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JEH 1 - GraphQL
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AITERAIRIE - SR T EEHERKRES GraphQL INEERIRAY Laravel EAERT -
RO MEREETEKRER GraphQL #H4U - EFEMRE - WG HMEZ Laravel
RIS AR SR E - ERENREHREBE—(ENEEEELENEESEE A
# - 138 GraphQL APl BERERHEEEINE -

BN ERREFETRTERT

as IR AR AL IR ¢

# Email Password Username Role

1 admin@webXX.com adminpass admin ADMIN

2 userl@webXX.com userlpass userl USER
ERARE

B Af&HY user_token A& Email #77 sha256 FE4

Mutate login -> & 5

L SiEEA
Request Response
58] mutation userLogin { {
login(email: "data": {
"admin@webXX.com", "login": {
password: "adminpass") { "user_token":
user_token "acbf6a6af774e6f225e1894916b6bc199
} 91277833d5fd8f169f97f54d5e6c035"
} }
}
}
email BCFEREAEE | mutation userLogin { {




login(email:
"nouser@webXX.com",
password: "nouser") {
user_token

"errors": |

found"

{

"message": "user not




Mutate logout -> & 5

Request Response
58] Il header {
Authorization: Bearer "data": {
acbf6abaf774e6f225e1894916b6 "logout™: {

bc19991277833d5fd8f169f97f54
d5e6¢c035

// body
mutation userLogout {
logout {
message

}

"message": "user logout success"

}
}
}

(ERER =P SHACES

/I header (empty)

// body
mutation userLogout {
logout {
message

}

/I header

Authorization: Bearer
d5563a8962cfc11dd3341alcbl6
ee5fbd95c04f00af1916bd37220a
ea22a6ead

/Il body
mutation userLogout {
logout {
message

"errors": [

{

"message": "unauthorized
user"







Mutate register ->

B

3. EEELA

Request Response
58] mutation userRegister { {
register(email: "data": {
"user2@localhost", password: "register": {
"user2pass”, username: "user2") "message": "user register
{ success"
message }
} }
} }
HEEHE mutation userRegister { {
register(email: "errors": [
"admin@localhost", password: {
"adminpass", username: "message": "user already exists"
"admin") { }
message ]
} }




Query getUser -> & 5

4. Hif%

EE

Request

Response

B2

/l header

Authorization: Bearer
acbf6abaf774e6f225e1894916hb6
bc19991277833d5fd8f169f97f54
d5e6c035

// body
query getUser {
user {
id
email
username
role

}
}

{
"data": {
"user": {
"id": 1,
"email"; "admin@webXX.com",
"username": "admin”,
“role": "ADMIN"

(s FH &

EPNEAS
[T WELSA

/I header (empty)

// body
query getUser {
user {
id

}

/I header

Authorization: Bearer
d5563a8962cfc11dd3341alcbl6
ee5fbd95c04f00af1916bd37220a
ea22a6ead

// body
query getUser {

{

"errors": [

{

"message": "unauthorized user"







EXEHE

Query getBooks -> & &

5. HIGEFESIE

Request Response
58] query getBooks { {
books { "data": {
id "books": [
name {
isbn "id": 1,
author "name": "The Pragmatic
created_at Programmer - From Journeyman to
reader { Master",
username "isbn": "978-0135957059",
} "author": "Andrew Hunt &
} David Thomas",

"created_at": 1693317403,
"reader": {
"username": "admin"

"id": 2,

"name": "Clean Code",
"isbn": "978-0132350884",
"author": "Robert Martin",
"created_at": 1693317403,
"reader": null

Mutate insertBook -> &%




JRHTHTEHY ISBN FR U THERS » ISBN A8 2Ry 13 {HEF4HAL > FEFITTZUR XXX-XXX-XXX-X
a3t ISBN #YF] 12 firig : 978-986-181-728 ; sTH A

1. 9x1 + 7x3 + 8x1 + 9x3 + 8x1 + 6x3 + 1x1 + 8x3 + 1x1x + 7x3 + 2x1 + 8x3 = 164

2. WERSEIAIIFERIPRLL 10 HYEEREr 164 =17 x 10 - 6

3. bl > AEAURERTEE 6 52%LHY ISBN £ 978-986-181-728-6



6. HrigEA

Request

Response

B2

/l header

Authorization: Bearer
acbf6a6af774e6f225e1894916b6
bc19991277833d5fd8f169f97f54
d5e6c035

// body
mutation createBook {
insertBook(name: "Atomic
Habits", isbn: "978-073-521-129-
2", author: "James Clear") {
id

}

{
"data": {
"insertBook™: {
"id": 3

G RT

/I header (empty)

// body
mutation createBook {

insertBook(name: "New Book",
isbn: "978-0735211291", author:
"Eli Lin") {

id

}

}

/I header

Authorization: Bearer
d5563a8962cfc11dd3341alcbl6
ee5fbd95c04f00af1916bd37220a
ea22a6ead

/Il body

mutation createBook {
insertBook(name: "New Book",

isbn: "978-0735211291", author:

"Eli Lin") {

"errors": [

{

"message": "

unauthorized user"




}

FERRA 2

/I header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

// body
mutation createBook {

insertBook(name: "New Book",
isbn: "978-0735211291", author:
"Eli Lin") {

id

}

}

"errors™: [

{

"message": "permission denied"

ISBN H:ii

/Il header

Authorization: Bearer
acbf6abaf774e6f225e1894916hb6
bc19991277833d5fd8f169f97f54
d5e6c035

// body
mutation createBook {

insertBook(name: "Software
Engineering at Google: Lessons
Learned from Programming Over
Time", isbn: "invalid-isbn",
author: "Winters,
Titus,Manshreck, Tom,Wright,
Hyrum") {

id

}

}

I/l header

Authorization: Bearer
acbf6abaf774e6f225e1894916b6
bc19991277833d5fd8f169f9754
d5e6c035

"errors": [

{

"message": "invalid isbn"




I/ body
mutation createBook {

insertBook(name: "Software
Engineering at Google: Lessons
Learned from Programming Over
Time", isbn: "978-5541403962",
author: "Winters,
Titus,Manshreck, Tom,Wright,
Hyrum™) {

id

}

}

EAEFE

/Il header

Authorization: Bearer
acbf6abaf774e6f225e1894916b6
bc19991277833d5fd8f169f97f54
d5e6c035

I body
mutation createBook {
insertBook(name: "Clean
Code", isbn: "978-0132350884",
author: "Robert Martin™) {
id

"errors™: [

{

"message": "book already exists"

Mutate deleteBook -> & E

7. MHEREA

Request

Response

e

I/l header

Authorization: Bearer
acbf6abaf774e6f225e1894916b6
bc19991277833d5fd8f169f9754
d5e6c035

"data": {
"removeBook": {
"message": "book delete
success"




/I body
mutation deleteBook {
removeBook(id: 2) {
message

}

ER#ER

/I header (empty)

I body
mutation deleteBook {
removeBook(id: 2) {
message

}

/Il header

Authorization: Bearer
d5563a8962cfc11dd3341alch16
eeb5fbd95c04f00af1916bd37220a
ea22a6ead

// body
mutation deleteBook {
removeBook(id: 2) {
message

}

"errors™: [

{

"message": "unauthorized user"

fEfRA 2

I/l header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

I/l body
mutation deleteBook {
removeBook(id: 2) {
message

"errors": |

{

"message": "permission denied"




EAHME P

/I header

Authorization: Bearer
acbf6abaf774e6f225e1894916b6
bc19991277833d5fd8f169f97f54
d5e6c035

/I body
mutation deleteBook {
removeBook(id: 1) {
message

}

"errors": [

{

"message": "book is rental"

AFEREAR

/Il header

Authorization: Bearer
acbf6abaf774e6f225e1894916b6
bc19991277833d5fd8f169f97f54
d5e6c035

I body
mutation deleteBook {
removeBook(id: 99) {
message

"errors™: [

{

"message": "book not exists"




EXMfE

Query rents -> &5

8. HifF

HERIHEYZR

Request

Response

B2

/Il header

Authorization: Bearer
acbf6abaf774e6f225e1894916hb6
bc19991277833d5fd8f169f97f54
d5e6c035

// body
query getRents {
rents {
id
created_at
book {
id
name

}
}
}

{
"data™: {
“rents": [
{
"id": 1,
"created_at": 1693317403,
"book™: {
"id": 1,
"name": "The Pragmatic
Programmer - From Journeyman to
Master"

(s FH &

EPNEAS
[FIWELSA

/I header (empty)

I/l body
guery getRents {
rents {
id

}

/I header

Authorization: Bearer
d5563a8962cfc11dd3341alch16
ee5fbd95c04f00af1916bd37220a
ea22a6ead

"errors": |

{

"message": "unauthorized user"




/I body
query getRents {
rents {
id




Mutate rentBook -> & &

9. FHEFEAR

Request

Response

B2

/l header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

// body
mutation borrowBooKk {
insertRent(bookld: 2) {
id

}
}

{
"data": {
"insertRent": {
"id": 2

(ERER =P SHACES

/I header (empty)

// body
mutation borrowBooKk {
insertRent(bookld: 2) {
id
}
}

/I header

Authorization: Bearer
d5563a8962cfc11dd3341alcbl6
ee5fbd95c04f00af1916bd37220a
ea22a6ead

/Il body
mutation borrowBook {
insertRent(bookld: 2) {
id

}
}

{

"errors": [

{

"message": "unauthorized user"

}




EAHME P

/I header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

// body
mutation borrowBook {
insertRent(bookld: 1) {
id

}
}

"errors": [

{

"message": "book is rental"

AFEREAR

/Il header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

I body
mutation borrowBook {
insertRent(bookld: 99) {
id

}

"errors™: [

{

"message": "book not exists"

Mutate returnBook -> & 5

10.FRigEHA

Request

Response

e

I/l header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

/I body

"data": {
"removeRent": {
"message": "rent delete success"




mutation returnBook {
removeRent(id: 2) {
message

}

(A Redas

/I header (empty)

