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PE®EPAT

Bunyckna kBamidikariiina pobora 6akanaBpa CKIAJAEThCs 3 BE0-3aCTOCYHKY
2D-nmnargopmepa «Endless Jumper» Ta mosicHioBanbHOi 3amucku. [losicHiOBanmbHa
3anucKa MiCTUTh 82 CTOPIHKH, 6 UTIOcTpaiii 1 4 Tabuii.

MeTtoto po6oTH € po3poOka KpocIaThOpPMEHHOTO BeO-101aTKy 3 pealizaiiero
0a30BUX IrpOBUX MeEXaHIK (IUIABHE KEpPYBaHHS MEPCOHAXeM, (PI3UYHO KOPEKTHI
CTpuOKH, CTpUIbOa, cucremMa OOHYCiB) MeToau, BUKOPHUCTaHI MijJ 4Yac CTBOPEHHS
MPOEKTY, BKJIIOUAIOTh MNporpamyBaHHs Ha JavaScript 13 BukopuctanHsm HTMLS
Canvas 1 CSS3, 3acrocyBaHHs apxiTekTypHoro narepuy MVC, opranizaliiio JTaHuX
yepe3 Firebase (Firestore, Authentication), xoctunr 1 CI/CD na Microsoft Azure 3a
ngomomororo Docker, a TakoX T™O€IHAHHS aBTOMAaTHU30BAaHOTO TECTYBaHHSA 3a
JIOTIOMOTOF0 Jest i MaHyalTbHUX TeCTOBHX CIICHApIiB.

PesynbraTtu po3poOKH MONSTal0Th y CTBOPEHHI IHTEPAKTUBHOTO, aallTUBHOTO
Ta MacITaboOBaHOTO MPOTOTHUITY I'PH 3 JUHAMIYHOIO BiJIOOpaKEHHSIM TaOJIHIIl JIiJIepiB
y peaJbHOMY 4acl, BUCOKOIO MPOJYKTUBHICTIO HA PI3HUX MPUCTPOSIX 1 HATATO[KEHOIO
1HPPACTPYKTYPOIO pO3TOPTAHHS.

KJIFOUOBI CJIOBA: JavaScript, HTMLS5 Canvas, CSS3, MVC, Firebase,
Azure, Docker, Jest, 2D-mmardopmep, CI/CD.
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ABSTRACT

The bachelor's thesis qualification work consists of a web application of a 2D
platformer "Endless Jumper" and an explanatory note. The explanatory note contains
82 pages, 6 illustrations and 4 tables.

The work method is the development of a cross-platform web application with
the implementation of basic game mechanisms (smooth character control, physically
correct jumping, shooting, bonus system)

The methods used during the creation of the project include JavaScript
programming using HTMLS5 Canvas and CSS3, application of the MVC architectural
pattern, data organization via Firebase (Firestore, Authentication), hosting and CI/CD
on Microsoft Azure using Docker, as well as connecting automated testing using Jest
and manual test scripts.

The development results consist in creating an interactive, adaptive and scalable
game prototype with dynamic display of real-time leaderboards, high performance on
different devices and a well-established deployment infrastructure.

KEYWORDS: JavaScript, HTMLS5 Canvas, CSS3, MVC, Firebase, Azure,
Docker, Jest, 2D platformer, CI/CD.
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HEPEJIIK YMOBHHUX ITO3HAYEHD

API — npukinanuuii nporpamuuii inTepderic

IDE — Integrated Development Enviroment

JSON — JavaScript Object Notation

MVVM — Model View ViewModel

SDK — Software Development Kit — Habip 1151 po3poOKu MporpamMHoOro 3ade3neyeHHs
SSD — Solid State Drive

bJ1 — 6a3a manux

[13 — nporpamue 3abe3neueHHs
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BCTYII

B nmaniit po6oti o6pano temy «Po3pobka 2D mmardopmepay sk akTyanbHY
chepy cydacHOI iHIYCTPii IPOrpaMHOIo 3a0€3MEUCHHS, IO IMMOETHYE B COO1 XYT0KHIO
Ta TEXHIYHY CKJIAJIOB1 Ta MA€ MIUPOKU MOTHT SIK Cepei TeMepiB, Tak 1 cepe] OCBITHIX
npoektiB. [lomut Ha AoCTymHi, MpOTe NPUBAOIWBI ITPOBI pIMIEHHS 3pOCTAE 3
PO3BUTKOM MOOUTHHHX Ta BeO-miaTdopm, a nmpoctora 2D-rpadiku 103BOJsIE TIBUIKO
peanizyBaTy NPOTOTUIIM 1 TECTYBAaTH IrPOBY MeXaHiKy. KpiMm TOro, 3acBO€HHSI METOI1B
PO3pOOKH NBOBUMIPHUX IUIATPOPMEPIB CIAYrye HaJiiiHOIO 0a3010 JUIsl MOAAIBIIOTO
OMaHyBaHHs OUIbII CKJIAJHUX TPUBUMIPHHUX CEPEIOBHILL.

MeTo10 1aHOI po00TH € CTBOPEHHS MOBHOPYHKIIIOHANBHOTO 2D mnatdopmepa
3 THUIIOBOIO ITPOBOI0 MEXAHIKOK (MEepEeMILIEHHs, CTpUOKH, 300puU MpPEAMETIB,
B3a€EMOJIII 3 TEPelIKOJlaMH), a TaKoXK OOIPYHTYBaHHS BHOOpY apXITEKTYypH,
IHCTPYMEHTAJIbHUX 3ac001B 1 aNropuTmiB. B Mexax 1i€i MeTH poO3riasgaloThbcs Taki
3aBJIaHHs: aHaJIi3 aHAJIOTIB 1 BUMOT KOPUCTYBAUiB, MPOEKTYBAHHS CTPYKTYpPH CUCTEMH,
po3po0Ka 06a3u TaHUX Ta peanizailisi KIF0OUOBUX MOAYJIIB IrPOBOrO pyIlis, 0popMIICHHS
iHTepdeicy Ta MPOBEACHHS TECTYBaHHS.

O006’exTOM A0CJIIZKEHHSI BUCTYIIA€ TIPOIIEC PO3POOKH MPOTPAMHOTO MPOIYKTY
B IIUIOMY, a MpeJIMeTOM — METO/IM Ta 3aCOO0M MPOEKTYBaHHsI i peanizalii 2D irpoBux
MEXaHIK 3a JIOMOMOT0I0 Cy4YacHUX (hpeiHMBOPKIB.

JIns TOCATHEHHS IOCTaBJIICHOI METH HEOOXIIHUM € BHUPIIIEHHS HACTYITHHX
1HKEHEPHO-TEXHIYHHUX 3a/1a4:

— TMPOBECTU aHaJI3 aHAJOTIYHUX MPOTPAMHUX MPOAYKTIB JUISl BUSBICHHS
nepBar Ta HeJI0MiKIB,;
— TIPOBECTH aHaji3 MIiAXOMIB Ta TEXHOJNOrikd misa peamizamii 2 D
matdopmepa;
— TMPOBECTH MOJECIIOBAHHS Ta MPOEKTYBAaHHS MPOTPAMHOTO 3a0e3MeUeHHS;
— TPOBECTH MMPOrpaMHy peanizauito 2D miardopmepa.
[Ipy BUKOHaHHI MOCTaBJIE€HUX 3aBJlaHb CJ1J 3aCTOCOBYIOTHCS METOAHM

CUCTEMHOT0 Ta TOpPIBHsUIbHOTO aHamizy, UML-MonentoBaHHsI, a TaKOX
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eKCIIepUMEHTaIbHA TIEPEBIPKA HAa OCHOBI TECTOBUX CIICHApiiB 1 aBTOMATHU30BaHUX
3aco01B BI/IJIar0JPKCHHS KOy .

IIpakTnyHe 3HAYEHHSI PE3yJIbTATIB POOOTH MOJSITAE Y CTBOPEHHI TOTOBOTO
POrPAMHOTO PIMICHHS, K€ MOXE OyTH BHKOPHUCTAHO SIK OCBITHIN IHCTPYMEHT JJIs
BUBUEHHS OCHOB TE€WMJIEBY, a TaKoXX $K 0a3a IS MOJAIBIIOrO PO3MIMPECHHS
dyHKIiOHATY a0o mopTyBaHHS Ha iHmI miatgopmu. [HpopMmariitHOO 06a3010
ciayryBayi oQiIiitHI JOKyMEHTaIii oOpaHoro pyIlis, HAyKOBI IMyOJiKaIlii 3 MUTaHb
PO3pOOKH irop 1 JOCBIJ PO3POOHUKIB-TIPAKTUKIB, BUKJIAJICHUN y (haXOBUX CTATTAX Ta
TEXHIYHUX OJorax.

CrpykTypa po00oTH BKJIIOYA€ BCTYI, TPU OCHOBHI pO3JAUIA (aHaJi3 BUMOT,
IPOEKTYBAHHSI, IHTEP(ENC 1 TECTyBaHHS), BUCHOBKH, MEPENIK BUKOPUCTAHUX JIXKEPE
1 JI0JaTKHU, IO MICTATH JlarpaMM, LIIOCTPAaTUBHI MaTepiaau Ta (parMeHTH KOny.

[TosicHrOBasIbHA 3aMKMCKa MICTUTH 76 CTOPIHOK, 6 1MtocTpariii 1 4 Tabnuiii.
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PO3JILI 1. AHAJII3 NIJIXOAIB TA TEXHOJOI'I PO3POBKH 2D
IIJIAT®OPMEPIB

B nanomy posznuni Oyae 371HCHEHO aHali3 KIHOYOBHX aCMEKTIB PO3poOKH Ta
BrpoBapkeHHs 2D-matgopmepa. CriouaTky Oyie BUZHAYCHO 3aBIaHHS Ta OKPECICHO
dbyHKIIOHAMBHI 1 HEe(PYHKIIOHATbHI BUMOTH JI0 CHCTEMH, MICJISI YOTO IMPOBEICHO
MOPIBHSUIBHUN OTJIAJ ICHYIOYMX aHaloriB Ha puHKY. Jlami oOrpyHToBaHo BHOIp
apXiTEKTypHOTO TAaTepHy Ta PO3TJISHYTO CHIBHI i cllaOKi CTOPOHM ajJbTePHATUBHUX
1JIXO0/11B, @ TAKOXK IM111I0paHo ONTUMAJIbHUH Ha01p TEXHOJIOTIYHUX 3aC001B 1 BU3HAUCHO
MiHIMaJIbHI arapaTHi BHMOTH. TakWil KOMIUICKCHHH MiAXiJx J03BOJISE€ 3aKIacTH
TEOPETHUYHY OCHOBY IS TOJAJbIIOI PO3POOKH, TECTyBaHHA U BIPOBAKEHHS

IPOTOTHILY TPH.
1.1. AmHaxi3 aHaJIOriB NPOrPaMHOr0 NPOAYKTY

XKaHp HECKIHUCHHHMX BEpPTUKAIbHHX IUIaTGopMepiB 3100yB  3HAYHY
MOMYJISIPHICTh HAcCaMIIEPE]T 3aBMISIKK MPOCTIH, aje BOJHOYAC 3aXOTUTIOI0UINA MEXaHIIl:
rpaBellb MOCTIHHO PYXa€TbCsl Bropy, M0Jal0und HOBI mepenonu. Lls imes BusBuiiacs
0CO0JIMBO BAAJIOI0 JJIsI MOOUTRHUX TIAT(OpM: IHTYITUBHE KEpyBaHHS Yepe3 HaXuil
IPUCTPOIO a00 MPOCTI JOTUKU CTUMYJIIOE IOBTOPHI CIIPOOH, aJiKe redMILIeH IBUIKHUMA
1 Ja€ BIAYYTTS MPOTpeCy HaBiTh MiJ 4ac HETpUBAIUX IrpoBux ceciil [1,2]. V mexax
KBaT1(PiKaLiitHOT pOOOTH BAXKIJIMBO HE JIMILE ONMHCATH MEXaHIKY, ajie il 0OIpyHTyBaTH
BUOIp peanizallii eJeMEHTIB KepyBaHHs, OOHYCIB Ta AU3alHy, CIIUPAIOYUCH Ha YCHIIIHI
TIPUKIIA]TH.

[TepuiuM 1 HaWBIAOMIIIUM MPEICTABHUKOM IHOTO KaHpy € «Doodle Jumpy,
unyiieHa y 2009 poui [3]. V «Doodle Jump» nepcoHaxx mocTiiHO cTpubae Bropy, a
rpaBellb, HAXWJISIOUM MPUCTPINA BIIBO YU BIIPABO, KEPY€E IMEPEMIIIEHHAM 1 MOXKeE
CTPUISATA Yy BOPOTIB uepe3 Tall Mo eKpaHy. ['pa BUPI3HAEThCS 0OaraTCTBOM THITIB
maTGopM: 3BHYANHI, pyXOMi, 110 3HUKAIOTh, BUOYXOBI, a TaKOX HasBHICTIO PI3HHUX
BOPOTIB 1 00HYCIB (IIPY>KMHHU, PEaKTHUBHI paHIll TOIIO), Kl 3 ABISIOTHCS HECIIO/IIBaH.

BizyanpHo «Doodle Jump» odopmieHa sk pyKONMMCHHI MaTlOHOK Ha 30IIWTI B
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KJIITUHKY, 1110 CTBOpIOE Bmi3HaBaHu#M ctwib. s «Endless Jumper» 3amo3zuuyerbes
caMa CyTh BEPTHKaJbHOTO PyXy Ta 1/les YHUKHEHHsS a0o0 3HHUIIEHHS BOPOTIB 3a
JIOTIOMOT'OI0 CTPLIKOHU, alie IPU IIbOMY Peajli3y€eThCs KEpYBaHHS uepe3 eKpaHH1 KHOTIKU
a6o xiaBiatypy. Takuil miaxia poOUTh TPy JOCTYITHOIO SIK HA MOOUTBHHUX MPUCTPOSX,
TaK 1 Ha HACTUILHUX CHCTEMaXx, I030yBarOUUCh 3aJICKHOCTI Bijl aKCeIepoMeTpa, IKa €
HeBin emHOI0 B «Doodle Jumpy, ane moxe Oytu menm 3pyuHoro ais [TK-Bepcii Ta Ha
TNESIKUX MOOITBHUX TPHUCTPOSIX.

Hactynaum nomymnsipuuM mpukiagoMm € «Mega Jumpy, sika CyTTe€BO 3MiIIye
AKIICHT 13 TOYHOTO MO3UITIFOBaHHS HA TUIaTGOopMi 10 300py MOHET Ta OOHYCIB 13 METOIO
oTpuMaTH npuckopeHHs: «Mega Jump!», 110 103BOJISIE CTPIMKO ITPOJIETITH BrOPY, 1HO/I1
3HUIIYIOYM Mepemkoau Ha nusixy [4]. ¥V «Mega Jumpy kitodoBa yBara npu/ijieHa
camMe cucrtemi OOHyCIB 1 HakomuueHHIO pecypciB. Y «Endless Jumper» Takox
nepeaoayeHo OOHyCHY cucTemy (Hampukiafd, «Super Jumpy» abo «Rapid Firey), ane 11
€JIEMCHTH BUKOHYIOTH PaJillie TAKTUYHY (DYHKIIIFO IS TTOJOJIaHHS TIEBHUX CKJIATHUX
TUISTHOK a0o crienudiuHux KoMOiHaIii BoporiB 1 miardgopm. Akio B «Mega Jump»
OOHYCH € IIEHTPOM ITPOBOTO MPOIIECY Ta CTUMYJIOM JIJIsi TTOCTIMHOTO HAKOMUYEHHS U
BUKOPHUCTAHHS 3 METOI0 MaKCHMaJIbHOTO CTpHuOKa, To B «Endless Jumper» BoHM MatoTh
JOTIOMDDKHMI XapakTep: TpaBellb BUPIIIYE, KOJIU AOLIBHO BUTPATUTH HAKOMUYCHUI
O0oHyC, IIOOM TPOWTH KOHKPETHY MUISIHKY, 30epiraroum OajaHC MDK PH3HKOM 1
BUHAropojaow. Takui miaxig mgodae TIMOMHM CTpaTerii Ta MiJACHUIIOE BIIUYTTS
KOHTPOJIIO HaJl CUTYAIII€l0, HATOMICTh Y «Mega Jumpy 1HO/I1 MO>Ke BUHUKATH BIIUYTTSI
XaO0TUIHOCTI Yepe3 CUILHUM aKIIEHT Ha MPUCKOPCHHI.

Xoua «Helix Jump» He € KIacMYHUM BEpPTHUKAIBHUM ILIaTHOpPMEPOM, HOTO
MeXaHiKa MaJiHHs Yepe3 00epTOBY BEXKY Ma€ CIUIbHI PUCH 3 )KAHPOM 13 TOUKH 30py
BUMOT JI0 peakKinii rpasiisg i mpoctotu ynpasmiaas [5]. ¥V «Helix Jump» rpaBens kepye
HE CaMHM PYXOM BTOpY, a 00EpTaHHSIM CTPYKTypH TakK, MO0 KyJbKa TMajaia BHH3,
YHHUKAIOYM 3a00pOHEHUX cekTopiB. ['pa Big3HauaeTbecss MiHIMamicTHYHUM 3D-
AU3afHOM 1 THM, IO 3aMiCTh MNPSIMOTO TMEPEMIIICHHS IEepPCOHa)Xa 3MIHIOEThCS

CepeIOBHIILIE.

I[13.KP.B-121-25-113 "




[TopiBHSIHHS XapaKTEPUCTUK HaBeeHO B Ta0mui 1.1

Tabmums 1.1

[TopiBHsIHHS aHaJOTIB 3 po3pobsienumM 2D marpopmepom

Xapakrepuctuk | Endless Jumper Doodle Jump | Mega Jump Helix Jump
a
[eitmmneit Heckinuennawmii Heckinuennn | HeckinueHHMM Heckinuenne
MiHOM Bropy mo | i migiom MiAHAOM, aKIIEHT Ha | ITaJiHHS BHHU3
iatopmax. Bropy IO 300pi MOHET AJIst yepe3 00epToBi
miaTdopmax. | "mera-crpuoOka'. IaTHOPMH.
[TinTpumyBaHi Be6 (T1K Ta [lepeBaxHO [TepeBaxHo [TepeBaxHo
orepartiitai MOOLITHHI MOOLTBHI MOOLTBHI MOOLITBHI
CUCTEMU MIPUCTPOI Yepe3 iatopmu miardopmu (i0S, mwiardopmu (i0S,
Opaysep). @108, Android). Android).
Android).
YrpaBitiHHS Knagiatypa (ITK) | Akcenepomer | AkcenepoMerp HoTuk Ta
Ta eKpaHH1 p (Haxmi (HaXWJI IPUCTPOIO). | MEPETATYBAHHS
KHOIIKH IPUCTPOIO) Ta (obepranHs
(MOO1ITBHI). JIOTHK 10 BEXKI).
eKpaHa
(ctpinnba).
boiioBa cucrema | Ilpucyths. [IpucyTHs. BincyTHs. BincyTHs.
I'paBens Moke I'paBens moke | Boporis/mepemkon | IrpoBuii mporec

CTPLISTH A7

CTpiJI}ITI/I JJIA " ICPECBAKHO

noOymoBaHui Ha

3HMILEHHS 3HMILEHHS YHHUKAIOTh a00 YHUKHEHHI
BOPOTiB. BOPOTiB. 3HUIIYIOTh MIEPEIIKO/I.
OOHYCOM.
Cucrema ITpucyTHs [IpucyTtHs LenTpanbHa BincyTast abo
OOHYCIB (mpuCcKOpeHHS (mpy>xuHH, MeXaHiKa MiHIMaJIbHA.
CTpiIBOH, peaKkTUBHI (axTuBais "mera-
MOCUJICHU I paHii, cTpubKa" Ta iHmIi
CTpUOOK). OaryTn). TTOKpAaITeHHS).
BizyanbHuit MinimanicTuyHu | YHIKaIbHUN SckpaBuii Ta MiHimManicTHYHU
CTUJIb i 2D, BekTOpHa CTUIIb OapBuCTUI i 3D cTuinb.
rpadika (SVG). "MaJIIOHKIB Ha | MyJbTAIIHUNA 2D
narepi B CTHJIb.
KITITHHKY".
Texnonoriuaui | HTMLS Canvas, | HatuBna HaruBHa po3pobOka. | IrpoBuii pymriii
CTEK JavaScript, po3podka (iMOBipHO,
Firebase. (Objective- Unity).
C/Swift,
Java/Kotlin).
3MaraibHUN Omnnaitn Tabmuns | ['moGanena Ta | TaGnwmi inepis, Cucrema piBHIB,
€JIeMEeHT JepiB. JIOKabHa pO30JIOKYBaHHS TaOHII JIiIepPiB.
TabIuUIIl MIePCOHAXKIB.
Ji7epiB.
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Ax BumHo 3 Ttabmumi 1.1, "Endless Jumper" € Ounbine KIaCHYHUM
IPeICTAaBHUKOM JKaHPY, TOEIHYIOUU B cO01 MeXaHiku, BUNpoOyBaHi B "Doodle Jump",
30KpeMa BEpPTUKAJIbHUN TEUMIUICH Ta eleMEHTH CTpiibOu. BomHodac mpoekt mae
KJIIOUOBY BIJAMIHHICTh Ta TIEpeBary — BiH peaji30BaHUM SK BEO-I0AATOK, 110 POOUTH
10ro yHIBEpCaJIbHO JOCTYITHUM Ha Oy Ib-IKOMY IPUCTPOI 3 Opay3epoM, Ha BIIMIHY BiJ
cyTo MOOinpHUX aHajoriB. Cxema ympaBmiHHsA amanToBaHa sk miusa [IK, tak 1 mis
MOOUTBHHX TPUCTPOIB, IO PO3MIMPIOE MOTSHIINHY ayaUTOpPit0. TeXHOTOTIYHUN CTEeK
Ha ocHOBI JavaScript Ta Firebase € cyqacHuM Ta THyYKUM pIIIEHHSM 1 BeO-1Top, 110

JI03BOJISIE JIETKO 1HTETPYBATH COLiaNbHI (DYHKIIIT, TaKi sIK TaOIUIS JTiAEPiB.
1.2. AnaJji3 migxoaiB Ta TexHoJI0rIM 1 peaJizauii 2D niardgopmepis

[IpaBuibHUI BUOIp apXITEKTYPH € PyHIAMEHTAIbHUM PILLIEHHSIM MPU pO3poO1I
Oy Ib-sIKOT'0 IPOrPaMHOI0 MPOAYKTY, a JIJIsl IrpOBUX JOJAaTKIB BiH Ha0yBae 0COOIMBOT
Baru [6]. ApxiTeKTypa BU3HA4a€ BHYTPIIIHIO CTPYKTYpPY KOIy, CIIOCOOM B3aeMOAIl
JOro KOMIIOHEHTIB Ta 3aKJIaJ[a€ OCHOBH ISl MaOyTHHO1 MacIITaOOBAHOCTI, THYYKOCTI
Ta MOXJMBOCTI MATpUMKU mnpoekty. s 2D-nnardopmepa, ne o0AHOYACHO
BIIOYBa€eThCS 0OpOOKAa BBOJY KOPUCTYBada, PO3PaxXyHOK (DI3UKH, OHOBJICHHS CTaHy
IrpoBUX 00'€KTIB Ta 1X Bi3yaizailisi, CTPYKTYPOBaHUM MiJX1] € KPUTUYHO BAKIIUBUM.
PosrnsHemMo Jiekijibka TPOBITHUX apXITEKTYPHUX TATEPHIB, 00 OIIIHUTH iXHI
nepeBar Ta HeJIOJIKM B KOHTEKCT1 HAIlIOro 3aBaaHHs [7].

