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AHOTAIUIA

Boszurok b.B. /[BoMipHa rpa — mabipuHT 3a gonmomororo JavaScript. Pykommwc.

Kpanidikamiiina pobora ©OakamaBpa OIl «Komm’rotepHa — iHXEHEpis»
crrertianpHoCTi 123 Komm’rorepHa imkeHepid. JIYIbKui HaIllOHAIBHUH TEeXHIYHUH
yHiBepcuTeT. JIynpk, 2023.

KBamiikariitna po0oTa CKJIamaeTbCs 3 BCTYITY, TPhOX PO3ILTIB, BUCHOBKIB,
CIIUCKY BUKOPUCTAHUX JKEPE, TBOX TOIATKIB.

VY nepuioMy po3aiiai MPOBEIEHO aHalli3 CTaHy Mpo0JieMH Ta 3/1HCHEHO
MOPIBHSUTBLHUI aHAJI3y CepeOBUII T IHCTPYMEHTIB JIs1 pO3pOOKH 1rop, 1 31HCHEHO
BHOIp 3ac001B pO3pOOKH

VY npyromy po3zaini 0ys0 mpoBeIeHO OOIpYHTYBaHHS 0OpaHUMX TEXHOJIOTIH Ta
MPEICTABIEHO (PYHKIIOHATBHO—CTPYKTYPHY CXEMY CKJIa/I0BHX T'PH.

VY TperboMy po3aini 3A1iCHEHO 0e3MOCepeIHI0 PO3POOKY I'PH, 4 caMe OIUCAHO
M1JICOTOBKY Bi3yaJlbHUX €JIEMEHTIB I'PH, CTBOPEHHsSI KIIAaciB, 00'€KTiB Ta 0OpOOHUKIB
irpoBHX noxiil. Takox AeTanbHO PO3IIIAHYTO MPOLEC TECTYBAHHS Ta BIJIATOKEHHS
rpu. Po3in 3aBepiyeTbest OITUCOM IPOLECY 3aBEPILICHHS PO3POOKHU Ta 3aBAHTAKEHHS
I'PH Ha XOCTHUHT.

O0'exT JOCHIHKEHHS! — TEXHOJIOT1H po3po0OKH BeO—irop.

[Ipenmer pocnijpkeHHs: — po3po0Ka ABOMIPHOI BeO-TpH 3a JOMOMOIOI0 MOBH
nporpamyBanns JavaScript.

Metow pobGoTtu € po3poOka rpu 3a JOMOMOIOK) MOBH IMPOrpaMyBaHHS
JavaScript, AOCHiJPKEHHS MOXJIMBOCTEH Ta OCOONHMBOCTEH pPO3POOKKH 1rop 3
BUKOPHCTAHHSAM JAaHOI MOBHM IPOTPaMyBaHHS, a TaKOXX BUPIIICHHA MPAKTHYHUX
3aBJIaHb, MOB'I3aHUX 3 CTBOPEHHSIM Bi3yallbHUX €JIEMEHTIB IPH, pOOOTOIO 3 KJIacaMH,
00'ekTamMu Ta 0OpPOOHMKAMHU ITPOBUX MOJI1i, TECTYBAHHSAM Ta BIJIJIarO/HKCHHIM TPH.

Kurowosi cnoga: JavaScript, HTML Canvas, po3po0ka irop, Bed0—irpu, rpadika,

KJ1acu, 00'€KTH, 0OPOOHUKHU ITPOBUX TOTIH.



ANNOTATION

Vozniuk B.V. Two—dimensional game — maze using JavaScript. Manuscript.

Bachelor's qualification work of the «Computer Engineering» educational
program, specialization 123 Computer Engineering. Lutsk National Technical
University. Lutsk, 2023.

The qualification work consists of an introduction, three sections, conclusions, a
list of references, and two appendices.

First section provides an analysis of the problem and a comparative analysis of
environments and tools for game development, as well as the selection of development
tools.

Seconds section justifies the chosen technologies and presents the functional—
structural diagram of the game components.

Third section focuses on the direct development of the game, including the
description of preparing visual elements, creating classes, objects, and event handlers.
The testing and debugging process of the game is thoroughly examined. The chapter
concludes with a description of the finalization of the development process and game
hosting.

Object of research — web game development technologies.

Subject of research — development of a two—dimensional web game using the
JavaScript programming language.

The aim of the work is to develop a game using the JavaScript programming
language, explore the possibilities and peculiarities of game development using this
programming language, and address practical tasks related to creating visual elements,
working with classes, objects, and event handlers, as well as testing and debugging the
game.

Keywords: JavaScript, HTML Canvas, game development, web games,

graphics, classes, objects, event handlers.
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BCTYII

AxmyanvHicms memu TONSATa€ B TOMY, IO IrpoBa I1HAYCTpIA MOCTIHHO
pPO3BUBaeThcsl 1 HaOyBae Bce OLIbIIOT MOMYJISAPHOCTI. IrpH CTalOTh HE TUIBKH
pPO3BOKATLHUMHU TPOAYKTAMH, aje¢ 1 MOTY)KHMMU IHCTPYMEHTAMH i1 HaBYaHHS,
TPEHYBaHHs Ta B3aeMOAili 3 KopucTyBauamMu. Takox, JavaScript € ojHieo 3
HaHMONIMPEHIIINX MOB MPOTrpaMyBaHHs BeO—pO3pOOKH 1 BOJIO/II€ ITUPOKUM CIIEKTPOM
MOXJIMBOCTEH JIsi po3poOku irop. Bukopucrannst JavaScript y po3poOui irop
NO3BOJISIE CTBOPIOBATH BEO—IrpH, SKI JOCTYMHI Ha pi3HUX Tuiatrgopmax Oe3
HEOOX1THOCTI BCTAHOBJIEHHS JI0JIATKOBOTO MTPOTPaMHOTO 3a0e3eueHHsI.

Mema pobomu nonsArae y po3poOlil rpu 3a JOTIOMOTOK) MOBH MPOrpaMyBaHHs
JavaScript 1 BUBUEHHs1 0cOOJIMBOCTEN pO3pOOKH 1rop B BeO—cepenoBulli. OCHOBHUMU
3aBJAAHHAMU € aHali3 craHy npobnemu y cdepi po3podku irop, Budip Ta
0oOrpyHTYBaHHS 3ac001B PO3pOOKH, CTBOPEHHSI BI3yaJlbHUX €JIEMEHTIB I'pH, podoTa 3
KJ1lacaMu, 00'eKTaMu Ta 00pOOHMKAMHM ITPOBUX MOJI1i, TECTYBAHHS Ta BIIJIATOKCHHS
I'pH, a TAKOXK 3aBEPILIECHHS PO3POOKHU Ta 3aBAaHTAKEHHS IT'PU HA XOCTHHT.

006 'exm 0ocnidxcenns — chepa po3poOKU CydaCHUX BeO—Irop.

IIpeomem Oocniosxcennsi — po3poOka BEO-TpU 32 JOMOMOTIOK MOBH
nporpamyBaHHs JavaScript.

3aBaHHA, sIKI HEOOX1JHO BUKOHATH:

— MpoaHali3yBaTH iHhOpMaIliitHI JHKkepena, OB’ s3aH1 31 ¢heporo po3poOKH irop.

— CIIPOEKTYBATH CTPYKTYPY 00’ €KTY pO3pOOKH.

— CTBOpUTH Tpadiydl eIeMEeHTH Uil TpH, BHKOPHCTOBYIOUH TpadiuHi
PEIIaKTOPH.

— MPOBECTH TECTYBAHHA Ta BIAJIATOXKCHHS TPU.

— 3aBAHTAKUTH TPy Ha OKpPEeMHUH cepBep (XOCTHHI), s 3a0e3ledyeHHs

BIJUTAJIEHOTO JTOCTYILY.



PO31T 1
3ATAJIBHI BIJIOMOCTI [TIPO COEPY PO3POBEKH ITOP

1.1 AnaJji3 crany npooJieMu

Beb-irpu craioTh Bce OUTBIN MOMYIAPHUMH CEpell KOPUCTYBauiB, 0COOIUBO B
MOOLTRHUX Ta OHIalH—cepenoBuiiax. CteopeHHs 2D rpu—mabipuHTy MoOxe OyTH
IMIKaBUM Ta 3aXOIUIIOI0YUM TPOCKTOM, SIKMH 3MOKE 3aly4UTH TPaBIiB CBOEIO
redMIUIeiHOI0 MEXaHIKOK Ta BHKJIMKATH IiKaBl eMollii. BHKOpHUCTaHHS MOBH
JavaScript ta HTMLS Canvas nns po3poOku rpu—iadipuHTy 3a0e3rnedye MBUIKY
pPO3pOOKY, BHCOKY IEPEHOCHMICTh MK PI3HUMH ILIaTGopMaMu Ta IPOCTOTY
po3ropTaHHs Ha BeO—cepBepi. MoBa JavaScript € MIMPOKO BUKOPUCTOBYBAHOIO BEO—
TEXHOJIOTIE€H0, 10 Ma€ BEIMKY CIUIBHOTY PO3POOHHUKIB, 110 BIAKPUBAE JOCTYI JO
BEJIMKOI KUIBKOCT1 pecypciB Ta O10T10TEK A7 PO3POOKH.

[Tpuknannoro  ramy33io  o0'ekta po3poOKM € rany3p  po3Bar Ta
reiiMIeBeNIONMEHTY, 3 (hOKyCOM Ha CTBOPEHHI BEO—1rop.

st po3poOku BeG—irop 3acobamu JavaScript ta HTMLS Canvas, HeoOXigHO
Matu BeO—Opaysep Ta pemaktop kony [l]. JlomatkoBo, mis pobotu 3 rpadikoro
HeoOxigHui GIMP — rpadiunuii peakTop /i CTBOPEHHS I'padiuyHUX €JIEMEHTIB, Ta
Tiled Map Editor — penakrop s CTBOpPEHHS KapT JaOIpUHTY.

Po3pobOka BuxisHOro o0'ekTy BuUMarae 0a3oBi 3HaHHS 3 NMPOrpaMyBaHHS Ha
JavaScript, po3poOku BeO—aomatkiB, poOOTH 3 rpadikord Ta rpahiYHUMU
pElaKTOpaMH.

@®opmat 1HMDOPMAIIHHUX TMOTOKIB Y BHIJISAL TEKCTIB (miayoru), 300pa’keHb
(IrpoB1 cipaiiTH Ta acceT) Ta ayAio (3ByKoBi e((heKTH), BIAMOBITHO 10 BUMOT I'PH Ta
(GYHKIIOHATBHOCTI, SIKY MOTPIOHO peasi3yBaTH.