I/ body
mutation returnBook {
removeRent(id: 2) {
message

}

/Il header

Authorization: Bearer
d5563a8962cfc11dd3341alch16
ee5fbd95c04f00af1916bd37220a
ea22a6ead

// body
mutation returnBook {
removeRent(id: 2) {
message

}

"errors™: [

{

"message": "unauthorized user"

FEPRA T2
(HRElwE H CE
&)

I/l header

Authorization: Bearer
76b648246c99e4b735aaf869505
40ca910883158781fdd82f44a50
66edfbbb6b

I/l body
mutation returnBook {
removeRent(id: 1) {
message

}

"errors": [

{

"message": "permission denied"

AT EAC R

/I header

"errors": [




Authorization: Bearer {
76b648246c99e4b735aaf869505 "message": "rent not exists"
40ca910883158781fdd82f44a50 }

66edfbbb6b ]

// body
mutation returnBook {
removeRent(id: 99) {
message
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I6H 2~18H 6 - AIlR1E4H Frontend Module
=3 AR

Task Requirements (L{EZEK)

ERRIRFRAS - B EHALLE Web BREEINEREZFRE (Ul) FMERAERR (UX) - &

L&A HTML ~ CSS 0 JavaScript RZUAIEEB TR - FIWNPER - 782 - BREME H - IR

EHFEERREIE  ERKEEROM -

As a front-end developer, you are responsible for the user interface (Ul) and user experience (UX)
of a website or web application. You need to use HTML, CSS, and JavaScript to create the visual
elements of a website, such as the layout, fonts, colors, and images. You have to write code to
make the website interactive.

BE - MU ARSEREHREENE IR - —ERFTRFEERERFNBIECLIEEREES

OREBRTERZAB UL b Se Al —IRMETS - AT e rE M E T -

Usually, you have to create the first impression that users have of a website. A well-designed and
user-friendly website can make users more likely to stay on the website and complete a task, such
as making a purchase or signing up for a newsletter.

UESh - EBEBGERILAY SEO ( BZ51ZEBE) - @BE HTML -~ CSS A JavaScript Z2zUHE

PEMEENRRBFNES - Qo EEEFREIEES5|ZEREE (SERP) FHHIRES -

In addition, you need to improve the SEO (search engine optimization) of a website. By using the
right keywords and phrases in the HTML, CSS, and JavaScript code, you can help to ensure that
a website appears higher in search engine results pages (SERPS).

WERGHEE 2~1HH 6 2 PR EEEES -
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JAE 2: Star Battle- DESIGN AND INITIAL
LAYOUT

Introduction

In recent years, the internet has become an integral part of our daily lives, enabling the
dissemination of information in an inexhaustible source of content and interaction. Every day the
use of games has gained a prominent role in this universe, allowing millions of people to get
access to fun and entertainment quickly and free.

Thinking about these concepts, you decided to develop a small game that works in the most
common web browsers and that makes it possible to spread your talent in the skill of web design
and development. The game will be called Star Battle.

You should design the game, develop the layout using HTML and CSS and develop client-side
programming using JavaScript and its open source libraries. Some media files are available to you
in a zip file. You can create more media and modify anything in the media if you want.

To be used in different resolutions your game needs to be developed in a tablet resolution with
960x600 pixels. But, if game is open in a big screen, the game must be in the center of the screen
(horizontally and vertically).

You need to design the layout using HTML/CSS, and create the functionality of game using
JavaScript that allows the game to work correctly in different web browsers, following the
requirements described below.

Star Battle game uses elements described below:

1. Main spaceship: Element that is controlled by the player.

2. Planets in background: Elements that move from right to left to give the impression of movement of the spaceship
in the space.

Enemy spaceships: Elements that player needs to destroy to get points.

Asteroids: Elements that player needs to destroy to get points.

Friendly spaceships: Elements that player shouldn’t destroy or player will lose points.

Fuel icon: Elements that player needs to collect to increment the fuel level.

N o g &~ W

Fuel Counter: Element that shows how much fuel is available. It must be a number and a graphical element and it
should be animated when the fuel is decreasing and when the user gets more fuel.

8. Score Counter: Elements that shows how many points the user got destroying asteroids and enemy’s spaceships.



9. Timer: Element that shows how much time the spaceship is flying.
10.Sound Button: Element that enable and disable the sounds in the game.
11.Font Size Buttons: Elements that increase and decrease the font size.
12.Pause/Continue button: Button to pause/continue the game.
13.Sensible areas to control the spaceship.

14.Logo: Add the provided logo in the game.

15.Shot: Shot by the ships.



DESIGN AND INITIAL LAYOUT:

1. Design the layout that present:
1.1. Game Instructions: The first screen of the game presents the instructions to the user and the
“Start Game” button. The instructions for the game are included in the media files.
1.2.Game board layout: This design must present all 15 elements described above in the game
screen.
1.3.Ranking Table presentation: This design must present the logo of game and ranking with the
following columns: position, name, score and time in this order, with the table is presented the

“Start Game” button.

2. Develop the layout (with HTML + CSS) of your game application. When the address is accessed, the
game is presented to the user with the game instructions and the button “Start Game”. The
instructions must be presented in an animated way.

3. “Start Game” buttons must have active and hover effects. The background of the buttons in hover
state must be: #f19e0d. The active state must follow the example called ripple which is provided in

the media files.

4. Your layout should include the elements described below. Create the elements that represent the
same visual style.
4.1. Main spaceship (controlled by player)
4.2.Timer Icon
4.3.Sound button
4.4.Font size buttons
4.5. Pause/continue button
4.6.Fuel counter
4.7.Fuel icon
5. The HTML and CSS code must be valid in the W3C standards for HTML 5 and CSS 3 rules.
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J&H 3: Star Battle- GAME FUNCTIONALITIES

GAME FUNCTIONALITIES:

1. Pressing the “Start Game” button in the initial screen, starts the game. The planets should be animated
and move from right to left to give the impression of movement of the spaceship in the space. The
timer starts from zero and displays the time in seconds that the spaceship is in movement. The fuel
counter starts to decrease, one point per second. When the game starts, there are 15 points of fuel (15

seconds). The max capacity of fuel is 30 points (30 seconds of flight). The score starts with zero points.

2. The spaceship fires when the user presses space bar, the user cannot keep pressing the space bar to

fire many times sequentially, i.e. only one shoot for each space bar pressing.

3. The shot of the main spaceship can destroy just one target. The shot cannot pass through one target

and hit other elements.

4. The user can move the spaceship in the screen using sensible areas that you include in the interface. As
a videogame controller, these areas are activated in mouse hover and deactivate in mouse leave
actions. The areas must be drawing in cross distribution. The up area moves the main spaceship up.
The down area moves the main spaceship down. The left area moves the main spaceship to the left
and the right area moves the main spaceship to the right. It is not possible fly the spaceship off the

screen.

5. During flight, the spaceship needs to destroy the enemy spaceships and asteroids that are presented in
space. If the spaceship collides with an asteroid element or a spaceship element, that element is

destroyed and the fuel must decrease by 15 points.

6. The spaceships and asteroids needs to be presented in random position and in an animated way, flying

from right to left.

7. The enemy spaceships must shoot (from right to left). The player must dodge these shots; otherwise, if

the player is hit by a shot, the fuel counter should decrease by 15 points.

8. The enemy spaceships are destroyed by one shot. Each enemy spaceship destroyed increases the score
counter by 5 points. If the user destroys a friendly spaceship the score counter is decreased by 10

points.



9. The game permits negative scores.

10.The asteroids must be destroyed with two shots. Destroying each asteroid, the score is increased by 10

points.

11.During the flight, the main spaceship needs to collect fuel icons by flying into them. Fuel icons should
be dropped in an animated way from the top of the screen in random horizontal position. For each fuel

icon collected, the fuel counter is increased by 15 points. One point gives 1 second of flight time.

“u_n

12.During the flight, the user can pause the game clicking the pause button, or by pressing the letter “p
on the keyboard. When the game is paused, all interactions and sounds must be stopped. If the user

clicks the pause button again, or presses the letter “p” again, the game continues from the moment

that it was paused.

13.The planets in background need to present an animation to give the sensation of movement. The
planets must move with different speed, the bigger planets must move faster than the smaller planets,

creating a parallax effect. Include at least 5 different size planets in the background.

14.1f the fuel counter reaches zero, the game is over.

15.When the game is over, the animations, sounds, interactions and the timer counter stops, the game
will collect the name of the user in a form field “Name”. The user fills the “Name” field and clicks the
button “Continue”. The “Continue” button should be disabled until the user fills in the “Name” field.

|II

16. Use the file “ranking.sql” in the media folder “php” to create the table inside your database.

17.The user name, the time of flight and the score need to be registered in the server through an AJAX

request. Send this information to the server address and using these variables:

17.1. http://competitorYY.wsad.local/XX_Client_Side /register.php
XX is your country code. YY is your workstation number.

17.2. Use the register.php file available in media folder “php”. Update the connection information
in line 3 to use your username and password, update host and dbname to connect to your
database.

17.3. Method: post

17.4. name: name of the user

17.5. time: number (integer) time in seconds

17.6. score: number (integer) of points earned during the flight



18.The register.php will register your information in one database and will return a JSON information with

a ranking of users. An example of the JSON structure is presented below:

[
{Ilidll:Illlllllnamell:llplayer 1||’ |Itimell:||20||’ "SCOre":"]_O“}’

{Ilidll:I|2lllllnamell:llplayer 2||’l|timell:I|14I|'Ilsc0rell:ll8ll}

19.The game presents the user ranking to the user with the button “Start Game” that permits restarting

the game. Clicking in the “Start Game” button the game instructions are presented to the user again.

20.The ranking needs to be ordered by the score and for time elapsed in decreasing order. If more than
one user has the same score and the same time, they receive the same position in the ranking. The
JSON data returned by the server is not ordered, it is your task to order the data correctly to present to

the user on the client side.