B cyuacuiii po3poOii, oco0auBO B TrelWmMieBi, JOMIHy€ KiIbKa KIHOUYOBUX
migxoniB. Entity-Component-System (ECS) € oanum 13 HaNOTYXHIMMX Ta
HaWMPOAYKTUBHIIIUX maTepHIiB [§]. Moro rojoBHa imes mossrae y BIIMOBI BIJ
rMOOKOI 1€papxii ycmajKyBaHHS Ha KOPUCTh Komrmosuiii. IrpoBuii 06'exT, abo
Cytaicts (Entity), € nmume yHikanmsHAM 11eHTH(IKATOPOM. Y i HOr0 XapaKTepUCTUKH
Ta JaHl 30epiraroTbcs B HE3alCKHUX OJIOKax, IO Ha3uBaloThcsd KoMmoHeHTaMu
(Components), sk-or PositionComponent um PhysicsComponent. Ycs jorika
3ocepemxeHa B Cucremax (Systems), sSiki ONEpYIOTh JIUIIE TUMU CyTHOCTSIMH, IO

MaroTh HEOOXIHUWA HaOlp KOMIIOHEHTIB. Lle 3abe3neuye HEWMOBIPHY THYYKICThH 1
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BUCOKY IPOJIYKTUBHICThH 3aBSKH ONTHMi30BAaHOMY JIOCTYITY JIO JIaHWX, A€ BUMarae
O1IBITI0T TUCITUTIIIIHUA Ta MOYKE OYyTH CKJIAJTHUM JIJI1 OCBOEHHS Ha TTIOYaTKOBOMY €Talll.

Knacuuni matepHu, 1mo MmOXonIiTh 13 Po3poOKu 1HTepdeiciB KopucTyBaua,
TaKOX 3HAWUIIUIA MIUPOKE 3acTOCyBaHHs B irpax. Cepen Hux BuALIsieThes Tpiaga MVC,
MVP ta MVVM.

Model-View-Presenter (MVP) e eBomomieto MVC, crpsMoBaHOI Ha IIe
OinbIIe po3miieHHs BiAmoBimanbHOCTI [9]. B mpomy matepni Burmsam (View) crae
MaKCHMaJIbHO TTaCUBHUM. BiH nuie BigoOpakae gaHi Ta epeHanpaniisie abCOTIOTHO
BC1 MO/J111 KOpUCTyBaya (HaTUCKaHHS KJasill, kiiku) 10 [Ipesentepa (Presenter). Came
[Ipesentep oOpoOmsie meit BBia, 3amurye nmani 3 Moxeni (Model), dopmartye ix 1
nepenae HazaJl y BUIIISA s BigoOpakeHHs. Takum ynHOM, Burisan Hivoro He 3Hae
npo Mojens, a Bes Jiorika B3aeMo/Iii 3ocepexera B [Ipesentepi. Lle poouts cuctemy
HAJ3BUYAHO 3PYYHOIO ISl TECTYBAHHS, OCKUIBKM BUTIIAI MOXKHA JIETKO 3aMiHHTH
3arTyIIKOO.

Model-View-ViewModel (MVVM) € 111e 0qHUM KPOKOM Y PO3BUTKY L€l 1]€d,
0COBJIMBO HOMYJIIPHHM y CydacHHX BeOG(hpeiiMBopkax. Moro KIo40BoK0 0COGIUBICTIO
€ MexaHIi3M npuB's3ku gaHux (data binding) [10]. Burmsan (View) Hanpsmy
"manucanui" Ha Moaens Burnsany (ViewModel). ViewModel — e cnenianbhmii
KJ1ac, 1o orpumye nani 3 Moaem (Model) 1 mpeacrasisie ix y 3pydHomy s Burisny
dopmati. Konu nani y ViewModel 3MiHIOIOTBCS, BUTIISIT OHOBIIIOETHCS aBTOMATHYHO
6e3 momarkoBoro komy. I HaBmaku, jaii KopucTyBada y BHUIIIsIII MOXYTh BHKJIHKATH
koMaHH y ViewModel, sika Bxke 3miHI0€ Mojiens. Lle 3rHauHo 3MeHIIye KibKiCTh KOy
JUTsI CHHXPOHI3aIlli, ajie peani3allis MexaHi3My IPHUB'SI3KU TaHUX y yucTtomy JavaScript
MO)Xe OyTH HEBHIIPaBIaHO CKJIQJHOIO, a HESIBHUH IOTIK JAaHWUX 1HOAI YCKJIQJIHIOE
HAJIaroHKCHHSI.

[Ticns aHamizy pi3HHX MIAXOMIB I po3poOku 2D-mmardopmepa Ha 06asi
JavaScript ta HTML 6yno o6pano apxitexktypy Model-View-Controller (MVC). Lleit

naTepH IMPOIOHY€E ONTUMAJbHUN OalaHC MK CTPYKTYPOBaHICTIO, IPOCTOTOIO
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peanizaiiii Ta KOHTPOJIEM HaJl TOTOKOM JIaHMX, IO € 11€aIbHUM JUIsSl IPOEKTY TaKOTro
THUITy Ta MaciTady.

B konTekcrti Hamoro npoekty kommnoHeHTH MVC peani3oBaHi HacTyHmHUM
gyuHOM. Mopenb (Model) € ssapom rpu, 10 MICTUTB BCIO JIOTIKY Ta JlaHi: (Pi3uKy CBITY,
CTaH TpaBIlsi Ta BOPOTiB, CTPYKTYPY pPiBHIB. BOHa MOBHICTIO He3ajeXHa Bij IHIIUX
gyacTuH cuctemu. Burmsg (View) — 1e Bi3yaibHa pemnpeseHrtaris Mogeni,
Ipe/ICTaB/IeHa eIeMEHTOM canvas. Moro eanna (GyHKIis — oTpuMyBaTH qaHi 3 Mozaei
Ta BioOpakaTu iX Ha ekpaHi B koxxHoMy kajpi. Kontponep (Controller) Buctrymnae
CIIOJIYYHOIO JIAaHKOIO, IO CJIyXa€ Mo/Jiii BBOJY BiJi KOPUCTyBaua (HATUCKAHHS KJIABIIII)
1 Iepeiae BiANOBIIHI KoMaHau Mogeni Jj1sl OHOBJIEHHS ii CTaHy.

[lareppu MVP Tta MVVM, X04 1 NpONOHYIOTH Kpamlli MOKJIUBOCTI JJIs
TECTyBaHHA Ta POOOTH 31 CKJIAJHUMH 1HTEep(ericaMH, CTBOPIOIOTH JOJATKOBI PIBHI
aoctpakmii [11]. nst rpu Ha canvas, ne Burisa nmo cyTi € €quHUM OO'€KTOM, IO
OHOBJIIOETHCS B KOXKHOMY KaJIpl, IPsIMUi Ta 4ITKUI NOTIK nanux "Beix -> KoHTposep
-> Mogens -> Burnaa" € Oiabll Opo30puM 1 JIETKUM IS HaJlaroJKEHHS, Hik
orocepeIkoBaHa B3aeMmolisi depe3 [IpeseHTep UM aBTOMATUYHA TMPUB'S3KA JAHUX.
MVC 3a6e3neuye q0CTATHE PO3AIICHHS BIAMOBIAAIBHOCTI JJISI YUCTOTH KOAY, HE
OOTSDKYIOUM MTPOEKT 3aHBOIO CKIIAJIHICTIO.

Takum uumHOM, apxitektypa MVC Hajana HamoMy THpPOEKTY MIIIHHUMA
dbyHaaMeHT, 3a0€3MEeUMBIIM OPraHi30BaHICTh KOMY, JIETKICTh TECTyBaHHS Ta
3pO3yMIJIMI MOTIK JaHUX, 0 € KPUTUYHO BAKIMBHUM JUIsl YCHIIIHOI po3pobku 2D-

wiatgopmepa.
1.3. O0rpynTryBanus BUOOpy 3aco0iB peasizamii

JavaScript — 1€ BHCOKOpiBHEBa Ta JWHAMIYHA MOBa MPOTPAMyBaHHS, IO €
dbyHmamMeHTaIbHOI TexHOoori€e0 [12] BeecBITHROI MaByTHHM Ta BUKOPUCTOBYETHCS
JUTsI CTBOPEHHS IHTEPaKTUBHUX BeOCANTIB. Y HammoMmy mpoekTi JavaScript BUcTymae six
OCHOBHHUU IHCTPYMEHT JJisl peaiizallii BCi€i KIIEHTCHKOI JIOTIKM T'pH. 3aBIASKH HOTO

THYYKOCTI Ta MOTY>KHUM MOXJIMBOCTSIM, 30Kpema ctanaapty ES6+, Oynu peanizoBani
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IrpoBU# LMK, (D13UYHA MOJCITh, MEXaHIKa B3a€EMO/I11 00'€KTIB Ta YIPABIIHHSA CTAHOM
nonarky [13]. Bukopucranns naruBHoro JavaScript 6e3 CTOpOHHIX (DpeHMBOPKIB
JIO3BOJIMJIO  JIOCSTTH MaKCHUMaJbHOI TPOJYKTUBHOCTI Ta MIHIMAQJIBHOTO dYacy
3aBaHTAKEHHS TPH, MO0 € KPUTHYHO BAXKIMBUM JIJIsi 3a0€3MEUEHHSI MO3UTHBHOTO
KOPHCTYBAIbKOTO JOCBIY.

HTMLS5 ta CSS3 € OCHOBHMMH TEXHOJIOTISIMH JUIsl CTBOPEHHSI CTPYKTYypH Ta
Bi3yasbHOTO OdopmiieHHs BeOmomarkiB. HTMLS Hamae ceMaHTUYHY PO3MITKY st
BChOTO iHTEep(eiicy, a HOoro KIOUOBUHN €IEMEHT, <canvas™>', CTaB IMOJOTHOM IS
pEeHIEpUHTY BCi€l irpoBoi cuieHu. L{e 103B0niI0 CTBOPUTH BIACHUN TpadiuHUN pYIIiH,
MOBHICTIO KOHTpoOJIIOrouM mponec Bizyamizamii [14]. CSS3, y cBow uepry,
BUKOPUCTOBYETHCS JJI CTHJII3AIlll BCIX HEITPOBUX E€JIEMEHTIB 1HTep(deiicy, TaKuX K
MEHIO, KHOIKH, 1H(OpMaliiiHI TMaHell Ta MOJajldbHI BiKHA, 3a0e3meuyroud iX
aJanTUBHICTh Ta CY4aCHUM BUIJIS] HA PI3HUX MPUCTPOAX Ta po3Mipax ekpaHis [15].

Firebase — ne mmardgopma Big Google, mo Hamae Habip IHCTPYMEHTIB IS
MIBUAKOT po3poOku moTyxHUX Oekenn-cepsiciB (Backend-as-a-Service) [16]. VYV
IpOEKTI OyTM BUKOPUCTAHI JiBa KIIOUOBUX cepBicu Firebase. Firestore — ne ruyudka
NoSQL 6a3a nanux, sika 3aCTOCOBY€TbCS ISl peaiizalii TabJulll JTiIepiB y pealbHOMY
yaci. Firebase Authentication 3a0e3meuye mpocty Ta Oe3nedHy aBTeHTH]IKaIiIo
KOPUCTYBayiB, 30KpeMa aHOHIMHHMM BXiJ, IO J03BOJS€ TpaBIsIM 30epiraTd CBOI
pekopau 6e3 HEOOXITHOCTI CTBOPIOBATH ITOBHOLIHHUK oOJikoBui 3amuc [17].
Buxopucranns Firebase 3Ha4HO MPUCKOPUIIO PO3POOKY, TO3BOJIUBIIU 30CEPEAUTHUCH
Ha KJIEHTCBHKIN JIOTIMI TpH, JEJETyBaBIIN CKIaaH1 OeKeHA-3aaul HaIliHIA XMapHin
1H(}pacTpyKTypi.

Microsoft Azure — 11e rmo6ansHa XMapHa miardopma, oOpaHa i po3rOpTaHHS
Ta XOCTHHTY irpoBoro nomatky [18]. 3aBmsku ceppicy Azure Static Web Apps,
PO3rOpPTaHHS CTATHYHOTO caiTy, mo ckianaersest 3 HTML, CSS Ta JavaScript daiinis,
CTa€ MPOCTUM, O€3MEeYHUM Ta MacIITa0OBaHUM MpoIiecoM. Azure 3abe3neuye BUCOKY
JOCTYIHICTb Ta IBUKICTh 3aBAaHTAXXCHHS 1JIs1 KOPUCTYBAYiB [0 BCbOMY CBITY 3aB/ISIKU

1HTerpoBaHiil Mmepexi nocraBku KOHTEHTY (CDN). [InaTtdopma Takoxk Hagae moTy:XHi
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IHCTPYMEHTH [JI1 MOHITOPUHTY Ta YMNpPaBIiHHSA JOJAaTKOM, IIO TapaHTye MOro
cTabUIbHY POOOTY.

Jist  po3poOKH TPOEKTY BUKOPUCTOBYBAJIOCS 1HTEIPOBAHE CEPEIIOBHUIIE
po3pooku (IDE), amanroBane mjs BeOTexHOOTIM. X04a po3poOka Ha JavaScript He
Bumarae crerudignoi IDE, sk Xcode mist Swift, pobora Bemacs y Visual Studio Code
— cydacHOMY pemakTopi koay Bix Microsoft. VS Code € Haa3BHYaiftHO MOMYJISPHUM Y
BEO-CMUIBHOTI 3aBMASIKM CBOiM JIETKOCTi, THYYKOCTI Ta BEJIHYE3HIH EKOCHCTEMI
po3mupeHs. [HTerpoBanuii  TepmiHan, miaTpuMmka Git, 1HCTpyMEHTH AJs
HAJIaroJKEHHsSI Ta CTAaTUYHOTO aHaji3y KOAY 3HA4YHO CIPOLIYIOTh Ta MPUCKOPIOIOTH
MPOIIEC PO3POOKHU.

OCKUIBKM MPOEKT po3po0JIeHO Ha 0a31 BEOTEXHOJIOT1H, BUMOTH JI0 arapaTHOro
3a0e3nedyeHHsl i1 KIHIEBUX KOPHCTYBaudlB € MiHIMaJIbHUMHU. JlogaTok Moxke
IpaloBaTH Ha OyIb-SKOMY NEPCOHAIBHOMY KOMI'IOTEp1, HOYTOYL YU MOOUIBHOMY
OPUCTPOI MiJ YNPaBIIHHIM Cy4acHOi ONepaliiHOi CUCTEMHU. €IMHOI BHUMOIOKO €
HasIBHICTh OHOBJIEHOTO BeOOpay3epa 3 miarpuMkoro cranaaptieB HTMLS ta JavaScript
ES6. Yci BuMoru 10 cepBepHO1 iHGpaCTpyKTypH MOBHICTIO MOKPUBAIOTHCA XMapHUMHU
miargopmamu Firebase Ta Microsoft Azure.

Bukopucranns JavaScript, HTMLS, CSS3, Firebase Ta Azure cTBOpIO€
NOTY)XHUH, THYYKHI Ta €KOHOMIYHO €()EeKTUBHMM TEeXHOJOTiuHMM cTek. Lleir Habip
IHCTPYMEHTIB JI03BOJIUB PO3POOUTH KPOCIUIAT(HOPMEHHY TPy, JOCTYMHY HIMPOKOMY
KOJy KOpHCTyBaudiB 0€3 HEOOXITHOCTI BCTAHOBJICHHsS, Ta 3a0e3Ne4yuB HaIIHHY
1H}pacTpyKTypy A ii PyHKITIOHYBaHHS Ta MOJANBIIOTO PO3BUTKY.

CyyacHi miaxoau 10 CTBOpeHHs 2D irop Mo)KHa yMOBHO PO3JIUIATH Ha JIBI
OCHOBHI KaTeropii: BUKOPHUCTAHHS CIElialli30BaHUX IrPOBHX PYIIiB Ta po3poOka 3
BUKOPHCTaHHSAM BeO-TexHoyorid abo 6i0miorek. KokeH 13 1UX MMIIXOMIB Ma€ CBOI
yHIKaJIbHI TepeBaru, Heaomiku ta chepu 3acrocyBanus [19].

[epuuM 1 HaHO1IBII MOMKUPEHUM IT1IX0JJOM € BUKOPUCTAHHS TOTOBUX ITPOBUX
pyuriiB. Lle KoMIIeKcHI MporpaMHi CEpeOBHINA, 1110 HAIal0Th PO3POOHUKAM TOTOBUI

HaOlp 1HCTPYMEHTIB, 3HAYHO MPUCKOPIOIOYH MPOLIEC CTBOPEHHS I'pU. BOHU MICTSTH
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BOYZI0OBaHI CUCTEMHU ISl peHACpUHTY Tpadiku, 00poOku (Bi3UKH, BIATBOPEHHS 3BYKY
Ta yIpaBJI1HHS aHIMAIlisSIMH.

Cepen naiiBimomimmx pymniB Buausierbes Unity [20]. Lle yniBepcanbHe
cepenoBuiie aig po3podku gk 2D, Tak 1 3D irop, mo BHUKOPUCTOBYE MOBY
nporpamyBanss C. Jlns 2D mnardopmepiB Unity npomnoHye MOTY>KHI 1HCTPYMEHTH,
taki sik 2D Physics Engine, penaktop animariii ta cucrema Tilemap ans cTBopeHHsS
piBHiB. Moro BennuesHa CIiBHOTA Ta BENMKMH MarasuH acceTiB poOIATH HOTro
YyJJOBUM BHOOPOM JJIsl IPOEKTIB Oy 1b-SKO1 CKIaIHOCTI.

AnbrepuatuBoro € Godot Engine, 6€3K0mITOBHUI pyIIIiil 3 BIAKPUTUM BUX1THUM
KoA0M. BiH Ma€ iHTYITUBHY apXiTE€KTYypy, 3aCHOBaHY Ha KOHLEILII CIIEH Ta BY3J]iB, Ta
miaTpuMye BiacHy, cxoxy Ha Python, Moy GDScript, a Takox C. Horo nerkicts Ta
BIJICYTHICTb JIILIEH31MHUX BlJIpaxyBaHb po0isaTh Godot mpuBabIMBUM AJI HE3ATIEHKHUX
po3poOHUKIB [21].

Jlist Tux, xTo QokycyeTbea BUKIIOYHO Ha 2D, ichye GameMaker Studio. Llei
PYILI ICTOPUYHO OPIEHTOBAHUI HA ABOBUMIPHI ITPH, 110 pOOUTH HOTO MPOCTIIINUM JIJI51
ocBO€HHs. BiH BukopucToBye BiiacHy ckpunrtoBy MoBy GML (GameMaker Language),
sKa J03BOJISE MBUJKO CTBOPIOBATH NMPOTOTHUITM Ta MOBHOLIHHI irpu [22].

Jpyruii miaxig mojsrae y po3poOil 3 BHUKOPUCTAHHSIM BeO-TEXHOJIOTIH. 3
po3ButkoMm crtanaaptiB HTMLS Tta JavaScript BeO-Opay3epu mepeTBOpUIUCS Ha
MOBHOIIIHHY ITPOBY I1aTGopMy, 1110 3a0e3Meuye MaKCUMalbHy KpOCIIaThOPMEHICTD,
apke Tpa Moxke OyTu 3amylleHa Ha OyIb-SKOMYy MpPHUCTPOi 0e3 MonepeaHboro
BCTaHOBJICHHS [23].

[eit muisix MOKHA MPOUTH, CTBOPIOIOYM T'py "3 HyJIs" 32 JOMIOMOTOK0 HATUBHOTO
JavaScript Ta HTMLS5 Canvas. EnemenT canvas CIyXuTh "TOJIOTHOM" st
peuaepunry 2D rpadiku, a Ha JavaScript peanizyeThCsi BCS irpoBa JIOTIKa: ITpOBUN
Uk, (izuka, aHiMarii Tomo. Takuil miaxia gae po3poOHUKY MOBHUN KOHTPOJb HA
KOJIOM, ajieé BUMarae 3HauHO Ouible yacy Ta ruOokux 3HaHb. Came mei miaxig Oys
oOpaHuil Ui AAHOTO JAWUIJIOMHOTO MPOEKTY, IO JO3BOJWIO MPOJEMOHCTPYBATH

rIMO0Ke po3yMiHHSA (PyHIaMEHTaIbHUX MPUHLHUIIIB PO3POOKH 1rop.
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[Ilo6 cmpocTuTu pPO3pOOKYy Ha BEO-TEXHOJOTISIX, ICHYIOThH CIIeliali30BaHi
616mioTexku Ta PpeiimBopku. Phaser.js € ogquuM 13 HalnmomyJsipHIIKX (PperMBOPKIB,
10 HaJa€ TOTOBI pillleHHs Uil poOoTH 3 rpadikoro, (izukor Ta a”imaiiamu [24].
[HmmM iHcTpyMeHToM € Pixi.js — Haa3BuyaitHo mBuaka 2D pennepunrosa 610mioTeka,
sIKa BUKOPUCTOBYE amaparHe npuckopenuss WebGL, ane 3anuimnae peamnizaiiro irpoBoi
JIOTiKHM Ha po3cya po3pobHuka [25].

Bubip KOHKpEeTHOro MiAXOAYy Ta TEXHOJOTIl 3aJIeKUTh BiJ IIJIEH TPOEKTY,
J0CBily KOMaHIM Ta BUMOT N0 MpoaykTuBHOCTI. [[ns naHoi po6otu OyB oOpanuit
IUIAX PO3pOOKH Ha HaTUBHOMY JavaScript, IO J03BOJMIO MAKCUMAJIBHO TJIMOOKO

3aHYPUTHCH y BC1 TEXHIUHI acniekTu cTBopeHHs 2D mmardopmepa.
1.4. IlocranoBka 3aga4 po3poOKu

VY cydacHOMy cepeoBUILl MPOrpaMHOi 1IHXKeHepii cTBopeHHs 2D-miatgopmepa
€ HaJI3BHUYAHO aKTyaJbHOI 33/1a4ei0 3 OISy Ha CTPIMKE 3pOCTaHHS MOMHUTY Ha
IHTEpaKTUBHI pO3BaXXKaJlbHI Ta OCBITHI mpoayktu [1]. 2KaHp ABOBUMIpHUX
mw1aTopMepiB MOEAHYE B OOl BUCOKY CHPUIHATIMBICTD ayJIUTOPIEI0 1 OAHOYACHO
BITHOCHY TPOCTOTY peaiizaiii 0a30BUX MEXaHIK: pyXy IMEpCOHaXa, CTPUOKIB,
rpaBiTallii Ta B3aeMo/Iii 3 00’ekTaMu cepeoBuia. Lle mo3Bosie y BiIHOCHO KOPOTKI
TEPMIHHM CTBOPIOBATH JI1F0U1 POTOTHIIH, IEPEBIPSTH ITEPATUBHO KOHIICTIIIT Ta IIBUIKO
aZanTyBaTH rpy mij pi3Hi miatr@opmu — BiJ geckTonHuX OS 10 MOOUIBHUX MPUCTPOIB
1 Be0-OpayzepiB[2]. BogHouyac Taka JOCTYMHICTh HE 3HIMAE HEOOXITHOCTI TIIMOOKOTO
OOTpyHTYBaHHSI BHUOOpPY apXITEKTYpH CHUCTEMH, IHCTPYMEHTaJIbHUX 3aco0iB Ta
IIJIXO/IB 0 OpraHizallii Koay, a/pke SKICHHM MPOAYyKT Ma€e OyTH MaciiTaboBaHUM,
epeKTUBHUM 3 TOYKH 30py MPOAYKTUBHOCTI Ta JIETKO MIATPUMYBAaHUM Yy
MailOyTHROMY.

lonoBHa mpoGiiema, sKy TOKJIMKAaHA BHUPIMIATA I8 PoOOTa, TMOJATAE B
KOMIUIEKCHOMY TPOEKTYBaHHI Ta moOyaoBi 2D-mmardopmepa 3 TUIOBUM HaOOpOM
ITPOBUX MEXaHIK — IUIaBHE YIPAaBIiHHS MEpPCOHaXeM, (PI3UYHO KOPEKTHI CTPUOKH,

cucrema 300py npeaMeTiB 1 00poOKa 31ITKHEHD 13 MEPEIIKOAaMU — IIPU 3a0e3MeUeHH1
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MOJIyJBHOCT1, YUTA0ETHLHOCT] KOy Ta MOKIJIMBOCTI IIBUJIKOTO IPOTOTUITYBaHHs. J1Jis
IBOTO HEOOXITHO pO3pOOUTH €AMHUN MIAXIA JO OMNHCY JaHuX Tpu (PiBHIB,
BJIACTUBOCTEHN 00’ €KTIB, MapaMeTpiB (PI3UKHU i HANAIITYBAaHb Bi3yaJIbHUX Ta 3ByKOBUX
pecypciB), BUSHAUUTH KpUTEPii BUOOPY py1irist uu pperimBopka (Hanpukiia, Unity 2D,
Godot Engine 1 Phaser), a Takox 3akiiacTh OCHOBY i1 BIPOBAI)KCHHS TECTIB
KITIOUOBUX CIIEHApIiB B3a€MOAIl TpaBlid 3 OTOYEHHSM. BaxiamBo 3abe3nedntu
BIJIOKPEMJICHICTh ITPOBOI JIOTIKH BiJl MPE3EHTAIIHHOTO APy, IHTETPYBaTH MaTePHU
npoektyBanas (MVC, ECS, ¢abpuku pecypciB TOLIO0) Ta BHU3HAUUTH CIOCOOH
YIPABIIIHHS aM’ ITTIO W ONTUMI3alii NPOAYKTUBHOCTI Ha PI3HUX IUIaT(opmax.