Buxigaum o0'ektom € 2D rpa-nalipuHT, 3 0araTbMa piBHSMH, MOKIIUBICTIO
KepyBaHHsI TOJIOBHAM T'e€POEM, B3aEMOJIIEIO 3 00'€KTaMU TPH, pealti3almiero MpaBuil IpH

Ta BiI0OpakeHHAM rpadiuHAX €IEMEHTIB Ha €KpaHi TpaBIIs.



1.2 3pilicHenHs aHaJi3y Ta BUOOpY 3ac00iB po3podKku

Hnst po3poOku Opayzepuux 2D irop, icHye 0Oararo AOCTYNHHX 3acoOiB,
IHCTPYMEHTIB Ta CIoco0iB po3poOku. HalmonyispHilIMMU Ha ChOTOJHINIHIN JEHb
PIIICHHSIMU €:

— Phaser (Ta6u. 1.1). Phaser € oqnuM 3 nonynsipHux (ppeiiMBOPKIB J1J1s1 pO3pOOKH
Opayzepuux 2D irop. Bin 0a3yeTbcs Ha MOBI mporpaMmyBaHHa JavaScript 1 Hanae
mUpoKui HaOip PyHKIIH, TaKUX sIK aHIMallis, Pi3uka, 3ByK, CpalTH, KOJi311 Ta 1HIII.
Phaser Mae BenuKky CHIIBHOTY PO3POOHUKIB Ta BEIMKY KUIBKICTh JOKYMEHTALIl, 110
pOOUTH HOT0 JOCUTH MOIYJIIPHUM BUOOPOM JUIsl po3po0KH Opay3epHHX irop [2].

Tabmuus 1.1 — Xapakrepuctuka Phaser

IlepeBaru Henonikn
[Hupoxuii Habip GyHKIIIOHATBHOCTI, BKIIOUAIOYH Bumarae 3HaHb B IPOrpaMyBaHH1 Ha
aHimaio, Gpi3uKy, 3ByK Ta 1HIIII. JavaScript.

Benuka criyibHOTa pO3pOOHHKIB Ta BEJIMKA
o He mae rpagiunoro intepdeiicy po3po0kH,
KUTBKICTh TOKYMEHTAILI1,
BCE BUKOHYEThHCS Uepe3 KOJI.

[TiaTpuMka MOOITEHHX TIPUCTPOIB Ta Opay3epis.

— CreateJS (tadn. 1.2). Create]S € KOMIUIEGKCHUM HaOOpoM O10MIOTEK s
po3poOKK Opay3epHUX irop, Bkiouaroun EasellS mins pobortu 3 rpadikoro, TweenJS
TUIsS aHiMarlii, Ta iHmi. BiH BUKOpHUCTOBYE MOBY TporpamyBaHHs JavaScript i Hagae
3py4Hi 3aco0u 1 po3pobku 2D irop 3 rpadgiuaum iHTepdeiicom [3].

Tabmuus 1.2 — Xapakrepuctuka Create)S

[TepeBaru Henomniku
KommnuexcHuii Habip 6i6mioTek 11s1 pi3HUX He raxuii nonynspuuii, sik Phaser, Tomy
aCIeKTiB po3pobKH irop. MOke OyTH MEHIIIE JIOKYMEHTAIIII.

ObMmexkena QpyHKIIOHANBHICTD MOPIBHIHO 3

I'padiuamii iaTepdeiic po3pooKu ) .
pad po posp JESIKUMH THIIMMH (ppeliMBOpKaMH.
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— Unity (ta6m. 1.3). Unity (puc. 1.1) € o1HUM 3 HAUMONMYJISIPHIIIKAX IHCTPYMEHTIB
PO3pOOKHU irop, SIKM BUKOPUCTOBYEThCA sl po3poOku sik 2D, Tak 1 3D irop. Bin
3a0e3mnedye BUCOKHI pPIBEHb THYYKOCTI Ta (hYHKIIOHAJIBHOCTI, BKIIIOYaKOUH (I3UKY,
aHIMalio, KoNi3li, ITYy4YHHH iHTENeKT Ta Oarato iHmMMX MoxkauBocTel. Unity
BUKOPUCTOBYE MOBY niporpamyBanus C# s po3po0ku irop [4].

Ta6muusg 1.3 — Xapakrepuctuka Unity

ITepeBaru Henoniku

Bucokuii piBeHb (YHKIIOHAIBHOCTI Ta
) CknagHicTh BUBYCHHS T4 BUKOPUCTAHHS,
THYYKOCTI.
0CO0JIMBO [IJIA TTOYATKIBIIIB.

[TiaTpumka po3podku sk 2D, Tak i 3D irop.

Benuka cninbHOTA PO3POOHHKIB Ta BEJIHKA

KUIBKICTB PEecypciB Ta JOKyMEHTALlii.
Bumarae BCTaHOBIIGHHS Ta HAJIALITYBAHHS

MOo3KIHBICTE €KCTIOPTY TOTOBHX irop Ha pi3Hi cremiansroro I13.
w1aTopMH, Taki sk BeO, MOOLIBHI IPUCTPO],

TTK Ta iHm.

STHRNT] @ ==8™ »eE o

SCRASHERS " . s

Pucynok 1.1 — Intepdeiic Unity

— Pixi.js (Tabm. 1.4). Pixi.js € IIBUAKUM Ta JIETKUM (HpEiMBOPKOM TSI pO3POOKH
2D irop B Opay3sepi, BukopucTOBYyr0ouM WebGL nama amapaTHOTO NPUCKOPEHHS
rpadiku. BiH nponoHye BUCOKUIA pIBEHb MPOAYKTUBHOCTI Ta MOMKJIMBOCTEH, TAKUX K

PEHACPUHT CIPANTIB, (GiNbTPH, aHIMAaII Ta 1HII [5].
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Tabmuns 1.4 — Xapakrepucruka Pixi.js

[TepeBaru Henonikn

Bucoka nposyKTHBHICTb 3aBASKH
He mae miarpumku anst 3D—rpadiku, dizuku
BukopuctanHi WebGL ta anaparnoro
. Ta IHIIUX PO3MIMPCHUX MOKIHBOCTCH, SKi
HPUCKOpPEHHS rpadikH. o '
MOKYTb OyTH MOTPiOHI JUIsl I€SKUX THITIB

Jlerkuil y BUKOpHCTaHHI Ta Ma€ YUCTHI irop.

CHHTAaKCHC.

3abe3neuye BEMKY KiIbKiCTb MOKIMBOCTEH U | MEHINA CIIUIBHOTA PO3POOHHKIB MOPIBHAHO

po3poGku Gpayseprux 2D irop. 3 OLTBIN BiTOMHMH (pEHMBOPKaMH.

— HTMLS Canvas (Taba. 1.5). HTMLS Canvas € BOy10BaHUM BEO—TE€XHOJIOT1€10
1 peHaepuHry rpadiku B Opaysepl, fika MOKe OYyTH BUKOpPHCTaHA JJI PO3POOKH
OpaysepHux 2D irop. Bona BukopucToBye MOBH niporpamyBanHs JavaScript, HTML
ta CSS s po3poOku irop [6].

Tabnuus 1.5 — Xapakrepuctuka HTMLS5 Canvas

ITepeBaru Hemomiku

OO6mexeHa G yHKI[IOHATBHICTh MOPIBHAHO 3

Jlerko BUKOPUCTOBYBATH BKe BOYJ0BaHY ) . )
IHIIAMU (ppeiiMBOpKaMH Ta IHCTPYMEHTaAMH

BeO—TEXHOJIOTI0 03 HeOOX1AHOCTI ) ) )
po3po0KH, TAKUMHU SIK (hi3uKa, aHiMallis,

BCTAHOBJIEHHS JIOATKOBHUX 1HCTPYMEHTIB. . . N
MITYIHHI {HTEICKT Ta iHII.

[lInpoke 3acTOCYBaHHS B po3pobLi BeG—irop | BHMArae pyqHoro HarmMcaHHs 0arato Koy, 1o

Ta BeO—I0IaTKIB. MO3Ke OyTH BUTPAaTHUM Ha 4ac Ta PECypCH.

Uepes npocToTy BUKOPUCTAHHA Ta JOCTYMHICTh «3 KOPOOKH» BHOIp BIAB caMe
Ha HTMLS5 Canvas. Po3po0ka rpu Ha 0a3i L€l TeXHOJIOrT JIO3BOJIMTH Kpallle BABUUTH
came «uucti» JavaScript, HTML Ta CSS, 1o B nepcnekTrBi 1a€ MUPII MOKIUBOCTI
y BUOOP1 cepu 3aCTOCYBaHHS OTPUMAHUX 3HAHb.

[Ipu 0OroBOpeHHI IHCTPYMEHTIB JIJIsl PO3POOKHU ITOpP, BAPTO TAKOXK HE 3a0yBaTu

PO 3aco0U /1JIsi CTROPEHHS B13yallbHO1 YACTHHH, a CaMe — I'POBHUX PiBHIB, IEPCOHAKIB,
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TEKCTYp, 1 T.1 [7]. IcHye Kiabka pi3HUX 3ac00IB Ta iIHCTPYMEHTIB, SIKI MOXYTh OyTH
BUKOpPHUCTaH1 /st cTBOpeHHs 2D rpadiku. [lexinbpka 3 Takux 3aco01B BKIIOYAIOTH!

— Penaktopu piBHIB y (peiiMBOpKax Ta IrpoBHX JBUryHaX. baraTo irpoBux
JIBUTYHIB Ta (PpelMBOpKIB MaiTh BOY/JOBaHI PEJAKTOPH PiBHIB, SIKI JO3BOJISIIOTh
po3poOHuKaM cTBOproBatH 2D piBHI Oe3mocepelHbO y Bi3yalbHOMY CEpPEIOBHUIIL.
Hanpuknazn, Unity, Unreal Engine, Godot Ta iHm ¢peliMBopku MaroTh BOYy/10BaHi
PEIAKTOPHU PIBHIB 3 BEJTMKUM HA0OPOM IHCTPYMEHTIB JiJ1s1 CTBOpeHHA 2D piBHIB, TAKUX
SIK PO3MIILLEHHs 00'€KTIB, HATAIITYBaHHS (P13UKH, poOOTa 31 MIapaMH Ta 1HII (YHKIII.