21.To increase the game interaction, some sound effects need to be used:
21.1. background.mp3: used during the flight in loop;
21.2. destroyed.mp3: played when one spaceship (friendly or enemy) or asteroid is destroyed;

21.3. shoot.mp3: played when the main spaceship shoots.

22.Use your talent to increase the usability of the game as much as possible to permit a better experience

for the user.

23.To improve the accessibility of the game you must have options to increase/decrease the font size in

the screen for timer and score counter.

24.There must be an option to disable/enable game sounds. If the sound is disabled, none of sounds

should be played. If sound is enabled all sounds must be played.

25.Your game should work without JavaScript errors or messages shown in the browser console.

26.Maintain your HTML/CSS and JavaScript code organized and clean to facilitate future maintenance. Use
correct indentation and comments. Use meaningful variable names and document your code as much

as possible so another developer would be able to modify your work in the future

27.The game needs to work correctly in two browsers, Google Chrome and Mozilla Firefox. The game

requirements will be checked in Google Chrome and compatibility will be checked in Mozilla Firefox.



INSTRUCTIONS TO THE COMPETITOR

The media files are available in the ZIP file. You can modify the supplied files and create new
media files to ensure the correct functionality and improve the application. You can use jQuery and
JQuery Ul if you find it necessary.

Save the working game to the directory on the server named "YY_Client_Side". Be sure that your
main file is called index.html.

Use meaningful variable names and document your code as much as possible so another would
be able to modify your work in the future.

Be sure that the address is correct and the variables and formats are correct to permit a correct
registration in the database. In case of error the JSON error messages returned to request.

[

{"error":"Error Message"}
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#|0 Item Description Mar
/ k
J

1. | O | Was delivered the game instructions, game board and Deduct 0,20 per file missing 0.60

the ranking table layout in the scheduled time

2. | O | Game board design present the 15 requirements deduct 0,10 per item missing 1.50

elements described in the test project

3. | O | Game Instructions present the instructions of the In the Game Instructions Design 0.20

media files and "Start Game" button

4. | O | There are at least 5 planets in the background of Game 0.25

Board Design

5. | O | Hover Effects on the "Start Game" button use #f19e0d | background: #f19e0d In the rule :hove 0.50
background
6. | O | Active Effects on the "Start Game" button present the in rule :active 0.50

ripple effect presented in the media files

7. | O | Gameis centered on the screen 0.30

8. | S | Quality of the created spaceship (controlled by user) 0. Spaceship isn't present or not related with 0.50
the game theme

1. Created spaceship is very simple with just
one graphical element

2.  Created spaceship is good with more than
one graphical element

3. Created spaceship is related with the game

theme and improves the game design




Item

Description

Mar

Visual identity is consistent in all the design game

Inconsistent visual identity and / or do not
incorporate graphic elements provided /
created

Minimum visual identity maintained in
design, with only a few connecting elements
Good visual identity of elements, but only
one element must be updated to connect
everything

Consistent visual identity which all elements
are organized and connected with

themselves

0.50

10.

Quality of the created icons and buttons in the game

board design

The icons/buttons are completely different
without any relationship elements

More than one icon/button present
problems with the relationship elements
Just one icon/button present problems to
define the icon as part of family

The icons/buttons represent a family with

excellent relationship elements

0.50

11,

Game instructions is shown with animation

0.30

12.

Quality of instructions animation

w np oo

There is no animation

There is animation simple with one effect
There is a good animation with two effects
The animation is perfect, improving the
application usability with more than two

effects

1.00

13.

Contrast among background and objects

Poor choice of colors without or problems in
a visual contrast

Basic pallet of colors and poor contrast
Good choice of color with a good contrast
between the elements

Excelent use of colors and contrast, choice
of the elements colors help actions to the

users

0.50




# Item Description Mar
k
14, There should not be CSS syntax error in W3C validator Deduct 0.25 per syntax error found 1.00
report
15, Create easy-to-maintain CSS codes 0.  CSSunorganized without indentation 0.60
1.  CSS Code have a good indentation and a few
comments
2.  CSS Code have a good indentation and many
comments
3. CSS code is very well organized with perfect
indentations and comments to facility the
maintenance and a group technique was
used for related code
16, HTML code validated for HTML5 in W3C validator Deduct 0,25 per type of error found 1.00
17, Create easy-to-maintain HTML codes 0. HTML Code is completely unorganized 0.60
without indentation and comments
1. HTML Code have a good indentation and a
few comments
2. HTML Code have a good indentation and
many comments
3. HTML code is very well organized with
perfect indentations and comments to
facility the maintenance identifies the
elements of the game in the code
18. Game instructions present the elements created in the | deduct 0,10 per missing element - Compare with 0.50
design the design delivered
19, Game instructions elements follow the design created deduct 0,10 per for wrong format or wrong 0.50
position - Compare with the design delivered
20. Consistent use of Typography - (Contrast, readability, 0. The fonts presented are inconsistent  or 0.30

and family choice)

Fonts are simple and there is no hierarchy in

the content
1. Good font choice but without hierarchy of

the information

2. Present a good hierarchy of the information

but the font choice is simple




# Item Description Mar
k
3. Excellent choice of font and different sizes
present a hierarchy of the content
21, Correct align of the fixed elements (icons, buttonsand | 0.  There are big problems of the align of the 0.30
counters) elements presented in the interface
1.  Only part of the elements presents a good
align, and much present problems
2.  The most part of elements is correct align
but only one problem can be found
3.  Allthe elements present a perfect align
22, Ranking page design present the requirements deduct 0,10 per item missing (table with the 0.70
described in the test project following columns: position (0.10), name (0.10),
score (0.10) and time (0.10) in this order (0,10),
“Start Game” button (0,10) and logo(0.10))
23, Design was developed to the correct resolutions Three designs 960x600px (deduct 0,25 per wrong 0.75
resolution)
24, The fuel icon moves from top to down 0.20
25, During the flight, the main spaceship needs to collect 0.20
fuel icons dropping (from the top of the screen) in the
space randomly
26. For each fuel icon collected, the fuel counter is 0.20
increased in 15 points
27. The user can increase/decrease the size of font in Timer and score counter 0.20
screen
28. Fuels animation 0. Thereis no animation 0.50

1.  Thereis animation very simple animation

with just two frames

2.  Thereis a good animation but not perfect to

improve the application usability




# Item Description Mar
k
3.  The animation is perfect animation,
improving the application usability with fluid
animation
29, Game can be accessed directly using the address: yy = workstation number the game is presented to 0.10
http://<IP>/YY_Client_Side the user with the “How to Play” instructions
animated and Start Button, <IP> is your remote
server IP  address
30, Pressing the “Start Game” button, the game starts and | Game Instruction Hide and Game Board presented 0.20
the Spaceship (controlled by user) starts to fly in the
space
31. The timer is started from zero and present the time in 0.20
seconds that the Spaceship (controlled by user) is in
movement
32, The fuel counter, start to decrease, one point per The graphical element must be animated when 0.30
second. The fuel counter starts with 15 points the fuel is decreasing and when the user gets
more fuel.
33, The max capacity of fuel is 30 points 0.20
34, The left sensible area moves the Spaceship (controlled | Activate in mouse hover and deactivate in mouse 0.20
by user) to left leave
35, The up sensible area moves the Spaceship (controlled Activate in mouse hover and deactivate in mouse 0.20
by user) to up leave
36. The down sensible area moves the Spaceship Activate in mouse hover and deactivate in mouse 0.20
(controlled by user) to down leave
37, The right sensible area moves the Spaceship Activate in mouse hover and deactivate in mouse 0.20
(controlled by user) to right leave
38, It is not possible fly with the Spaceship (controlled by 0.20
user) to the outside of game area
39. The score starts with zero points 0.20
40, The user can shoot pressing space bar the user cannot keep pressing the space bar to 0.40

shoot many times sequentially, that is, and it must

be possible shoot once for each space bar pressing




# Item Description Mar
k
41. The shot of main spaceship can destroy just one target. | The shot cannot pass through one target and hits 0.40
other elements.

42, If the user's spaceship collides an asteroid or an any 0.30
spaceship the element is destroyed

43, If the spaceship collides an asteroid or an any 0.20
spaceship the fuel must be decrease in 15 points

44, The spaceships and asteroids needs to be presented in 0.20
random position

45, The spaceships and asteroids move from right to left 0.20

46, The enemy’s ships must shoot (from right to left) 0.30

47. If the player is hit by the enemy shoots, the fuel 0.30
counter will be decreased in 15 points

48, The ships are destroyed by one shoot 0.20

49, Each enemy ship destroyed increase the score counter 0.20
in 5 points

50. If the user destroys a friendly ship the score counter is 0.30
decreased in 10 points

51. The game permits a negative score 0.20

52, The asteroids can be destroyed with two shots 0.30

53. Destroying each asteroid, the score is increased in 10 0.20
points

54. Each 5 seconds of flight, the difficult of game must be The spaceships, fuels icons and asteroids must be 0.50
increased. shown faster and the enemy’s spaceships must

shoot more times

55. The spaceships are presented in an animated way Include the main spaceship controlled by the user 0.20

56. The asteroids are presented in an animated way 0.20

57. Fuel icons are presented in an animated way 0.20




# Item Description Mar
k
58. Game Board present the elements created in the deduct 0,10 per missing element - Compare with 0.50
design the design delivered
59, Game Board elements follow the design created deduct 0,10 per for wrong format or wrong 0.50
position for fixed elements (like icons and
counters) - Compare with the design delivered
60. Ranking Table present the elements created in the deduct 0,10 per missing element - Compare with 0.40
design the design delivered
61. Ranking Table elements follow the design created deduct 0,10 per for wrong format or wrong 0.40
position for fixed elements (like icons and
counters) - Compare with the design delivered
62. When the fuel counter arrives at zero, the game is over | When the game is over, the animations, sounds, 0.30
interactions and the timer counter stops
63, When the game is over the game collect the name of Name field is presented to the user with a 0.20
the user in a form field "Continue" button
64, The Continue button will be disabled until the user fills 0.30
the name field
65. The user name, the time of flight and the score must to | To address 0.30
be sent to server through an AJAX request when the http://<IP>/YY_Client_Side/register.php
user clicks in Continue button Method: POST
variables name, time and score (with this names)
66. After click in "Continue" button, the game present the | data provided by the json by register.php 0.20
game ranking with the following columns: position,
name, score and time in this order with the button
“Start Game”
67. The ranking is ordered by the score and for time 0.50

elapsed in decrease order (ordered in front-end).