VY pamkax MOCTaHOBKM 3aj/iaui nepen0avyaeTbCs BUKOHATH HU3KY JOCHIIKEHb 1
aHAJITUYHKUX TpoueAyp s dopmanizamii GyHKIIOHATBHUX 1 HEe(YHKI1OHATLHUX
BUMOT': BUBUUTH ICHYIOUl aHAJIOIM Ha PUHKY W OLIHUTH iX CHJIbHI U CcJIa0Ki CTOPOHH,
CKJIACTU TE€XHIYHE 3aBJaHHs 3 YITKO BU3HAYEHUMU Kputepismu ycrimHocTi (FPS, yac
BIJIMOBI/I1 HA BBEJICHHS, MIABHICTh aHIMAIli1), @ TAKOX OKPECIUTH MEXI1 JOCTIKEHHS
— BUKJIIOYUTHU 3 MPOEKTY MEPEKEBI PEKUMH, TPUBUMIPHY Bi3yasi3allil0 Ta CKJIAJIHI
CUCTEMH IITYYHOTO 1HTENEeKTy. Taka neramizalis JAacTh 3MOTY YITKO YSIBUTHU OOCAT
MalOyTHBOI peasizallii, BU3HAYUTH HEOOXIJHI 1HCTPYMEHTH Ta pecypcH (amaparHi
BUMOTH, Bepcii 610J110TeK, CUCTeMa KOHTPOJII0 BEPCii TOII0) 1 chopMyTIOBATH TIJIaH
TECTyBaHHA ¥ Balijalli TOTOBOrO MPOTOTHUITY BIAMOBIIHO 10 3arajbHUX BUMOT

JTUTUIOMHOI POOOTH.
BucHOBKHM /10 IepHIOTO PO3ALILY

VY miacyMKy nepiioro po3iay 0yJio 4iTKo copMyIbOBaHO II1JIb CTBOpEeHHS 2D-
wiatdopmepa: Bijl onucy 6a30BUX ITPOBUX MEXaHIK 1 MOAYJBHOI OpraHizaiii Koay 110
BU3HAYCHHS (PYHKI[IOHAIBHUX 1 HE(QYHKIIIOHATLHUX BUMOT 13 KOHTPOJbOBAHUMH
Mexamu nipoekty. [IpoBenennii anani3 aHaioriB — Bia knacuaaux «Doodle Jump» 1
«Mega Jump» 10 excriepumenTanbHuX «Helix Jump» — 1aB 3Mory BHOKpEMUTH CHITBbHI

CTOPOHM Ta TOTEHLINWHI HEJOJIKM KOXXKHOTO Miaxoxy i iuterpyBatu B «Endless
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Jumper» HaWJOLIBHINII €IEeMEHTU: TIOpUIHY MEXaHHKY CTPUOKIB 1 CTpUIbOH,
TaKTH4HI OOHYCH Ta KpocruiarGpopMeHi iHTepherCHI pillIeHHS.

OO6rpyntyBanHa Bubopy MVC-apxiTeKTypu MIATBEPAWIO HEOOXIIHICTD
3pO3yMijiol ¥ JIETKO TECTOBAHOI CTPYKTYpH, a mopiBHsuibHHM aHaniz ECS, MVP ta
MVVM 103BOJIMB YHUKHYTH 3alBO1 CKJIQIHOCTI M 30CEPEIHMTHCS HAa IIPO30POMY
notori ganux «BBim — Kortpomep — Moaens — Burasa». Bubip creky
JavaScript/HTMLS5/Canvas, mintpumanoro Firebase mis Oekenay Ta Azure nis
XOCTHHTY, 3a0€3MeUYNTh THYYKICTh, BUCOKY MPOIYKTHUBHICTH 1 IMIBHIKE PO3TOPTAHHS
nporotuny. Takuii METONMYHMN MIIX1J 3aKjIaJae HaAldHYy OCHOBY IS peajizarlii,
TECTYBaHHS Ta TOJAJBIIOr0 MacmTaOyBaHHS TPU BIATIOBIIHO O BUMOT JAUTUIOMHOT

poOOTH.
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PO311J1 2. MOJAEJIIOBAHHSA TA IPOEKTYBAHHA 2D
IINIAT®OPMEPA

Y 1npoMy po3aiimi MU MEPEeXOIUMO BiJl TCOPETUYHOTO aHANI3y J0 MPaKTUIHOI
peanizarili, JeTaabHO pO3TJIsiAardu npoliec mpoektyBanHs 2D mnardopmepa "Endless
Jumper". Tyt Oyae omucaHO KIIOYOBI PIIIEHHS, CTPYKTypa OCHOBHHX ITPOBHUX
KOMIIOHEHTIB, TaKUX SIK TpaBellb, IIIaTGOPMHU Ta BOPOTH, a TAKOK MPOEKTYBaHHS 0a3u
naHuX Juis 30epirans Tabauil pexopAis. Llei po3ain ciyrye TeXHIYHUM KPECICHHSM,
0 BHU3HAYa€ JIOTIKy Ta B3aEMOJII0 BCIX €JEMEHTIB TpHU TMepe]] IXHBOIO

0e3mocepeTHbOI0 TPOTrPaMHOI0 peati3alli€ro.

2.1. BuzHayeHHs BapiaHTIB BUKOPUCTAHHA Ta 00’ €EKTHO-OPi€HTOBAHOL

CTPYKTYPH CHCTEMHU

AHani3 BUMOT BKJIIOYa€ BHU3HAUEHHS Ta JeTami3amiio (YyHKI[IOHATbHUX 1
HE(YHKIIIOHAILHUX BHUMOT JIO0 MPOTPAaMHOTO 3a0e3MEUCHHsI, OIMHKY 4Yacy peakilii
CUCTEMH Ha Jii KOpUCTyBauiB, CHEIH(IKAIiI0 MOXKINBUX CIEHApPiiB BUKOPUCTAHHSA, A
TaK0XX PO3POOKY 3arajJbHOI CXEMHU €JIEMEHTIB CUCTEMH 3 OMUCOM IXHBOI CTPYKTYpH,
B3aemofli Ta MeromiB [25]. Llefi mpouec A03BOJIIE YITKO 3pO3YyMITH NOTpeOU
KOPHUCTYBAuIB Ta TEXHIYHI XapaKTEPUCTHKHU, HEOOX1IHI JUIsl CTBOPEHHS! €()EKTUBHOIO
Ta 3pYYHOTO MMPOTPAMHOTO IPOIYKTY [26].

Jns pospobsienoro 2D  mmardopmepa Oysno  BU3HAYEHO  HACTYIIHI
(GyHKI10HATbHI BUMOTH:

['paBerp MOBMHEH MaTH MOXKIWBICTh PYXaTHCh BIIBO Ta BIPaBO, a TaKOX
CTPUIATH JJIA 3HUIICHHS BOpPOTiB. TakoX rpaBelb MOBHHEH CTPUOATH Bropy IO
wiat(opmax, 110 MOCTIHHO FeHEPYIOThCS.

Cucrema MOBHHHA BIACTEXKYBaTH Ta B10OpakaTH MOTOYHUN PaXyHOK IpaBld,
KU 301IbIIYETHCS 3 BUCOTOIO MIJHOMY Ta 3a 3HHUILEHHS BOPOTiB, a TAKOX 3/10pOB's,

SAKC SMCHIIYETHCA IIPU KOHTAKTI1 3 BOpOTraMHu.
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JlolaTok TOBMHEH MaTH YITKO BU3HAYEHI CTaHU: TOJIOBHE MEHIO, ITPOBUM
nporiec, ekpad 3apepuieHHs rpu (Game Over) Ta ekpaH Ta0IuIl JiAepiB. Y Tpl MOBUHHI
reHepyBaTHUCS BOPOTH, KOHTAKTyBaHHS 3 SKMMH 3aBJIa€ INKOJU TpaBiieBi. ['paBeib
MOXKE Mmiadupard OOHYCH, IO THUMYACOBO IOKPAIIyIOTh HOTO XapaKTePUCTUKH
(HampuKIIa, MBUAKICTH CTPUILOM abo cuia ctpubka). Cuctema MOBUHHA JO3BOJIATH
TPAaBIICBI ITICJIS 3aBEPIIEHHS TPU BBECTH CBOE 1M'S Ta 30€perTH Pe3yJIbTaT y 3arajbHy
Tabnuiro JrigepiB. [Hm TpaBli MOBMHHI MaTh MOXJIMBICTH TeperiasHyTd 10
Hallkpamux pe3ynpTaTiB. [nsg 30epexkeHHS pe3ynbTariB HE MOTpiOHA MOBHA
peecTparrisi, OCKUTbKH, CHCTeMa BUKOPUCTOBYE aHOHIMHUH BX1J1 4epe3 cepBic Firebase.

Takox @i po3poONIeHOrO0  M0AaTKy  OyJio  BHU3HAUEHO  HACTYIIHI
He(PYHKIIOHAJIbHI BUMOTH:

JlolaToK MOBMHEH KOPEKTHO MpaloBaTH B YCIX CyyacHUX BeO-Opaysepax
(Google Chrome, Mozilla Firefox, Microsoft Edge, Safari) Ha HacTinmbHHX Ta
MOO1JIBHHX OTNEepalliHUX CUCTEMAX, a IHTepdeiic KopucTyBaya Mae OyTH aHTT1HChKOIO
MOBOIO.

[rpoBuii mpoliec MOBUHEH MIATPUMYBATU CTAOLIbHY YacTOTy KaApiB (OJIU3BKO
60 FPS) na cepegnbocTarucTUYHOMY oOONaaHaHHI. Yac 3aBaHTaXXE€HHS TpU Ta
nepexoay MK eKpaHaMH He TIOBUHEH MEPEBUIIYBaTH 3 CEKYH/I.

Be6-nmonarok, po3mimenuit Ha Microsoft Azure, mNOBMHEH MaTH dac
0e3B1IMOBHOI poOOoTH He MeHie 99.9%, mo 3abesneuyerbcs 1HGPACTPYKTYPOIO
npoBaiepa. A TakoX yce CIiIKyBaHHS 3 cepBepamu Firebase mae BinOyBatucs yepes
saxumenuit mporokos HTTPS. [laHi, mo BBOASTHCS KOPUCTyBaueM I TaOJIuIll
JiepiB, TOBUHHI MPOXOAUTH 0a30BY CaHITH3AIIIO /TSt 3armo0irands XSS-arak. bexen
Ha Firebase moBuHEH aBTOMAaTHYHO MacmTabyBaThcs IJisi OOpPOOKM 3pOCTar0uO0i
KUTBKOCTI TPABIIiB Ta 3aMUCIB y TaOIHII JijiepiB. XOCTUHT Ha AZure Mae BUTPUMYBaTH
CIUIECKH B1JIB11yBaHOCTI.

Cxema BapiaHTiB BUKOPUCTAHHS CUCTEMH TpeJcTaBieHa Ha puc.2.1.
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Save a result

}[ Control

Eliminate enemies

Collect stars and boost

Actor
Check leaderboard
Puc. 2.1 — Cxema BapiaHTiB BUKOPHUCTAHHS CTHCTEMHU
Tabmuns 2.1
Bapiantu BUKOpHUCTAaHHS
Ne Bapiant Omnuc AKTOp IlepenymoBu [TicnssymoBu
BUKOPUCTAHHS
1 2 3 4 5 6
1 VYnpasiiHHA ITpuiimae I'paBenb I'pa 3amyuieHa, | Cran
(Control) BBEJICHHS aKTHBHA CIICHA MepcoHaxa
rpaBusg  (pyx OHOBJIEHO
—/—, 3TIOHO 3
CTpuOOK, BBEICHHSIM
CTpiIB0a) 1
nepenae
KOMaH/IH
IrpOBIi JIOTIIT
2 3HUILEHHSA Buxkonye I'paBenn Bukonano Bopor
BOPOTiB CTpiIBOy  TIO «YTpaBiaiHHSY;, Ha | 3HUIICHHM,
(Eliminate BOPOXKHX CIeH1 MPUCYTHI | paXyHOK
enemies) 00’€eKTax i BOPOTH 301IbIIICHO
o0pobiste  iX
BUJIAJICHH,
OHOBIIIOE
pPaxyHOK

[TpomoBxenus Tadbmwmmi 2. 1
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30ip 3ipok Ta | [linbupae I'paBenb Buxonano Bonyc
oycriB  (Collect | 3ipoukn s MOTIepeIHI [Iii; Ha | aKTUBOBAHO,
stars and boost) MPUCKOPEHHS CIIeHl € OOHyCH OHOBJICHO
CTpuUIBOM  Ta IHAUKATOPH
OycT-nakeTu LIBUIKOCTI
Ui MIKALY abo  3apsmy
BrODpY, Oycra
3aCTOCOBY€E
edexTu
OoHycCiB
[lepe3anyck rpu | Ininitoe HoBHit | ['paBenpb Ilepconax 3arunys | IrpoBuii
(Restart) payHa  michs abo JIOCSITHYTO | MPOIIEC
CMepTi abo YMOB 3aBEpIICHHS | epe3anylieH
3aBepILCHHS rpu 0, CTaH Tpu
MOIEPETHHOTO, 1HII1aT1130BaH
CKUJa€e BCI 0 3aHOBO
3MiHHI TpH JI0
MTOYATKOBUX
30epekeHHs Binnpasinse I'paBeun I'py  3aBepuueHo; | Pesynbrar
pesynbraty (Save | dhiHATBHHIA BCTAHOBJICHO YCHIIIHO
a result) paxyHOK  Ha 3’€IHaHHS 3 | 30epekeHo,
cepBep Ta OCKEeHIOM BiJI0OpakeHO
30epirae Horo MOBIJJOMJICHH
B TabHIi s TIPO YCIiX
JiaepiB
[epernsin Tabnuui | BinoOpaxkae I'paBenb Kopucrysau Bino6paxeno
migepiB  (Check | akryanpHuii BUOpaB INYHKT | IPOKPY4YyBaH
leaderboard) CIIUCOK «High Scores» y |y Ttabmuio
HalBUIINX TOJIOBHOMY MEHIO | JIiJIepiB i3
pe3yNbTaTiB i3 MiJICBIYCHUM
paH)XyBaHHSAM u Tomn-3
34  MO3HIIEIO, MO3HIIIMHU
HIKOM,
paxyHKOM,
JaTOI0

['pa moBuHHA miATpUMYBaTH yIIpaBiiHHA sK 3 KiaBiatypu Ha [IK (kmagim A/D

ab0 CTPUIKM I pyxy, NMpoOUT sl CTPILOM), Tak 1 3a JIONIOMOTOK E€KpPaHHHUX
CEHCOPHUX KHOIOK Ha MOOUIbHUX mpuctposix. Kox nmoBuHeH OyTH CTPYKTYpOBaHUI
BiAMOBIAHO a0 apxitektypy MVC s cropolieHHs NOJIbIIMX MOJIudiKallin,
BUIIPABJICHHS TIOMHJIOK Ta J0JaBaHHS HOBOro ¢yHKIioHamy. IS BiICTEKEHHS
MOMIJIOK Ha CTOPOHI KJII€HTa BUKOPUCTOBYIOTHCS CTaHAAPTHI 1HCTPYMEHTH
po3poOHuKa B Opay3epi. MOHITOpUHT poOOTH CepBEPHOI YACTUHU 3/IIMCHIOETHCS Yepes

naHeni ynpasninus Firebase Ta Microsoft Azure.
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2.2. CTBOpeHHS NEPCOHAXKIB Ta CIeHAPIIB PyXy: Mo/eJIi, MeTOIH,

AJITOPUTMH

B ocHOBI 1riHaMiKU Oyab-sKO1 I'pH JISKHUTH MTOBE/IIHKA 11 TEPCOHAX1B Ta 00'€KTIB.
VY oMy po3/iii 1eTaabHO PO3MIISIAI0THCS MOJIENT JaHUX, METOIH Ta aJTOPUTMH, 1110
BU3HAYAIOTh (YHKI[IOHYBaHHS Ta CIlEHApIl pyXy BCIX AMHAMIYHUX CYTHOCTEH y Tpi
"Endless Jumper", Bktouatouu rpasiis, BOPOTiB, TUIATGOPMU Ta 1HIII iTPOBI €JIEMEHTH.

Mopenp Ta alropuT™MH pyxXy TpaBms. ['paBenb € MEHTpaTbHUM O0'€KTOM
CHUCTEMH, 1 HOro TMOBEAIHKAa € HaWCKIaaHimow. Mojenb TpaBisl BU3HAYCHA 4Yepes
o0'exT-mpoToTrn playerProto, Mo ciyrye KpeciaeHHSM JIsi CTBOPEHHS €K3eMILIApa
rpaBig. g Moens 1HKaNCyIro€e BCl KIIIOUOB1 BIACTUBOCTIL: (i3uuHi po3mipu (width,
height), napamerpu pyxy (speed, jumpForce), noTouny mBHaKicTb 10 ocsx (dx, dy), a
TaKOX 3MIHHI CTaHy, Takl sk onGround (4M 3HaXOAUTHCS TpaBellb Ha IIATPopMi),
powerupTimer (taiimep akTuBHOTrO OOHYCy) Ta hasBoost (HasBHICTH OOHyCy mJis
CTpuOKa).

Cuenapiéi pyxy rpaBisl pealizoBaHHil uepe3 ioro meroi update Ta JOTIKY
00poOKHM 3ITKHEHb y TOJIOBHOMY IrpOBOMY IUKJIl. ['OpU3OHTANIbHUNA PyX HaIpsMy
3JICKHUTH BIJI 1M KOPUCTyBada: METOJ 3YUTY€ cTaH 00'ekTa keys 1 BiMOBIIHO 3MIHIOE
rOpPU30HTAIBHY MIBUAKICTH dX. BepTUKaNbHUI pyX € MOETHAHHIM JIBOX CHJI: IMITYJIbCY
BiJl CTpHOKa Ta MOCTIHHOTO BILIMBY TpaBiTamii. Ha koxkHOMY KaJipl 40 BEpTUKAILHOI
mBUaKoCTl dy JI0JAa€ThCS 3HAYCHHS gravity, M0 IMITY€ TNPUCKOPEHHS BUIHBHOTO
nagiHasg. Kiro4oBUM MOMEHTOM € ajuropuTM 3IiTKHEHHS 3 rmiargopmamu. Komam
rpasenb magae (dy > 0) 1 Horo KOOpAMHATU TMEPETUHAIOTHCA 3 KOOpAMHATAMHU
wiatpopMu, HOro BepTUKANIbHA IBUIAKICTH dy pI3KO 3MIHIOETHCS Ha HETAaTHBHE
3HaueHHs -player.jumpForce, 1mo iMiTye BiAITOBXyBaHHS Ta cTpuOOK. e cTBOproe
OCHOBHY ITPOBY MEXaHIKy HECKIHUEHHOTO MiTHOMY.

Mopenp Ta crHeHapii pyxy BOporiB. Mojenb BOpoTa CTBOPIOETHCS 3a
nomoMoror (yHkiii-hpadpuku createEnemy, ska reHepye o0'ekt 3 0a3zoBUMHU
BJIACTUBOCTSIMH, TaKUMHU SK DPO3MIp, IMIBHAKICTh Ta HAMPSIMOK pyxy. BakinBoro

OCOOJIMBICTIO MOJENl € Te, IO KOXEH BOPOr IPH CBOEMY CTBOPEHHI OTPUMYE
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MOCHJIaHHS Ha Tu1aT@opMy, Ha siKii BiH 3'aBUBCS. Lle mocuinanHs € OCHOBOIO Jj1s1 HOTo
CIICHAPIIO PYXY.

ANropyuT™M NOBEIHKM BOPOTa € MPOCTUM, aJie €PEKTUBHUM NaTPyJIIOBaHHIM. Y
meTonai update Bopora MOro ropu3oHTajdbHA KOOPJAWHATA X TMOCTIHHO 3MIHIOETHCS
BIJIMOBIHO /10 MO0 MIBUJIKOCTI Ta HampsMKYy. ['0JIOBHA JIOTiKa ToJIArae y mepeBipili
MeXK. SIK TUIBKK BOPOT JOCATAE JIIBOTO YH MPABOTO Kparo miatGopmu, 10 SKoi BiH
npuB's3aHuii, Woro HampsaMmok pyxy (direction) iuBepryeThecs. lle cTBOprOE
nependadyBaHy, ajie e(eKTHBHY TMEpemKoay JMJisi TpaBlsd, SKa pPyXaeTbCs B
00MEKEHOMY TPOCTOPI, HE PU3UKYIOUX BIIACTH 3 TUIAT(POPMHU.

CueHapii pyXy AMHaAMIYHHUX €JIEMEHTIB cepenoBuia. OKpiM rpaBlisi Ta BOPOTIB,
IFPOBU CBIT HAallOBHEHUW 1HIIMMHM AVMHAMIYHUMH €JIEMEHTaMH, 0 poOyiATh HOro
OLIbII KMBUM Ta CKIaJAHUM. Pyxomi miaTdopMu CTBOPIOIOTHCS 3 IMOBIpHICTIO 25%
(ynxkuiero generatePlatform. Ixus Momens, OkpiM CTaHAApTHUX BIAaCTHBOCTEIA,
MicTUTh mapameTrpu moveSpeed, moveDirection Ta moveRange, 110 BU3HAYalOTh
HMIBUAKICTh, HAMIPSIMOK Ta aMIUIITYyny pyxy. ClieHapiil iXHbOTO pyXy peaji3oBaHUil B
iXHbOMY BJIaCHOMY MeTojal update 1 € CXOXXMM Ha JIOTIKYy Bopora: miaTtdopma
PYXaEThCSI TOPU3OHTAILHO JIO0 JOCATHEHHS MEBHOI BiJICTaHI BiJf CBOET MOYATKOBOI
TOYKH, IMICIIS 4OT0 3MIHIOE HanpsAMOK. Lle cTBOproe noaaTKOBU BUKIIMK ISl TPABII,
BHMMAararlouu TOYHOCTI MIPU CTpUOKaX.