CaMoOCTIHiHI penakTopu piBHIB. ICHYIOTh TaKO OKpEMI pPEIaKTOPH pIBHIB,
criemianizosani Ha ctBopeHHi 2D pisuiB. Hanpuknan, Level Editor [8] (puc. 1.2), Tiled
[9] (puc. 1.3), Tilemap Studio Ta iH111, Il peIAKTOPH HAAAIOTh 3aCO0U /I CTBOPCHHS
2D piBHIiB, TaKHX SIK PO3MIILIEHHSI TAJIIB, HATAIITYBaHHS KOJi31H, poboTa 3 00'ekTaMu,

HaJalITYBaHHS €(EKTIB Ta IHIIUX BIACTUBOCTEH PiBHIB.

evces@E LSO 03

e aptef 220w oo

ﬁ#ﬂﬁ%ﬁﬁ;ﬁﬂﬁg
imeamenwmmmeeef )

amgr..""_-' ————————x—
~
e SRR TR TR TER Ry

Pucynoxk 1.2 — Level Editor (LEd) [8]



NewLevel2 new.tmx (SuperCathoy) — Tiled

File Edit View Map Layer Project Help

Project B | Newlevel2_newtmx
SuperCatboy - - =
N , e Do . isRO090AE mRd [HEA
Terrains Layers T
TiledObjects Opacity: L

ObjCollisionMasks & Collectables @ ol
T CollisionMasks_16.tsx & marker oy |
T CollisionMasks.tsx & Crates @ of

Tilesets g;

Ropes @
¥ ts_cave bg.tsx =l
T ts_caversx I ~w—r— .
T ts_forest_bush.tsx dov=@ -8 =
W ts_forest.tsx

Mini-map | Objects  Layers
Tilesets [

s | oo || -

T bg_forest_details.tsx
T Forest BG_Collection.tsx
" Forest Foregrounds.tsx
¥ ForestTileset.tsx

T MARKERTSX

T MineTileset.tsx

T NewLevel2_new.tmx
T obj forest_details_2.tsx
T obj_forest_details.tsx
¥ ObjCollectables.tsx

¥ ObjCratesBarrels.tsx
T ObjDecorations.tsx

T ObjEnemies.tsx

Pucynoxk 1.3 — Tiled Map Editor [9]

— Penakropu rpadiku. I'padiuni penakropu, Taki sik Photoshop (puc. 1.4),
GIMP (puc. 1.5), Aseprite, Pyxel Edit Tta iHm, MOXyTh OyTH BUKOPHUCTaHI IS
CTBOpEHHsI TpadiuHuX eneMeHTiB 2D piBHIB, TakWX SIK TIa, TAWIM, MEPEIIKOIH,

00'ekTH, MepcOHaXK1 Ta 1HII rpadivyHl eJICMEHTH.

(T Sty Neemal

Untitied-2 @ 192% (Flumingo, RCE/H) *

Pucynok 1.4 — Photoshop



*[sunflower] (imported)-1.0 (RGB color 8-bit gamma integer, GIMP built-in SRGB, 1 layer) 800x570 - GIMP

Edit Select View Image Layer Colors Tools Filters Windows Help

[©] suntiower.

% w sunflower.jpg (4.3 MB)

Pucynok 1.5 — GIMP

— KonyBanus: J{7is neskux po3poOHUKIB, CTBOPEeHHS 2D piBHIB MOXE BKITFOYATH
HAITMCAHHA BJIACHOTO KO/Y, TAKOTO K CKPHUIITH a0 ClieHapii, a1 peamizanii GpyHKIii
PIBHIB, TAKHX SIK JIOTIKA TPH, PyX 00'€KTIB, TMHAMIYHI ITO11 TA 1HIII B3a€MOJIii Ha PiBHI.
Croau Takok MOYKHA BIJIHECTH ITPOLIEypHY TeHepanito. [IpornexypHa reneparis — e
METOJI CTBOPEHHS BMICTY, TaKOTO sK Tpadika, 3BYK, pPiBHI, TEPCOHAXKI, 00'EKTH TOIIIO,
BUIAKOBUM a00 QJITOPUTMIYHUM IUISIXOM 3a JOMOMOIOI0 KOMIT'IOTEPHHUX MpOrpam
abo anropuTMIB. 3aMICTh TOTO, OO0 PYYHHMM YHHOM CTBOPIOBAaTH KOYKEH €IIEMEHT
OKpEeMO, TIpoIlelypHa TeHepallis JA03BOJSE aBTOMATHU3YBaTH TNPOIEC CTBOPEHHS
BEJTHKOI KUTBKOCT1 BMICTY.

— @i3uuni neuryHu. ®izuyni ABUryHu, taki sk Box2D, Chipmunk, Matter.js ta
IHIIT, MOKYTh OyTH BUKOPHUCTaHI JuIa peanizamii ¢pizuku B 2D piBHax. Bonn HagaroTh
MOJKJIMBOCTI JIUII MOJICITIOBAHHS PeaiCTUYHOI (hI3MKH 00'€KTIB, TAKMX SK TpaBiTarlis,
KOJIi311, pyX Ta iHmm ¢izmuni B3aemoii [10].

— IHcTpyMEHTH 17151 aHiMaIlii. AHIMAIIIS € BaKJIMBOIO YaCTHHOIO 2D piBHIB, 1 115

il CTBOpPEHHSI MOXYTh BUKOPHUCTOBYBAaTHUCH CIElliaJibHI IHCTPYMEHTH, Taki K Spine,
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DragonBones, Spriter Ta inmnri. BoHu 103B0MSIIOTE CTBOPIOBATH aHIMaIlii MepCOHAXKIB,
00'eKTiB, €()EKTIB Ta IHIIHX €IIEMEHTIB PiBHIB.

— PecypcHi 6105i0Teku Ta maketu rpadiuHuX eIeMEHTIB: [CHYIOTh TaKOXK Pi3HI
pecypcHi 0107Mi0TeKHM Ta TMakeTH TrpadiuyHUX eleMeHTiB, Taki sk Kenney.nl,
OpenGameArt.org, GameDevMarket Ta iH111, sIKI MICTATh TOTOBI TpadiuHi pecypcH,
TaKi sIK TalJIu, TJ1a, NIEPCOHAXKI Ta 1HII €JIEeMEHTH, SIK1 MOKYTh OYTH BUKOPHCTaH1 JIJIs
MIBUIKOT po3po0ku 2D piBHIB.

st po3poOku piBHIB OyB 00panuii penakrop piBHiB Tiled Map Editor, a s
CTBOPEHHS IrPOBOi BI3yalnbHOI TIpadikd (roJIOBHUH NEPCOHAXK, MPOTUBHHKH,
inTepdeiic, irposi 00'ekTH) OyB BUKOpucTaHuit Gimp.

GIMP (GNU Image Manipulation Program) — 1ue BUIbHUH, BIIKPUTHH 1
0e3K0omTOBHUN rpadiuHUi peaaKTop, SIKM BUKOPUCTOBYETHCS JJIsl pe/laryBaHHs Ta
00po0Oku 300paxkenb. GIMP € onHuM 3 HalmOMyJApHIIMX aJIbTEPHATUBHUX
penakTopiB (oTtorpadiii 10 komepiiiiHoro Adobe Photoshop, 1 BiH gocTynHuii s
BUKOPUCTAHHS Ha PI3HUX OMEpalliHuX cuctemax, BKiatodaroun Windows, macOS Ta
Linux [11].

GIMP nanae mupoxuii ciektp GyHKIIIHM 11 pegaryBaHHs 300paKeHb, TAKUX K
KOPEKIisl KOJIBbOPY Ta KOHTPACTY, BUJIAJICHHS €JIEMEHTIB, PETYIIYBaHHS, MaJFOBAHHS,
cTBOpeHH: rpadiyHux edexTiB, podoTa 3 mapamu, Mackamu, GUIbTpaMU Ta 1HIIUMH
IHCTpYMeHTaMHM 15t 00poOku 300pakenb. GIMP Takox miaTpumye poOOTY 3 pi3HUMHU
dbopmaTamu 300paxens, Brodaroun JPEG, PNG, GIF, TIFF ta 6araro iHmmx.

Visual Studio Code (VS Code) (puc. 1.6) — ue iHTerpoBaHe cepe/IOBHIIIEC
po3podku (IDE), po3pobnene kommaniero Microsoft, sike MMUPOKO BUKOPHCTOBYETHCS
pO3poOHUKAMH JJIsl pO3pOOKU pi3HOMaHITHUX TporpaM. VS Code Hajnae nmoTyxHUN
PEAAKTOP KOMY 3 BIAMIHHOIO ITiJICBITKOK CHHTAKCHUCY, aBTOJOTIOBHEHHSM, TIEPEBIPKOIO
MOMHJIOK Ta BIJIJIAJIKOIO, 10 POOWUTH HOTO BIIMIHHMM BHOOPOM JUISI PO3POOKH

JavaScript, HTML ta CSS komy, 110 BHKOPUCTOBYETBCS B Opay3epHHUX irpax [12].
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S serviceWorkerjs X

sterValidSW(swUrl,

( b
if (navigator
ndBeacon

Install

Live Server

( ) Launc dewv . questM

tuic

Pucynox 1.6 — Microsoft Visual Studio Code

VS Code mae BenMKy KUIBKICTh PO3IIMPEHb, PO3POOJECHUX CHUILHOTOIO
PO3pOOHUKIB, IO JI03BOJISIE PO3MIMPIOBATH (YHKI[IOHANBHICTE penakTopa. Ilig dac
po3poOKu Oyno BukopucTane po3mmpeHHs «Live Server» (puc. 1.7). Lle po3mupenus
HaJIa€ MOXJIMBICTh JIETKO 3aIyCKaTH JIOKAJbHUN BeO—CcepBep, i KOKHOTO pa3y, KOJu
PO3pOOHMK 30epirae 3MiHH Y CBOEMY KOJI1, CTOPIHKA aBTOMAaTHUYHO OHOBIIOETHCH, 1110
N03BOJIsIE  0AUUTH pe3yJbTaTH B peallbHOMY Yaci 0e3 HeoOXiJIHOCTI Bpy4dHY

MePE3aBAHTAKYBATU CTOPIHKY.