# Item Description Mar
k
68, If more than one user has the same score and the JSON from server get by provided file register.php. 0.40
same time, they receive the same position in the
ranking
69, It is possible restart the game clicking in the "Start the game instructions are presented to the user 0.20
Game" button in the Ranking Table screen again
70. During the flight, the user can pause the game clicking | When the game is paused, all interactions and 0.20
the pause button sounds must be stopped
71, During the flight, the user can pause the game pressing | When the game is paused, all interactions and 0.20
the letter p in the keyboard sounds must be stopped
72, In a pause state If the user clicks the pause button 0.20
again, the game continues from the moment that it
was paused.
73, In a pause state If the user presses the letter “p” again, 0.20
the game continues from the moment that it was
paused.
74, The game should work without JavaScript errors and 0.40
messages shown in the browser console
75. Spaceship (controlled by user) animation 0. Thereis no animation 0.50
1.  Thereis animation very simple animation
with just two frames
2. Thereis a good animation but not perfect to
improve the application usability
3.  The animation is perfect animation,
improving the application usability with fluid
animation
76. The planets in background must move with different 0.50
speed, the biggest planets must be moved faster than
the smallest planets, creating a parallax effect.
77, Sound Effects: background.mp3: used during the flight 0.20
in loop
78, Sound Effects: destroyed.mp3: played when one 0.20

spaceship or asteroid is destroyed




Item

Description

Mar

79.

Sound Effects: shoot.mp3: played when main

spaceship shoots

0.20

80,

The user can enable/disable the sounds of game

All sounds must be enabled or disabled

0.20

81,

The JavaScript code is well organized

0.  Javascript code is unorganized, without
indentation and no comments

1.  Javascript code have a good indentation,
with meaningful variable names but not
comments

2. Javascript code have a good indentation,
with meaningful variable names and a few
comments but no describe the functions and
methods functionalities

3. Javascript code is very organized, with
meaningful variable names, including
perfect indentation and comments of the

functions and methods

0.60

82,

Planets Animation

0.  There is no animation

1.  Thereis a simple animation with all planets
moving with the same speed

2.  Thereis a good animation with different
speeds for smallest and biggest planets

3. The animation is perfect, improving the
application usability with different speed for

each planet presented in background

0.50

30
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JHEH 4: Interactive Presenter

Introduction

Our world has changed a lot over the past 10 years, the borders of country are blurred, it becomes
easier to travel, people learn new worlds and become travellers. But this leads to an increase in
the information processed and may be the reason for the loss of the most important and
interesting aspects of the life of the studied worlds for travellers.

This problem is solved by various electronic helpers, simple and affordable Internet services that
help to systematize the data, follow the notes of other travelers, create new resources and
databases about interesting places and things.

Your task will be to develop a working prototype of one of these services — Interactive Presenter.

The main idea of that service is to create a huge database of everything. And to give everyone the
opportunity to get acquainted with it in an interactive way, allowing you to concentrate only on this
interesting information.

But the company understands that this is a voluminous task, so it suggested that you develop a
prototype of a web application for one narrow area - tourist company of Kazan, whose goal is to
acquaint visitors of the city with the history, culture and atmosphere of the thousand-year-old
capital of Tatarstan in an interactive presentation format. The visitor can choose the route of
acquaintance and receipt of information in accordance with his contextual choice on each slide.

In the future, it is planned to open for everyone to create their own interactive routes and publish
them on the company's website. Therefore, special attention is paid to the route editor in terms of
convenience and ease of use for the mass user.

Description:

You will create the worked prototype of application using JavaScript ensuring the app works
correctly in different web browsers, following the requirements described below.

The main feature of the application is its work in two modes: “Route Editor” for those who want to
create and share their impressions of Kazan tourist information and “View Mode” those who study
new tourist material. This feature should be reflected in the design of the website.

Because the service will be used as presentation tools to promote tourism in Kazan the users of
the route editor can be segmented as adult aged 25 - 40 years old. But, for the presentation format
it will be targeted for all ages, so that both children and adults can understand about history of
Kazan easily.



Glossary

Route Editor - a mode in the service that can be used to link different element using links
visually and can be controlled using mouse and keyboard

View Mode - a mode in the service that can be used to see the end result of all linked
elements and their transition (like a presentation of slides)

Element - a node in the route editor that is used to store the content and link it with other
element (like a slide)

Link - a line in the route editor that is used to store information about the next element to
transition and the transition property itself

Transition - an animation that runs in view mode between moving from one element into other
element

Content — it is user input data to be demonstrated.

Front-end programming

Route editor

The editor should work on desktop. In this scope of work, we don’t consider supporting touch
devices for editor mode.

You need to make the route editor that can be used by the user to link several created elements
into a sequence. The functionality of the route editor that you need to make is listed below:

1. When creating a new presentation or clearing the editor, one root element initially appears
in the center of the screen. An element can be look like anything (circle, square, star, blob,
etc.).

2. The element has 4 interaction areas, (1, 2, 3, 4), which are hidden by default and are
displayed only after hovering on the element.

~G—®

Original State hover Interactive Areas are displayed

3. When you click on one of the areas, a related element should appear on the side of the
areas node on which the click was made. Link between the elements should be created as
well.



6“
4. Alongside the 4-interactive-areas, there should be “edit” button and “delete” button for the
element which are shown only when element is on hover.

5. The following features should be implemented for the elements:

a. Editing the content of the element (slide). To edit you need to use one of the
wysiwyg editors, which will be given to you.

b. Editing captions for each of the sections (1,2,3,4), which will be shown in view mode.
c. Deleting an element by clicking the delete button.

6. When deleting an element, all links of this element must also be deleted.

7. The user can delete a link by clicking on the link and pressing the Delete/Back Space key.

8. Elements can be moved around the editor by mouse drag. Links should also follow the
element.

l Element B

Element A Element A

Elerment B

9. To link two unrelated elements (for example, after removing a connection), with the Shift
key held down, move a section of one element to a section of another element.

D26

Connection

Element A Element B

Elements connected

Element A Element B

10.The possibility of looping routes is allowed.

11.Any changes done inside slide editor is saved automatically and will be restored upon
refresh.



The presented examples are only a sketch, you have to choose the appearance, size, animation,
reaction time to user actions and other characteristics to improve the usability of the application.

It is expected that you will create additional interface elements and or user interaction mechanism
to improve the convenience of the specified functionality.



View mode

The view mode should work in both desktop and tablet.

1. You need to create a view mode that open the preview of the slides starting from the root
element with an option for moving between content based on linked section that is already
modified in the route editor.

2. You also need to implement a transition when there is a movement between element.

3. The animation of transition must correspond to the direction of movement and movement
along the main path or an additional one (For example, left, right, down, up, in a circle).

4. The view mode needs to be seen in full screen mode.

5. The user should be able to understand where he is at the moment and go to the desired
element.

6. For navigation, this mode should provide movement controls that should be easy to use,
including on touchscreen devices. And show the title of that control, which helps the user
with the choice of the next step to move.

7. For navigation in desktop, the viewer allows using number keys (1,2,3,4) on keyboard to
navigate to corresponding linked element.

You need to consider the user experience and design the apps accordingly to be as easy as
possible when used and as clear as possible when viewed. Even if you cannot implement a full
application, you may implement a view mode as a proof-of-concept to show the client how it
works.

Your viewer should follow the design that you created at design module and correspond to Web
Content Accessibility Guidelines (WCAG) 2.0.



MARKING SCHEMA

#| M | Item Description Ma
13 rk

1.| M | The design included the logo, social deduct 0,25 for missing element 0.5
icons for sharing, link to the page with 0
suggestions and feedback. And
resolutions is 1440 x 900 pixels

2| M | Information presented on the web page: deduct 0,25 for missing element 1.0
about service, feature, editor and view 0
mode, call to action to test the product.

3.l M | All designs included a red border - less Deduct 0,25 per item missing 0.5
than or equal to 3 pixels wide, showing
the border of the screen resolution of the
respective device.

4. M | User interface design for editor mode Deduct 0,25 per item missing 1.0
included: more than 5 Elements (hode) 0
with and without interaction areas,
simple and looped path, button or link to
go to view mode

5. M | User interface design for view mode Deduct 0,25 per item missing 1.0
included: sample slide content, controls 0
for moving to the next slide with
captions, element showing the current
position

6.| M | The element has 4 interaction areas, (1, deduct 0,25 per error found 0.5
2, 3, 4), which are hidden by default and
are displayed only after double-clicking
on the element.

7.| M | When click on one of the areas, a deduct 0,3 per error found 0.5
related element should appear on the 0
side of the areas node on which the click
was made and the area is hidden

8.l M | It possible to change the content of deduct 0,5 if not using wysiwing editor 1.0
element by wysiwyg editor 0

9.l M | It possible to change the captions for 1.0
each sections 0

1¢ M | It possible to delete of element by Delete deduct 0,25 per error found 0.5
key and weblink(button) 0

11 M | When deleting an element, all link of this 0.5
element must also be deleted 0




#| M | Item Description Ma
13 rk

12 M | The user can delete a link by choosing 0.5
the link and pressing the Delete key 0

13 M | Elements can be moved around the deduct 0,25 per error found 0.5
editor, links should also follow the 0
element.

14 M | It possible to link two unrelated elements 1.0
with the Shift key held down and move a 0
section of one element to a section of
another element.