CHapsiii, 10 BUIYCKAIOTHCS TPaBLEM, € HAWMPOCTIIIUMU JTUHAMIYHUMH
o0'exTaMu. IXHS Mojenb — Lie MpocTHil 00'€KT 3 KoopAMHATaMH Ta (iKCOBAHONO
BepTuKanbHOIO MmBUAKICTIO dy. Ha BimMiHy Bij iHIIMX 00'€KTiB, iXHIH pyx He
IHKancyap0BaHW y BracHuid Meron update. HaromicTe, iXHI KOOpAHHATH
OHOBITIOIOTHCS IIEHTPATI30BaHO B TOJIOBHOMY ITPOBOMY ITUKJI1, SIKMI MPOCTO 1TEPYE T10
macuBy bullets 1 Ha KOXHOMY Kajpi 3MiHIOE iXHIO To3uMit0. Takuil miaxig e

e(EeKTUBHUM JIS1 BEJTUKOI KIJIBKOCT1 ITPOCTHX, OJHOTHUITHUX 00'€KTIB.

2.3. AITOpUTMHU CTBOPEHHS IJ1aT(POPMH Ta CepeoBHINA
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Opniero 3 xmouoBux ocoOiuBocTedt minatdopmepa "Endless Jumper" €
HECKIHUCHHMM ITpOBUM CBIT, SKUH CTBOPIOEThCS Ha JboTy. lle mocsaraerscs 3a
JIOTIOMOT'OI0 aJITOPUTMIB TporienypHoi reHepaiiii konteHty (PCG). 3amicTs Toro0, 11100
3a37aJIeTib CTBOPIOBATH (DIKCOBaH1 PiBHI, CHCTEMa reHepye MmiaThopMu, BOPOTiB Ta
OoHycu Oe3mocepeHbO Mij Yac Tpu, 0a3yrounuch Ha HAOOpl BU3HAYEHUX TMPaBUI Ta
€JIEMEHTIB BUITaIKOBOCTI.

[Ipomiec reneparrii mounHaeTbest y QyHKIII init, Ska BUKIMKAETHCS HA CTApTI
KO>KHO1 HOBO1 rpu. CrIOYaTKy MOBHICTIO OYHMIIYIOTHCS BC1 MACHUBH, IO MICTAThH 1IrpOBi
o0'extu. [ToTimM cTBOpIOETHCA Haiinepia athopMa — BOHA € CTATUYHOIO, 3aiMA€E BCIO
IMIMPUHY €KpaHa 1 CIIyrye O€e3[EeYHOK CTapTOBOIO 30HOIO JUIs rpaBus. Binpasy micis
LbOT'O 3aIyCKAEThCS LMK, IKUI BUKIMKae PyHkuito generatePlatform nist ctBopeHHs
[IOYaTKOBOr0 HAOOpy muiatgopM, L0 3aMOBHIOIOTh €KpaH Mo BHUCOTI. Lle cTBoproe
cTapToBy "Bexy" miargopmM, 1o sIKiid rpaBelb NOYNHAE CBIM MiIHOM.

function generatePlatform(yPos) {
const width = Math.random() (120 - 60) + 60;
const x = Math.random() (canvasWidth - width);
const type = Math.random() < 0.25 ? 'moving' : 'static";

const newPlatform = createPlatform(x, yPos, width, type);

if (type === 'moving') {
newPlatform.startX = Math.max(newPlatform.moveRange / 2, Math.min(x, canvasWidth - width -
newPlatform.moveRange / 2));

newPlatform.x = newPlatform.startX;

platforms.push(newPlatform);

const hasEnemy = Math.random() < 0.2 && type === "static’;
const hasWeapon = Math.random() < 0.1;

const hasBoost = Math.random() < 0.08; // NEW: Chance to spawn boost

if (hasEnemy) {
enemies.push(createEnemy(x, yPos, newPlatform));
} else if (hasWeapon) {

weaponPowerups.push(createWeaponPowerup(x + width/2 - 10, yPos - 25));
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} else if (hasBoost) {

boostPowerups.push(createBoostPowerup(x + width/2 - 10, yPos - 25));

Oynkuis generatePlatform e cepuem yciei cuctemMu mporeaypHOi reHepariii.
Bona mnpuiiMae sk apryMeHT BepTuUKalbHy mo3uliio (yPos), Ha skiii moTpiOHO
CTBOpUTH HOBY maTdopmy. CriouaTky 3a aornomororo Math.random() Bu3HayaroThcs
BUITQ/IKOBI TTapaMeTpu iaTdopmu: ii mupuHa (y aianaszoni Big 60 1o 120 mikceniB) Ta
ropu3oHTajdbHe mMonoxkeHHs. [ami, 3 iMmoBipHicTIO 25%, Tuiargopma MoOKe CTaTu
pyxomoro (moving). [Ticist ctBopeHHs camoi aTdhopMu Ta J0JaBaHHA ii 1O MAaCHUBY
platforms, 3amyckaerbcsi JOTiKa TeHepamii J0JaTKoBUX 00'ekTiB. Ilg morika
noOysoBaHa Ha cepli IMOBIpHICHUX TepeBipok. 3 iMoBipHICTIO 20% Ha mmaTdopmi
MOJK€ 3'SBUTHUCSI BOPOT, aJI€ 32 YMOBH, 1110 IJIaT(HopMa € CTATUIHOIO — 11€ 3POOJICHE IS
YHUKHEHHS HAATO CKIIQJHUX JIJIS TPaBIlsd CHTYyaliil. SIKio Bopor He OyB CTBOPCHHIA,
CUCTEMa TIEPEeBIpsiE MOXKIJIUBICTH CTBOpPEHHS OOHYCiB: 3 iMOBipHIcTIO 10% MOXe
3'ssutrcs 6onyc s 30poi ("Rapid Fire"), a 3 imoBipaicTio 8% — G0HYC 17151 cTprOKa
("Super Jump"). Crpykrypa if...else ifrapantye, mo Ha omHiii mIaTdopmi MOXKe
3'sBUTHCS Juiie oauH o0'ekT (abo Bopor, abo oauH 13 OOHYCIB), 110 3amo0irae ix
HakJaJaHHIO Ta 30epirae OanaHc rpu. BignoBigHO 40 pe3ynbTaTy MNEPEBIPKU
BUKJIMKAEThCS BiANOBIAHA (PyHKIIsI-Ppadbpuka (createEnemy, createWeaponPowerup,
createBoostPowerup), 1 HOBull 00'€KT 101A€THCS 10 CBOI'O MacCHUBY.

MexaHi3m, 110 poOUTH TPy HECKIHYEHHOIO, 3HAXOAUTHCS BCEPEAMHI TOJIOBHOL
¢yHk11i oHoBeHHs update. Ha koxHOMY Kazipi crcTeMa nepeBipsi€ MOI0KEHHS! HAMBUIIOT
3 icHyrounx miatdopm (topPlatformY). Skio 1151 mardopma, mpocyBaroYrch BHU3 Yepe3
pPYX KaMepu, HaOIMKaeThCsl 10 BEPXHbOI MEX1 BUIMMOI 30HH (cameraY - 100), cucrema
Bukiukae ¢yHkiio generatePlatform. HoBa muardopma ctBoproerscst Ha 80 mikcenmiB
BUIIIC MMOTOYHOI HauBHINOi rardgopmu. Llei npoiiec 6e3nepepBHO MOBTOPIOETHCS, JOKH
rpaBellb MiTHIMAETHCS Bropy, CTBOPIOIOUM 1IIO31H0 HECKIHUEHHOT'O IrpOBOTO CBITY Ta

rapaHTyIOuu, 0 Y TPaBILIs 3aBXKIU Oye IUISX [T TOJANIBIIOTO MPOCYBAHHS.
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2.4 CtBopeHHd 0a3u JaHMX cucTeMH Ta pyHkHioHaay 2D niuardopmepa

st peamizamii GyHKIIOHATY TaONMIN JiJepiB Ta 3a0e3neueHHs 30epeKeHHs
ITPOBUX PE3YJIbTATIB, Y MPOEKTI OyJI0 CIPOEKTOBAHO Ta 1HTErpOBaHO 0a3y maHuX. 3
OTJIsiy Ha BEO-OpPIEHTOBAHY apXITEKTypy [I0AAaTKy Ta BUMOTH JIO THYYKOCTI M
MacImTaboBaHOCTI, OyJIO YXBaJICHO pillieHHs BuUKoprucTtatu xMapHy NoSQL 6a3y nanux
Google Firestore, mo € wactunoto miatdopmu Firebase [27].

Bubip Firestore o0rpyHTOBaHMI KITbKOMA KITIOUOBUMH niepeBaramu. [lo-nepie,
e JOKyMEHTO-Opi€eHTOBaHa 0a3a JaHWX, IO JO03BOJIsi€ 30epiraTH JaHl y BUIJISAL
JSON-noniOHux mokyMeHTiB. Taka CTpyKTypa € HaJA3BUYAHO THYYKOIO 1 17€abHO
NIIXOAUTh JJi1 30epiraHHs MPOCTUX O0'€KTIB, TaKUX SIK ITPOBI pe3yjibTaTh, Oe€3
HEOOXIJTHOCTI 3a34aJIeT1ib BU3HAYATH KOPCTKY CXEMY, SIK y peiisiliiHuX 0a3ax TaHHuX
[28]. Tlo-npyre, Firestore € Oe3cepBepHuM (serverless) pilIeHHSIM, SIKE MOBHICTIO
ynpaBisieTbesi Google. lle 3HIMae 3 po3poOHMKA 3aBIaHHS 3 HaJallITyBaHHS,
OIATPUMKM ~ Ta  MacliTa0yBaHHS  CepBEpHOi  1H(MPACTPYKTYpH, JA03BOJIAIOUU
30CepeIUTUCH OE3MOCcepeTHbO Ha JIOTII A0aTKy [29].

CrpoekToBaHa CTpykTypa 0a3um JaHMX € MaKCUMaldbHO TIPOCTOI0 Ta
e(heKTUBHOIO i1 BUPINICHHS IOCTAaBJICHOI 3aaadi. BoHa ckiagaeTbes 3 €IUHOI
KOJIEKIIIT MiJ Ha3Bow scores. Kosekiiis — me aHajor Taliulll B pelsmiiHux 0a3zax
J@HUX, 10 MICTUTh Ha01p TOKYMEHTIB.

KoxeH moKyMEHT y KOJIEKIli scores MpeACTaBlii€ OJWH ITPOBHUM pe3yJbTar,
30epexeHni KOPUCTYBaueM, 1 Ma€ HACTYIHY CTPYKTYpPY:

- name (String): iM's1, sike TpaBellb BBOJIUTSH MICIIS 3aBEPIIECHHS T'PH;

- score (Number): KiHIIEBHI1 paxyHOK, HAaOpaHUii TPaBIIEM Y JIaHiil iIrpoBiil cecii;

- createdAt (Timestamp): dacoBa MiTKa, 110 aBTOMATHYHO TE€HEPYETHCS B
MOMEHT CTBOPCHHS 3amluCy; IIe ToJie € KOPHUCHHUM [IJIsi ayJuTy Ta MOXe OyTH
BUKOpHUCTaHE B MalOyTHbOMY [UIsl peai3alii COpTyBaHHS 3a JaTor abo i
CTBOPCHHSI TIDKHEBUX YU MIOJEHHUX TaOIUIIh JIiIEPiB.

B3aemonis nomatky 3 0a30r0 JaHUX YITKO BHU3HAYEHA JIBOMA OINEpaLlISIMU:

3alMCOM Ta YUTAHHAM. 3alKC JAHUX B1IOYBA€THCA MICIS 3aBEPILICHHS T'PH, KOJH
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rpaBellb 3armoBHIOE ¢GopMy Ta Biamparisie cBii pesyinbrar. dynkiis addDoc 3

016mioTtekn Firebase acMHXpOHHO CTBOPIOE HOBHMM JOKYMEHT Y KOJIEKIIi Scores,

3aMKUCYI0YM B HHOTO 1M'sl, paXyHOK Ta MoTouHy aary [30].

UutanHs paHuX BinOyBaeThCsA MpHU THeperisal Tabmuii migepiB. s 1mporo

dbopmyeThCsl cnemianbHui 3anuT 10 Firestore, sKuii BUTIISIA€ HACTYIHUM YHHOM:

query(collection(db, "scores"), orderBy("score", "desc"), limit(10)). Ile#i 3amuT

e(eKTUBHO BUOMpAE JOKYMEHTH 3 KOJEKIIi Scores, COpPTye iX 3a IMOJeM SCore y

HNOPSAKY CHafaHHd (BiA HAMOLIBIIOrO 10 HAWMEHIIOro) 1 OOMeXye pe3yJbTar

NEepIIMMH JecATbMa 3anucaMu. Takuid MiaxXiJg rapaHTye, M0 KOPUCTYBad 3aBXKIH

0auMTh aKTyaJIbHY JIECATKY HalKpalluX rPpaBIiB, a 3aIUT 10 0a3U TaHHUX 3aJIUIIAETHCA

MBUIKHUM Ta OIITUMI30BaHUM.

Tabmuis 2.2
Onuc tabnumi Users
Hazga Tun Onuc
createdAt UUID VYHiKaJIbHUM
imeHTudikatop
name String IM’st rpaBus
score Int PaxyHOK rpaBus

Peanizanisa pynkuionany 2D niardopmepa

[Tepeiinemo mo ormsiay peamizanii Gpyukmionany 2D miatdopmepa

import { initializeApp } from "https://www.gstatic.com/firebasejs/11.6.1/firebase-app.js";

import { getFirestore, collection, addDoc, query, orderBy, limit, getDocs } from

"https://www.gstatic.com/firebasejs/11.6.1/firebase-firestore.js";

import { getAuth, signinAnonymously, onAuthStateChanged } from "https://www.gstatic.com/firebasejs/11.6.1/firebase-

auth.js";

document.addEventListener('DOMContentLoaded’, () => {
/I --- Firebase Setup ---
let db, auth;
try {

const firebaseConfig = {
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apiKey: "AlzaSyCeELYG4yMBxe9GXNKD-GSzig3ly71Xr7s",
authDomain: "diploma.firebaseapp.com”,
projectld: "diploma",
storageBucket: "diploma.firebasestorage.app",
messagingSenderld: "933282700060",
appld: "1:933282700060:web:6ce84c3daa30985eb2b8d9"

2

const app = initializeApp(firebaseConfig);

db = getFirestore(app);

auth = getAuth(app);

onAuthStateChanged(auth, (user) => {
if (luser) {

signinAnonymously(auth);

} catch (e) {
console.error("Error initializing Firebase. Leaderboard features will be disabled.", e);
document.getElementByld('leaderboard-btn').style.display = 'none';

document.getElementByld('leaderboard-btn-gameover').style.display = 'none’;

const canvas = document.getElementByld('gameCanvas');

const ctx = canvas.getContext('2d');

/I --- Ul and Screen Elements ---
const startScreen = document.getElementByld('start-screen’);
1;
Ha caMOMY IIOYaTKy CKPHIITY BHUKOHYETHCA iMl‘IOpT HCO6XiL[HI/IX MO,Z[YJIiB 3

6i60moteku Firebase. e Bximrouae initializeAppans iHimiamizamii goaaTky, QyHKIT
s pobotu 3 6azoro manux Firestore (getFirestore, collection, addDoc Ta iHmii) 1
cepBicom Authentication (getAuth, signlnAnonymously). Becb xox oOropuyTtuit y
ciyxau nonaii DOMContentLoaded, mo rapantye HOro BUKOHAHHS TIJIbKUA TICIHIA
IIOBHOI'O 3aBaHTaxeHHs Ta napcuury HTML-gokymenTa.

Jam BigOyBaeThCcsi HanamTyBaHHsS Ta 1Himamzamis Firebase. O06'ext

firebaseConfig MICTUTh yHIKQJIbHI KITFOUl JJIS1 MIAKITIOYSHHS 10 XMapHOTO MPOEKTY.
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OynkIisg initializeApp CTBOPIOE €K3eMIULIP A0AaTKy, MICIAS 4YOro I1HIMaTi3yIOThCs
cepBicu Firestore Ta Authentication. BaxkimBoro € peamizaifis aHOHIMHOL
aBreHTudikamii: onAuthStateChanged nepeBipsie, 4 € akTUBHUI KOPUCTYBaY, 1 SKIIIO
HeMmae, signlnAnonymously aBToMatnyHO CTBOpIOE aHOHIMHHI ceaHc. Lle mo3Bossie
30epiratd pe3yJbTaTH TpaBIiB 0e3 HEOOXTHOCTI MOBHOIIIHHOI peecTparlii. biok
try...catch oOGpo0Oisie MOXKJIMBI TOMWJIKM TiAKIIOUeHHs 10 Firebase, neakruByroun
dbyHKIioHan TabyHIIi JTiIepiB y pasi 30010.

[licns wnanamryBanHs Firebase ckpunt oOTpuUMye OOCTYH 0 KIFOYOBHX
enemeHTiB DOM, Takux sk irpoBe moJsie (canvas), €KpaHM MEHIO Ta €JIEMEHTHU
inTepdeiicy. Lle cTBOproe OCHOBY AJisi MOJANBIIOT MAHIMYJAIIT BIZOOpaKEHHSIM Ta
CTaHOM TPH.

const playerProto = {
width: 30, height: 40, speed: 4, jumpForce: 12, dx: 0, dy: 0, onGround: false,
shootCooldown: 0, baseShootCooldown: 20, powerupTimer: 0, hasBoost: false, // NEW: hasBoost property

draw() {
if (gameAssets.player) {

ctx.drawlmage(gameAssets.player, this.x, this.y - cameray, this.width, this.height);

2

update() {
this.dx = 0;
if (keys.right) this.dx = this.speed,;
if (keys.left) this.dx = -this.speed;

this.x += this.dx;

this.dy += gravity;
this.y += this.dy;

if (this.x < 0) this.x = 0;
if (this.x + this.width > canvasWidth) this.x = canvasWidth - this.width;

const currentCooldown = this.powerupTimer > 0 ? this.baseShootCooldown / 2 : this.baseShootCooldown;
if (this.shootCooldown > 0) this.shootCooldown--;
if (keys.shoot && this.shootCooldown === 0) {

this.shoot();
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this.shootCooldown = currentCooldown;

}

if (this.powerupTimer > 0) this.powerupTimer--;
|3
shoot() {
bullets.push({ x: this.x + this.width / 2 - 2.5, y: this.y + 15, width: 5, height: 10, dy: -10 });

h
activatePowerup() {

this.powerupTimer = 300; // 5 seconds at 60fps

playerProto — 1ie ma6y1oH 00’ €kTa rpaBIls, AKui 00’ €IHy€ B COO1 SIK BIACTUBOCTI
Gbi13uKu 1 pyxy, Tak 1 METOJU ISl BiIOOpaskeHHs Ta B3aemoii. BnactuBocti width ta
height 3amatore posmipu mepconaxka, speed i1 jumpForce kepyrooTh HIBHAKICTIO
TOPHU30HTAIBLHOTO PYXY 1 CHJIOKO CTpHOKa, a dX 1 dy BiAIOBIaIOTh 32 MOTOYHUH BEKTOP
pyxy mo ocsix. JIorika majiHHs peanizoBaHa uepe3 J0aBaHHs 3HAUCHHs gravity a0 dy,
MICJIsl YOTO HOBE 3HAUEHHS BPaxOBYEThCS B KoopauHaTi y. Konu rpaBenb JOXOIUTH 110
KpaiB MOJIOTHA (canvas), HOro KOOpAWHATA aBTOMATUYHO KOPUTYIOThCS, 100 BIH HE
BUXOJMB 32 MEX1 eKkpaHy. MexaHi3M CTpipOU Mpalioe 3a 3aTBOPHUM MPUHIIUTIOM:
shootCooldown 3MeHIIyeTbCS 3 KOXXKHUM KaJpoM, 1 KOJM BiH JOPIBHIOE HYJIO Ta
HATHUCHYTO KJaBIIy CTPLILOU, BUKIUKAEThe MeTo shoot(), sikuil qomae 00’ €KT KyJi
no macuBy bullets. [Ipu HasgBHOCTI akTHBHOrO O0HYCY (powerupTimer > 0) iHTepBan
MIX MOCTpLJIaMu 3MEHINY€eThCs BABIYl. Metop activatePowerup() BCTaHOBIIO€ TaliMep
6onycy Ha 300 kaapiB, 110 €KBIBAJIEHTHO ITSITU CeKyHIaM Tpu npu 60 kaapax Ha
CeKyHIY.

function createEnemy(x, y, platform) {
return {
x: x + platform.width / 2 - 15, y: y - 30, width: 30, height: 30, speed: 1, direction: 1, platform,
draw() {
if (gameAssets.enemy) {

ctx.drawlmage(gameAssets.enemy, this.x, this.y - cameray, this.width, this.height);

12
update() {
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this.x += this.speed this.direction;
if (this.x < this.platform.x || this.x + this.width > this.platform.x + this.platform.width) {

this.direction = -1;

®ynxkuis createPlatform(x, y, width, type = 'static') moBeprae 06’ ekt matdopmu
3 (PIKCOBaHOO BUCOTOIO 20 Ta BKa3aHOK IIMPHUHOI0. SIKIIO THIl TU1aTGopMu — 'moving',
il aBBTOMaTUYHO NMPU3HAYAETHCS BUIAKOBA MIBUAKICTh pyXy (moveSpeed), HanmpsMok
(moveDirection) 1 paaiyc koinuBanb (moveRange), a moyaTkoBa mo3uilis 30epiraerbest
B startX. Meroxa draw() mamtoe miathopmy 3 OKpPYIJICHUMU KyTaMH 3a JIOTIOMOTOIO
naHio)kka BUKIMKIB lineTo 1 quadraticCurveTo, 3abapBitoroun ii B CUHIN s
pyxomux abo B cipuil aist craTuuHux OsiokiB. Meton update() 3mimye maatdopmy
TOPU30HTAILHO 1 3MIHIOE HATIPSIMOK PYXY, KOJIM BOHA JOCATAE MEXi CBOET IOy CTUMOT
aMILTITY/IH.

function createWeaponPowerup(x, y) {
return {
X, ¥, width: 20, height: 20,
draw() {
ctx.save();
ctx.translate(this.x + this.width / 2, (this.y - cameraY) + this.height / 2);
ctx.rotate(gameTime 0.1);
ctx.fillStyle = 'f6e05e";
ctx.beginPath();
for (leti=0;i<5;i++){
ctx.lineTo(Math.cos(i 2 Math.PI/5 2) (this.width/2), Math.sin(i 2 Math.P1/5 2) (this.width/2));
ctx.lineTo(Math.cos((i 2 + 1) Math.Pl1/5 2) (this.width/4), Math.sin((i 2 + 1) Math.PI/5 2)
(this.width/4));
}
ctx.closePath();
ctx.fill();

ctx.restore();
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®ynxkuis createEnemy(x, y, platform) cTBoproe 06’ exT Bopora, po3TanioBaHOTO
HaJ naHow miardopmoro mo neHtpy. Bmactuocti width, height i speed 3amaroTh
pO3MIpH Ta MIBUAKICTH MepeMileHHs, a direction BIAMOBiA€ 32 OTOYHHUM HaIpsiM
pyxy. Meton update() mepeminye Bopora B3J0BXK IJIATHOPMH, a TPU JTOCATHEHH]
kpato Onoky (platform.x abo platform.x + platform.width) 3miHtoe HampsiMOK Ha
npoTUIeKHUN. ManroBaHHs 3MIMCHIOEThCS depe3 ctx.drawlmage() 3a HasBHOCTI
3aBaHTAKEHOTO pecypcy gameAssets.enemy.

function createBoostPowerup(x, y) {
return {

X, y, width: 20, height: 20,

draw() {
ctx.fillStyle = '48bb78'; // Green color for boost
ctx.beginPath();
ctx.arc(this.x + this.width / 2, (this.y - cameraY) + this.height / 2, this.width / 2, 0, Math.PI 2);
ctx.fill();
// Draw an upward arrow
ctx.fillStyle = 'white’;
ctx.beginPath();
ctx.moveTo(this.x + this.width / 2, this.y - cameraY + 4);
ctx.lineTo(this.x + this.width - 4, this.y - cameraY + this.height / 2 + 2);
ctx.lineTo(this.x + 4, this.y - cameraY + this.height / 2 + 2);
ctx.closePath();

ctx.fill();

