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INTRO 
What is this game? 
SnakeSnakeS is a multiplayer party game with simple core mechanics and controls. The 
concept is to get players together and achieve goals by cooperation instead of competition. 
 
With the inspiration of the classic arcade game Snake, SnakeSnakeS allows players to 
control the direction of a snake in his/her own screen. The snake moves in the map, gets 
longer by eating fruits and dies if it bumps into trees, rivers, its own body or the edge of the 
map. Players connect their phones’ screens to build the map, enabling the snake to move 
from one screen to another. Thus, the layout of the map, which influences the range of the 
snake’s movement, is customized by players. When the snake goes to the next screen, 
control is switched too. 
 

 
 

Platform 
Target players 
Number of players 
Genre 
Modes 

iOS, Android 
Casual players (especially families and friends) 
No specific limitation 
Action & Puzzle 
Survival mode & Puzzle mode 
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Features 

● Get the screen connected 
The innovation of SnakeSnakeS is the idea to connect screens and generate unique 
maps. This concept is supposed to be implemented based on Wifi or Bluetooth 
connection. When two screens connected to the same Wifi, players could swipe 
between them to get them connected. 
 

● Unlimited number of players 
The unlimited number of connections via Wifi and Bluetooth technology enables 
SnakeSnakes to be a multiplayer game, meeting the need of a party game, which 
allows many players to join one game at the same time. 
 

● Accessible 
As the game’s title suggests, the core mechanics of SnakeSnakeS come from the 
classic arcade game Snake. Snake is featured with a well-known and simple 
gameplay pattern, therefore it would be easy for new players to understand the 
basic mechanic and background of SnakeSnakeS just by the interface. As a party 
game, it is important to get the target players (families and friends) involved in a 
short time. 
 
 

Precedents and Variants 
The basic elements of Snake are simplified directional control, items-picking and collisions. 
The most well-known Snake game is probably a single-player game on mobile, however, 
there are also many multiplayer Snake-ish games in history.  
 
 

● Blockade (1976) on arcade 

 

The Snake games date back to the arcade 
game Blockade, developed and published by 
Gremlin. Blockade is a two-player game 
containing basic Snake games’ features, like 
using four directional buttons to turn at 
90-degree angles. Each player moves their 
character around, leaving a solid line behind 
them, and tries to avoid colliding into walls 
and the lines. 
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● Snake III (2005) on Nokia 

Snake III on Nokia phones changes the 2D game into 
3D, depicting both the snake and the world more 
vividly. The game also supports multiplayer modes 
through Bluetooth connections. 

 

● Slither.io (2016) on iOS/Android/web browser 

 

Slither.io includes hundreds of snakes moving 
at the same time using a large online map. If 
the player's worm's head collides into any 
part of another worm, his/her worm dies. The 
objective of this game is to be the longest 
worm in the server. 

 
It is clearly seen that in the history of multiplayer Snake-ish games, players are always 
competing with each other. They are asked to control a snake on their own and everyone is 
opposed to everyone else. The objective is to be the longest survivor. However, the concept 
of SnakeSnakeS is to make all players control one snake together, so that players are 
supposed to cooperate. 
 
 
GAME DESIGN 
Gameplay 
The game starts on everyone’s phone at the same time. 
Firstly, a random map is generated on each player’s mobile phone. A snake will then be 
generated randomly into one of the phones. The snake starts moving straight ahead 
automatically and the player can make it turn by tapping the screen. The phone which 
contains the head of the snake possesses the main control. 
There are invisible grids set on the map for the snake to follow, which are also the basic unit 
of the placement of all items on the map. 
 
Introductions of Objects 
Each map on the screen consists of the following types of objects, all of which are 
generated randomly, making the basic layout of the maps, which directly influences the 
tactics of the players. 
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The Snake 
The avatar of the players, starting with a length 
of 3 grids. The snake keeps moving 
straightforward at a constant speed, for 
example, 1 grid every half-second. 
In Survival Mode, the number of stripes on the 
snake’s body indicates how many times it 
remains to turn. 
The snake dies when it bumps into trees, rivers, 
its own body or when it reaches the boundary 
of the map which is not connected to any other 
maps. 

 

Fruits: Cherry ( ) & Lemon ( ) 
The fruits are distributed randomly on the map. The 
snake gets 1 grid longer after eating a cherry or a lemon. 
Cherry changes the snake to turn clockwise and lemon 
changes the snake to turn counter-clockwise. 
 
Trees 
The dark green area that kills the snake if the snake 
rushes into it. 
 
Rivers & Bridges 
River is depicted by the color of blue. The snake dies if it 
runs into a river. All rivers are endless and always reaches 
out of the screen.  
Bridges allow snakes to pass the river at a specific 
location. 
 
Ground Base 
The green area for the snake to move safely. 
Invisible grids are built on the ground, serving as basic 
units for the whole map layout. 
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Control 
SnakeSnakeS has simple control. There are only two kinds of gestures: tap and swipe. 

● Tap to turn 
The player who has the snake's head on his/her screen controls the direction of the 
snake. Tap anywhere on the screen to make the snake turn clockwise at 90 degrees.  

                       

  The snake starts to turn 
counter-clockwise after eating a lemon, 
and back to normal (turning clockwise) 
after eating cherries again.   