15 M | It possible to looping routes 0.2

5

16 M | When creating a new presentation or 0.5
clearing the editor, one root element 0
initially appears in the center of the
screen

17 M | It possible to move the canvas using a 0.5
combination of Shift + left mouse click
+ move

1§ M | Any changes done inside slide editor is 0.7
saved automatically and will be restored 5
upon refresh.

19 M | Viewing begins with the root element. 0.2

5

20 M | The view mode to be seen in full screen 0.2
mode 5

21 M | It possible to understand where you are 1.0
at the moment and go to the desired 0
element.

22 M | Motion control presented on the screen deduct 0,25 per error found 0.7
whith the caption from associated 5
interaction areas (exist, from areas,
count)

23 M | HTML/CSS layout of application follow deduct 0,25 per one big different 0.7
the design that was created at first part 5
of module

24 M | The style of the transition animation 0.7
corresponds to the direction of 5

movement between the elements in view

mode




#| M | Item Description Ma
13 rk

29 J | The page present a concept to meet 0.7
business requirements (one-page site 0| The website not related with the goal >
for promoting of service in two modes: — - —

1| The website is simple and achieve only main idia
“Route Editor” and “View Mode”)
2| The website design achieve the business requirements
3| The website achieve the business requirements and
overcome the expectations

24 J | The concept of two service modes of 1.0
operation is reflected in the design of 0| Only one mode is described. 0
page. 1| There is no clear separation between the two modes.

Described as a list.

2| The design shows two different narrative lines.

3| These storylines interact with each other (for example,
comparition).

21 J | Design user interface of editor matches 0.7
the target audience. (children and 0| The colors, fonts or images don’t match with the target | 5
adults) audience.

1| The design looks good but common.

2| The design basically fits the target audience.

3| The colors, fonts and images look attractive for the
target audience.

24 J | Use of Typography 0.5

0| The fonts presented are inconsistent or Fonts are 0
simple and there is no hierarchy in the content

1| Good font choice but without hierarchy of the
information

2| Present a good hierarchy of the information but the font
choice is simple

3| Excellent choice of font and different sizes present a
hierarchy of the content

29 J | Align of elements 0.5

0| There are big problems of the align of the elements 0
presented in the interface

1| Only part of the elements presents a good align, and
much present problems

2| The most part of elements is correct align but only one
problem can be found

3| All the elements present a perfect align

3( J | Balance between text and image 0.7
0| Excess / Lack of text or images 5




13

Item

Description

Ma
rk

Good balance between text and images, but with

problems in many areas of design

Good balance between text and images, with few

problems in some areas of design

Perfect balance between text and image allow easy

understanding of the purpose of communication

3]

Creative Use of media provided

The media provided/used is not related to theme

Basic use of supplied media

Some media files were updated/created used for

improving design

Media were used in a creative and differentiated way to

highlight and promote design innovation

Use of color to improve the organization,

readability and Aesthetics

Poor choice of colors without a visual contrast

Basic pallet of colors (2 colors or less) and poor use of

elements to help the actions of the user

Good choice of color but with problems in the use of

elements

Excellent use of colors and choice of the elements to

help actions to the users

Visual identity is consistent in all the

webpage/project

Inconsistent visual identity and / or do not incorporate

graphic elements provided / created

Good visual identity of elements, but only one element

must be updated to connect everything

Consistent visual identity which all elements are

organized

Excellent visual identity which all elements are

organized and connected with themselves

34

Use of special graphic solutions for

monitors with touch controls

No elements for touch devices

Just one Single element was adjusted the content to

touch devices

Elements are adjusted using single touch

functionalities

Excellent use of the content distribution and elements

to touch devices

Quality of used animation for editor

Poor animation or no animations




13

Item

Description

Ma
rk

There is animation simple with one effect

There is a good combination of animation with two

effects per one object

The animation is perfect, improving the application

usability with more than two effects combination

36

Quality of used animation for transition

between elements in view mode

Poor animation or no animations

There is animation simple with one effect

There is a good combination of animation with two

effects per one object

The animation is perfect, improving the application

usability with more than two effects combination

All navigation elements are developed in
accordance with the standard ARIA
(Accessible Rich Internet Applications
Suite)

Incorrect semantic HTML tags for accessibility are

being used.

Only used alternative text in image tag and title on

anchor tags

Where used semantic tags on HTML, as header,

footer, aside, nav, article and others tags HTML5

Used HTML5 semantic tags and ARIA attributes
(Accessible Rich Internet Applications Suite), like role,

aria-label, aria-pressed, aria-modal, and others.

3§

Create easy-to-maintain CSS code

CSS unorganized without indentation

CSS Code have a good indentation

CSS Code have a good indentation and a few

comments

CSS code is very well organized with good
indentations and comments to facility the maintenance
and a group technigue was used for related code. Use

of meaningful names

Create modular and reusable JavaScript

code

The JavaScript code is confusing and poorly organized

The JavaScript code is well organized but there is no

code reuse

The JavaScript code is well organized

The JavaScript code is well written and organized,
used to allow reuse of code, or even with features

provided by the framework

4(

Create easy-to-maintain JavaScript code




M | Item Description Ma
1J rk
JavaScript code is unorganized, without indentation 0.5
and no comments 0
JavaScript code have a good indentation, with
meaningful variable names but not comments
JavaScript code have a good indentation, with
meaningful variable names and a few comments but
no describe the functions and methods functionalities
JavaScript code is very organized, with meaningful
variable names, including perfect indentation and
comments of the functions and methods
27.

00
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J&H 5: Online Browser Gaming Platform

Introduction

A new founded company is looking for full stack developers to create an online browser gaming platform.

Game developers can upload their games to the platform and users can play them online in the browser.
There are three parts to the platform:

e Game Developer Portal: A web application for game developers to upload their games to the
platform.

e Administrator Portal: A web application for administrators to manage the platform with its users and
games.

e Gaming Portal: A web application for players to play games online in the browser.

The company wants to create a minimum viable product (MVP) for the platform. The MVP should already
contain the aforementioned parts, but it is acceptable that the Game Developer Portal and the
Administrator Portal are not fleshed out yet. The Gaming Portal should be fully functional, so that users

can play games online in the browser.
The project is split into two phases:
phase one (morning) for building the APl and static pages using a PHP framework and MySQL database

phase two (afternoon) for building the frontend parts using HTML/CSS and a JavaScript framework,

consuming the API developed in phase one
You are now in phase two. A backend implementation is provided so you can now focus on the frontend.

You are required to use the provided version and not use your own backend solution from phase one. The

provided API should be placed at /module_c_solution/

Description of project and tasks

This phase two requires you to implement the Developer and Gaming portal frontend. The frontend should

be implemented as a single page application using the framework of choice.
The frontend provides the following features:

® User Sign Up, Sign In, Sign Out
® Discover games

e Play game

e When game ends, post scores



e View highscores per game
e View a user profile

e Lists authored games

e Lists highscores per game
e Manage own games

e Update title and description

e Upload new version

Non-Functional Requirements
® You are free to use the frontend technology of your choice.

e The application should run successfully in the versions of Google Chrome and Mozilla Firefox installed
on your machine.
e Accessibility: You are expected to follow accessibility best practices. The following rules must be

followed:

e every input has an associated label or placeholder
e landmarks are used correctly (header, main, footer)
o the HTML page is W3C valid

e each page has a discernible title as document title
e cach button has a discernible text

e each image has an alt text

e every clickable element can be reached with the Tab key and interacted with by pressing Enter

Page Structure
The basic structure of each page should contain:

o Header: Visual bar that includes the App Title: "WorldSkills - Games".
e Page Title: A title after the header.

e User section:

e [f the user is not signed in: Shows a "Sign In" and a "Register" button

e [f the user is signed in: Shows a "Sign Out" button

If the user navigates to a page, the document title (the title shown in the browser tab or window title)

must reflect the shown page title.

Pages
For each page you have to implement, you are provided with a wireframe mockup.

These are guides and should not be followed to the pixel.

You can come up with your own layout, color scheme and user experience. However, you have to meet or

exceed the functionality that the mockups showcase.



Page: Discover Games
This is the main page that opens when the user visits the site. It must be reachable under the
path /XX_module_d/.

The functionality of this page includes:
® See a list of games. For each game, the following is shown:

o Title

e Score Count: Number of scores submitted

e Description: The description provided by the author.

e Thumbnail: If available, otherwise a default graphic.

e The list can be sorted by popularity, recently updated, or title. Both ascending and descending

options can be selected by the user.
e The link to the game should have link-only link purpose applied for accessibility.

The games are shown in an infinitely scrolling list. With an infinitely scrolling list, there are no pages, but
scrolling the page triggers loading of more games if the scroll position gets close to the end of the currently
loaded games.

In infinite scroll mode, there are no pages, but scrolling triggers loading of more games.

® An initial number of games are loaded so they overflow the user's screen.

e |[f the user scrolls towards the end of the loaded games, more games are loaded.

e |t only loads as many games that are needed to render enough items so the user does not see the end
of the list. It does not load everything to save bandwidth and server resources.

e Reloading the page in the browser resets the user to the top again, but retains the sort settings. Note
that browsers try to retain the current scroll position and might not go to the very top position by itself

upon page reload.



Sign Up Sign In

WorldSkills: Games

654 G ames aVai'a b|e Fopularity Recently Updated Alphabetically ASC DESC

. # scores submitted: 6103
Game Title A by pev #1

Lorem ipsum dolor sit amet, consectetur adipisicing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliguip ex ea commodo
conseguat. Duis aute irure dolor in reprehenderit in
voluptate velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

# scores submitted: 175

Game Title B by pev #2

Lorem ipsum dolor sit amet, consectetur adipisicing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliguip ex ea commodo
consequat. Duis aute irure dolor in reprehenderit in
voluptate velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

. # scores submitted: 103
Game Title C by Dev#3

Lorem ipsum dolor sit amet, consectetur adipisicing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco labaris nisi ut aliguip ex ea commodo
consequat. Duis aute irure dolor in reprehenderit in
voluptate velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

Page: Sign Up

Here the user can enter username and password to sign up.
The user can enter username and password to sign up on a separate page.
This page can be reached by clicking "Sign Up" in the header.

