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[Start Game]
I
\Y
[Initialize Game]
- set score = 0
- set speed
- set isJumping / isGameOver
I
\%
[User Input]
- keydown / click - jump()
I
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[Jump Function]
- Add 'jump' class to dino
- CSS animation moves dino up & down
- Remove 'jump' class after 0.75s
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[Spawn Obstacles Loop]
- Interval based on speed
- Randomly create cactus or bird
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[Move Obstacles]
- Update left position every 20ms
- Check collision with dino
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[Collision Detection]
- Compare dino hitbox vs obstacle hitbox
- If collide - endGame()
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[Spawn Clouds Loop]
- Interval 2500ms
- Clouds move slowly left
I
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[Update Score Loop]
- Every 200ms
- score++
- If score % 100 - increase speed
I
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[End Game]
- Stop all movements
- Show Game Over screen
- Wait for restart
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