EXTENSIONS: MARK... = = Extension: Live Server X

Live Server

Live Server
Live Server 561

Launch a development local Server ... Ritwick Dey T
Ritwick Dey o Launch a development local Ser...
Live Share 1 4

Real-time collaborative developmen...
Microsoft Install

DisableY Uninstall This extensior

SQL Server (mssql) 1.9.0
Develop Microsoft SQL Server, Azur...
Microsoft Install

Details Feature Contributions Changelog

Live Server Preview 0.1.4 [I'm sorry but I'm super busy now. If you want to be a

Preview your HTML file with localho... maintainer of the project, please feel free to contact me!
negokaz Install You've to be passionate about programming]

Live Share Audio 0.1.91 L

Adds audio calling capabilities to Vi... L|Ve Server

Microsoft Install
I master* <& ®OAO0 ® GolLive & 0

Pucynok 1.7 — Po3mmpenns “Live Server”
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PO3/1T 2
CTPYKTYPA OB’EKTY PO3POBKHU

2.1 OOrpyHTYBaHHA 00pPaHUX TEXHOJIOTiH

3a mpu3HaYeHHAM, 00paHi TEXHOJIOTIT MOYKHA PO3IUIMTH 33 IBOMA KaTCTOPIAMH:
texHivHi (JavaScript ta HTMLS5 Canvas) Ta BizyansHi (GIMP i Tiled Map Editor).

Ak MokHa 3po3yMITH 3 Ki1acudikalli, «Bi3yalbHD» IHCTPYMEHTH OyAyTh
BUKOpHUCTaH1 Juisi cTBopeHHs rpadiku rpu. Tiled Map Editor — nie iHCTpyMeHT, sIKuid
no3Bonse crBoproBatd 2D kapT. Mloro MokHa BMKOPHUCTOBYBATH ISl CTBOPCHHS
PIBHIB I'DH, pO3MIILIEHHS TailmiB, 00'€KTiB, KOJi3ii Ta iHmuX enemenTtiB. Tiled Map
Editor miaTpumye pi3Hi THIIK TaUJICETIB Ta MIAPIB, 110 JO3BOJISAE CTBOPIOBATH CKIIA IHI
piBH1 3 pizHuMH enemeHTamMu. GIMP — ue rpadiunuii penaktop, sAkud Oyje
BUKOPUCTAHUHN JJI1 CTBOPEHHS rpadiku I'pU, a KOHKPETHIIIE, CIPAUTIB (300pakeHHS
MEPCOHAKIB, 00'EKTIB TOWIO), TaiyiceTiB (300pakeHHs, SIKI BUKOPUCTOBYIOThCS IS
CTBOPEHHS KapT), aHiMallii, 00poOKu TekcTyp Ta iHIoi rpadiku. BukopuctoByrodu
Tiled Map Editor, MoxxHa iMmnopTyBaTH Taitsicetu, ctBopeHi y GIMP, 1 po3mintyBatu
iX Ha IrpoBIi KapTI.

JavaScript ta HTMLS5 Canvas y cBoto x uepry OyJyTh BIANOBIJATH 3a Bce, 10
Oyne BimOyBaTUCA «II1J KalloTOM» rpH. JavaScript 103BOJUTE N0/1aTH B3a€MOJII0 MIXK
€JIeMEHTaMU Ta JIMHAMIKY JIO T'PH, a KOHKPETHIIIE, CTBOPUTHU JIOTIKY TpPH, PYXYy
MEPCOHAKIB, B3a€EMOIII0 3 00'€ekTaMu rpH, aHiMailii Ta Oarato inmoro [13]. HTMLS
Canvas y CBOIO X 4Yepry J03BOJisie MalltoBaTh rpadiky Oe3mocepelHbO Ha BeO—
CTOpIHII, a CTBOpIOBaTH TpadiuHi edekTH, peHACpUTH rpadiky, aHIMAaIli, KEpyBaTH
MHUILKOK Ta KJaBillamMH, oOpoOssaTH Komi3ik Ta Oarato iHmoro. Ilicns cTBopeHHSs
pieuiB rpu y Tiled Map Editor, Bonu OyayTh IMIOPTOBaHI y MPOEKT came 3a
nonomoroto JavaScript ta HTMLS Canvas. Takox, 3a iXx gonomoror, OyayTh
CTBOpEHI aHIMaIlii y rpi. AHIMOBaHI CTIpaiiTH mepcoHaxiB, ctBopeHi B GIMP, OynyTs
aHIMOBaHI IUISIXOM ITUKJITYHOT 3MIHH KaJIpiB i1 4ac PyxXy 00 €KTiB.

Taxox, 3acobu JavaScript OyayTh BUKOPUCTaHI JJI1 BIATBOPCHHS MY3UKU Ta

3BYKOBHX €(DEKTIB y I'pl.
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2.2 OyHKUIOHAJIBHO—CTPYKTYPHA CXeMa CKJIaJ0BUX IPH

HupexTopid 3 daitnamu rpu, ckiiagaeTbes 3 6 manok, 5 (haiiiiB 31 CKpunTamu,
ta (paitiny index.html (puc. 2.1). BMicT K0HOT Nanku NpoeKTy onucaHuil y Tabui

2.1.

[ N { yme Documents / VS Cod Github / Braveheart

Recent
Starred

a] Home

i Videos

M Trash Fay fp rjs g index.html

Other Locations -

info.txt

Pucynok 2.1 — daitnosa cTpykTypa npoexTy

Tabmuns 2.1 — BMicT manok mpoexTy

[Tanka Bwmict
assets [Tpoexkru GIMP, Ta .png daiinu J1eskux TeKcTyp.
audio .mp3 daiiinm My3UKH Ta 3ByKOBUX e()eKTIB.

@aiin collisions.js, y sKoMy omrcaHi KOOPAMHATH YCIX MEK, 1110
data po3TalloBaHi Ha KOKHOMY piBHI, a Takox nanka dialogs, no MicTHTB .png

(haiinu cnMBaKYMX 11aJI0T1B.

_ VYei .png, 1o BUKOpHUCTaHi y Ipi (Bi3yanbHi 00’ €KTH, EPCOHANKI,
img
300pakeHHsI Marl, TOMIO).

maps VYei gaiin—npoexru man Tiled Map Editor

tilesets Qaitin—Texctypu Tiled Map Editor
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Y ckpuntoBuX (aitax, Mo PO3MIMICHI B KOPEHEBIH TUPEKTOPIl IPOEKTY,
OMHUCYIOTHCS KJIACH, IrpoBi Mo, iX 00poOHUKH, PyHKIII1, ePeKTH, TOLIO.

HonatkoBo, y daiini index.html (momatok A) 3a momoMorow Tery <script>
B110yBaeThes IMNopT aojatkoBux JavaScript 616morek (mictunr 2.2) Howler (nis

BiATBOpeHHS aynio) Ta GSAP (ns cTBOpEeHHs aHiMallll mepexoay Mixk piBHAMU) [14].

<script
src="https://cdnjs.cloudflare.com/ajax/libs/howler/2.2.3/
howler.min.js"

integrity="sha512-
6+YN/909BWrkewSTGxQGpt3EUKEeXeHi6yeHY
+TYD2GROS ]/ cggRpXr1BrAQf@aseXslxomMUxXp2vI1+fveQRA=="

crossorigin="anonymous" referrerpolicy="no-
referrer"></script>

<script

src="https://cdnjs.cloudflare.com/ajax/libs/gsap/3.11.4/g
sap.min.js"

integrity="sha512-f8mwTB
+Bs8a5c46DEm7HQLcIJuHMBaH/UF lcgyetMggkvTcYgdg5VXsYR71b3qC8
21ZytiNYvBj2pfevekA9/FQ=="

crossorigin="anonymous" referrerpolicy="no-
referrer"></script>

Pucynok 2.2 — Immopt 30BHImHIX JavaScript

[Ticns 3aBeprieHHsT po3poOKH, TPy HEOOXITHO Oye 3aBaHTaKUTH HA XOCTHHT.
Tak siK 3arajibHAKA PO3MIp yCi€l BUX1JTHOT IMPEKTOPIl HE TyKe BeTUuKuid (6sm3pr0 60
MB), MOXHa BHUKOPHUCTYBAaTH MPAKTUIHO OyAb—AKHN JemIeBUN ab0 OE€3KOITOBHUIMA
xocTHHT. byno obpane pimenns Bix komnanii InfinityFree, mo Hagae 6e3komToBHy Ta
HEOOMEKEeHy y uaci IuargopMy JUisi XOCTHHIY HEBEJIMKMX BeO—cailiTiB Ta BeO—
NONATKiB, Ta JIOTIYHO 3PO3YMUIMHA JOMEH, VY BHUIJIAIl «HAa3Ba_ IPOCKTY»
.Anfinityfreeapp.com. Llefi BapiaHT IIJIKOM 3aJJ0BOJISIE€ YC1 BUMOTH TIPOeKTy [15].

Jlist 3aBaHTa)keHHA (aiiniB Ha cepBep Oyne Bukopuctanuid FTP—xmient FileZilla

(puc. 2.3).
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File Edit View Transfer Server Bookmarks Help

Host: Username: Password: Port: | Quickconnect | ~
Local site: M v || Remote site:
» iy
Filename Filesize Filetype Last modified Filename ¢ Filesize Filetype Last modified Permission O
@ bin Directory 14/06/15 18:40...
@ boot Directory 14/06/15 18:42... 4
4 cdrom Directory  28/12/1401:51... Not connected to any server
@ dev Directory 14/06/15 18:41...
B etc Directory 14/06/15 18:47...
» home Directory 28/12/1401:51...
» lib Directory 28/12/1401:54...
» lib64 Directory 03/04/1509:59...
lost+found Directorv 28/12/1401:47_.. = 2
4 files and 21 directories. Total size: 68.7 MB Not connected.
Server/Local file Directio Remote file Size Priority Status

Queued Files | Failed transfers | Successful transfers

B8 |Queue: empty e

Pucynok 2.3 — FTP—xumient FileZilla

FileZilla — ue OeskomrToBHuii Bigkputuii FTP-xmienT, sxuii no3Boise
BcTaHoBmoBaTH 3'eqHaHHss 3 FTP—cepepamMu Ta mnepenaBatu  Qaiiam  Mik
KOMIT'FOTEpOM KOpUCTyBada 1 cepBepoMm. BiH miarpumye mneperaryBaHHs ¢aiinis,
KepyBaHHsI 4Ye€pe3 KEepPYIOUMi 3HIMOK, MIATPUMKY IPOKCi—CcepBepiB, MHPPYBAHHS
nepeaayl ganux 3a SSL/TLS i 6arato inmux gyukiii. FileZilla € nyxe nomupenum i
nonyJsipHUM 3acobom st podotu 3 FTP—cepBepamu, oco01uBo B BeO—po3po0lil, e
BIH BUKOPUCTOBYETHCA I 3aBaHTaKeHHs (aiiiiB Ha BeO—cepBep i myOJikairii Be0—
cairip [16].