If the user is already signed in and tries to access this page, they are redirected to the home page (Path:
/XX_module_d/).

They do not need to provide their password twice as can sometimes be seen on other websites.
The form is validated by the API:

e Username: required, min length 4, max length 60

e Password: required, min length 8, max length 2216

If any input is invalid, a message is shown next to the relevant field what exactly is invalid and what
constraint it violated.

Example:
> Password: Length must be at least 8.

If the server responds with a message that the request was not successful, this response message is shown.
For example it could be that the username already existed.



If the sign up is successful, the user is immediately signed in as well and redirected to the home page Path:
*/XX_module_d/’).

Sign Up Sign In

WorldSkills: Games

Sign Up

@ Usemame

#1z3 | Password

m Cance'




Page: Sign In

Here the user can enter their username and password to sign back in.
The user can enter their username and password to sign in.

This page can be reached by clicking "Sign In" in the header.

If the user is already signed in and tries to access this page, they are redirected to the home page (Path:

*/XX_module_d/").
The form is validated the same way as the Sign Up form.

If the sign in is successful, they are redirected to the home page (Path: */XX_module_d/’).

Sign Up Sign In

rWorIdSkiIIs: Games‘J

Sign In

Usemame

#123 ~ Password




Page: After Sign Out

This page is shown after the user clicked the "Sign Out" button.

WorldSkiIls: Gamesj

Sign Up Sign In

1

Sign Out

You have been successfully signed out.

Page: Game

This page renders the game in an iframe and shows the current highscores (which are automatically

updated).

] WorldSkills: Games J

ActivePlayer Sign Out

Game Title A

Top 10 Leaderboard

# 1 IntelligentTurtle
# 2 Trainee

# 3 GreenFish

# 4 Gumba

# 5 Herold99

# 6 Babelbird

# 7 Obelix

# 8 AnneParker

# 9 MissingNemo
#10 MrsFoo

ActivePlayer

10908
10230
9842
8963
1993
1809
1801
1708
1354
1172

3an

Description

Lorem ipsum dolor sit amet, consectetur
adipisicing elit, sed do eiusmod tempor incididunt
ut labore et dolore magna aliqua. Ut enim ad
minim veniam, quis nostrud exercitation ullamco
laboris nisi ut aliguip ex ea commodo consequat.
Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident,
sunt in culpa qui officia deserunt mollit anim id est
laborum.




This page renders the game in an iframe and shows the current top ten highscores. The list updates
automatically regularly by polling the server in a 5 second interval. The game description is shown as
well.

The user's highest score in that game is interleaved into the highscores. If the user is within the top ten, the
current user is highlighted and marked as being the current user (for example by showing it bold). If the

current user has a score that ranks below the top ten, then the score is appended, but shown without rank.

When the game run ends, the user is asked if they want to publish their score. This is triggered by the
game in the iframe messaging the parent window that the game ended and includes the score in the
message.

The message the game has to send to the parent via "window.parent.postMessage(...)" looks like this:

{

n, n

"event_type": "game_run_end",

"score": 100

The parent needs to listen to those messages and prompt the user if they want to publish the score. If the
user selects "Yes", then the score is posted to the leaderboards. The top leaderboard that is shown on the
page is updated accordingly and immediately. It should not be waited until the leaderboard updates

anyway by the interval.

Page: User Profile
This page shows the user profile with:

e Username

o Authored Games

e Thellist is sorted by when the last version was uploaded. The most recently updated game is at the
top.
e |If the user has not uploaded any games, the "Authored Games" section is omitted.

e Per authored game, the following is shown:

e Game Title
® Description
e Thumbnail

e The number of submitted scores

e The author is not shown per game as this is redundant information.
e |[f the active user is looking at their own profile page, they also see games that have no version yet.

They are also offered a button to "Manage Game".
e Highscores

e The list shows the highest score per game.



e The list is sorted by game title alphabetically.

e FEach game has a link that can be clicked to go to the game.

ActivePlayer Sign Out

WorldSkills: Games

ActivePlayer

Authored Games

# scores submitted: 6103

Game Title A

Lorem ipsum dolor sit amet, consectetur adipisicing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aligua. Ut enim ad minim veniam, quis nostrud
exercitation ullamce laboris nisi ut aliquip ex ea commodo
consequat. Duis aute irure dolor in reprehenderit in
voluptate velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

Highscores per Game

Game Title A 1074
Game Title B 12213
Game Title C 908

Page: Manage Game
On this page, developers can update title and description of a game, delete the game, or upload a new

version.
On this page, developers can do the following:

e Update title and description.
e Upload a new version. This requires the user to upload a ZIP file.

o Delete the game. The game is only deleted after the user confirms.

If a user tries to reach this page without being the author, they are redirected to the game itself.



ActivePlayer Sign Out

WorldSkills: Games

Manage Game

Game Title A et

Lorem ipsum dolor sit amet, consectetur adipisicing elit, .
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea commado
consequat. Duis aute irure dolor in reprehend n
wvoluptate velit esse cillum dolore eu fugiat nulla pariatur.
Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

load new version © Delete




MARKING SCHEMA

#| 0 | Item Description Mar
/ k
1.l M | Header Visual Bar with title and page title App Title: WorldSkills - Games. Page title | 0.2
reflects the main content title 5
2./ M | Document title must reflect the shown page title Page title content is included as whole or | 0.2
part of the document title. 5
3.l M | Register, Sign In, Sign Out button If the user is not signed in, show Sign In and | 0.2
Register. If the user is signed in, show Sign | 5
Out
4| M | Developer can see “my games” list 0.5
0
5./ M | Developer can upload a game via zip Able to unzip uploaded file. New version is | 0.5
created every time when uploaded. 0
6. M | Developer can edit game meta Title, description 0.5
0
7./ M | Developer can un-publish existing game Un-published games is not viewable in | 0.5
public, but viewable to developer 0
8./ M | Developer can view game matrix of the uploaded games Play time, unique players, high scores 1.0
0
9./ M | Developer can view the game status of blocked 0.2
5
1q¢ J Create easy-to-maintain JavaScript code 1.0
JavaScript code is unorganized, without | O
indentation and no comments
JavaScript code have a good indentation,
with meaningful variable names but not
comments
JavaScript code have a good indentation,
with meaningful variable names and a few
comments but no describe the functions and
methods functionalities
JavaScript code is very organized, with
meaningful variable names, including
perfect indentation and comments of the
functions and methods
11 Use of framework/library of choice 0.5
Framework/libraries not used at all 0




#| 0 | Item Description Mar
/ k

Framework/libraries used but too much
manual coding

Framework/libraries used but not according

to best practice

Make best use of the framework/library for

best practice, such as don’t-repeat-yourself.

And not over-kill with too many frameworks
together.

12 M | URL s reachable /XX_module_d/ 0.2

5

13 M | For each game, all fields as described shown Title, score count, description, thumbnail. | 0.5
Deduct .25 point per each type of missing. | O
Thumbnail uses uploaded thumbnail.png file
if provided, or general image file.

14 M | List sort options Popularity, recently  updated, title. | 0.2
Ascending and descending. Deduct .25 point | 5
per each type of missing.

19 M | Visitor (User) can sign up And should go to /XX_module_d/ after | 0.2
signed-up 5

164 M | Only one password field in sign-up form 0.2

5
17 M | Response message is shown after server response 0.2
5

1§ M | Visitor (User) can sign-in. 0.2
5

19 M | Visitor (User) can sign out. 0.2
5

20 M | The current page is reflected in the URL. A page refresh 0.2
shows the list on the same sort settings. 5

21 M | In infinite scroll, there are no pages, but scrolling triggers 0.2
loading of more games. 5

24 M | An initial number of games are loaded so they overflow the 0.2
user's screen. 5

23 M | Ifthe user scrolls towards the end of the loaded games, more 0.2
games are loaded. 5

24 M | It never loads all games to save bandwidth. Loaded games It only loads as many games that are needed | 0.2
are also rendered. to render enough items so the user does not | 5

see the end of the list.

29 M | Can visit the user profile Shows username, authored game section, | 0.2

game high scores section. if the user has not | 5




#| 0 | Item Description Mar
/ k
uploaded any games, the authored games
section is omitted.

26 M | Required information is shown per authored game game title, description, thumbnail, number | 0.5
of submitted scores, and not the authored | 0
user. Deduct 0.25 per error.

27 M | If the active user is looking at their own profile page, they 0.2
also see games that have no version yet. They are also 5
offered a button to "Manage Game".

28 M | Games without version is hidden to other users visit 0.2

5

29 M | high scores list in user profile The list shows highest the scores per game, | 0.5
and the game list is sorted by game title | 0
alphabetically

30 M | If a user tries to reach game management page without 0.2
being the author, they are redirected to the game itself 5

31 M | This page renders the game in an iframe and shows the 0.2
current highscores 5

34 M | The high score list is updated with 5 second polling interval 0.2

5

33 M | Player's score is interleaved into the highscores. If the user is within the top ten, the current | 0.5
user score is part of the top 10 score If the | 0
user highest score is not within the top ten,
the score is appended to the end of the top
10 list, but shown without rank.

34 M | Player's score is highlighted when within the top 10 list Any form of highlighting, such as bold, or | 0.2
colored. 5

3% M | When the game ends, the user is asked if they want to 0.2
publish their score 5

3¢ M | Game posting APl is done via parent page instead of 0.5
embeded iframe game page inside iframe 0

37 M | Game score is sent to parent page from within the iframe 0.5
game page via postMessage 0

34 M | When the game score posts, the leaderboard should be Only for score that breaks the highest score | 0.2
updated immediately instead of waiting for the polling of the current player 5
interval

39 M | Accessibilty, checked by Chrome Lighthouse Deduct 0.25 per error reported. (Warning | 1.2
allowed) (Choose only accessibility) 5

4(




/)

Item

Description

Mar

Link Purpose (Link Only) meet WCAG 2.4.9 requirement for

game listing page

When reading the link by screen reader, the
spoken text is empty or not related to the

link text.