}
®yukiris createWeaponPowerup(x, y) moBeprae 00’ eKT O0OHYyca THUITY «30posi»,

SKUW TIO3UIIOHYETHCS Y BKAa3aHUX KOOpAMHATaX 1 00epTa€ThCs HABKOJO ILIEHTPY 31
MIBUAKICTIO, TMPOMOPLIAHOI0 Tio0anbHii 3MmiHHIA gameTime. YV wmeromai draw()
BUKJIUKAETHCS TOCIIOBHICT, TMOOYAOBH MPABUJIBHOTO I'ATUKYTHUKA 31 3MIHHUMH
paaiycamMu 30BHIIIHIX Ta BHYTPIIIHIX BEPIIWH, 110 Hagae Hopmi BUTISALY 31POUYKH.
Bona 3a6apBitoeThbest y )KOBTUN KOJIP, a 3aBIASKH TPAHCIALIT Ta MOBOPOTY KOHTEKCTY
00epTaeThCs BIIMOBITHO 10 Yacy T'PH.

function createParticle(x, y, color) {

const size = Math.random() 5 + 2;
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return {
X, Y, size, color, life: 60,
dx: (Math.random() - 0.5) 4, dy: (Math.random() - 0.5) 4,
draw() {
ctx.fill[Style = this.color;
ctx.globalAlpha = this.life / 60;
ctx.fillRect(this.x, this.y - camera, this.size, this.size);
ctx.globalAlpha = 1.0;
3
update() {
this.x += this.dx;
this.y += this.dy;
this.life--;

}

Oynkuis createBoostPowerup(x, y) renepye o0’ekt OoHyca, KW 301IbIIy€

3110HOCTI1 TpaBIid, 1 BiTOOpa)KaeThCs SIK 3€JI€HUN KPYT 13 BKJIAJICHOIO 0171010 CTPUIKOIO,

CIIpsIMOBaHOIO Bropy. ¥ meroji draw() criodaTKy MalrO€eThbCs Koo depe3 ctx.arc(),

MOTIM BCEpPEMHI HHOTO OYTyETHCSI TPOCTUM TPUKYTHHK, III0 CUMBOJI13Y€ MPUCKOPEHHS

abo miAcwieHHs cTpuOka. 3abapBlieHHS Ta MOOY0Ba CTPIIKA BUKOHYIOTHCS JABOMA

nociigoBHOCTAIMH KomaH beginPath() 1 fill().

function init() {
isGameOver = false;
gameOverScreen.style.display = 'none’;
submitScoreForm.style.display = 'block’;
submitScoreForm.innerHTML = “<input type="text" id="player-name-input" placeholder="Enter Your

Name"><button type="submit" class="btn">Submit Score</button>";

player = Object.create(playerProto);
player.x = canvasWidth / 2 - player.width / 2;
player.y = canvasHeight - 100;
player.powerupTimer = 0;

player.hasBoost = false; // Reset boost on init

cameraY = 0;
score = 0;

health = 100;
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platforms = []; bullets = []; enemies = []; particles = []; weaponPowerups = []; boostPowerups = []; // Init boost
array

platforms.push(createPlatform(0, canvasHeight - 50, canvasWidth, 'static'));

for (let i = canvasHeight - 200; i > -200; i -= 80) {

generatePlatform(i);

updateUl();

if (animationFrameld) cancelAnimationFrame(animationFrameld);

gameLoop();

}
init() — 1 QyHKIIS CKHUIAE CTaH TPU JI0 MOYATKOBOI'O: BOHA BCTAHOBIIIOE

npanopens isGameOver y false, xoBae ekpaH 3aBepIlICHHS TP Ta MOKa3ye hopmy st
BBEJICHHS IMEHI TpaBlisd, TMHAMIYHO BcTaBistoun B Hel HTML-none ta knonky. Jlaimi
CTBOPIOETHCSI HOBUM 00’ €KT rpasiisa uepe3 Object.create(playerProto) 13 mouatkoBuMu
KOOpJIMHATAMHU 1O IIEHTPY €KpaHy Ta HYJbOBUMHU JIYWIbHUKAMH OOHYCIB 1
OXOJIOJKEHHS CTpiibOn. KaMepa mo BepTUKalli BCTAHOBIIOETHCS B HYJIb, IIOKA3HUKH
PaxyHKy Ta 3JI0POB’sl CKUAAIOTHCS 10 0a30BHX 3HAYCHb, & MACHUBH IUIAT()OPM, KYJIIb,
BOPOTiB, YACTUHOK 1 000X THUIIIB OOHYCIB IHIIIaNI3YyIOTbCA MOpoXkHIMU. [leprnoro B
MacuB IIaT(HOPM JOAAETHCSA CTATUYHA MIJJIOTa HA CAaMOMY HU3Y MOJIOTHA, MICIs YO0ro
y LMK T€HEePYIOThCS MiJHECEH] aT@opMu 3 iHTepBaioM y 80 MmiKceniB, HOYMHAYN
Ha 200 mikcemiB BUlIEe HU3Y W migHiMarouuch 10 —200 mikcemniB BiJ BEPXHbOI MEXI
exkpany. HanpukiHii BUKIUKY 1€l (yHKLIT OHOBIIOEThCA 1HTEP(ENC 1 3aIMyCKAeThCs
OCHOBHUU IMKI rpu uepe3 gameloop(), momepeaHbO CKacCyBaBIIM MOXJIMBUN
nonepeaH1N 3anuT Kajapy.

function gameLoop() {
if (isGameOver) return;
update();
draw();

animationFrameld = requestAnimationFrame(gameLoop);
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gamelLoop() —pekypcMBHHMI LMK aHIMaIlli: BiH IepeBipse, Yd rpa Ie He
3aBepIlieHa, BUKIWKAE JIOTIKY OHOBJIEHHS cTaHy rpu update(), mOTIiM peHAEPUHT
notoyHoro kaapy draw(), 1 30epirae imeHTU(IKATOp 3alUTy HACTYIHOTO Kaapy B
animationFrameld, mo6 3a momomoroio requestAnimationFrame Bukimukatu cebe
3HOBY.

function draw() {
ctx.clearRect(0, 0, canvasWidth, canvasHeight);
ctx fillStyle = 'rgba(255, 255, 255, 0.5);
for (let i=0; i<100; i++) {
const x = (i 37) % canvasWidth;
lety = ((i 89)-cameraY 0.1) % canvasHeight;
if(y < 0) y += canvasHeight;
ctx.fillRect(x, y, 2, 2);
}
platforms.forEach(p => p.draw());
enemies.forEach(e => e.draw());
weaponPowerups.forEach(wp => wp.draw());
boostPowerups.forEach(bp => bp.draw()); // NEW: Draw boost power-ups
bullets.forEach(b => {
if (gameAssets.bullet) {
ctx.drawlmage(gameAssets.bullet, b.x, b.y - cameraY, b.width 1.5, b.height 1.5);
}
1;
particles.forEach(p => p.draw());

player.draw();

}
draw() — BiamoBijae 3a MaJllOBaHHsI BCIX €JIEMEHTIB Ha KaHBACl: CIOYATKY

OUMIIAETHCS TOMEPEAHIN Kaap, MOTIM HaMiBIPO30PUMU KpanKaMU CTBOPIOETHCS
nuHaMiyHuN (HOHOBUIM eeKT 31poK, J1e cameraY 3J1erka 3cyBae pucyHok. [Ticis mporo
BUKOHYETBCS MOCIIJOBHE MaJIFOBaHHS I1aT(GOpPM, BOPOTIB 1 BCIX JBOX BUJIIB OOHYCIB
yepe3 ixHi BiacHl meroau draw(). Kymi BIATBOPIOIOTHCS 3a JOMOMOTOI PECYpPCY
gameAssets.bullet, a Ky BimoopakaroTbcst uepes ixHiit meton draw(). Ha 3aBepiienns
BUKJIMKA€EThCS MeTo draw() rpaBlis, SKUH MaJIFOE HOTO CIIPANT y BIATIOBITHINA MO3HUITIT
3 ypaxyBaHHSM 3MIIIEHHS KAMEPHU.

if (isGameOver) return;
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gameTime++;
player.update();
platforms.forEach(p => p.update());

Axio 3minHa isGameOver iCTUHHA, 0JIpa3y X BUXOAUMO 3 (yHKII (return).
[Hakme 3011b1Iy€EMO 3aradbHUM JTIYWIbHUK Yacy rpu gameTime 1 BUKJIMKaeEMO METOIU
update() ay1st TpaBIs Ta BCiX mIaTGopm, 00 KOKEH 00’ €KT OHOBUB CBiil BHYTPIIIHIM
CTaH 3a MOTOYHUU KaJp.

player.onGround = false;

[lepen nepeBipkoro BCixX KoJi3iil ckupaemo npanopeis onGround y false. Jlani,
IpU BHUSIBJICHHI TIOTUKY 70 Oyb-sKO1 Tu1aTopMu, MU HOTO 3HOBY BCTAHOBUMO B true,
I1I0 TapaHTy€ KOPEKTHE BHUSBIICHHS MPU3EMIICHHS JIUIIIE OJUH pa3 3a Kajp.

platforms.forEach(p => {
if (player.dy > 0 &&
player.x < p.x + p.width && player.x + player.width > p.x &&
player.y + player.height > p.y && player.y + player.height < p.y + p.height + player.dy) {

let jumpMultiplier = 1;
if (player.hasBoost) {
jumpMultiplier = 2;
player.hasBoost = false;
for (leti=0;i<20;i++) {
particles.push(createParticle(
player.x + player.width / 2,
player.y + player.height,
'48bb78'
);

player.dy = -player.jumpForce * jumpMultiplier;
player.y = p.y - player.height;

player.onGround = true;

if (p.type === 'moving’) {

player.x += p.moveSpeed * p.moveDirection;
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Ok

[lepeBipka 31TKHEHHS TpaBL 3 KOXKHOIO 11aTdopmoro i yac naaias (dy > 0).
SK1110 Ko131s MiATBEPANIIACS:

Axio € aktuBHuit 6ycT (hasBoost), mogBoroeMo cuiny ctpudka, BiIKIHOYAEMO
OycT 1 reHepyemo 20 3eJIeHMX YaCTUHOK. 3aJaeMO HOBY IIBUJIKICTH 1Mo Y (dy) 1
MO3UIIII0 Yy Tak, MO0 rpaBelb OMMHUBCSA Ha Kparo ruiatrgopmu. BceraHoBiItoeMo
onGround = true. SIkmo maatdopma pyxoma, 3cyBaEMO IpaBlisg pa3oM 13 HEIO.

if (player.y - cameraY < canvasHeight / 3) {

cameraY = player.y - canvasHeight / 3;

}

const currentScore = Math.floor(-cameraY / 10);
if (currentScore > score) {

score = currentScore;

SIK110 rpaBenb MiAHSIBCS BUIIE BEPXHBOI TPETUHU €KpaHy, MATATYEMO KaMepy
(cameraY) 3a HuM, MO0 Tpumatu Horo B Iid 30HI. [licas 1poro oGuucIIOEMO
NOTOYHUHM PaxyHOK 3a BUCOTOIO (-cameraY/10) 1 OHOBIIIOEMO, TIIIBKH AKIIO JAOCATIH
HOBOT'O MAaKCUMYyMY.

const topPlatformY = platforms[platforms.length - 1].y;
if (topPlatformY > cameraY - 100) {
generatePlatform(topPlatformY - 80);

platforms = platforms filter(p => p.y < cameraY + canvasHeight + 50);
enemies = enemies.filter(e => e.platform.y < cameraY¥ + canvasHeight + 50);
weaponPowerups = weaponPowerups.filter(wp => wp.y < cameraY + canvasHeight + 50);

boostPowerups = boostPowerups.filter(bp => bp.y < cameraY + canvasHeight + 50);

Konu HaiiBuiie po3ranoBana miaTdopMa T0X0IUTh OJIM3HKO JJO BEPXHBOT MEXKi
€KpaHy, CTBOPIOEMO HOBY Tpoxu Buiile. Jlam (imbTpyeMO BCi MacWBH, 3aJUIIAIOYH
nuiie Ti 00’ ekt (Twiargopmu, BOPOTH, Tayep-amu), siKi e 3HaAXOIAThCA B MexXax

€KpaHy ILUTI0C HEBEJIMKUH 3arac 3HU3Y.
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bullets.forEach((b, i) => {
b.y += b.dy;
if (b.y < cameraY) bullets.splice(i, 1);

s

Koxna kyns pyxaerbcs Bropy Ha BenuuuHy b.dy. SIkmio kysns Bujitae 3a
BEpPXHIO MeXy Kamepu (y < cameraY), BUJAISIEMO il 3 MacuBy, 1100 HE 00poOIATH
3aiiB1 00’ €KTH.

enemies.forEach(e => e.update());

bullets.forEach((bullet, bindex) => {
enemies.forEach((enemy, elndex) => {
if (bullet.x < enemy.x + enemy.width && bullet.x + bullet.width > enemy.x &&

bullet.y < enemy.y + enemy.height && bullet.y + bullet.height > enemy.y) {

for (leti=0;i<15;i++) {
particles.push(createParticle(
enemy.x + enemy.width / 2,
enemy.y + enemy.height / 2,

'56565'
)

enemies.splice(elndex, 1);
bullets.splice(bindex, 1);

score += 50;

;

CrioyaTKy OHOBIIFOEMO CTaH KO>KHOTO Bopora (e.update()). [Torim y BkIageHUX
[IUKJIaX TEePEBIPAEMO 3ITKHEHHS KOXHOI KyJi 3 KOXKHMM Boporom. [lpu BiyuaHHi

TeHEPYEMO YEPBOHI KyJIi, BUIATIIEMO BOPOTa i KyJIi0 Ta 01a€MO 50 0YOK 10 paxyHKY.

enemies.forEach(enemy => {
if (player.x < enemy.x + enemy.width && player.x + player.width > enemy.x &&

player.y < enemy.y + enemy.height && player.y + player.height > enemy.y) {

health--;
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for (leti=0;i<5;i++) {
particles.push(createParticle(
player.x + player.width / 2,
player.y + player.height / 2,
'foe05e’
);
}
if (health <= 0) endGame();

b

S0 MpSAMOKYTHUKH TPaBIsl M BOpora NMepeTHHAIOThCs, 3MeHIryemo health,
TeHEepy€eMO KiIbKa )KOBTUX YACTMHOK HABKOJIO I'PaBLs 1, KOJIU 3[J0POB’sI JOCSTa€e HYIIS,
3aKkiH4yeMo Trpy BukiInkoM endGame().

weaponPowerups.forEach((wp, index) => {
if (player.x < wp.x + wp.width && player.x + player.width > wp.x &&
player.y < wp.y + wp.height && player.y + player.height > wp.y) {

player.activatePowerup();
weaponPowerups.splice(index, 1);
for (leti=0;i<20; i++) {
particles.push(createParticle(
wp.x + wp.width / 2,
wp.y + wp.height/ 2,
'foe05e’

Komnizis 3 mayep-amnom 30poi Bukimkae Metos activatePowerup(), Bunanse et
nayep-ar 3 MacuBy 1 CTBOPIO€ HABKOJIO HHOTO CEPII0 JKOBTUX YACTUHOK.

boostPowerups.forEach((bp, index) => {
if (player.x < bp.x + bp.width && player.x + player.width > bp.x &&
player.y < bp.y + bp.height && player.y + player.height > bp.y) {

player.hasBoost = true;
boostPowerups.splice(index, 1);

for (leti = 0; i < 20; i++) {
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particles.push(createParticle(
bp.x + bp.width / 2,
bp.y + bp.height / 2,
'48bb78'

);

b

AmnanorigHo 710 30poi, ajie TyT pu miaoopi mayep-amy OycTy MU BCTAHOBITIOEMO
hasBoost = true 1 renepyemo 3eneHi Kyi.

S0 TpaBenb OMyCTUBCS HUXKYE BiT0OpakyBaHOi 00acTi (player.y > cameraY
+ canvasHeight), Buxnukaemo endGame(). Ilicns uporo B Oynb-skoMy pasi
OHOBJIIOEMO ejleMeHTH 1HTepdeiicy BukaukoM updateUI().

update() — ueHTpanbHa GYHKINS ITPOBOI JIOTIKH, sIKa TaKOX OApa3y MOBepTae
KepyBaHHA, SKIIO BcTaHoOBIeHO isGameOver. Bona iHKpeMeHTye TI00aIbHUIMA
JYUIBHUK 4Yacy rpu gameTime, BUKIIMKA€E OHOBJICHHS BJIACTUBOCTEH IpaBlisi Ta BCiX
w1atgopM, MICIs YOro MnepeBipsie 3ITKHEHHS TpaBlisl 3 TUMH IU1aTGopmMamu, Ha SIKUX
BIH TMaJa€e 3BepXy, 1, B pa3l MomajaHHsA, OOYMCIIOE BIJCKOK 13 BpaxXyBaHHAM
TUMYacOBOr0 3OUIBIICHHS CUJIM CTpuOKa TpW akTuBalii OycTa, 3aCTOCOBYE
TOPU30HTAJIbHE 3MILIEHHS PAa30M 13 PYXOMOIKO IJIAaT(HOPMOIO, CTBOPIOE KYJ TpPH
npu3eMJIeHHI Ta BigHOBIIOE mpanopelb onGround. Jlami kamepa Mo BepTHUKAaI
CTEXUTh 3a TpaBlEM, PaXyHOK IEpPEpPaxoBYEThCA BIJHOCHO MITHOMY KaMepH, a 3a
notpedu 3’BIAIOTHCSA HOBI MiaTdopMu HaJ mojieM 30py. Crapi 00’ ekt 1iardopm,
BOPOTiB 1 OOHYCIB BUAAISIIOTHCA, SIKIIIO BOHM BHUIIQJIAI0Th 32 MEXI €KpaHy, a KOXHa
KyJIsl PYXa€eThCs BrOpY 1 3HHINYETHCS MPU BUXOMA1 3 MoJisi 30py. Jlorika 30MBaHHS
BOPOTIB KyJISIMU BUKJIMKA€ BUOYX YaCTHHOK Ta HAPaXOBYE JOJAATKOBI OUKH, 3ITKHCHHS
BOPOTIB 3 TPaBIIEM 3MEHIIYE 37I0POB’S 1 3aITyCKa€ 3aBEPIICHHS T'PH MPHU JOCITHEHHI
HYJIA, a TA0UpaHHs 30poi i OycTa akTUBYE BiIMOBITHUIA METOJ Y TPOTOTHUII TPABIIS
Ta CTBOPIOE e(heKT yacTUHOK. B (iHam k0okHOT iTeparii o0poOsitoTbes Kyl Ta IXHE
KUTTEBE KOJIO, TEPEBIPAETbCS MaIiHHA TpaBLs 3a MEXl €KpaHy ISl BHUKIHKY

endGame(), 1 OHOBITIOEThCS 1HTEpPEC KOpUCTyBaya.
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function updateUI() {
scoreEl.textContent = “Score: ${score}’;
healthEl.textContent = "Health: ${Math.max(0, health)}";
if (player && player.powerupTimer > 0) {
powerupTimerEl.textContent = "Rapid Fire: ${(player.powerupTimer / 60).toFixed(1)}s’;
powerupTimerEl.style.display = 'block’;
}else {

powerupTimerEl.style.display = 'none";

}
/I --- NEW: Update boost status Ul ---

if (player && player.hasBoost) {
boostStatusEl.style.display = 'block’;
} else {

boostStatusEl.style.display = 'none’;

}
CucreMa ynpaBiiHHS pealli3oBaHa yepe3 ri1o0albHi ciyXadi Moaii KiaBlaTypu

(keydown Ta keyup). Bonu 3miHIOI0Th cTaH 00'ekTa keys, sxuii 30epirae iHpopmarrio
PO Te, K1 KJaBiIlll HATUCHYTI1 B JaHWK MOMEHT. Llei 00'eKT MOTIM BUKOPUCTOBYETHCS
B MeTo/1 player.update() nis Bu3HauYeHHS HANPSIMKY pyxy. Jlis MOOIIEHUX TIPUCTPOIB
peanizoBaHa MiATPUMKA CEHCOPHOIO YIPaBJIiHHS 3a JOIMOMOTOI0 €KPAaHHUX KHOIIOK,
SK1 pearyroTh Ha noii touchstart Ta touchend.

B3aemonis 3 enementamu iHTepdelicy, Takumu sk KHomku "Start Game",
"Restart" ta "High Scores", 3ailicHioeThes uepe3 ciayxadi moaii click. Hampuknan,
HATUCKAHHS HA KHOIKY CTapTy 3aIlyCKae MpoIeC 3aBaHTAXKEHHS acCETIiB 1 BUKIIUKAE
¢yHKIIO init.

dopma BiampaBku pe3yabtary (submitScoreForm) o6pobiisie momiro submit.
Bona acuHxpoHHO Bimpasiisie nadi (imM'st rpaBLs Ta paxyHOK) 10 6a3u nanux Firestore
3a IOMOMOT0F0 paHinie immopToBaHoi gpynkiii addDoc.