FTP, a6o File Transfer Protocol, € mporokonom mnepemaudi aitni, SKuii
BUKOPUCTOBYETHCS JIJIsI iepeaaul (paiiaip Mk KoMIT'toTepamMu B Mepexi [nTepuer. Bin
€ OJIHUM 3 HAUTIOIIUPEHIIKNX CMOco0IB nepeaayi ¢aitnin, 0cOOJUBO B KOHTEKCTI BeO—

po3poOku Ta ynpaeliHHs BeO—caltamu [17].
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PO3/11 3
PO3POBKA I'PH 3A JIOIOMOI'OIO JAVASCRIPT

3.1 ITlinroToBKa Bi3yaJIbHUX €JIEMEHTIB IPpH

[lepmoyeproBo, HEOOXITHO CTBOPUTH YCI BI3yallbHI  €JIEMEHTH, IO
3HAA00AThCS TPU po3poOIil rpu. Hacammepen 11e irpoBi nepcoHaxi (roJIOBHUM repoi,
MPOTUBHUKHU), Marna, irpoBl 00’ €KTH (HanpuKIIaJl, MOpTaau) Ta BidyanbHi edextu [18].

AHIMOBaHI 00’€KTH (TOJIOBHHM Tepod (UepBOHA IIAOYyKa) Ta MPOTUBHHUKHU
(cxenet Ta 6K01a)) Oy ctBopeHi y GIMP y Burisani 00’ eqnanux ciaiiB (Ha puc.

3.1, puc. 3.2, puc. 3.3, puc. 3.4), sxi OyayTh 3MIHIOBaTHCS O€3MOCEPEIHBO TI1J] Yac

pyxy.

Pucynok 3.2 — AHimaliist pyxy roJIoBHOTO repost
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Pucynok 3.3 — AHimaris pyxy ckejiera

Pucynok 3.4 — Animaris pyxy 0mkomu

Mana rpu (puc. 3.5, puc. 3.6) Oyna crBopena y Tiled Map Editor , ta

CKJIaJIaeThes 3 17 okpeMux, 3’ €ITHAHUX MikK cOOOI0 YaCTHH.



Pucynok 3.5 — [loBHa Mana rpu (BepXHs IOJOBHHA)

Pucynoxk 3.6 — [loBna mamna rpu (HUHS [MOJIOBHHA)
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OcHoBHa koHuenis crBopeHHsa kapt B Tiled Map Editor nmonsrae B po6orti 3
tainceramu (Habopamu TaiiiB) (puc. 3.7, puc. 3.8) Ta closiMH (JJOTTYHUMH PIBHSIMH)
Ha nux Taiticerax. [Ipu po3poOiii, TaiinceTiB Oyiia 3aBaHTa)keHa 3 OE3KOIITOBHUX

Jxepen B [HTepHETI, a 1HIIa [0JI0BUHA — CTBOPEHA BiIacHOpyY y nporpami GIMP.

Pucynok 3.7 — TaitnceTu 3 e1eMEHTaMU OTOUYEHHS

Pucynok 3.8 — Tailsicetu 3 aepeBaMu Ta KyIlamu
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Bapro 3ragaTtu, mo okpeMo takox y Tiled Oysu cTBOpeHi el1eMeHTH EPEIHBOTO
iany (puc. 3.9), Taki sik JUCTS JAepeB, Jaxu OyaiBenb, Tomo. i enemMentu OyayTh
«MEepeKpUBaTH» MEPCOHAXKIB TI'PH, TOOTO, 3HAXOJUTUCS HAA HUMU. BizyanbHO 11€
MOKHA MPEJCTaBUTH Yy BUIIISIL 3 mIapiB, Jie MepIIni ciioi — e Oe3rnocepe/iHb0 Mara,
IPYTUi CJIOW — mepcoHaxi (TOJOBHUM repoi, MPOTUBHUKM), a TPETI — €JIEMEHTU

NepeIHbOro 1JIany.

3

AT

Pucynox 3.9 — EnemenTu nepeiHboro miaHy 3 npo3opum GoHOM

HonatkoBo, y Tiled, mist koxHOT JToKarii OyB CTBOPEHHH 1Iap 3 KOJI31IMH MEX
noxkanii (puc. 3.10). Komizis B KOHTEKCTI CTBOPEHHS ITPOBUX KapT BiTHOCHTHCS JI0
BJIACTHBOCTI 00'€eKTiB a00 mIapiB, Ska BU3HAYAE IXHIO 37ATHICTH B3aEMO/IIi 3 IHITUMHU
00'ektamu B rpi. Koi3isi MOXke BH3HAYaTH, Y4 MOKYTh 00'€KTH NEpPeIIKoKaTH OJIUH
OJTHOMY, B3a€EMOIATH 3 (HI3UIHHUMH 00'€KTaMH, TIPOXOIUTH Yepe3 TeBHI 001acTi Ha

KapTi, a00 B3aEMOJIISTH 31 CBITOM TP B3aradi.



map_2 3tmx X

LBo o - a-BEc0oc A A0 00ars A s FEINATES
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i collisions ©
Class. BB Tile Layer 19 @ of
Orientation Orthogonal B Tie Loyer 18 o
Width 30 Tl Layer & !
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Tile Height 32 B8 Tile Layer 12 @ o
Infinite O EH Tile Layer 11 @ o
Tile Side Length (Hex) |0 H Tile Layer 8 o
Stagger Axis Y B Tile Layer 9 @ o
Stagger Index odd Bl Tile Layer 10 @ of
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Tile Layer Format csv B Tile Layer 1 @ o
Output Chunk Width |16 ~ 5 Group 1 &
| Output Chunk Height |16 F Tile Layer 15 ®of

Tie Render Order | Right Down |

Compression Level |-

+Background Color
Custom Properties

.+ +E80E «a

L L)

- [Femainsess | mesers [T
B Go:o Bcolisions  ~||100% |~ | fhNews €3 Update Available

Pucynox 3.10 — Po3mimieHHs mapy 3 KoJi31siMH Ha PiBHI

Konizis moxke OyTH BCTaHOBJICHA HAa PIBHI TAilIIB (TaK 3BAaHUX «TAMJIOBUX
KOJIi31i») abo Ha piBHI okpeMux 00'ekTiB. Hampukia, MoxkHa HajlamTyBaTH KOJi3i0
Ha 00'eKTI IepcoHaka, o0 BU3HAYMTH, SIK BiH B3aEMOJII€ 3 OTOYCHHSIM: YH MOKE BiH
nepecyBaTHCs Yepe3 MeBH1 00J1acTi, YW B3aEMOJIIE 3 THIIMMH 00'€KTaMH, TAKUMU SIK
CTIHH, IIaTGOpMH, Mepeikoau Too [19].

Komi3zis BUKOPHCTOBY€ETBCS /JIsl CTBOPEHHS PEAIICTUYHOTO B3a€MO/I1T 00'€KTIB B
Ipl, TaKMX SK PyX NEPCOHaXiB, 00poOKa 3ITKHEHb, PO3PAXyHOK (hi3MKH Ta IHIII
acreKkTH reimMiuiero. BoHa € BaKJIMBUM €JIEMEHTOM TMpoIlecy po3poOKH irop,
nornoMarae 3a0e3Me4ruTy MPAaBWIbHY B3aEMO/I1I0 00'€KTIB HA KapTI Ta TOCATTH OayKaHUX
e(eKTiB refimMmero.

[Ipu BUABIEHHI KOJi31i FOJOBHOIO MEPCOHAXKA 3 MPOTHUBHUKOM, HA OKPEMOMY
ciol Oyje 3'aBasATUCA eKpaH nopasku (puc. 3.11), a mpu kousii 3 TOUKOK (iHimy —

ekpaH nepemoru (puc. 3.12).
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HaTtTUCH1iTb "TlkPoBin”. Wob
POo3noYaTu reYy 3aHoBO

Pucynok 3.11 — Expan nopa3zku

BiTaeMo! BW YcniwHO BUBPANUCE 3
naciPUHTY.

Pucynok 3.12 — Exkpan nepemoru

[Tinka3zku i rpaBus Oys0 BUPIIIEHO OPraHi3yBaTH y BHUIJISIL CIUTMBAIOYMX

¢pa3 (MOHOJIOTIB) TOTOBHOTO Tepos (puc. 3.13, puc. 3.14).
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MeH1 NnoTPiBHO 3HaAWMTKM CNoCcib fAKOCb BUBEPATUCH

3B1iACH. . . .

Pucynok 3.13 — «CtaptoBa» ¢pasza roJIoOBHOr0 repost

Ocbk Bi1H. noPtan! HarewtTi A BUBEePYCb 3BiACU!

Pucynok 3.14 — ®pa3za roinoBHOro repost Oisi mopraty

3.2 CTrBopenns KJaciB, 00’ €KTiB Ta 00pOOHUKIB irpoBUX MoAii

OcHoBHI1 1irpoBi nofii Oyayrh onucani B ¢aiimi index.js (momaroxk b). Bin
BU3HAYAE Pi3HI 00'€KTU IPH, TaKl AK IpaBellb, CKPaHU MOYATKY, CMEPTI Ta MEPEMOTH,
MOPTaJIM, BOPOTA, KIKOYI Ta iX PO3MILIEHHS Ha €KpaHi. BiH TakoX MICTUTb P
GbyHKIINA 11 B3a€MOii rpaBls 3 TPO0, TAKUX SK BUABJICHHS 31TKHECHbB, MEpPEBIpKA
CTaHy MepeMOord ado Mopa3Ku, NMepe3aBaHTaKEHHs I'PH, BIATBOPEHHS 3BYKIB Ta 1HIII
¢byHkIii, HeoOX1aH1 s peanizaiii jgoriku rpu [20].

Hesiki 3MinHl, Taki sik keyBlock, startScreenToggle, musicStart, runSound,
deathSound, winSound, showWinPortal, portalSound, win, showGates, keyFound, Ta
showKey, BUKOpHCTOBYIOTHCS U151 30€pEKEHHS CTaHy I'PU, TAKUX SIK UM MOKE T'paBellb
pyXaTucs, Y4 BIATBOPIOBATH 3BYKH, YU 3HAUICHO KJTFOY TOMIO.