When reading the link by screen reader, the
spoken text not the same as the link text, but
can still convey the message of the link
purpose. e.g. the spoken text contains the
game title but not conveying the link action,

llplayn or "VieW“

When reading the link by screen reader, the
spoken text contains only the link text and
content not related to context (game title).

E.g. "Play the game", "View the game"

When reading the link by screen reader, the
spoken text contains both the link text and
the game title so the reader through screen
reader software know the purpose of each
link without needs to know the context

around. E.g. "Click to play XXX game."

0.5

41

Choice of colors, typography, spacing between the elements

enhances the overall look and feel

poor color contrast, poor font choice, poor

spacing.

color contrast, font choice, spacing are there

but not enhancing the overall look and feel

color contrast, font choice, spacing are there

but further improvements can be made

excellent choice of colors, typography and

spacing enhances the overall look and feel




JEH 6: Fruit Pang



J&H 6: Fruit Pang

Introduction

A fruit dealer wants to launch a game web site called “Fruit Pang” for promote his own business.

Description of project and tasks

e Common requirements
o Provided SVG files should be loaded in the proper position of layout area.

e} user \% rt sc , scr C , Vi u
When user move to “Start screen”, “Game screen” and “End screen”, the moving should

have a sliding animation effect(s)
o Start screen
o Proper SVG files for Start screen should be loaded in this area.

o All cloud images should have some animation effect(s) to show each cloud looks like a real

one.

o All fruits shod have some animation effects, so each of them can get users interest.
= APPLE, BANANA, GRAPE, PEACH, WATER MELON

o You can set the duration of animations.

o All animations should work repeatedly.

o The Start button should have an interactive effect(s) when user click it.

o There should be a text field for inputting user’s nickname.

o If nickname field is empty, user can’t start game.

o When user click Start button with empty nickname, a warning message should be shown

with user friendly effect(s).

o When user click Start button with nickname, the screen moves to the Game screen.






Game screen
o Proper SVG files should be loaded in this screen.
o There 5 stages in this game. Each stage means game level.
o Each stage has board with 8x8 squares.
o Each square of all stages must have one fruit image. No blank square is allowed.
= Stagel
e Time limit : 5 minutes
e Target score : 1,000 point
= Stage 2
e Time limit : 4 minutes 30 seconds
e Target score : 1,500 point
= Stage3
e Time limit : 4 minutes
e Target score : 2,000 point
= Stage4
e Time limit : 3 minutes 30 seconds
e Target score : 2,500 point
= Stage5
e Time limit : 3 minutes
e Target score : 3,000 point
o There is a timer on the right upper corner of the Game screen.
o To show the timer, you should use “timer bar” image and show the duration time.
= Time format : mm:ss

o The stage level(eg, Stage — 1), nickname and current score should be shown on the left

upper corner.
o When a user reaches the target score of a stage, the screen moves to the next stage.

o Before a user moves to the next stage, a popup with stage name, user’s score and duration

time should be popped up for a moment.
o When screen moves to the new(next) stage, timer and score should be initialized.
o If a user achieves target score of all stages, the screen moves to the End screen.
o When a user meets the time-out of each stage, the screen moves to the End screen.

o Game rules



User can select a fruit by mouse click.
Selected fruit looks different compare to unselected fruits.
User can move a selected fruit using arrow keys.
e T, &>
e With arrow keys, you can move only one step at once.
e Moving fruit action is exchanging location.
e User can’t move 2 steps at once.
e Once user moves fruit, the fruit loses focus which means unselected.

If there are 3 or more same fruits in a row or in a column abreast, the fruits

disappeared immediately and new fruits replace the space randomly.

User get 20 points for each disappeared fruit.







e End Screen
o Proper SVG files should be loaded in this screen.
o There should be displayed FAIL or SUCCESS text in the End screen.
o There should be displayed nickname, sore, duration time(mm:ss).
o If success, star image will be displayed, else star image will not be displayed.

o If user click “Restart Button”, screen moves to the Start screen and nickname field should be

empty.

D e —
RESTART GAME




MARKING SCHEMA

1. CSS Code have a good indentation and a few

comments

# Item Description Mar
k
1. Was delivered the game instructions, game board and | Deduct 0,20 per file missing
the ranking table layout in the scheduled time
2. Game board design present the elements described in | deduct 0,10 per item missing
the test project
3. Game Instructions present the instructions of the media | In the Game Instructions Design
files and "Start Game" button
4, There are 5 fruits in the background of Game Board
Design
5. There are effects on the "Start Game" button present. in rule :active and :hover
6. Game is centered on the screen
7. Quality of start game screen animation 0. There is no animation
1. Thereis animation simple with one effect
2. Thereis a good animation with two effects
3.  The animation is perfect, improving the
application usability with more than two
effects
8. Contrast among background and objects 0. Poor choice of colors without or problems in
a visual contrast
1. Basic pallet of colors and poor contrast
2. Good choice of color with a good contrast
between the elements
3. Excelent use of colors and contrast, choice of
the elements colors help actions to the users
9. There should not be CSS syntax error in W3C validator | Deduct 0.25 per syntax error found
report
10, Create easy-to-maintain CSS codes 0.  CSSunorganized without indentation




# Item Description Mar
k
2.  CSS Code have a good indentation and many
comments
3. CSS code is very well organized with perfect
indentations and comments to facility the
maintenance and a group technique was
used for related code
11. HTML code validated for HTML5 in W3C validator Deduct 0,25 per type of error found
12. Create easy-to-maintain HTML codes 0. HTML Code is completely unorganized
without indentation and comments
1. HTML Code have a good indentation and a
few comments
2. HTML Code have a good indentation and
many comments
3. HTML code is very well organized with
perfect indentations and comments to
facility the maintenance identifies the
elements of the game in the code
13. Consistent use of Typography - (Contrast, readability, | O. The fonts presented are inconsistent or
and family choice) Fonts are simple and there is no hierarchy in
the content
1. Good font choice but without hierarchy of
the information
2. Present a good hierarchy of the information
but the font choice is simple
3. Excellent choice of font and different sizes
present a hierarchy of the content
14. Correct align of the fixed elements (icons, buttons and | 0.  There are big problems of the align of the

counters)

elements presented in the interface

1. Only part of the elements presents a good
align, and much present problems

2.  The most part of elements is correct align but
only one problem can be found

3.  All the elements present a perfect align




Item

Description

Mar

15. End screen design present the requirements described | deduct 0,10 per item missing
in the test project
16. There 5 stages in this game. Each stage means game level.
17. Game board showed with 8x8 squares.
18. Each square of all stages must have one fruit image. No blank square is allowed.
19. There is a count down timer on the right upper corner | “timer bar” image used, Time format : mm:ss.
of the Game screen
20, The stage level(eg, Stage — 1), nickname and current
score should be shown on the left upper corner.
21, User can select a fruit by mouse click. Selected fruit looks different compare to
unselected fruits.
22, User can move a selected fruit using arrow keys With arrow keys, you can move only one step at
once. Moving fruit action is exchanging location.
User can’t move 2 steps at once.
23. Once user moves fruit, the fruit loses focus which means
unselected.
24, If there are 3 or more same fruits in a row or in a column
abreast, the fruits disappeared immediately and new
fruits replace the space randomly.
25, fruits animation 0. Thereis no animation

1. There is animation very simple animation

with just two frames

2. There is a good animation but not perfect to
improve the application usability

3. The animation is perfect animation,
improving the application usability with fluid

animation




Item

Description

Mar

26. The timer is started from time limit for the current stage
and count down the time that the current stage started
27. User get 20 points for each disappeared fruit.
28, When a user reaches the target score of a stage in the
time limit, a popup with stage name, user’s score and
duration time should be popped up for a moment.
29, When screen moves to the new(next) stage, timer and
score should be initialized.
30, When a user meets the time-out of each stage, the
screen moves to the End screen
31, When a user reaches the target score of the stage 5 in
the time limit, the screen moves to the End screen
32. The text show correctly in the end screen. FAIL if reached time limit, SUCCESS if the user
reaches the target score of the stage 5 in the time
limit
33, There should be displayed nickname, sore, duration
time(mm:ss) in the end screen.
34. Star image show correctly in the end screen If success, star image will be displayed, else star
image will not be displayed.
35, If user click “Restart Button” in the end screen, screen | Start screen and nickname field should be empty.
moves to the
36. Fruit (controlled by user) animation 0. Thereis no animation
1. There is animation very simple animation
with just two frames
2. There is a good animation but not perfect to
improve the application usability
3. The animation is perfect animation,
improving the application usability with fluid
animation
37, The JavaScript code is well organized 0. Javascript code is unorganized, without

indentation and no comments




Item

Description

Mar

1. Javascript code have a good indentation,
with meaningful variable names but not
comments

2. Javascript code have a good indentation,
with meaningful variable names and a few
comments but no describe the functions and
methods functionalities

3. Javascript code is very organized, with
meaningful variable names, including perfect
indentation and comments of the functions

and methods

38,

Star Animation

0.  Thereis no animation

1.  There is a simple animation with all planets
moving with the same speed

2. There is a good animation with different
speeds for smallest and biggest planets

3. The animation is perfect, improving the
application usability with different speed for

each planet presented in background




JEH 7 - Layout



JEB 7 - Layout

B
FE A - RS IR — BT AR ESR Hellcat ASBRTS - HEEERERS"T

AEBERTE"  BIRERERA"HEE BESHE  iXHAFER" -

FEAR(THES -

it

1. SREMRARTHEERARE R —(BLhtml 45 R.css 15 -
2. A —R - FIREH BIRBB(BIN Line/FB/IG...5) - B MBHLIBE LIRMEEISERAE - 26

1820 JPEG 8 PNG -

HE MEHEA
BMF LEEEER R - A% NS ESEMMPEE Hellcat A THHRBIBHTS - i
BHERTASNES - EREEENRE - HIML 71 CSS SERIT - BRAKER PHP A

JavaScript -

.

