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SnakeMain MainMenuPanel

- parentFrame: JFrame

+ main(args: String[]): void - backgroundimage: Image LT
- backgroudimage2: Image N

- startButtonRect: Rectangle R T

- customButtonRect: Rectangle

- exitButtonRect: Rectangle

- backButtonRect: Rectangle

- selectedColor: String

+ loadimage(path: String): Image - selectedFood: String
- isCustomizationActive: boolean

ImagelLoader

+ MainMenuPanel(frame: JFrame)
+ islInCustomizationMode(): boolean
+ returnToMainMenu(): void

I‘ - startGame(): void
- openCustomMenu(): void
11 - closeCustomMenu(): void

g # pointComponen(g: Graphics): void

- handeCustomClick(x: int, y: int): void
N - selectedPreview(): void

d - selectedNext(): void




SnakePanel

+ SCREEN_WIDTH: int

+ SCREEN_HEIGHT: int

+ UNIT_SIZE: int

+ GAME_UNITS: int

+ DELAY: int

+ BEST_SCORE_FILE: int

- x[]. ¥{l; intf]

- bestScore: int

- bodyParts: int

- applesEaten: int

- appleX, appleY: int
- direction: char

- running: boalean

- timar: Timear

- salectedColor, selectedFood: String

- pausead: boolean

- pauseOverlay: Image

- rasumeBinRect: Reclangle
- ManuBtnRect: Rectangle

-

Ay L

- loadimages(): void

- craateDefaultPausaOveray(): Image
- craataDefaultSnakelmages(): vaid

- updateFoodimagad): vaid

- drawFood{g: Graphics): void

- loadBestScore(): void

+ initGame(): void

+ stantGame(): void

+ chackCollisions(): void

+ actionParformadie: ActionEvent): void

- printSnakeState( ): void

- rasetGameAndStart(): void

# paintComponent(g: Graphics): void

+ draw(g: Graphics): void

- drawGrid(g: Graphics): void

- drawApplelg: Graphics): void

- drawSnake(qg: Graphics): void

- drawScore(g: Graphics): void

- saveBestScore(): void

- getFoodColon{food: String): Color

- getSnakaColor{color: String, index: int): Color
+ newApple(): void

+ moved{): void

+ checkApple(): void

- playSound(soundType: String): void

- showGameaQOverPanal(): void

- drawBution(qg: Graphics, text: String, x: int, y:
int, width: int, haight: int, bgColor: Calor,
textColor: Color): void

+ gamaOver{g: Graphics): void

+ tagglePausa(): vaid

+ returnToMainMenu(): void

- initializePausaMeanu(): void

- createPauseOverlay(): Image

- drawPauseScrean(g: Graphics): void

GameOverPanel

- score : int

- bestScore : int

- tryAgainListener : ActionListener

- closelListener : ActionListener

- currentMessage : String

- random : Random

- backgroundimage : Image

- gameOverMessages: String []

- encouragementMessages : String([]

+ GameOverPanel(score: int,
bestScore: int, tryAgainListener:
GameOverActionListener)

+ selectRandomMessages() : void

+ paintComponent(g: Graphics) : void
+ draw(g: Graphics, width: int, height:
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