Kon Takok MICTHTh BH3HAY€HHs pI3HMX OO0'€KTIB TpH, Takux sK player,
playerShadow, deathScreen, startScreen, winScreen, winPortal, gates, Ta key,
BUKOPUCTOBYIOUH KJac Sprite, sKMil Mae pi3HI BIACTHBOCTI, TaKl SK ITO3MIIiS,
300pa)keHHS Ta 1HII aTpUOYTH, HEOOX1IHI I B1IOOpaKeHHA TpadiuHUX €IEMEHTIB
Ha ekpaHi [21].

Kon takox Bu3Hawae psm pyHkmiit, Takux sk checkIfRunning (dykmis, o
BI/IMOBIa€ 3a BIITBOPEHHS 3BYKIB KPOKIB 1]l Yac MEPEMIIIEHHsI TOJIOBHOTO reposi)

(puc. 3.15), rectangularCollision (sika mepeBipge KoJi3il0 MK Oyab—SIKUMH JBOMA
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06’exkramu) (puc. 3.16), restart (mepesamyckae piBeHb) (puc. 3.17, puc. 3.18),
deathDetect (mricist koi3ii 3 IPOTHBHUKOM, BIITBOPIOE 3BYK MOPA3KHU Ta MOKA3Y€E €KpaH
3 BIAMOBIAHUM croBimeHHAM) (puc. 3.19), winDetect (pobuth Bce Te came 1o i
¢ynkuis deathDetect, ane nepeipsie Komi3it0 3 (PIHIIIOM 1 TOKa3ye CIOBIIIEHHS PO

nepemory) (puc. 3.20) Ta iHIi.

const checkIfRunning = () => {
if (!keyBlock) {
let data = Object.entries(keys)
let isRunning = false
for (let i = @; i < data.length - 1; i++) {
if (data[i][1].pressed) {
if (!runSound) {
audio.Run.play()
runSound = true
break
¥
isRunning = true
}
}

if (!isRunning) audio.Run.stop()

Pucynok 3.15 — ®@ynkiis checklfRunning

function rectangularCollision({ rectanglel, rectangle2 }) {
return (
rectanglel.position.x + rectanglel.width >= rectangle2.position.x &&
rectanglel.position.x <= rectangle2.position.x + rectangle2.width &&
rectanglel.position.y <= rectangle2.position.y + rectangle2.height &&
rectanglel.position.y + rectanglel.height >= rectangle2.position.y

Pucynox 3.16 — @ynkmis rectangularCollision

const restart = () => {
gsap.to(overlay, {
opacity: 1,
onComplete: () => {
dialogWindows.forEach(dialog => {
dialog.show = false
dialog.isShown = false
b))
Object.keys(showDialogsData).forEach(key => {
showDialogsData[key] = false

1))
Pucynok 3.17 — ®@ynkiris restart (1/2)



levels["@_2"].init({
bgPosition: {

e =2lE
y: -174
s
enemiesOffset: {
x: 9,
y: @
¥

1)
player.position.x = 669
player.position.y = 299
playerShadow.position.x
playerShadow.position.y
offsetBuffer.x = 0
offsetBuffer.y = @
lastDirection = “"right"
player.image = PlayerStandingRightImage
player.frames.val = @
player.frames.elapsed = ©
keyBlock = false
player.dead = false
win = false
showWinPortal = false
deathSound = false
keyFound = false
gsap.to(overlay, {

opacity: ©
1))

player.position.x - 30
player.position.y + 44

})

Pucynok 3.18 — @ynkuis restart (2/2)

const deathDetect = () => {
audio.Run.stop()
player.dead = true
if (!deathSound) {
audio.Death.play()
deathSound = true
}
gsap.to(player.frames, {
val: 6,
onComplete: ()
keyBlock =

=> {
true
s
duration: 0.5,
modifiers: {
val: function (x) {
return parselnt(x);

}
)

Pucynok 3.19 — ®@ynkmis deathDetect

30
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const winDetect = () => {
audio.Run.stop()
if (!winSound) {
audio.Win.play()
winSound = true

L
gsap.to(overlay, {
opacity: 1,
onComplete: () =>» {
keyBlock = true
win = true
audio.Map.stop()
musicStart = false
gsap.to(overlay, {
opacity: @
3
portalSound = false
¥s
duration: 1.5
1)

Pucynox 3.20 — ®@ynkiis winDetect

Takoxk, y kiHmi (aimy index.js 3HaXoAsAThCs 0OpOOHWKH moxii keydown Ta
keyup Ha BikHI Opay3epa. BoHu BinnoBigalTh 3a pearyBaHHsS Ha HAaTUCKAHHS Ta
BIIMMYCKAHHS KJIABIII KJIaBlaTypH, 1 BCTAHOBJIOKOTH BIIIMOBIAHI 3HAYEHHS B 00'€KTI
keys 3anekHO Bim HaTUCHYTHX KiaBim. OCHOBHI [ii, AKi BIiZOYBarOThCS: TpH
HaTUCKaHHI KJasim Ha knasiatypi (moxis keydown) 3minna startScreenToggle
BCTAaHOBJIIOEThCA B false, sikio musicStart He A0OpIBHIOE true, TO BIATBOPIOETHCS
3BykoBuil (daitn audio.Map.play() Ta musicStart BCTaHOBITIOETBCS B true, Ta B
3aJIE)KHOCT1 B1JI HATUCHYTOI KJIABiIlll, BCTAHOBJIIOETLCS 3HAYEHHS true B BIIMOBITHUI
00'exT keys (manmpukiram, mis kiaBimn 'w' ado '’ BcTraHoBImMoeThea keys.w.pressed =
true). IIpm BimmyckanHi KiaBimi Ha knaBiaTypi (momis keyup) 3minHa runSound
BCTAHOBITIOETECA B false, B 3aJIeKHOCTI BiJl BIAMYIICHOI KJIABIII, BCTAHOBITIOETHCS
3HaueHHsa false B BigmoBimauii o0'ext keys (Hampukman, g kiaBimi 'w' abo i’

BCTAHOBIIOEThCA keys.w.pressed = false).
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V aiini classes.js onmcani kiacu 00’ €KTiB, SKI BAKOPUCTOBYIOThCS y Tpi. Kitac
«Sprite» € 0a30BUM KJIacOM JIJIsl pI3HOMaHITHUX CIpalTiB y rpi. KoHCTpyKTOp KIiacy
Mae 0arato mapaMeTpiB, SKI BHUKOPUCTOBYIOTbCS IS 1HIIIadi3allii BIACTHBOCTEH
o0'ekTy cripaiiTa [22].

OCHOBHI BIaCTUBOCTI 00'€KTY CrpaiiTa BKIHOYalOTh:

— «positiony»: 00'€KT, 110 MICTUTh KOOP/AMHATH MO3MLII{ CIIpaiiTa Ha eKpaHi.

— «image»: 00'ekT «Image», aKuii npencrapisie 300paKeHHA CIIpaiTa.

— «framesy»: 00'exT, IKWI MICTUTH 1H(POPMAILIIO PO aHIMAILIIIO CTIpaiiTa, 30KpeMa
MaKCHUMAaJIbHY KUIBKICTh KaJIpiB, MOTOYHUN KaJIp Ta 4Yac, M0 MPOMIIOB 3 MOMEHTY
OCTaHHBOT'O OHOBJIEHHS KaJIpy.

— «MOVINg»: JIOT1YHE 3HAYCHHS, K€ BKA3y€, YU PyXa€ThCs CIIPAKT.

— «sprites»: 00'€KT, SIKMH MICTUTbh 300pa’KE€HHS ISl PI3HUX HAIPSIMKIB PYyXy
CIIpaiTa.

— «transitTo»: o0'ekT, 1m0 MICTUTH 1HQOpPMAILIiO TIPO PiBEHb, HA KWW OyJie
BinOyBaTUCs nepexij (BIACTUBICTD JJ1s1 00’ €KTIB MDKPIBHEBOTO MEPEXOIY).

— «offsetBuffer»: uncnoBe 3HaueHHs], iK€ BUKOPUCTOBYETHCS JJISI PO3PAXYHKY
3CYBY MO3UIIII cripaiiTa mija yac pyxy.

— «bgPosition»: 00'eKT, 1110 MICTUTh KOOPJIMHATH MO3UIli1 (POHY Ha €KPaHI.

— «playerPosition»: 00'eKT, 110 MICTUTh KOOPAMHATH MO3UIIIT IPABIIA HA EKPaHi.

— «spriteType»: psaKoBe 3HAUEHHS, K€ BKa3ye THUII CIIpaiTa.

— «enemiesOffsetData»: 00'ekT, fAKHil MICTUTh [daHI NPO 3CYBU CIPANUTIB
BOPOTIB.

— «stepsAmounty»: YHCIOBE 3HAYCHHS, SKE BH3HAYa€ KUTBKICTH KPOKIB, fKI
CIIPaMT MOBUHEH 3POOUTH Y BU3HAUEHOMY HAIPSIMKY TIEpe/l 3MIHOKO HATIPSIMKY PyXY.

— «stepsCounty: YKCIIOBE 3HAYCHHS, IKE BKA3y€ MOTOYHY KUIBKICTh 3p00JCHUX
KPOKIB Clpaira.

— «shadow»: JToTiuHe 3HaYEHHS, SIKE BKA3y€, YU BIAKAIAE 00’ €KT TiHb.

— «enemyType»: psaKoBe 3HAUEHHS, SIKE BKa3y€ BUJ1 IPOTUBHHUKA.

— «dead»: oriuHe 3HAYCHHS, KE BKa3ye, YU MOMEP 00’ €KT.