HEEAXRER (The page contains all the content)

ZMBEEREMNIT (REEZ - A8

DY

arm

o ZHE

o &R

o THRZVYERRESEREE AREEEARS—REEFIW -



® 4 KINBENZE
® Hellcat A3I&:N

® Ecosystem Roadmap for 2023

AEREETE  BU—ERREREAR  F—REFINFELZESERE - WAEAZBETHR

&7 - BRETFIRZESN - EHETEER RS | 2B Hellcat AEIMEM O I EE R PEE -

4 KINBEN#B (Top 4 Features showcasing)
BFEaETH 4 KB TEBNABEERERKD

1. ZEREARAN

I

2. BT
3. BAEREHR

4. TERLHES

MBEEHHE 4 A - BUESHBRERRTHERS -

ERPRE 4 KsEnmER - JUERBEYIR(AalEA JavaScript) °

Ecosystem Roadmap for 2023
BTEARRMNE Hellcat ASIFIMAEERE—EEEFS « Hellcat AN BMIFIRIETESE
REMY Roadmap - :BRBLITH" Ecosystem Roadmap #t" - BIEZRSIEAENREEUR)RN

MBS - BERE FREGEHNRREEENEERE KCHNESR - KSISBABRALRFER



I - RBEIEMEREZE Roadmap AMERAEE - JEATOUEIANRKRE (BEFE) 2RE
B FH PR UG 2 FE AV B8 f Ak 4

Roadmap REEWNRBEFEHLIE -

PURZE Hellcat AEIARKREER Ecosystem Roadmap #t :

o ARANTIMNESFETERERD BEH  LiXUKERFafiEE D

o FHUABPEBMB/BHARSFaMES  SEMAZTEIWA

o EEBAEZEERSTaRMMAMRMETIINESS  ESEFHBER

o MtRMOLIZBESFaiERGE @ A PHZESHNKE

o HRESVREERTFENEE BB APINEEEMEIESEW

BN E IR EES
BB EEMEA"social-network” - Bl#E®& JPEG 3 PNG °
IEZEESHEIZEENAETIHNER  EEIJILHEHE -

IEEGPRERAFEENEZERM LKL - DIRSIER -

EFH&ERER
BEHELAEH ABEE B Roadmap - FALUHFISEIE WCAG 2.1 REELERELE

AN o
AR

SBIM—E N4 E Special one page website
Hellcat AEl#iFILIEELERFEMTHEAR - £5MNZREAEFRN—RNAER - FUL one
page website FEEAKFHEEFMMENEH @ MGESEEMUMRIREERRES - 23] Hellcat &

SRT R -



EESRN—BINREABE(EA JavaScript - FFEFEITHIBRTINTRSREERP

E=FAA

o HEEETNERS -

o BUETHEERATRES TREEFRH R -
o EREEENEREGARMENEERSE -

o FAIHEARSE LR  FRETEHUFS -



AL 3R

# . . Mar
FE |#HIER st ‘
1| The marketing page is accessible via required 0.5
a URL 0
TIHEEEC 28 URL 7Y
2. . High fidelity website presentation graphics for | A file named “social- 1.0
B SNS is provided network” with extension 0
o N e JPEG, or PNG, or PDF is
AL B ALBES - BEIEMRERRARE - .
provided
3. . All text content is readable by screen reader 1.0
FRANARNBH O EERERRE
4, . Text size can be scaled up and down From 50% to 200% at 1.0
- N least 0
X AR/NT U AR 48 /)\
5. . Heading levels are correct Each session has its own | 1.0
- heading, following the 0
BB R 9, IIOWING
heading hierarchy
6. . Heading color contrast follows WCAG guide Large text contrast ratio 1.0
1ZRBERE¥ILEEBTE WCAG 5/
7. . Body color contrast follows WCAG guide Use Chrome developer 1.0
- _ accessibility panel to 0
body EREE¥ILEETE WCAG 15
ody REHLLER L check. Body text contrast
ratio
8. | o The page contains all the content required Deduct 0.50 per miss 2.0
[==] . . O
BE2BEMMBEKNREBEERE R —I8¥1 0.5 7
9. . In the features section, can toggle features by 1.0
- clicking on the feature title
£ 4 RINAETTAR - ol LUBB BB INAEZ B K]
HINEE
10. | Special one page website should not have 2.5
- vertical and horizontal scrollbar. (no JS) (for 0

desktop version)




# N N Mar
g |#5HER st K
one page website AEEA/KFEEFWHNIE
g (ABEfER JavaScript)

11. + Create an aesthetically pleasing and creative 1.0
design 0
BlZ=8HERRIERE

12. + Balance between text and image 1.0
X EE G

13. + Use of typography to improve readability 1.0

e 0
155 R SRR = ol :E 1

14. + Visual identity is consistent in all components 1.0
in the web page 0
HARPPIARBITENER T RE—

15. + Hierarchy of information (for desktop version) 1.0
EflER4ERE (£HKR )

16. + Grouping of information 1.0

I 0
RiFHEN 2 ERF A

17. + Design match with the target audience 1.0
2] A5 A o 7 OO 0
RETHEHESR

18. The images chosen for features presenting 1.0

F .
can enhance the understanding of the game
platform and features
FrEAREZEREENE G TLUE BB ERTFE
MEErEE -
19. Use adapted elements for different screen 1.0
F . . .
resolutions or different devices 0
BEREEERTENRERBNTE -

20. + Ecosystem roadmap image integrate well into 1.0

the page. 0




# . . Mar
F/E | FHIEH &R K
Ecosystem roadmap RIE R REFMEIA T EE
o o
21. + This one page website (no JS) is stunning and 3.0
the transitions of the screen are smooth in 0
this website.
Z— B3I Alh(no JS) NEIRSTAEIE - EEW
BETIRRE -
25.

00




J8H 8 — &Sl



I5H 8- A HEE .

FTOKIRE

RPFER TR/ NEIEER AT B —ER LIR R4 - REDIKEEESE AR
B - RTEZAPERSHMATA TR NEAEEZRAILUEBE RHEF
FEEEAN - ELEHEFSEE OIDC(OpenlD Connect) IRES 2 ERFERITIEE - 1REY
F#E2FARE OIDC 8 handbook « i FR/NAEEZ G R EE R ZE W E
E - DIREIZ/NELEREER -

OIDC ZER OAuth 2.0 W—ES0E R - X JSON BT - REFRIFR
A REST - nEF A& ImA1E Authorization Server BB FERAESH - WLUERER
ID_TOKEN EHFERENEAREN - CEFEHEENBHRIATEANNS D E - £
ERINWEBE N 2%  BEBBEMYENERARER  TREAFE  BEAZEEA
ENRARINPEE - AIARREEME MR - BIRE—B AN—EHE - OIDC
PHFARENAEFR - OERERIESNEARER - TBRERAEIEZEEAL
RERFERGEBRED -



A UML B 2B R R OIDC AEBHMLUKAANRE - ZVFEES

o FREAZETEAN/M  FIBENEERKFE
o INEEEALHE

o EiRlERIE

B - NEAREERSAITIREFEZE T OIDC BRiE  BiE—L TR THE 7
7 i R S — Bl

® Authentication 1 Authorization BJZES

® id_token #EK rMLEER

o (R EENE

o ZUN{IHERR token Z4FER provider %3

e OIDC #1 OAuth 2.0 ZERIEE - BTEZEEAING OIDC HREE

MUREMEKBIREIZR follow up

RE  MBEZHX:

o Z#IRBIBIR - E25 XX _Module_E.pptx - HHEEES:
m EARE
B 3

o MEREPRFERNRIIIESR - TR Source BRI - XX BraI#RR

o KEHAANRINABTMBRE KB



o EMRELOZ/NHEMEREE

ERFEIR

o NEAHEFMIIRRE AEEIRIBSIANSIES -
o NEAMFNEHHATIRREBEXDRE - EFHRIBIIAFFSIER -
o HERMER 7 NiE - HETER  EA QA KE - BHE QA FERMEIZIEER[E -

VURGENNREE -



RETDER

#| M/J Item Description Mar
k
1.| M | ERERIERE 0.50
2.| M | BEEELHEE RERE 0~1 28RS 0.00 3.00
RERE 1~5 2#ERE 1.00
wERE 6~7 Di#ERRT 3.00
REREEA 7 2iERS 2.00
3.] M | BREREEE=REx i —5&#0 1.00 2.00
4.\ ) | BEREL OIDC ZOMlE= 0: EEE LML OIDC &= 3.00
1: EBEBENAE OIDC
2: BeaRAA OIDC R EREFRE
3: BEaRAH OIDC #M=REEFRE - WHE
RIEEBRTAEE N RENCEF
5. J | BRFEEERERBHEBAREATTHBNEG | 0: RS 2.50
EJ) 1: EIERRZ AR TH
2. BRBRBBREAE D RE BEENINEA
A
3. BERARASEEERE
6.| J | DeEEAEEBERBAREREMEZERE |0 EREIEHRIEME 2.00
e 1. BEIERIRZ B TH




M/J

Item

Description

Mar

2: BERARIFEREREZ BRI BEE 5 B

3: BERAMIEEEAZERIREELS) I

BARFESETRTEEN

BB

0: FRBNZRIEGB

1. JRUREFIEEFRFEN - BEABSER

2: ADURFINEEFTBE - W ol LURFTEETN

At - ZAL 2NF 1ER(E

3: JMREIIEEFFEN WA SETINEER

76 - AL 3NF LI EIERIE

3.00

0: REEIZE”E

1. gERIBZ DD EE - BER D ABIDERAER

2: BEEIZ KRBy AR - WHAEDEER N

e HREER

3: BERIZ LT TARE e B @R ERINE

all - WHAEHR A S IEEE

7.00

23