● Swipe to connect screens 
When two phones are placed side by side, swipe between the screens to build the 
connection. Once connected, the two maps combine into one. The snake can then 
move from one screen to the other. Swipes can be made multiple times until the 
player feels like they are connected in the right way. 
If the matching edges contain rivers, the river routes have to be aligned.   
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Survival Mode 

Objective  Grow the snake as long as possible. 

Ending Condition  The snake dies. 

Basic objects  Snake / Rivers / Bridges / Trees / Fruits. 

 
The Survival Mode is more like an action game which requires the player’s quick response. 
In this mode, the snake only has 5 times to change its moving direction on one screen, it can 
only get an extra 5 times when it moves into another screen. The stripes on the snake’s body 
indicate the number of times remains. The snake can not turn once it has used up its 
chances to turn. 
After the snake leaves a screen, that screen generates a new map and the snake can then 
re-enter it and get the extra 5 turning chances. With the loop created this way, the snake 
should be theoretically able to survive across screens for as long as possible if played right. 
Because there is no time limit in the survival mode, the only condition to end this game is the 
snake’s death. There will be a ranking based on the snake’s length at the end of each game. 
Players are encouraged to pursue a new high record on the ranking. 
 

*Two examples of wrong connection: 

                            
*An example of available connections (golden and silver phones) 
 and generating a new map (black phone): 
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Puzzle Mode 

Objective  The snake eats all the fruits on the maps. 

Ending Condition  The snake dies. 

Basic objects  The snake / rivers / trees / fruits. 

 
 
The puzzle mode requires players to change the connections of maps in every possible way. 
Snake can turn as many times as the player want. The layout of the map on each phone is 
unchangeable. Once the screens are connected, the connections will not be broken until one 
of the two screens gets a new connection. The snake can move back and force between the 
screens as long as the connections still exist. 
 
There are no bridges on the rivers in the puzzle mode, so maps are separated by the rivers. 
The players are asked to figure out the suitable solutions of connections which will lead the 
snake to eat all the fruits on the maps. 
 
 

*An example of how to play Puzzle Mode: 
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PLAYER EXPERIENCE 
Overall description of mood and experience 
SnakeSnakeS is designed for friends or family parties. It is easy-accessible: The only thing 
players need is a phone with the application. However, SnakeSnakeS differs from other 
mobile games as players need to physically place their phones together to keep the snake 
alive. As simple as the core mechanics of SnakeSnakeS are, the game creates a unique 
experience for its players for there are dozens of ways of putting maps together and there 
are definitely no rights nor wrongs.  

 
Simple Background Story 
A tiny snake was just born into the world. It curiously explores the world around it, getting 
stronger by eating tasty fruits. But sometimes it is a little bit careless and it is the players’ 
turn to work together to keep it safe and alive. 
 
Visual style 
In accordance with the casualty, SnakeSnakeS has a light color palette. The game’s 
interface is extremely simple and clear without any UI icons on screen. Maps are meant to 
be connected in every possible way players want, so every piece of information is 
recognizable in all four directions. For example, in Survival mode, the snake can only turn 
five times in each screen and the remaining times to turn is expressed not through numbers 
but stripes on the snake’s body.  

 
References: Dumb Ways to Die (2013), Donut County (2018) 

                 

8 



PRODUCTION OUTLINE 
 
As SnakeSnakeS needs to attract new players through its multiplayer modes, free-to-play 
and in-app purchase is the suitable mode to make profits. 
The anticipated elements that affect the production scale include experimental gameplay 
and multiplayer gameplay. Thus, the production scale of SnakeSnakeS will be medium, 
which consists of 9 developers and a schedule of 6 months length of work. 
 
Production Considerations 

● Screen Connections 
One of SnakeSnakeS’ core mechanic is 
screen connections, which requires 
information to be communicated 
between phones. Although there have 
been several games using this function, 
for example, Super Mario Party on 
Switch, SnakeSnakeS is specifically 
designed for phones. Thus it is seen as 
one of our production considerations to 
make screen connections through 
swiping available on phones. Preliminary idea is to connect phones to the same WiFi. 
Data that records the location of the last touch on screen is transferred to other 
phones and comparison is then made to decide whether the connection can be 
reached and where should the snake appear on the next screen. 
 

● Customization for different phone models 
The generation of the map and the movement of the snake in SnakeSnakes are 
based entirely on grids. While the size of screen does not matter in the game, the 
screen connection mechanic requires every phone to use the exact same size of grid, 
making customization necessary for the game. 
 

Proposed Staff 
● 1 executive producer 
● 2 game designers 
● 4 programmers 
● 1 art designer 
● 1 sound developer 
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Work Schedule (6 months) 

 
 
Proposed Budget 

Executive Producer  40% time for 3 months  $13,000 

Game Designer x 2  60% time for 6 months  $54,000 x 2 

Lead Programmer  80% time for 5 months  $60,000 

Additional Programmer x 3  80% time for 5 months  $48,000 x 3 

Art designer  65% time for 2 months  $11,700 

Sound developer  30% time for 2 months  $5,400 

Misc Operating & Overhead  6 months  $10,000 

Total  $352,100 
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