Oyukuis updateUI BianmoBijae 3a CUMHXPOHI3AIIKD ITPOBUX JIaHUX (PaXyHOK,
30pOB'A, cTaryc OOHYCiB) 3 BiamoBigHUMHU ejeMeHTamu HTML, 3abe3neuytoun
aKTyajbHe BIIOOpaxeHHs 1H(popmaii 11l rpaBLs.

async function showlLeaderboard() {

startScreen.style.display = 'none';
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gameOverScreen.style.display = 'none’;
leaderboardScreen.style.display = 'flex’;

leaderboardList.innerHTML = '<li>Loading...</li>";

if (!db) {
leaderboardList.innerHTML = '<li>Leaderboard is unavailable.</Ii>";

return;

try {

const q = query(collection(db, "scores"), orderBy("score", "desc"), limit(10));
const querySnapshot = await getDocs(q);
leaderboardList.innerHTML = ";
if (QquerySnapshot.empty) {
leaderboardList.innerHTML = '<li>No scores yet. Be the first!</li>";
return;
}
let rank = 1;
querySnapshot.forEach((doc) => {
const data = doc.data();
const li = document.createElement('li");
li.innerHTML = “<span>${rank}. ${data.name}</span><span>${data.score}</span>";
leaderboardList.appendChild(li);
rank++;
»;
} catch (error) {
console.error("Error getting leaderboard: ", error);

leaderboardList.innerHTML = '<li>Could not load scores.</li>";

Jlanuii xoja BIJIOBIJIa€ 3a MOKa3 €KpaHy 3 Tabnuuer jgigepi. [lepm 3a Bce

NPUXOBYIOTbCS 1HIII €KpaHu 1 BimoOpaxae kouTelHep leaderboardScreen. [lami

BUBOJIUThCS TUMUAcoBe noBigomiieHHs «Loading...». Skiio 3’eqHaHHS 3 023010 TaHUX

(db) BiAcyTHE, 3aMmiCTh 3aBaHTAKEHHsS CIHMCKY IOKA3Y€ThCS TMOBIJOMIICHHS, IO

Tabaulsd HemocTymnHa. Skimo 6a3za €, GOpMyeThCs 3alUT O KOJEKII «SCores» y

Firestore: copTyBaHHs 3a IMoOJeM score y CHajJHOMY MOPSJKY Ta oomexeHHs a0 10

3anuciB. Ilicist oTpuMaHHS MaHUX TOINEPEIHIA BMICT CIHUCKY OYMINAETHCS. SIKIIO
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3aMHCiB HEMae, BUBOJUTHCS TOBIJIOMIICHHS, IO € HEMAE >KOJHOTO pPEe3yJbTary.
[Hak1Ie ITepyEeThCS KOXKEH JJOKYMEHT, BUTSTYIOTHCA MOJISI hame Ta SCOre, CTBOPIOETHCS
enemeHT <li> 3 panrom, iM’siM TpaBisl 1 0ajamu, 1 JOJAETHCS O CIUCKY. Y pasi
MTOMMUJIKH TI1]T 4ac 3aITUTy BOHA JIOTYIOTHCS B KOHCOJI1 1 BiJOOPaKaeThCsl TOBITOMIICHHSI
PO HEMOKJIMBICThH 3aBAaHTAXXUTH PE3yIbTaTH.

window.addEventListener('resize’, resizeCanvas);
window.addEventListener('keydown', e => {
if (e.code === "ArrowRight' || e.code === 'KeyD') keys.right = true;
if (e.code ==="ArrowLeft' || e.code === 'KeyA') keys.left = true;
if (e.code === 'Space') keys.shoot = true;

»;

window.addEventListener('keyup'’, e => {
if (e.code === "ArrowRight' || e.code === 'KeyD') keys.right = false;
if (e.code === "ArrowLeft' || e.code === 'KeyA') keys.left = false;
if (e.code === 'Space') keys.shoot = false;

h;

B nmanomy ¢parmenTi HamamrToBaHI TIOOATbHI OOPOOHWKH TOAIN HA BiKHI.
[Toxis resize Bukimkae yHkiito resizeCanvas, sika MiJIAIITOBYE PO3MIPH iTPOBOTO
MOJIOTHA 1] MOTOYHI po3MipH BikHa. Jlani AB1 moall AJi1 HATUCKAHHS Ta BIIIYCKAHHS
kiaBinl: npu keydown ¢ikcyeTbes, SKIIO HATUCHYTO MpaBy CTPUIKY a0o kiaBimy D —
BCTAHOBJIKOETHCS Mparnopelb keys.right = true; ananorigyHo J1s J1iBOi CTPiIKu a00 A —
keys.left = true; mpo61n BianoBigae ctpinnoi (keys.shoot = true). I1pu keyup BianoBiaH1
npanopii ckunathesa y false. Ile mo3Bosisie B irpoBoMy IUKJII 4uTaTu cTaH keys 1
nepeminryBatv a00 BUKOHYBATH iIO.

restartButton.addEventListener('click’, init);

leaderboardBtn.addEventListener('click', showLeaderboard);

backToMenuBtn.addEventListener('click’, () => {
leaderboardScreen.style.display = 'none';
startScreen.style.display = 'flex’;

1;

document.getElementByld('leaderboard-btn-gameover').addEventListener(‘click’, showLeaderboard);

s yacTHA KOy TIPUB’sI3y€e OOPOOHUKH J10 eIeMeHTIB iHTepdericy. [Ipu kiiky

Ha KHOMKY restartButton BukiukaeTbes QyHKIIA init, 1110, CKUIA€E CTaH IPU Ta TOYHUHAE
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3aHoBO. Kuomka leaderboardBtn mokaszye ekpan Tabnui JijiepiB uyepe3 BHUKIHK
showLeaderboard. Knonka backToMenuBtn mpuxoBye ekpaH JijiepiB i moBepTae ja0
CTapTOBOIO e€KpaHa, a B 1i kosOenki 3miHloeTbest CSS-BnactuBicth display
BIIMOBIAHUX KOHTeWHepiB. Takoxx € okpemuit enemeHt 3 id 'leaderboard-btn-
gameover', SKuii Ha eKpaHi KiHI[S TPU TTOBTOPHO BIAKPUBAE TAOJIUIIIO JIiEPIB.

submitScoreForm.addEventListener('submit', async (e) => {
e.preventDefault();
if (!db) {
alert('Cannot submit score, database not connected.");
return;
}
const playerNameEl = document.getElementByld('player-name-input');
const playerName = playerNameEl.value || 'Anonymous;
const submitBtn = submitScoreForm.querySelector('button’);
submitBtn.disabled = true;

submitBtn.textContent = 'Submitting...";

try {

await addDoc(collection(db, "scores"), { name: playerName, score: score, createdAt: new Date() });
submitScoreForm.innerHTML = '<p>Score submitted!</p>';
} catch (error) {
console.error("Error adding document: ", error);
submitBtn.textContent = "Try Again’;

submitBtn.disabled = false;

»;
OyHKIIOHAT TA0IUIl JIAEpIB  peali3oBaHUl B ACHMHXPOHHIN  (yHKIIT

showLeaderboard. Ilpu ii BUKIIMKY NPUXOBYIOTHCS 1HIII €KPAaHU Ta B1OOPAKAETHCA
eKpaH TabJIMII JIIePiB.

®OyHKIlIsST CTBOPIOE 3amuT A0 KoJekiii "scores" y Firestore 3a momomororo
dbyHKIii query. 3anuT BKIIOYAE COPTYBAHHS PE3yJIbTATIB 3a TMOJIEM SCOre y MOPSAKY
cnaganns (orderBy("score", "desc")) Ta oOMexye BubOipKy g0 10 HalKpaIux 3amuciB
(limit(10)).

await getDocs(q) acuHxpoHHO oTpuMye naani 3 cepBepa. Ilicnms ycminrHOro

OTPUMAaHHSI, CIUCOK Ha CTOpPIHIIl OYHUIIYETbCS, 1 I KOXXHOTO JIOKYMEHTa 3
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querySnapshot cTBoproeThcst HOBUM enemMeHT <li>, sikuii MICTUTh paHr, iM'sl TpaBIIs Ta
roro paxyHok. IToTiM 11l eleMeHT JT0/Ia€ThCsl 10 CIUCKY JIIepiB Ha CTOpiHII. biok
try...catch 00po0Jisi€e MOXKIJIMBI TOMHJIKH Tl 4ac 3amuTy /10 6a3u JaHuX, iIHPOPMYIOUU

KOPHCTYBaua Mpo npoodiemMy.
BucHOBKHM /10 APYTOro po3aiay

VY npyromy po3snuini 0ys10 moka3aHo, SIK 13 3arajJbHOI0 aHaJIi3y BUMOT IIEPEX0IATh
710 KOHKPETHOTO TexXHIYHOro npoektyBaHHs «Endless Jumpery. Cioyarky BU3Ha4Y€HO
KJII0YOB1 (PyHKIIOHANBbHI Ta HE(QYHKIIOHAIbHI MOTPeOM TpU, 30KpeMa MeEXaHIKy
KEepyBaHHs [IEPCOHAXKEM, 0OpOOKY CTaHIB MPOrpamu, TMHAMIYHE CTBOPEHHS BOPOTIB 1
OOHYCIB, a TaKOXX BUMOTH JO MPOAYKTUBHOCTI U Oe3neku. lle A03BOIMIO YITKO
OKPECIIUTH POJIb KOKHOTO €JIEMEHTY B CHCTEMI Ta BCTAHOBHUTH 3arajibHy apXiTeKTypy
B3a€MO/I1i MI>K KOPUCTYBA4YeM 1 10JJaTKOM.

Jlami 3amponoHOBaHO 00’ €KTHO-OPIEHTOBAHY MOJENb, A€ MPOTOTHI TPaBIsd
1HKAICYJII0€ BJIACTHUBOCTI Ta METOAM IJIA PyXy, CTPUOKIB 1 CTpiiabOu, a (adpuuHi
(GyHKIIT CTBOPIOIOTH TIIATPOPMH, BOPOTiB, O0HYcH Ta Kyii. OKkpemMy yBary npuijaeHo
MPOEKTYBaHHIO 0a3u JaHuxXx Ha Firestore: KoJjieKIlis pe3yJbTaTiB 13 TMOJIEM Yacy
703BOJIsI€ 30epirati ¥ oTpuMyBatu Tom-10 rpaBiiB, 3a0e3nedyyroyd THYYKICTH 1
MacIITa0O0BaHICTh. AJTOPUTMHU IHIIIai3allii, OCHOBHOTO IIMKJIy OHOBJICHHS Ta
PEHIEPUHTY TPOJAEMOHCTPOBAHO Ha TMPUKIAAaX KoAy, 10 3a0e3neuyroTh
Oe3nepebiitHy poOOoTy IrpH it OHOBJICHHS 1HTEp(dEiCy.

OcobnuBoi Barum HaOyB MeXaHI3M NPOIEAYypHOI TreHepallii KOHTEHTY, SKU
rapaHTye€ HECKIHYCHHE HAMOBHEHHS CBITy IUIATGOpMU Ta MIATPUMYE OajaHC
CKJIQJTHOCT1 Yepe3 WMOBIPHICHI MpaBuIia MOSIBH BOPOTiB 1 OOHYyCIB. PeTenbHO onucai
ANTOPUTMH PYXY TMHAMIYHHUX 00’ €KTIB — SIK TPaBIIS IMiJT €10 TpaBiTarlii, Tak 1 BOPOTiB
Ta PyXoMHX IIaThOpM — CTBOPIOIOTH TependadyBaHy, aje BOJHOYAC JUHAMIYHY
MOBEIIHKY €JIEMEHTIB. Y pe3yibTaTi Apyruit po3aia chopMyBaB 0HO3HAYHY TEXHIUHY

OCHOBY JIJIsl MOJANbINO] peati3aliii Ta iHTerpaiii BCiX KOMIIOHEHTIB TpH.
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PO3JILJ 3. IHTEP®ENC TA OCOBJUBOCTI HAJIAIITYBAHHSI
(PO3T'OPTAHHA, POBOTHN) HNTAT®OPMEPA

VY TperboMy po3aiNl J€TadbHO PO3MNISIHYTO Oe3nocepenHii iHTepderic BeO-
3acTocyHKy «Endless Jumper» Ta mocmioBHICTh HOTO BHUKOPHCTaHHS KIHIIEBUM
kopucTtyBaueM. Cro4yaTKy OINKUCAaHO OCOOJMBOCTI PO3TOPTaHHS TPU B CEPEIOBUIII
Azure 3a nonomoror Docker-koHTeitHepa, 0 A03BoOJig€ 3a0€3MEUUTH MPOCTUH 1
BIJITBOPIOBAaHMI MPOILIEC HAJATyBaHHS 0€3 HeoOX1THOCTI JJOKaJbHOI iHcTassmii. Jlami
IIPOAHATI30BAaHO KJIFOYOBI €JIEMEHTH TOJIOBHOTO MEHIO Ta IrpoBOi CIICHHU: BIJI
pO3TallyBaHHs JIOTOTUITY Ta OJIOKIB KEpYBaHHS J0 aJanTUBHUX TpadiuHux e(eKTis,
Kl CTBOPIOIOTH aTmocdepy OesnepepBHOro mimiomy. Okpemy yBary HpHALICHO
cTopinimi «Tabmuist nigepiB» 13 peajbHOTO Yacy OHOBIIOBAHOK 1H(MOpPMAIIIEID PO
HaWKpali pe3yJbTaTH CIUILHOTH.

Takox po3alT OMmHMCy€e KOMIUIEKC TPOIEAyp TECTYBaHHS, IO CKJIAJAETHCS 3
PYYHOTO TIPOXOJKEHHS CIIEHApiiB B3a€MOii KOpHCTyBada 13 3aCTOCYHKOM Ta
y3arajJbHEHHS OTPUMAHUX PE3yJbTATiB y BUIJISAL TaOMHIl. 3MICT TPETHOTO PO3ALTY
NOKJIMKAaHUA TNPOJAEMOHCTPYBAaTH, SK peajdi3oBaHl JU3alHEPChKI PpIIICHHS Ta
GyHKITIOHATBHI BUMOTH 3a0€3MeUyIOTh IHTYITUBHICTB iHTep(dEiCcy Ta HaaiiHYy poOOTy

I'PU B PI3HUX CEPEAOBUILAX.

3.1 IlopsiaoK BCTAHOBJICHHS TA HAJIAIITYBAaHHA apaMeTpis 2D

miaargopmepa

Ockiibku  po3poOseHuil mnatdopmep € BeO 3aCTOCYHKOM, BiH HE MOTpedye
BCTAHOBJICHHS, HATOMICTh MU PO3MICTUMO Horo Ha Azure 3a gomomoroto Docker.
Jlist uporo cnioyatky crBopuMo Dockerfile 3 HacTynmHUM BMiCTOM:

# Use the official lightweight Nginx image
FROM nginx:alpine

# Remove default Nginx website

RUN rm -rf /usr/share/nginx/html/

# Copy your static site into the Nginx html directory

I[13.KP.B-121-25-113 ”




COPY . Jusr/share/nginx/html/

# Expose port 80 to the Docker host
EXPOSE 80

# Start Nginx in the foreground (so the container doesn’t exit)

CMD ["nginx", "-g", "daemon off;"]

Jlam 3a momomoror KomaHja 30epeMo image KOHTEWHepa 3a 3amylIuMo Horo Ha
Dockerhub

# Build the image (tag it “endless-jumper” for example)

docker build -t endless-jumper .

# Run the container, mapping host port 8080 — container port 80
docker run -d -p 8080:80 endless-jumper

[Ticns Toro, sik mu 310panu Docker-o0pa3 1 3anmymumnu #oro B DockerHub (miz
terom /endless-jumper:latest) MokeMO pO3ropHyTH Horo B Azure OJHHUM 13 JIBOX
OCHOBHHUX c1toco0iB — yepe3 Azure Container Instances(ACI) a6o gepe3 Azure Web
App for Containers.

Jlami cTBopuMO pecypcHy IpyIly Ta mwian App Service:

az group create \
--name rg-endlessjumper \

--location eastus

az appservice plan create \
--name plan-endlessjumper \
--resource-group rg-endlessjumper \
--sku F1\

--is-linux

[Ticns mroro posropuemo Web App, Bkazasiu Docker-o0pas i3 DockerHub:

az webapp create \
--resource-group rg-endlessjumper \
--plan plan-endlessjumper \
--name endless-jumper-app \

--deployment-container-image-name username/endless-jumper:latest
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[Ipu ycminmmHOMYy BUKOHAHHI IIi€l KOMaHIU Azure CTBOPUTH BeO-70/JaTOK— 3a
KUIbKa XBUJIMH MM 3MOKEMO BIJIKPUTH MOTro B Opay3epi i mobauntu 3anymeHui 2D-
iatgpopmep.

Sxu10 HEeOOX1THO BHECTH BUIIPABICHHS B KOJI, IOJAEMO iX 1 MyIIUMO HOBH TeT
oOpa3y endless-jumper:v1.1) OHOBUTH PO3TOPTaHHS MOKHA TaK:

az webapp config container set \
--name endless-jumper-app \
--resource-group rg-endlessjumper \
--docker-custom-image-name username/endless-jumper:v1.1
az webapp restart \
--name endless-jumper-app \

--resource-group rg-endlessjumper
[eit miaxin no3soiisie aTomatuzyBatu CI/CD.
3.2 InTBepdeiic Ta 0c00TMBOCTI BAKOPUCTAHHS

[Ticnst 3aBaHTa)keHHST CTOPIHKM KOPUCTyBau ojpa3y OayuTh MpOJyMaHE Ta
JAaKOHIYHE TOJIOBHE MEHIO. Y HOro BEpXHIN YaCTHHI PO3TAIIOBAHO JIOTOTUI T'PHU Ta
Ha3By «Endless Jumper. Ilig Ha3BOIO pO3MINIEHO KOPOTKHI OJOK IHCTPYKILIN 3
KEepyBaHHS:

Crpinku BiiBO/BIpaBo a6o A/D s pyxy nepcoHaxa;

[Ipo6in a6o Kuomka “CTpuOOK” Ha CEHCOPHMX NPHUCTPOSX IJii BUKOHAHHS
CTpHUOKa;

JIKM a60 Touch gys cTpinsbu o Boporax.

i migka3ku BUHECEHO OKPEMUM TEKCTOBHM OJIOKOM Y IICHTPI eKpaHy, 100 HOBUH
rpaBellb MIT IMBHJIKO 30PIEHTYBATUCS B MEXaHIIII.

Hwxdge iHCTpyKITii po3TamoBana Benvka kHomnka «[logatu rpy». Bona odopmiena
sckpaBuM (HoHOM 1 e(heKTOM HaBeJEHHS, IO MPUBEPTAE yBary Ta MiJIITOBXYE IO
noyaTky revmiuiero. [lopyu i3 Heto — kHonka « Tabmuis niaepiBy, sSika NepeBOIUTh Ha

OKpEMYy CTOpPIHKY 3 MEpesiKoM Hallkpamux pe3ynbTaTiB. Ll KHOMKa BUKOHAaHAa B
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IHIIOMY, aJleé CYMICHOMY CTWJII, MO0 KOpHUCTyBad MIr' Opa3y 3pO3yMITH: TYT
BIJIKPUBAETHCS CTATUCTHKA, a HE 0€3M0CEePEe IHIN 3aITyCK TPH.

Becw iHTepdeiic amanTuBHUIA: €IEMEHTH aBTOMATUYHO MiJIAIITOBYHOTHCS ITiJT
pO3MIpU €KpaHy MOOITBHOTO MPHUCTPOIO a0 JECKTOMHOI maHeni Opaysepa. doH
TOJIOBHOIO MEHIO — JWMHaMIYHA aHIMOBaHAa KapTHHA, IO BIATBOPIOE OC3KiHEUHE
MiHIMAHHS: PyXoMi TUIATGOPMHU Ta CUIYETH TPaBLS HA TN — JUII HEHAaB S3JIMBO
CTBOPIOIOTH aTrMoc(epy TpH, aje He BIABONIKAIOTH BiJ BUOOPY Mdii. 3aBISIKU TaKOMY

TU3aiiHy 1HTEepEnC 3aUIIAETHCS 3PO3yMITHM.

Use A/D or Arrow Keys to move, Space to shoot.

Start Game

High Scores

Puc 3.1. 30BHIiNIHINA BUTJIA TOYATKOBOTO EKpaHy
[Ticnsa naruckanusa kHomku «High Scores» BiAKpUBa€eThCS OKpema CTOpIHKA 3
TaOIUIICI0 HAMKPAIIUX PE3YIbTATIB. Y BEPXHIN YaCTHHI €KpaHy PO3MIIIIEHO 3ar0JI0BOK
«Tabmuus migepiB», a M HUM — KOpPOTKa Migka3ka: «OHOBIIOETHCS B pEATIbHOMY
gaci». OCHOBHOIO YaCTHHOIO CTOPIHKM € BEPTHUKAIBHO MPOKPYUYBaHUU CIIHCOK
3amuciB y Takomy (GopMari:

- mo3uiris (Ne);
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- HIKHEWM TpaBIIf;

- HOro paxyHoOK.

Koxen psgox Tabmuili opopMiIeHUN YITKUMHU PO3IIOBadYaMu, 1100 JIErKo
BIIPI3HATH TO3UIli. Y HWXKHIA YacTHUHI CTOPIHKM pO3TallloBaHa KHOIIKA
«IToBepHyTHCS», IO TOBEPTA€E KOPUCTYBaya 0 FOJIOBHOIO MEHIO

[aTepdeiic ananTUBHMIA: HA MOOLTEHUX MPUCTPOSX TAOIUIIS TAJIAIITOBYEThCS
I1]] MUPUHY €KpaHa, MOKa3yI4H TITLKU HaAUroyioBHime MOH CTOPIHKKA BUTPUMAHUH Y
Til K€ CTWIICTHII 3 TUHAMIYHMMHU TUIaTGOpMaMu Ha 3aJHHOMY IUJIaHi, ajie 3 JCIO0
NPUTITYIICHUMH KOJIbOpPaMH, MO0 HE BIJBOJIKATH BiJl KOHTEHTY. TakUM YHHOM
KOPHCTYBa4 OTPUMY€ 3pYYHUH 1 3pO3yMUIMHA TEperisa HaWBUIIUX JOCATHEHb

CITIJTIbHOTH.

High Scores

1. Anon
2. Anonymous

3. Anonymous

Back to Menu

Puc 3.2. 30BHiHIN BUTIISA TaOIUII J1EPiB
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[Ticns natuckanus «llouatu rpy» Ha ekpaHi oApa3y 3’ SIBISETHCS ITPOBa CIICHA:

I'paBenib onuHAETHCS HA HWKHIN TUIaTGOpPMI, a TIepe] HUM Ha Pi3HUX BHUCOTAX
pO3TaIIoBaHi BOPOTH YEPBOHOTO KOJIHOPY — BOHU TMEPEMIIIAIOThCs B3ajl-BIiepes abo
cTpubar0Th, HAMATAIOYNUCh 3aYENUTH TepcoHaxka. [lo A0po3i TpamsroThCs 30psHI
OOHyCHM y BUIJISII JKOBTUX 31pOYOK: 30Mpar04yM iX, BH THUMYACOBO IIiIBUIIYETE
MIBUAKICTh CTPUIHOM, IO /1Ta€ MOMKJIMBICTH IIBHIIE PO3YUINATH MUISX BiJl BOPOTIB.
Takox cepen miatdhopMm MokHaA 3HAWTH OycT-makeTd (MIAKUAAN) — SICKpaBl KYyJISICTI
IKOHKH, SIKI Mpu 30MpaHHI MOMEHTAJIbHO BUKUIAIOTh Bac Bropy Ha KilbKa PiBHIB,
JOTIOMAararouu J10J1aTy BEJIUKI BIJICTaHI Ta YHUKATU HEOE3MEUHUX MMaCTOK.

BepxHsi yacTuHa ekpaHy BIJBEI€HA IIIJI 1HAUKATOP PaxyHKY, JIYHJIbHUK
310paHUX OOHYCIB Ta MOKaXYMK MOTOYHOTO PIBHA 3apsay OycTa, m00 BH 3aBXKIU
0aunin, CKUIbKU pecypciB 3adimniocs. OOH ClIeHN aHIMOBaHUW — PyXJIMBI XMapu i
CWJIYETH BAAJICUMHI NIATPUMYIOTh BIIUYTTs Oe3nepepBHOro nigiomy. Takum yuHOM,
reiMIUIel Bijipa3y 3aHYpIO€ TpaBlisl B MOEAHAHHS CTPUOKIB, CTPLIILOU Ta TAKTUYHOIO

300py OOHYCIB.
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Score: 166
Health: 100

Puc 3.3. 30BHilIHIN BUTJISA IPOBOTO MPOIIECY
[Ipu HatuckanHi knasimi [IpoOin nepcoHa)k MUTTEBO BUCTPUIIOE CEPIEIO KYJIb
Bropy. Lli KyJi JeTATh y HanpsIMKy BOPOTiB, 1 MPHU BIy4YaHH! BUKJIMKAIOTh aHIMAIIIO
BUOYXY 3 KOPOTKUM CIajdaxoM, 3HUKHEHHS BOPOTa Ta MUTTEBE OHOBJICHHS PAaXyHKY.