— «isPortal»: oriyHe 3HaueHHsI, iK€ BKa3ye, 4d 00’ €KT 1€ MOpTall, 4 Hi.
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Takox icnytoTh Kimacu Boundary (mpo3opa meka KapTe, IpH KoJIi3ii 3 sIKOIo,
rojloBHUN Tepoil 3ynuHsie pyx) (puc. 3.21) ta Hitbox (daktnuHo, € pyxomMum
BaplaHTOM o00’€kTiB Kiacy Boundary, 3 mpuB’sS3K000 10 MO3MIII CHOPANTIB

TIPOTUBHHUKIB, MIPH KOII311 3 IKMM, TOJIOBHUH repoit momupae) (puc. 3.22, puc. 3.23).

class Boundary {
static height = 51.2
static width = 51.2
constructor({ position })} {
this.position = position
this.width = 51.2
this.height = 51.2

h

draw() {
c.fillstyle = 'rgba(255,0,8,8)"
c.fillRect(this.position.x, this.position.y,
this.width, this.height)
¥
I

Pucynok 3.21 — Kirac Boundary

class Hitbox {
constructor({ position, steps, movingDirection }) {
[/bee - x+28 y+28
Jfskeleton - x+18 y+68
this.position = position
this.width = 45
this.height = 35
this.movingDirection = movingDirection
this.stepsAmount = steps
this.stepsCount = @
this.moveForward = true
this.moveForward = true

¥

draw() {
c.fillstyle = 'rgba(255,0,0,0)"'
c.fillRect(this.position.x, this.position.y,
this.width, this.height)

if (this.moveForward) {
if (this.stepsCount <= this.stepsfAmount) {

Pucynok 3.22 — Kiac Hitbox (1/2)
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if (this.movingDirection == "right") {

this.position.x += movingSpeed * mobSpeedMultiplier
3
if (this.movingDirection == "left") {

this.position.x -= movingSpeed * mobSpeedMultiplier
¥
if (this.movingDirection == "up") this.position.y -=

movingSpeed * mobSpeedMultiplier

if (this.movingDirection == "down") this.position.y +=

movingSpeed * mobSpeedMultiplier
this.stepsCount++
¥
if (this.stepsCount == this.stepsAmount) {
this.moveForward = false
this.stepsCount = ©

¥
} else {
if (this.stepsCount <= this.stepsAmount) {
if (this.movingDirection == "right") {
this.position.x -= movingSpeed * mobSpeedMultiplier
}
if (this.movingDirection == "left") {
this.position.x += movingSpeed * mobSpeedMultiplier
}
if (this.movingDirection == "up") this.position.y +=
movingSpeed * mobSpeedMultiplier
if (this.movingDirection == "down") this.position.y -=

movingSpeed * mobSpeedMultiplier
this.stepsCount++

¥
if (this.stepsCount == this.stepsAmount) {

this.moveForward = true
this.stepsCount = ©

Pucynok 3.23 — Kinac Hitbox (2/2)

VY  aitm levels.js omnmcaHi HamamTyBaHHS pIBHIB, KOOpPAMHATH (QoOHY,
pO3MillIeHHS 00’ €KTIB, MPOTHBHHUKIB, MOPTAIIB, TOOTO KO/ JIJIs 1HII1aI3a1li1 piBHIB I'PH
1 po3MillleHHS TpadiYHUX CJIEMEHTIB Ha KaHBacl. Y KOl piBHI MPEACTABICHI Y BUTTIAI1
JABomipHoro macuBy. KoxkeH piBeHb npejcraBieHuil y Burisiai JavaScript o0’ekty

(puc. 3.24).



" _4": {
init: ({ bgPosition, enemiesOffset }) => {
movingSpeed = 2
level = "0_4"
collisionsMap = []
boundaries = []
enemies = []
enemyHitboxes []1
showWinPortal = true
if (showDialogsData[3]) {
dialogWindows[3].isShown = true

}
if (!showDialogsData[7]) {
showDialogsData[7] = true
dialogWindows[7].show = true
}
background = new Sprite({
position: {
x: bgPosition.x,
y: bgPosition.y
s
imageSrc: "./img/maps/map_©_4.png"
1))
for (let 1 = ©; i < collisions_©_4.length; i += 38) {
collisionsMap.push(collisions_©_4.slice(i, 30 + 1))
}

collisionsMap.forEach((row, i) => {
row.forEach((symbol, j) => {
if (symbol === 1089) {
boundaries.push(new Boundary({
position: {
x: j * Boundary.width + bgPosition.x,
y: 1 * Boundary.height + bgPosition.y

)

1))
1))
foreground = new Sprite({
position: {
x: bgPosition.x,
y: bgPosition.y
15
imageSrc: "./img/maps/foreground © _4._png"
1))
transitions = [
new Sprite({
position: {

x: @,
y: 850,
¥s
imageSrc: "./img/transition_horizontal_down.png",

transitTo: "©_5",
bgPosition: {

x: -136,
y: -4
}J
offsetBuffer: {
x: -25,
y: 265
Is
playerPosition: {
x: 694,
y: 34
s
enemiesOffsetData: {
x: -80,
y: 170
¥
1>
movables = [background, ...boundaries, foreground,
...transitions, ...enemies, ...enemyHitboxes, winPortal]

¥
¥

Pucynok 3.24 — O0’€ekT piBHS
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HonatkoBo y (aiini levels.js onucani HaCTyHI 3MiHHI:

— canvas: eJleMeHT canvas Ha ctopinii HTML, Ha sxomy BijioOpakaeThes rpa.

— C: KOHTEKCT penaepunry 2D rpadiku Ha KaHBacl.

— background: o0'ekt Sprite, mo BijinoBijae 3a BigoOpakeHHS (OHOBOTO
300pa)KEeHHS PI1BHA IPH.

— enemies: MacHuB 00'eKTIB Sprite, 1110 MPEICTABISIOTH BOPOKUX TIEPCOHAKIB HA
PI1BHI I'pH.

— collisionsMap: MacuB, IKMil MICTUTh KapTy 31TKHEHb Ha P1BHI.

— movables: MacuB, KU MICTUTh BC1 pyXoMi 00'€KTH Ha PIBHI I'PH, TaKl K GOH,
TIePEIIKOH, BOPOTH Ta 1XHI 001aCTi B3aEMO/II.

— boundaries: MmacuB 00'ekTiB Boundary, siki mpeAcTaBIA0Th HEPYXOMI MEXI1 Ha
piBHI.

—enemyHitboxes: macuB o00'exTiB Hitbox, siki mnpeacTaBnsiOTh 00JacTi
B3a€MO/I1i BOPOTiB Ha PiBHI.

— foreground: oO'ext Sprite, mo BiANOBiAaEe 3a BiAOOpa)KE€HHS MEPEIHLOTO

IUIaHY PiBHS.

3.3 TectyBanus Ta BilJIArO?KeHHSA I'PH

[Ticns cTapty rpu, rpaBelb 3’ IBISETHCS HA TOYI cliaBHY (puc. 3.25).

MeHi NoTPiBHO 3HAWTKU Crnocib SAKOCb BUBPATUCH
3BiACH. . ..

Pucynok 3.25 — IlouyaTok rpu
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[lepeBipka Komi3ii Ta aHIMAII{d MPOMIILIA YCIIIIHO. Y Cl NEPCOHAXKI PYyXAIOThCH

K IOTP10HO, a IPH 31TKHEHHI 3 POTUBHUKOM 3’ SBJISETHCS €KpaH mopasku (puc. 3.26).

HaAaTUCHiTL "TlPoBin”. wWob
PO3NO4YaTHU rPY 3aHOBO

Pucynok 3.26 — [lopa3ka miciust Komi3ii 3 BOporoMm

B33€M0£{iﬂ 3 CICMCHTaAMHM OTOYCHHA TCXK IIpalio€ CIIpaBHO. Konu I1opran

MOMNaJae B MoJe 30py rpaBlis, Ha eKpaHi 3 ABIsEThCA BiANOBIAHA (hpa3a (puc 3.27).

MoxnuBo. & BUEEPYCb 3BiACU 3aABASKU CaMe
UbOMY roPTany!

Pucynoxk 3.27 — 3HaX0I>KeHHS TOPTAITY



38

[lepexonu MiX pIBHAMH TEK NPAIOIOTH IUIKOM crpaBHo. [licis B3aemonii 3

MOPTATOM—TIACTKOI TPaBIis MEPEHECSIO Ha 1HITY YacTHHY KapTH (puc. 3.28).

MoxnMBO KONMUCb 1 BUMBEePYChb. ane Aansda noyvYarky
™ " Pioro noTPiBHO 6YN0 6 CTaBiNnilzYeBaTu. . .

Pucynoxk 3.28 — [lepexija Mi>k piBHSIMH 3a JIOIIOMOTI'OI0 TIOPTAITy

[Ipu ycninmrHOMY BHXO/I 3 TaOIpUHTY TEXK 3 SBISETHCS BIAMOBITHE CIIOBIIICHHS

(puc. 3.29).

BitaeMo! BuW YcniwHo BUBPANUCE 3
NabiPUHTY.

Pucynok 3.29 — Expan nepemMoru
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[1lix yac TecTyBaHHS Ha 1HIIOMY MPHUCTPOI, OYJI0 BUSABIECHO, IO TIPH PoOOTI HA
MOHITOpPaX 3 pi3HOI0 YaCTOTOIO OHOBJICHHSI €KpaHy, rpa Beje cede 1o pisHoMy. [HIMMH
CJIOBaMH, MIBUJKICTh I'pU (PyXy MEPCOHAXKIB, aHIMAIH 1 T.J) HANIPAMY 3aJICIKUTh Bl
YacTOTH OHOBJICHHS MOHITOpYy. SIK BuUsBHIIOCSH, 1ie¢ ocoOumBicTh podotn HTMLS
Canvas. He BiomMo, yu 11¢ TeXHIYHA MOMWIKA, YU OyJIO 3p00JEHO PO3POOHUKAMHU
HABMHCHO, aJie 11¢ BUKJIUKAJIO CEpPHO3HY Mpodiemy.

Hnst BupimeHHs 1iei npobisemMu Oyno BHPIMICHO OYKBaJbHO 3MIHIOBATH
HIBHUJIKICTH TPU 1 3aJ€KHOCTI BiJ] YaCTOTH OHOBJIEHHS MOHITOPY KOpucTyBaua. J{is

uporo Oyno crBopeHo ¢aitn fpsMeter.js (puc. 3.30).

const times = [];
let fps;
let multiplier;

let playerSpeed
let playerFrameSpeed
let mobSpeedMultiplier

function refreshlLoop() {

window.requestAnimationFrame(() => {
const now = performance.now();
while (times.length > @ && times[@] <= now - 1000) {

times.shift();

h
times.push(now);
fps = times.length;
refreshLoop();

})s

if (fps < 80) {
playerSpeed = 5.5
playerFrameSpeed = 5
mobSpeedMultiplier = 1.1

} else if (fps > 80 && fps < 100) {
playerSpeed = 4
playerFrameSpeed = 8
mobSpeedMultiplier =

} else if (fps > 100) {
playerSpeed = 3
playerFrameSpeed = 11
mobSpeedMultiplier = 0.6

0.8

}

refreshLoop();

Pucynok 3.30 — Bumicr daitny fpsMeter.js
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®yukiis refreshLoop() BukopuctoBye window.requestAnimationFrame() s
3aMycKy ITUKITy OHOBIICHHS I'PU Ha KOKHOMY Kajpi Opaysepa. BoHa Takox BU3Ha4ae
KUIBKICTh KaJpiB Ha CEKYHJly, BHUMIPIOIOUM Yac BUKOHAHHS OJHOIO Kajpy 3a
nonoMoror performance.now() 1 30epirarouu 1l 3Ha4CHHS B MacHBl times.

