 
Scorekeeping and leaderboard 
Pause button 

Additional Features 

 
Ability to select difficulty that changes speed 
Different food types that increase length 
Sudden death mode that either increases speed  
Sudden death mode size of play area 
Bad objects to avoid 
User chooses the color of the snake. 
 

Instructor Approval – Do Not Fill Out 

Approved Modifications Required 
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Algorithm: 
1) Title screen 
2) Give player options for playing show rules, show stats, or show credits 
3) If player selects to play: 

a. While snake has not collided with wall or self, continue playing 
b. Generate food in random location in no food is present 
c. Take player input from screen to change direction of movement 
d. Draw over last segment of snake and draw new segment in direction the player 

indicated 
e. If front of snake hits food do not erase last segment to increase the length of the snake 

by 1 
4) Repeat step 3 every frame of the game until the game ends 
5) When game ends show player score 
6) If player selects show rules 

a. Display rules and input regions 
7) If player selects show stats 

a. Show stored stats and leaderboard 
8) If player selects show credits 

a. Show credits 
9) end 