SIK110 KyJisi He BIy4ae y 11iJib, BOHA MIPOJOBXKYE MOMIT 10 MEX EKpaHy
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Score: 246
Health: 62

Puc 3.4. Burnsg Kyap SKUMU CTPLISIE€ TpaBelb

[Tpu maaiaH1 mEpcoHaka, Yu KOJIH B TPABILI 3aKIHUYETHCSA 310POB’ 1, KOPUCTYBau
M M

Oauuth mepen coboro exkpan "Game Over"!. Ileit expan indopmye TpaBUs PO

3aBEpIICHHS MOTOYHOI IrpOBOi Cecli Ta HaJae MOXJIUBICTh B3a€EMOJIISITH 3 KUIbKOMA

KJIIOUOBUMU enieMeHTamu. Ha expani BigoOpaxaeTbCcsi (piHAIbHUN paxyHOK IpaBlid,

OTpUMaHuii 3a 4yac rpu’. Takoxk € mose Ui BBEJCHHS IMEHi, IO J03BOJISC TPaBIEBI

30eperTu CBid pe3ysabTaT y TaOJIHIN JTiAepiB.
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Game Over

Your Score: 70

Enter Your Name

Submit Score

Play Again

High Scores

Puc 3.5 — ExpaHn 3aBepIilieHHs TpU

ITix momem juIs BBEAEHHS iMEHI po3TamioBaHi Tpu KHomku: "Submit Score"
(BignpaButu paxynok), "Play Again" (I'paru 3u0BY) Ta "High Scores" (TaGmmus
ninepiB). Lle nae kopuctyBaueBi BUOiIp: a00 3adikcyBaTH CBIU pe3ysbTaT, a00 oJipasy
po3MoYaT HOBY TIpy, a00 NEPerjsiHyTH HaWKpalll OCATHEHHS I1HIIUMX TpaBLiB,

(puc3.5).
3.3 TecryBanus poodoru 2D nmuargpopmepa

Tecr-keiic 1

VY 1bOMy TECT-KEHCi s 3aITyCKaro J0JaTOK i, OMMHUBIINCH Y TOJIOBHOMY MEHIO,
IHTYITUBHO TEpPEeBIpst0 HasBHICTh Ha3BU «Endless Jumpery, 610Ky 3 ITHCTPYKIISIMU 3
KepyBaHHsI Ta J1BOX KHomok: «llowatu rpy» 1 «High Scoresy. Ilicna HaBempeHHs
Kypcopy Ha KOXXHY KHOIIKY sI OYiKyr mo0auuTu Bi3yalnbHHH edekT hover, a

HATUCKaHHs Ma€e OyTH MOKJIMBUM Ta MIPUBOIUTH JI0 BIAMIOBIIHOI 11T 6€3 3aTpUMOK.
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Tecr-keiic 2

VY HacTymHOMY TECT-KEHCI S B TOJIOBHOMY MEHIO HaTHCKaro Ha KHOmKy «High
Scores» 1 crocTepiraro, K BIIKPUBAETHCS OKpeMa CTOpIHKA 3 3aroioBkoM «Tabmuiis
aiaepiB». S o4ikyto, MO 0pa3y 3’ IBUTHCS MPOKPYUYBaHHUI CIIUCOK ITPOBUX 3AIUCIB 13
3a3HAYCHHSIM MO3UIIIT, HIKHEHMY, paXyHKY Ta JaTH/4acy JOCSTHEHHS.

Tecr-keiic 3

Y TperboMy TecT-Kelici, mepeOyBarodd B TOJOBHOMY MEHIO, S HATHCKAlO
«Iloyatu rpy» Ta OYIKyI0 MOOAYUTH ITPOBY CLEHY 3 HIDKHBOIO IIaT(Gopmoro i
nepcoHakeM y LEeHTpl ekpaHy. OJHOYACHO MaloTh BIJOOpA3UTHUCS I1HAUKATOPU
pPaxyHKy, KITbKOCTiI OOHYCIB Ta 3apsay OycTa, a Ha Pi3HHX BHCOTaX CIICHU — BOPOTH,
3ipoukd Ta Oycr-makeTu. BaximBo, mo0 yce 3aBaHTaXyBaJlocs IUIaBHO, Oe€3
aptedaxTiB ab0 3aBUCAHb.

Tecr-keiic 4

[ToTiM s mepeBipsit0 MEXaHIKy CTpLIBLOM: y TIpl s HaTucKar mpoOur (abo
BIJIIOBIJIHY KHOIKY Ha €KpaHl) 1 CTeXY, K NEPCOHAXK BUCTPUIIOE CEPIEI0 KYJb, SKI
JETATh y HANpAMKY BoporiB. OUikyro mo0aunTu epekT mocTpury, a Mpu BIy4YaHHI —
aHiMaIliro BUOyXy 3 KOPOTKUM CIajaxoM, 3HUKHEHHS BOpora i MUTTEBE OHOBJICHHS
paxyHky Ha +10 abo +20. Skiuio Ky He Biy4ae, BOHA MOBUHHA MPOJIOBXKUTHU MOJIT
JI0 MEK €KpaHy.

Tecr-keiic S

Hapemti, y m’sitoMy TecT-KeHcCl 51 pyxarocs J0 31poYKH Ha MIaTdopMi 1 09iKy1o,
10 BOHA aBTOMATHYHO 3HUKHE B MOMEHT KOHTAaKTY, a IHAUKATOP MIBUAKOCTI CTPLITLOU
HAa MMaHeJll OHOBUTHCSI, MOKA3aBIIIH IT1JIBUILIEHY YaCTOTY MOCTPLJIiB Ha eBHUH yac. [Jami
s jgicTarocs N0 OycT-makeTa, migOuparo ioro Ta 0ady, SK TMEPCOHAX MHTTEBO
MiKAIA€TECS Bropy Ha KUIbKa PIBHIB, a I1HAWUKATOP 3apsiay OycTta 3MIHIOETHCS
BiamoBigHO. L1i ehexTr MaroTh MpaIroBaTH KOPEKTHO Ta 0€3 3aTPUMOK.

B tabnuui 3.1 HaBegeHO pe3yabTaT MaHyallbHOTO TECTYBaHHS
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Taomurg 3.1

Tect-keiic 1

Otpumanunii

Kpoku OuikyBaHH pe3yJbTarT Cratyc
pe3yabTaT

Hassuicts Ha3zeu "Endless
Jumper", iHCTpYKIIiH,
kHonok "Ilouatu rpy" Ta

3ammyck JoJaTKy Ta "High Scores"; Bisyanbnuit ki
nepeBipKa roJIoBHOTO edexT hover npu HaBeJeHHI .
. OUIKyBaJIOCh
MEHIO KypCopy; MOKJIMBICTh
HATHCKaHHS KHOIIOK 3
BIJIIIOBITHOIO JI€IO O€3
3aTPUMOK.

Bukonauno

BinkputTs CTOpiHKH
"Tabmuis nigepis" 3
B ronoBHOMy MeHIO Lt JIIep .
— MPOKPYUYBAHUM CIIUCKOM Ak 1

HaTHCHYTH KHONKY "High . . . . Bukonano
Scores” ITpOBUX 3alMCIB (MO3ULLISA, OUIKyBaJOCh
HIKHEWM, paxyHOK,

JaTa/Jac).

[NosiBa irpoBoi crieHu 3
HIDKHBOIO TIaT(HOpPMOIO Ta
HIEPCOHAXKEM Y IIEHTPI;

B ronosHomy MeH0 BiZIOOpa)KEHHS 1HAUKATOPIB i
Ha”‘I:I/ICHYTI/I KHOI"'IKy paxyHKy, 6ogyc1B, 3apsity T
[Touatu rpy Oycra; HasIBHICTh BOPOTIiB,
31pOYOK, OyCT-IIaKeTiB;
IJIaBHE 3aBaHTaKEHHs 0e3
apTedaxTiB.

Bukonauno

[TepcoHak BUCTPLIIOE
cepiero Kyib; eheKT
MOCTPLTY; TIPH BIIy4YaHHI -

Hatucnytu npo6in a”iMalis BUOyXy, 3SHUKHEHHS Ak i
(cTpuib0a) BOpOTa, OHOBJICHHS PaXyHKY | OYiKyBaJIOCh
(+10 a6o +20); xyns
MPOAOBKYE MOJIT IO MEX
€KpaHy, SKII0 He BIyYae.

Bukonauno

3ipouka 3HHKA€E PH
KOHTAKTi, IHAUKATOP
IIBUKOCTI CTPLIILOH
OHOBJIIOETHCS (IM1IBUIIICHA
. 4acTOTa MOCTPLIiB); OyCT- :
Pyx no 3ipouku Ta Gycr- 1P ); by Ak 1
MaKeT Mig0upPaeThCs,
naKeTa .

MEPCOHAX ITiJIKUTAETHCSI
BrOpYy, IHIUKATOP 3apsiay
OycTa 3MIHIOETHCS; KOPEKTHA
poboTa edekTiB 6e3

3aTPHMOK.

. Bukonano
OYiKyBaJIOCh
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ABTOMaTHYHE TECTyBaHHS. 3aJJIsi MEPEBIPKU MPABWIBHOCTI JIOTIKU POOOTY
3aCTOCYHKY, Ta JIOTiIKM TeHepallii tuiatdopM, BOporiB Ta OycTiB OyJi0 J0/1aHO
aBTOMATUYHI TECTH.

import { createPlatform } from '../gameLogic";

test('static platform does not move on update()’, () => {
const p = createPlatform(10, 20, 100, 'static");
const xBefore = p.x;
p.update();
expect(p.x).toBe(xBefore);

s

VY upoMy TecTi MU NEpEBIPAEMO MOBEAIHKY IUIAT(HOPMH 3 TUIIOM static, TOOTO
TaKoi, II0 3a 3aJlyMOM HIKOJId HE TMOBUHHA 3MIHIOBaTH CBO€i no3uiii. CroyaTky
Bukinkaemo createPlatform(10, 20, 100, 'static'), To6TO cTBOproeMo miarhopmy 3
koopauHaTtamu x=10, y=20 ta mmpunorw 100 mikcenis. [lose p.x micas cTBOpEeHHS
30epirae 3HaueHHsa 10, ske mMu Qikcyemo B 3miHHIA XBefore. Konu Bukxonyemo
p-update(), BHyTpillIHS JIOTiKa OOPOOKU pyXy JJIsl CTaTUYHOI TUIaT(GOPMH HE TTOBUHHA
HIYOTO 3MIHIOBAaTH — OJIEH PANOK KOy He 3MiHIo€ p.X. Hapemiri, y TBepaKeHHI
expect(p.x).toBe(xBefore) mepeBipsiemMo, 110 MO3UIIISA 3aJIMIIMIACS HE3MIHHOMO, 1
TaKUM YMHOM MIATBEPKYEMO, 110 MeTo 1 update() He BHOCUTHh HeOakaHUX 3CYBIB JIJIs
CTaTUYHUX 00’ €KTIB.

import { createPlatform } from '../gamelLogic’;

test('moving platform reverses direction when exceeding range', () => {
const p = createPlatform(0, 0, 50, 'moving');
p.startX = 0;
p.moveRange = 10;
p.moveSpeed = 5;

p-moveDirection = 1;

p.update();
expect(p.x).toBe(5);

p.update();
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expect(p.moveDirection).toBe(-1);

expect(p.x).toBe(10);

p.update();
expect(p.x).toBe(5);
s

B nanomy TecTi My iMiTYyeMO MIaT(HOPMY 3 TUIIOM MOVINg, IKa PyXa€eThCs B3a/1-
BIIEpENl Y Mexax 3ajaHoro naianasony. Bukmuk createPlatform(0, 0, 50, 'moving')
BCTAHOBJIIOE MOYaTKoBYy mo3ulito startX = 0 1 mupuny 50. Jlam BpyuyHy 3amaemo
BiactuBicTh moveRange = 10, mo0 nianazon pyxy O0yB Manum, Ta moveSpeed = 5,
100 y JIBa Kpoku BUHTH 3a Mexi. [lepmmii Buknuk p.update() noaae 10 p.x 3HAYCHHS
moveSpeed * moveDirection, To6T0 +5, mo ¥ nepesipsemo expect(p.x).toBe(5).
Hpyruii BUKIMK 3cyBae miaaTdopmy 1e Ha +5, gqocsrae noBHoi amrutityau (10), 1 B uei
MOMEHT JIOT1Ka TMOBWHHA 1HBepTyBaTH moveDirection B -1, abu HacTymHOro pasy
pyXxatucs y 3BOpOTHOMY HampsiMKy. Tomy mepeBipka expect(p.moveDirection).toBe(-
1) maTBepIKy€e KOPEKTHY 3MiHy HampsMKy, a expect(p.x).toBe(10) — mo mo3uiis
JTOXOJUTh 10 Mexi. Tperiii Bukimk update() BKe BpaxoBy€ HOBUH HAINpPsIMOK 1
3MEHIIYE pP.X Ha 5, MOBEPTAIOYHN HOT0 JI0 5, K 1 OYIKYETHCA MPH BIAI3EPKATICHH] pyXY.

import { createEnemy } from '../gamelLogic’;

test('spawn position is centered on platform’, () => {
const dummyPlatform = { x: 0, width: 100 };
const e = createEnemy(0, 50, dummyPlatform);
expect(e.x).toBe(dummyPlatform.width / 2 - 15);
expect(e.y).toBe(50 - 30);

s

VY upoMy Tecti M (pokycyeMocst Ha GYyHKIIT cTBOpeHHs Bopora createEnemy,
gKa npuiiMae koopauHaty miatdopmu y = 50 1 006’ekT mnatdopmu 3 mmpuroro 100.
BianosigHo 10 peanizaiiii, BOpOr MOBHUHEH 3’SIBUTHUCS CTPOrO Ha ii MOBEpPXHI 1 MO
LHEHTPY: €.X 00UUCIIOEThCA K MOJOBHHA MUPUHU mi1atdgopmu (50) MiHyC MOJOBUHA
mupuHud crpaita Bopora (15), To6To 35. Ilone e.y BCTAaHOBIIOETHCA HA pIBHI

platformY - enemyHeight, To06to 50 - 30 = 20, MO0 «HIPUTATHYTH» HOTO 3BEPXY
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miatdopmu. Tectu expect(e.x).toBe(35) ta expect(e.y).toBe(20) rapanTyroTh, 110
MO3UIIIIOBAHHS BPAXOBY€E PO3MIPH Ta KOOPAUHATH IIIAT(HOPMU KOPEKTHO.

import { createEnemy } from '../gameLogic";

test('reverses direction when out of bounds', () =>{
const e = createEnemy(0, 0, { x: 0, width: 20 });
e.speed = 10;

e.direction = 1;

e.update();

expect(e.direction).toBe(-1);

const prevX = e.x;
e.update();
expect(e.x).toBe(prevX - 10);

;

Ileit Tect mepeBipsie CTpaTeriro Bopora Mpu BUXOA1 3a Mexl IaThopMmu.
CrBoproeMo miatrdopmy mupuHoro Juiie 20 miKCeNiB, Micisi Y40ro CTBOPIOEMO BOPOTa
1 Mpu3HaYaeMo Homy 3HauHy MBHAKICTh speed = 10 Ta HanpsMok Bpaso direction =
1. Ilepmmii Bukiuk e.update() momae speed 10 €.X, IO BUBOJUTH BOpPOTa 3a MEXI
wiatopMu, — 3TiIHO 3 Jiorikoro update() BiH MOBMHEH 3MIHUTH HANpsIMOK Ha
3BopoTHHi (direction = -1). IlinTBepmxyemo 1e yepes expect(e.direction).toBe(-1).
[ToTim 30epiraeMo MOTOYHE 3HAYEHHA €.X y prevX 1 Bukimkaemo e.update() Bapyre:
TEnep BOPOT PyXa€eThes JIBOPYY HA Ty caMy BIJCTaHb, TOOTO €.X Mae ctatu prevX - 10.
IlepeBipka expect(e.x).toBe(prevX - 10) cBimuuTh npo KOpPEeKTHY O0OpOoOKy iHBepCii

pyXy Ta OOMEXeHb 10 Kpasx miaTGopmH.
BuCHOBKHM /10 TPETHOI0 PO31iLy

VY pesynbTaTi NpoBEAEHOrO aHamizy iHTepdelcy Ta MopsaKy poOoTH 3 BeO-
3actocyHkoM «Endless Jumper» BcranoBneHo, 1o Bukopuctanas Docker-koHnTelinepa
Ta PO3ropTaHHs Ha Azure 3a0e3MedyloTh MPOCTOTY MIATPUMKH Ta MaclITaOyBaHHS
NPOEKTY 0€3 JONaTKOBUX BHMOT 10 KIHIIEBOTO KOPHUCTyBaua. 3aBISKH YiTKil

CTPYKTYpl TOJIOBHOTO MEHIO 3 I1HTYITMBHO 3pO3yMUIMMH IiJIKa3KaMU KEPyBaHHS,
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aJanTUBHUM O(OPMIICHHSM 1 IPUBAOIMBUM aHIMAIliHHUM ()OHOM BIAETHCS CTBOPUTHU
KOM(OpPTHE Cepe/IoBHINE JJIsi BXOJKCHHS B TPy SK HOBAuKiB, TaK 1 JOCBIIUEHHX
reiimepis.

Py4yne Ta aBTOMaTW4yHE TECTYBAaHHS 3aCBIIUMIO KOPEKTHY pOOOTY OCHOBHHUX
CIieHapiiB B3a€MOJIl: BiJ BiOOpaKEHHS €IEMEHTIB MEHIO JI0 TeHepailii Ta 00poOKu
OOHyCIB y Tporieci reimiuiero. Yci mepeBipeHi (yHKIII BiAMOBIAAIN OYiKyBaHUM

pe3yJbTaram, 10 IiATBEPKYE CTa0lIbHICTh pealli30BaHNX MEXaHIK.
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BUCHOBKHA

B nmamiit gumimomHild poOoTI mpencTaBieHo po3poOky 2D- mimardopmepa
«Endless Jumper» 3 BukopucTaHHSM BEO-TEXHOJIOTIH.

1. JlocmipkeHHS BKJIIOYAJIO aHaNI3 ICHYIOUHX 1rop y IIbOMY JKaHpi, IO
JIOTIOMOTJIO BU3HAYUTHU KJIFOYOBI OCOOJIMBOCTI Ta KOHKypeHTHI mepeBaru «Endless
Jumper», Taki Sk KHoro kpocmiargopmMHa BeO-IOCTYIHICTh 1 aJanTOBaHA CXeMa
KepyBaHHs. ApxiTtekTypHuil mabion Model-View-Controller (MVC) 0yB oO6panuit
yepe3 Moro 6anaHc MK CTPYKTYPOIO, POCTOTOI0 Ta KOHTPOJIEM MOTOKY JTaHUX, IKUN
BUSIBUBCS 17I€aJIbHUM JIJI1 OOCATY MPOECKTY.

2. Texuiuna peamizauiss BukopuctoByBasna JavaScript, HTMLS Canvas 1
CSS3 nnst oCHOBHOT JIOTIKM TPU Ta PEeHJEPUHTY, TOAl sik Firebase HanaBaB HafdiliHI
CepBEpHI CIYXXOW i1 TaOMuLb JIAEpIB y peaJbHOMY dYacl Ta aHOHIMHOI
aBreHTU(dikarii, a Microsoft Azure cipusiB MmaciraboBanoMy xocTuHry. [Ipouenypsi
QITOPUTMH TeHepallli BMICTY BIAITpalId BaXJIHMBY POJib Y CTBOPEHHI HECKIHYEHHOTO
IrpOBOr0  CBITY 3 JWHAMIYHUMU IUIaTopMamu, BOporaMM Ta OOHycamu,
3a0e31euyroun MOBTOPHICTH 1 30aJlaHCOBAaHY CKJIaAHICTD.

3. HeranpHy yBary OyJio MpUIIJICHO MOJAECIISIM MEPECyBaHHS Ta CIICHAPIsIM
B3a€MOJIIT JJIs BCIX IrpOBUX 00’ €KTIB, BKJIFOYAIOYHU T'PaBIis, BOPOTIB 1 Pi3HI €IEMEHTH
cepenoBuia. [nrepdeiic kopuctyBaua OyB IHTYITUBHO 3pO3YyMIUINM Ta aIalITUBHUM, 13
YITKOIO HAaBITAIll€l0, IHCTPYKIISIMUA B TPl Ta TAOJMIICIO JiEPIB Y pealbHOMY 4Yaci.
KowmrinekcHe pydyHe Ta aBTOMAaTH30BaHE TECTYBAaHHS MIATBEPAWIO CTaOUIBHICTH 1
PaBWIBHICTh PEasli30BaHOI MEXaHIKM Ta (YHKIIOHAJLHUX BUMOT, MiATBEPAUBIIH
3arajbHy TPOAYKTHUBHICTh TPH Ta JOCBIJ KOPUCTyBaya.

3pemrToro, MPOeKT YCIIITHO IPEICTaBUB TOTOBE 0 PO3TOPTAHHS MPOTrpamMHe
pIIIICHHS, K€ MOXKE CIYTryBaTH HABYAIBHHM IHCTPYMEHTOM Il BUBYCHHS OCHOB
PO3pOOKHU irop 1 OCHOBOIO JJii MalOyTHIX poO3IIMpeHb a00 MOPTyBaHHS Ha 1HIII

1aTPOPMHU.
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JIOJIATOK A

Jlictunr index.html
<IDOCTYPE htmI>
<html lang="en">
<head>
<meta charset="UTF-8">
<meta name="viewport" content="width=device-width, initial-scale=1.0">
<title>Endless Jumper Platformer</title>
<script type="module">
import { initializeApp } from "https://www.gstatic.com/firebasejs/11.6.1/firebase-app.js";
import { getFirestore, collection, addDoc, query, orderBy, limit, getDocs } from
"https://www.gstatic.com/firebasejs/11.6.1/firebase-firestore.js";
import { getAuth, signlnAnonymously, onAuthStateChanged } from
"https://www.gstatic.com/firebasejs/11.6.1/firebase-auth.js";

document.addEventListener('DOMContentLoaded', () => {
// --- Firebase Setup ---
let db, auth;
try {
// Firebase configuration updated as per your request
const firebaseConfig = {
apiKey: "AlzaSyCeELY G4yMBxe9GXNkD-GSzig3ly71Xr7s",
authDomain: "diploma-for-illya.firebaseapp.com",
projectld: "diploma-for-illya",
storageBucket: "diploma-for-illya.firebasestorage.app",
messagingSenderld: "933282700060",
appld: "1:933282700060:web:6ce84c3daa30985eb2b8d9"
¥
const app = initialize App(firebaseConfig);
db = getFirestore(app);
auth = getAuth(app);

onAuthStateChanged(auth, (user) => {
if (luser) {
signlnAnonymously(auth);
}
1)

} catch (e) {
console.error("Error initializing Firebase. Leaderboard features will be disabled.", e);

document.getElementByld('leaderboard-btn').style.display = none';
document.getElementByld('leaderboard-btn-gameover').style.display = 'none';

}

const canvas = document.getElementByld('gameCanvas');
const ctx = canvas.getContext('2d");

// --- UI and Screen Elements ---

const startScreen = document.getElementByld('start-screen');

const startGameButton = document.getElementByld('start-game-button');
const leaderboardBtn = document.getElementByld('leaderboard-btn');
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const leaderboardScreen = document.getElementByld('leaderboard-screen');
const backToMenuBtn = document.getElementByld('back-to-menu-btn');
const leaderboardList = document.getElementByld('leaderboard-list');

const gameContainer = document.getElementByld('game-container');

const gameOverScreen = document.getElementByld('game-over-screen');
const restartButton = document.getElementByld('restart-button');

const submitScoreForm = document.getElementByld('submit-score-form');
const finalScoreEl = document.getElementByld('final-score');

const scoreEl = document.getElementByld('score');

const healthEl = document.getElementByld(‘health');

const powerupTimerEl = document.getElementByld('‘powerup-timer');
const boostStatusEl = document.getElementByld('boost-status'); // NEW: UI for boost

// --- Game Configuration ---
let canvasWidth = 450;

let canvasHeight = 800);

let gravity = 0.4;

// --- Game State Variables ---

let player, keys, platforms, bullets, enemies, particles, weaponPowerups, boostPowerups,
cameray, score, health;

let isGameOver = false;

let animationFrameld;

let gameTime = 0;

// --- Asset Management ---
let gameAssets = { player: null, enemy: null, platform: null, bullet: null };
const defaultAssetURLs = {
player: "data:image/svg+xml,%3csvg xmlns="http://www.w3.0rg/2000/svg' viewBox='0 0
30 40'%3e%3crect width="30" height="40" rx="5" fill='%2348bb78'/%3e%3crect x="7' y="'10'
width="5" height='5" fill="white'/%3e%3crect x='18' y='10' width='5" height='5'
fill="white'/%3e%3c/svg%3e",
enemy: "data:image/svg+xml,%3csvg xmlns="http://www.w3.0rg/2000/svg' viewBox="0
0 30 30'%3e%3crect width="30" height="30' rx='5" fill='%23e53e3e'/%3e%3crect x="7"' y="7"
width="5" height='5" fill="black'/%3e%3crect x='18' y="7' width='5" height='5'
fill="black'/%3e%3cpath d="M7 20 Q 15 25 23 20' stroke='black' fill='none' stroke-
width="2'/%3e%3c/svg%3e",
platform: "data:image/svg+xml,%3csvg xmlns="http://www.w3.0rg/2000/svg'
viewBox='0 0 100 20'%3e%3crect width="100" height="20' rx="10" ry="10'
fill='%23a0aec0'/%3e%3c/svg%3e",
bullet: "data:image/svg+xml,%3csvg xmlns="http://www.w3.0rg/2000/svg' viewBox='0 0
10 20'%3e%3cpath d='M5 0 L10 10 L5 20 LO 10 Z' {ill='%23t6e05¢'/%3e%3c/svg%3e"
s
keys = { right: false, left: false, shoot: false };

const playerProto = {
width: 30, height: 40, speed: 4, jumpForce: 12, dx: 0, dy: 0, onGround: false,
shootCooldown: 0, baseShootCooldown: 20, powerupTimer: 0, hasBoost: false, / NEW:
hasBoost property

draw() {
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if (gameAssets.player) {
ctx.drawlmage(gameAssets.player, this.x, this.y - cameraY, this.width, this.height);

}

s
update() {

this.dx = 0;

if (keys.right) this.dx = this.speed;
if (keys.left) this.dx = -this.speed;
this.x += this.dx;

this.dy += gravity;
this.y += this.dy;

if (this.x < 0) this.x = 0;
if (this.x + this.width > canvasWidth) this.x = canvasWidth - this.width;

const currentCooldown = this.powerupTimer > 0 ? this.baseShootCooldown / 2 :
this.baseShootCooldown;

if (this.shootCooldown > 0) this.shootCooldown--;

if (keys.shoot && this.shootCooldown === 0) {

this.shoot();
this.shootCooldown = currentCooldown;
b
if (this.powerupTimer > 0) this.powerupTimer--;
}s
shoot() {

bullets.push({ x: this.x + this.width / 2 - 2.5, y: this.y + 15, width: 5, height: 10, dy: -10
$)s
}s

activatePowerup() {
this.powerupTimer = 300; // 5 seconds at 60fps

}
¥

function createPlatform(x, y, width, type = 'static') {
return {
X, ¥, width, height: 20, type,
moveSpeed: (Math.random() * 0.5 + 0.5), moveDirection: 1, startX: x, moveRange:
Math.random() * 80 + 50,
draw() {
ctx.fillStyle = this.type === "'moving' ? '#63b3ed' : '#alaec0";
const radius = 10;
ctx.beginPath();
ctx.moveTo(this.x + radius, this.y - cameraY);
ctx.lineTo(this.x + this.width - radius, this.y - cameraY);
ctx.quadraticCurveTo(this.x + this.width, this.y - cameraY, this.x + this.width, this.y
- cameraY + radius);
ctx.lineTo(this.x + this.width, this.y - cameraY + this.height - radius);
ctx.quadraticCurveTo(this.x + this.width, this.y - cameraY + this.height, this.x +
this.width - radius, this.y - cameraY + this.height);
ctx.lineTo(this.x + radius, this.y - cameraY + this.height);
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ctx.quadraticCurveTo(this.x, this.y - cameraY + this.height, this.x, this.y - cameraY
+ this.height - radius);
ctx.lineTo(this.x, this.y - cameraY + radius);
ctx.quadraticCurveTo(this.x, this.y - cameraY, this.x + radius, this.y - cameraY);
ctx.closePath();
ctx.fill();
s
update() {
if (this.type === 'moving’) {
this.x += this.moveSpeed * this.moveDirection;
if (Math.abs(this.x - this.startX) >= this.moveRange / 2) {
this.moveDirection *=-1;

function createEnemy(x, y, platform) {
return {
x: X + platform.width / 2 - 15, y: y - 30, width: 30, height: 30, speed: 1, direction: 1,

platform,
draw() {
if (gameAssets.enemy) {
ctx.drawlmage(gameAssets.enemy, this.x, this.y - cameraY, this.width,
this.height);
h
}s
update() {

this.x += this.speed * this.direction;
if (this.x < this.platform.x || this.x + this.width > this.platform.x +
this.platform.width) {
this.direction *= -1;

function createWeaponPowerup(x, y) {
return {

X, y, width: 20, height: 20,

draw() {
ctx.save();
ctx.translate(this.x + this.width / 2, (this.y - cameraY) + this.height / 2);
ctx.rotate(gameTime * 0.1);
ctx.fillStyle = '#f6e05¢";
ctx.beginPath();
for (leti=0;1<5;i++) {

ctx.lineTo(Math.cos(i * 2 * Math.PI /5 * 2) * (this.width/2), Math.sin(i * 2 *
Math.P1/ 5 * 2) * (this.width/2));
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ctx.lineTo(Math.cos((i * 2 + 1) * Math.PI /5 * 2) * (this.width/4), Math.sin((i * 2
+ 1) * Math.PI /5 * 2) * (this.width/4));
}
ctx.closePath();
ctx.fill();
ctx.restore();

b
b
b

// --- NEW: Function to create a boost power-up item ---
function createBoostPowerup(x, y) {
return {
X, ¥, width: 20, height: 20,
draw() {
ctx.fillStyle = '#48bb78'; // Green color for boost
ctx.beginPath();
ctx.arc(this.x + this.width / 2, (this.y - cameraY) + this.height / 2, this.width / 2, 0,
Math.PI * 2);
ctx.fill();
// Draw an upward arrow
ctx.fillStyle = 'white';
ctx.beginPath();
ctx.moveTo(this.x + this.width / 2, this.y - cameraY + 4);
ctx.lineTo(this.x + this.width - 4, this.y - cameraY + this.height / 2 + 2);
ctx.lineTo(this.x + 4, this.y - cameraY + this.height / 2 + 2);
ctx.closePath();
ctx.fill();

b
b
b

function createParticle(x, y, color) {
const size = Math.random() * 5 + 2;
return {
X, Y, size, color, life: 60,
dx: (Math.random() - 0.5) * 4, dy: (Math.random() - 0.5) * 4,
draw() {
ctx.fillStyle = this.color;
ctx.globalAlpha = this.life / 60;
ctx.fillRect(this.x, this.y - camerayY, this.size, this.size);
ctx.globalAlpha = 1.0;
s
update() {
this.x += this.dx;
this.y += this.dy;
this.life--;
}
b
}
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function init() {
1sGameOver = false;
gameOverScreen.style.display = 'none';
submitScoreForm.style.display = 'block’;
submitScoreForm.innerHTML = "<input type="text" id="player-name-input"
placeholder="Enter Y our Name"><button type="submit" class="btn">Submit Score</button>";

player = Object.create(playerProto);

player.x = canvasWidth / 2 - player.width / 2;
player.y = canvasHeight - 100;
player.powerupTimer = 0;

player.hasBoost = false; // Reset boost on init

cameraY = 0;
score = 0;
health = 100;

platforms = []; bullets = []; enemies = []; particles = []; weaponPowerups = [];
boostPowerups = []; // Init boost array
platforms.push(createPlatform(0, canvasHeight - 50, canvasWidth, 'static'));
for (let 1 = canvasHeight - 200; 1 > -200; 1 -= 80) {
generatePlatform(i);

b

updateUI();

if (animationFrameld) cancel AnimationFrame(animationFrameld);
gamelLoop();

}

function generatePlatform(yPos) {
const width = Math.random() * (120 - 60) + 60;
const x = Math.random() * (canvasWidth - width);
const type = Math.random() < 0.25 ? 'moving' : 'static";
const newPlatform = createPlatform(x, yPos, width, type);

if (type === 'moving') {
newPlatform.startX = Math.max(newPlatform.moveRange / 2, Math.min(x,
canvasWidth - width - newPlatform.moveRange / 2));
newPlatform.x = newPlatform.startX;

}

platforms.push(newPlatform);

const hasEnemy = Math.random() < 0.2 && type === 'static’;
const hasWeapon = Math.random() < 0.1;
const hasBoost = Math.random() < 0.08; // NEW: Chance to spawn boost

if (hasEnemy) {
enemies.push(createEnemy(x, yPos, newPlatform));
} else if (hasWeapon) {
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weaponPowerups.push(createWeaponPowerup(x + width/2 - 10, yPos - 25));
} else if (hasBoost) { // NEW: Spawn boost if conditions met
boostPowerups.push(createBoostPowerup(x + width/2 - 10, yPos - 25));

b
b

function update() {
if (isGameOver) return;
gameTime++;
player.update();
platforms.forEach(p => p.update());

player.onGround = false;
platforms.forEach(p => {
if (player.dy > 0 &&
player.x <p.x + p.width && player.x + player.width > p.x &&
player.y + player.height > p.y && player.y + player.height < p.y + p.height +
player.dy) {

// --- NEW: Check for boost and apply it on jump ---
let jumpMultiplier = 1;
if (player.hasBoost) {
jumpMultiplier = 2;
player.hasBoost = false;
for (let i = 0; 1 < 20; i++) particles.push(createParticle(player.x + player.width / 2,
player.y + player.height, '#48bb78"));
b

player.dy = -player.jumpForce * jumpMultiplier;
player.y = p.y - player.height;
player.onGround = true;

if (p.type === "'moving') {
player.x += p.moveSpeed * p.moveDirection;

}

for (let 1= 0; 1 <5; i++) particles.push(createParticle(player.x + player.width / 2, p.y,
'#cbd5e0'"));

}
1)

if (player.y - cameraY < canvasHeight / 3) {
cameraY = player.y - canvasHeight / 3;

}

const currentScore = Math.floor(-cameraY / 10);
if (currentScore > score) { score = currentScore; }

const topPlatformY = platforms[platforms.length - 1].y;
if (topPlatformY > cameraY - 100) { generatePlatform(topPlatformY - 80); }

platforms = platforms.filter(p => p.y < cameraY + canvasHeight + 50);
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enemies = enemies.filter(e => e.platform.y < cameraY + canvasHeight + 50);

weaponPowerups = weaponPowerups.filter(wp => wp.y < cameraY + canvasHeight +
50);

boostPowerups = boostPowerups.filter(bp => bp.y < cameraY + canvasHeight + 50); //
Clean up boosts

bullets.forEach((b, 1) => {

b.y +=b.dy;
if (b.y < cameraY) bullets.splice(i, 1);
});

enemies.forEach(e => e.update());

bullets.forEach((bullet, bIndex) => {
enemies.forEach((enemy, elndex) => {
if (bullet.x < enemy.x + enemy.width && bullet.x + bullet.width > enemy.x &&
bullet.y < enemy.y + enemy.height && bullet.y + bullet.height > enemy.y) {
for (let i=0; 1<15; i++) particles.push(createParticle(enemy.x+enemy.width/2,
enemy.y+enemy.height/2, #{56565"));
enemies.splice(elndex, 1);
bullets.splice(bIndex, 1);
score += 50;
b
1)
1)

enemies.forEach(enemy => {
if (player.x < enemy.x + enemy.width && player.x + player.width > enemy.x &&
player.y < enemy.y + enemy.height && player.y + player.height > enemy.y) {
health--;
for (let i=0; i<5; i++) particles.push(createParticle(player.x+player.width/2,
player.y+player.height/2, '#t6e05¢"));
if (health <= 0) endGame();
}
1)

weaponPowerups.forEach((wp, index) => {
if (player.x < wp.x + wp.width && player.x + player.width > wp.x &&
player.y < wp.y + wp.height && player.y + player.height > wp.y) {
player.activatePowerup();
weaponPowerups.splice(index, 1);
for (let i=0; 1<20; i++) particles.push(createParticle(wp.x+wp.width/2,
wp.y+wp.height/2, '#t6e05¢"));
}
$)s

// --- NEW: Collision detection for boost power-ups ---
boostPowerups.forEach((bp, index) => {
if (player.x <bp.x + bp.width && player.x + player.width > bp.x &&
player.y < bp.y + bp.height && player.y + player.height > bp.y) {
player.hasBoost = true;

[13.KP.b-121-25-113

76




boostPowerups.splice(index, 1);
for (let i=0; 1<20; i++) particles.push(createParticle(bp.x+bp.width/2,
bp.y+bp.height/2, #48bb78"));
b
1)

particles.forEach((p, index) => {
p-update();

if (p.life <= 0) particles.splice(index, 1);

1

if (player.y > cameraY + canvasHeight) { endGame(); }
updateUI();
b

function draw() {
ctx.clearRect(0, 0, canvasWidth, canvasHeight);
ctx.fillStyle = 'rgba(255, 255, 255, 0.5)';
for (let i=0; i<100; i++) {
const x = (1 * 37) % canvasWidth;
lety = ((i * 89) - cameraY * 0.1) % canvasHeight;
if(y <0) y += canvasHeight;
ctx.fillRect(x, y, 2, 2);
}
platforms.forEach(p => p.draw());
enemies.forEach(e => e.draw());
weaponPowerups.forEach(wp => wp.draw());
boostPowerups.forEach(bp => bp.draw()); // NEW: Draw boost power-ups
bullets.forEach(b => {
if (gameAssets.bullet) {
ctx.drawlmage(gameAssets.bullet, b.x, b.y - cameraY, b.width * 1.5, b.height * 1.5);

}

1)
particles.forEach(p => p.draw());

player.draw();
b

function updateUI() {
scoreEltextContent = "Score: ${score}";
healthEltextContent = "Health: ${Math.max(0, health)}";
if (player && player.powerupTimer > 0) {
powerupTimerEltextContent = "Rapid Fire: ${(player.powerupTimer /

60).toFixed(1)}s";
powerupTimerEl.style.display = 'block’;
} else {
powerupTimerEl.style.display = 'none";
}

// --- NEW: Update boost status UI ---
if (player && player.hasBoost) {

boostStatusEl.style.display = 'block’;
} else {
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boostStatusEl.style.display = 'none";

}
b

function endGame() {
if (isGameOver) return;
1sGameQOver = true;
cancelAnimationFrame(animationFrameld);
finalScoreEltextContent = “Your Score: $ {score}";
gameOverScreen.style.display = 'flex';
gameOverScreen.style.flexDirection = 'column’;

}

function gameLoop() {
if (isGameOver) return;
update();
draw();
animationFrameld = requestAnimationFrame(gameLoop);

}

function resizeCanvas() {
const aspectRatio =9 / 16;
const availableWidth = Math.min(window.innerWidth * 0.95, 500);
const availableHeight = window.innerHeight * 0.9;
let newWidth, newHeight;
if (availableWidth / availableHeight > aspectRatio) {
newHeight = availableHeight; newWidth = newHeight * aspectRatio;
} else {
newWidth = availableWidth; newHeight = newWidth / aspectRatio;
b
canvas.width = newWidth; canvas.height = newHeight;
canvasWidth = canvas.width; canvasHeight = canvas.height;

}

function loadAllDefaultAssets() {
return Promise.all(Object.keys(defaultAssetURLs).map(name => {
return new Promise((resolve, reject) => {
const img = new Image();
img.onload = () => { gameAssets[name] = img; resolve(); };
img.onerror = () => reject(*Failed to load $ {name}");
img.src = defaultAssetURLs[name];
$)s
1));
}

async function showLeaderboard() {
startScreen.style.display = 'none'; gameOverScreen.style.display = 'none';
leaderboardScreen.style.display = 'flex';
leaderboardList.innerHTML = '<li>Loading...</1i>";

if (!db) { leaderboardList.innerHTML = '<li>Leaderboard is unavailable.</Ii>'"; return; }
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try {

const q = query(collection(db, "scores"), orderBy("score", "desc"), limit(10));
const querySnapshot = await getDocs(q);
leaderboardList.innerHTML =";
if (querySnapshot.empty) { leaderboardList.innerHTML = '<li>No scores yet. Be the
first!</li>'; return; }
let rank = 1;
querySnapshot.forEach((doc) => {
const data = doc.data();
const li = document.createElement('l1");
li.innerHTML = "<span>$ {rank}.
${data.name}</span><span>${data.score}</span>";
leaderboardList.appendChild(li);
rank+-+;
$);
} catch (error) {
console.error("Error getting leaderboard: ", error);
leaderboardList.innerHTML = '<li>Could not load scores.</1i>";

b
b

window.addEventListener('resize', resizeCanvas);
window.addEventListener('keydown', e => {
if (e.code === 'ArrowRight' || e.code === 'KeyD') keys.right = true;
if (e.code === "'ArrowLeft' || e.code === 'KeyA") keys.left = true;
if (e.code === 'Space') keys.shoot = true;
$)s
window.addEventListener('keyup', e => {
if (e.code === 'ArrowRight' || e.code === 'KeyD') keys.right = false;
if (e.code ==="ArrowLeft' || e.code === 'KeyA') keys.left = false;
if (e.code === 'Space') keys.shoot = false;
$);
restartButton.addEventListener('click’, init);
leaderboardBtn.addEventListener('click', showLeaderboard);
backToMenuBtn.addEventListener('click’, () => {
leaderboardScreen.style.display = 'none';
startScreen.style.display = 'flex';
$)s
document.getElementByld('leaderboard-btn-gameover').addEventListener('click’,
showLeaderboard);

submitScoreForm.addEventListener('submit', async () => {
e.preventDefault();
if (!db) { alert('"Cannot submit score, database not connected."); return; }
const playerNameEl = document.getElementByld('player-name-input');
const playerName = playerNameEl.value || '"Anonymous';
const submitBtn = submitScoreForm.querySelector('button');
submitBtn.disabled = true; submitBtn.textContent = 'Submitting...";

try {
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await addDoc(collection(db, "scores"), { name: playerName, score: score, createdAt:

new Date() });

submitScoreForm.innerHTML = '<p>Score submitted!</p>';
} catch (error) {
console.error("Error adding document: ", error);
submitBtn.textContent = 'Try Again'; submitBtn.disabled = false;
b
1)

const leftBtn = document.getElementByld('left-btn');

const rightBtn = document.getElementBylId('right-btn");

const shootBtn = document.getElementByld('shoot-btn');
leftBtn.addEventListener('touchstart', e => { e.preventDefault(); keys.left = true; }, {

passive: false });

leftBtn.addEventListener('touchend', e => { e.preventDefault(); keys.left = false; }, {

passive: false });

rightBtn.addEventListener('touchstart', e => { e.preventDefault(); keys.right = true; }, {

passive: false });

rightBtn.addEventListener('touchend', e => { e.preventDefault(); keys.right = false; }, {

passive: false });

shootBtn.addEventListener('touchstart', e => { e.preventDefault(); keys.shoot = true; }, {

passive: false });

shootBtn.addEventListener('touchend', e => { e.preventDefault(); keys.shoot = false; }, {

passive: false });

startGameButton.addEventListener('click’, () => {
startGameButton.textContent = 'Loading..."; startGameButton.disabled = true;
loadAllDefaultAssets().then(() => {
startScreen.style.display = 'none'; gameContainer.style.display = 'flex';
resizeCanvas(); init();
}).catch(error => {
console.error("Asset loading failed:", error);
startGameButton.textContent = 'Error - Refresh';
alert("Could not load game assets. Please refresh the page to try again.");
1)
1)
1)

</script>
<style>

body { margin: 0; padding: 0; display: flex; justify-content: center; align-items: center; min-

height: 100vh; background-color: #1a202c; font-family: 'Segoe UI', Tahoma, Geneva, Verdana,
sans-serif; color: white; flex-direction: column; overflow: hidden; }

canvas { background-color: #2d3748; border-radius: 8px; box-shadow: 0 10px 25px rgba(0, 0,

0, 0.5); display: block; }

.screen { display: none; flex-direction: column; align-items: center; justify-content: center;

gap: lrem; background: rgba(26, 32, 44, 0.95); padding: 40px; border-radius: 16px; text-align:
center; box-shadow: 0 10px 25px rgba(0,0,0,0.5); width: 90%; max-width: 450px; z-index: 20; }

#start-screen { display: flex; }
.screen hl { margin: 0; font-size: 3rem; color: #48bb78; }
.screen h2 { margin-top: 0; font-size: 3rem; }
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#game-container { position: relative; display: none; flex-direction: column; align-items: center;
justify-content: center; }

#controls { display: none; margin-top: 10px; gap: 10px; }

.control-btn { padding: 15px 25px; font-size: 20px; border: none; border-radius: 8px;
background-color: #4a5568; color: white; cursor: pointer; user-select: none; box-shadow: 0 4px 6px
rgba(0, 0, 0, 0.3); }

.control-btn:active { background-color: #2d3748; }

#ui-container { position: absolute; top: 20px; left: 50%; transform: translateX(-50%); display:
flex; flex-wrap: wrap; justify-content: center; gap: 10px 20px; background: rgba(45, 55, 72, 0.8);
padding: 10px 20px; border-radius: 12px; pointer-events: none; z-index: 10; }

#score, #health, #powerup-timer, #boost-status { font-size: 1.2rem; font-weight: bold; white-
space: nowrap; }

#powerup-timer { color: #f6e05e; }

#boost-status { color: #48bb78; display: none; } /* NEW: Style for boost status */

#game-over-screen { position: absolute; top: 50%; left: 50%; transform: translate(-50%, -
50%); }

.btn, #restart-button, #start-game-button { padding: 15px 30px; font-size: 1.5rem; border:
none; border-radius: 8px; background-color: #48bb78; color: white; cursor: pointer; margin-top:
10px; transition: background-color 0.3s; width: 100%; max-width: 300px; }

.btn:hover, #restart-button:hover, #start-game-button:hover { background-color: #38a169; }

btn:disabled { background-color: #4a5568; cursor: not-allowed;}

.btn.secondary { background-color: #4299¢1; }

.btn.secondary:hover { background-color: #3182ce; }

#leaderboard-list { list-style: none; padding: 0; width: 100%; }
#leaderboard-list li { display: flex; justify-content: space-between; background: #4a5568;
margin-bottom: 8px; padding: 10px 15px; border-radius: 5px; font-size: 1.2rem; }

#submit-score-form { display: block; margin-top: 20px; width: 100%; }

#player-name-input { font-size: 1.2rem; padding: 10px; border-radius: 8px; border: 2px solid
#4a5568; background: #2d3748; color: white; text-align: center; width: calc(100% - 24px); margin-
bottom: 10px;}

#submit-score-form button { width: 100%; }

@media (hover: none) and (pointer: coarse) {
#controls { display: flex; }
#start-screen p { display: none; }
b
</style>
</head>
<body>

<div id="start-screen" class="screen">

<h1>Endless Jumper</h1>

<p>Use A/D or Arrow Keys to move, Space to shoot.</p>

<button id="start-game-button" class="btn">Start Game</button>

<button id="leaderboard-btn" class="btn secondary">High Scores</button>
</div>
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<div id="leaderboard-screen" class="screen'">

<h2>High Scores</h2>

<ul id="leaderboard-list"></ul>

<button id="back-to-menu-btn" class="btn">Back to Menu</button>
</div>

<div id="game-container">
<div id="ui-container">
<div id="score">Score: 0</div>
<div id="health">Health: 100</div>
<div id="powerup-timer"></div>
<div id="boost-status">Boost Ready!</div> <!-- NEW: UI element for boost -->
</div>
<canvas id="gameCanvas"></canvas>
<div id="controls">
<button class="control-btn" id="left-btn">Left</button>
<button class="control-btn" id="shoot-btn">Shoot</button>
<button class="control-btn" id="right-btn">Right</button>

</div>
<div id="game-over-screen" class="screen">
<h2>Game Over</h2>

<p id="final-score"></p>

<form id="submit-score-form">
<input type="text" id="player-name-input" placeholder="Enter Y our Name">
<button type="submit" class="btn">Submit Score</button>

</form>

<button id="restart-button" class="btn">Play Again</button>

<button id="leaderboard-btn-gameover" class="btn secondary">High Scores</button>

</div>
</div>
</body>
</html>
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