ITorim dyHKIis nepeBipsie moroune 3HaueHHs FPS (y HTMLS Canvas, yactora
OHOBJICHHSI MOHITOPY MPHUCTPOIO (PaKTUYHO € MAKCUMATbHUM MOMJIMBUM 3HAYCHHAM
FPS rpu, a tax stk po3po0ieHa rpa He BUMarae noTy:KHUX pecypciB KOMIT IOTepa, TO
MPaKTUYHO BECh Yac BOHA MpAIlO€ HA MAKCUMAJIbHO MOMJIMBIM KUIBKOCTI KaJIpiB B
CEeKYH]ly) 1 HAJIAIITOBY€E PI3HI MapaMeTpu TPU B 3aJEKHOCTI BiJI I[bOTO 3HAYEHHSI.
Hanpuxknan, sxmo FPS menme 80, To mIBUAKICT TpaBLd, MIBUAKICTh aHIMALIIT IpaBIst
Ta MHOXHHK IIBHUJIKOCTI BOporiB OyayTh 30inbiieHi. Skmio FPS 3HaxoauThes B
nianasoni Big 80 go 100, To mi napametrpu OyyTh HAJAIMITOBAH1 HA MEHIII 3HAYCHHSI.
A skmo FPS 6inbme 100, To mwi nmapametpu OynyTh HalalTOBaHI HAa HaWMEHIIl
3HAYCHHA.

I[le nmo3Bonsie rpi aganTyBatMcs JO TNPOAYKTHMBHOCTI BeO—Opaysepa,
3a0e3MneuyIoyn MIaBHy redMIUICHHY TUHAMIKY HaBITh Ha PI3HUX MPUCTPOSIX 3 PI3HUMHU
MPOYKTHBHICTIO.

[Ticna peanizamii gaHOrOo PINICHHS, Ta HOro IMIUICMEHTAlll Y KOJ KJaciB
00’€eKTiB, Tpa Moyajga MpanBaTH cTadUIBHO TpPH OyAb—SKii YacTOTI OHOBJIEHHS
MOHITOPY TpaBL4.

ITiy1 yac po3poOKuM Ta TeCTyBaHHS, IHIIUX MTPOOJIEM Ta HECITPABHOCTEMN 3HAMIEHO

He OyI0.

3.4 3aBepuieHHs po3pO0OKH Ta 3aBAHTAKEHHS HA XOCTHHI

[licns 3aBepiieHHs pPO3pOOKM Ta HANArOMKEHHS TPH, TMPHIIIOB dYac

3aBAHTAKHUTH 11 HA OKPEMHUH BUIICHHH cepBep (XOCTHHT). SIK 3raJyBajocs paHile,

Oyna oOpana miardopma InfinityFree (puc. 3.31).
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w‘ y Free

Login to your account

Email Address
Password 1 forgot my password

Keep me logged in

Don't have account yet? Sign up

Pucynok 3.31 — Expan snoriny 1o ocoducroro kadinery InfinityFree
[Ticns peectpanii Ha aTdopMi, B 0cCOOUCTOMY KaOIHETI HCOOXITHO HATUCHYTH

kHomKy «Create Account» (puc. 3.32), BBECTH Ha3BY JJIOMEHY Ta CTBOPUTH XOCTHHI—

akkayHt (puc. 3.33).

Hosting Accounts

Copyright © 2016 - 2023 InfinityFree. All rights reserved P [ ireipeet

Pucynox 3.32 — Ocobuctmii KabiHeT

New Hosting Account: Choose a Domain Name

Step 1: Choose a Domain Name

Domain Type
Subdomair Custom Domair

Subdomain Domain Extension
braveheart infinityfreeapp.com

You can add more domains after your account has been created.

Back Check Availability

Pucynok 3.33 — CTBOpeHHS TOMEHY
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[Ticns cTBOpeHHs AOMEHY, HEOOXIJIHO BIAKPUTH MEHIO 3 iH(oOpMaIiero mpo

XOCTUHI—aKKayHT (puc. 3.34), Ta yepe3 HbOTO MEepelTH B MaHelb KepyBaHHs (puc.

3.35). Came B maHenl KepyBaHHS MH IMOOAYMMO HaHl Juig HamamrtyBaHHa FTP—

3’€IHAHHSL.

) Home 2 Profile

B Accounts

epiz_33538674 (Braveheart)

Manage epiz_33538674

(& Home

@ Domains

FTP Details

5 MysQL Databases
{8} Account Settings

£D Deactivation History
[ Redirects

& Protected Directories

@ Cron Jobs

() Free SSL Certificates 7 Site Builders () Domain Checker  (2) Knowledge Base 5 Community Forum

Q Control Panel & File Manager

Account Details

USERMAME

epiz_33538674

PASSWORD STATUS

LABEL WEBSITE IP HOSTING VOLUME
Braveheart 185.27.134.92 vol13_1
HOME DIRECTORY CREATION DATE

/home/vel13_1/epizy.com/epiz_33538674 2023-02-06

Pucynox 3.34 — [ndopmaris npo o0MIKOBUIA 3amuc

ADVERTISEMENT

SEARCH FOR A NEW DOMAIN NAME

PREFERENCES -

DATABASES -

Plan:

FTP accounts
Sub-Domains:
Add-on Demains:
Parked Domains:
MySQL Databases:
Disk Quota:

Disk space Used
Disk Free:

Inodes Used:
Bandwidth:
Bandwidth used:
Bandwidth remaining:

Daily Hits Used:

Pucynok 3.35 — [lanens kepyBaHHs

ADVERTISEMENT
STATISTICS

infinityfree

=]

£ Unlimited

/ Unlimited

/ Unlimited

)

=)

/ Unlimited
5120 MB
59 MB
4752 MB
1% (262 of 30019)
Unlimited
07 MB
Unlimited

0%(121 of 50000)

ACCOUNT DETAILS

Otpumani B manenm kepyBaHHSA maHl mist FTP 3’eqnands Mu BCTaBiIseMO B

kinieHt FileZilla (puc. 3.36) [23, 24]. Ilicng cnoBilEHHS TPO YCIINIHE 3’ €THAHHS,

3aBaHTaXyeMo (ailii calTy Ha XOCTHHT. (puc. 3.37)
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epiz_33538574@ftpupload.net - FileZilla - 0 X

Qain Peaskruposawwe Bua [lepesaua Cepsep 3axnaman  [lowows

- — = = 5

TR oRO KL TAS
Xocr: | ftpupload.net Uns nonesosarens: | epiz 33538674 | Mapogs: | ssessses | Dopr: Buictpoe coemmenne | v
Craryc: Onpeaenerme IP-aapeca ana ftpupload.net ~
Cratyc: Coeannsrocs ¢ 135.27.134.11:21...
Cratyc: C ¥ s
Cratye: VHngmannsupyo TLS...
Cratyc: LS coegumenme ycTaHoEnEHO.
Cratyc: Astopusosanuce v

Toxansweif caitr: | C\ | Yasnennwii caitr: | / v

= [l PaBounii cron a-Li/

& Roxymenten @ | htdocs
-~ F—

ik G (Windows 10)

5 D (Data)

T E: (Serhii)

Vi paiina Pasmep Ton daiina Mocnearee wamen... A | Viwa daiina Paamep Twndaiina  Mocreaneews.. Mpasa BragenewT..
. .

SRECYCLE.BIN Manka c adnasw M 17.00.18 18:13:04 htdocs Manka ¢ ... M 06.02.23 16:... 0751 33538674 33...
Creative Cloud Files Manka c adinamw  Cp 15.06.22 0:21:50 [7.htaccess 534 Qaitn"HT.. 0602231 00
Documents and Settings Manka c adnasw €6 06.02.21 12:05:39 7 override 0 @aiin"OVE.. Mk 06022316 0z
Intel Manka c adinasw M 10.00.18 16:08:16 /DO NOT UPLOAD FILE... 0 @aiin Mk 06.02.23 1 02

%] My Documents Manka c adinasw  Be 11.12.22 18:23:30
PABCWork NET Manka c adinasw  Br 01.02.22 20:52:38
PerfLogs Manka c adnasw  Cp 120818 17:38:05
Program Files Manka c adinasw €6 15.0423 14:28:51
Program Files (x86) Manka c adnasw  Cp 07.12.22 12:25:18
ProgramData Manka c adinamw  Br 240123 17:32:44
Recovery Manka c adnasw MMt 10.00.18 15:45:56
CVMIC e Plamues » A slnssms P A4 OO AN 18,4015 i

5 ¢aiinos u 19 xatanores. O6wmii pasmep: 5765 127 491 Gaiir 3 daiina u 1 karanor. OBuwii pasmep: 534 Baiit
Cepaep/MNokansHsii Gpaiin Hanpa... ®aiin na cepacpe Pasmep Mpnop... Cocrosmme
Paiinbl 6 saganun | H nepesaun | Ve
DA 3asmme nycro @9
Pucynox 3.36 — BcTaHoBIEeHHS 3’ € JTHAHHSA 3 CEPBEPOM
[H epiz_33538674@ftpupload.net - FileZilla - o %
Oaiin Peaaxmvposarme Bua [epesava Cepsep 3axnagor [owows
~ = 5
TmEoRO L [Fase

Xocr: un nonssosatens: | epiz 33538674 | Mapone: Topr: |:| BeicTpoe cospuerme | v
Cratyc: AsTopnaosannce A
Cratyc: TMonyuenie CncKa KaTanoros...
Cratye: Cnucox katanoroe /" naenesen
Cratyc: Monyuenste cncxa katanoros */htdocs.
Cratyc: Crmcox katanoros */htdocs” wsenesen
Cratyc: Monyuenste cnucka KaTanoros */"... v
Toxanseii caim: | C\ | Yaanesnwii caiir: | /tdocs -
-1 Pabounii cron s/

5 Doxymentun | | htdocs

=3 3rot komnuioTep

5t C: (Windows 10)

s D: (Data)

B E (Serhii)

Via aiina Pasuep Tun daiina Mocneanee usmes... ~ Pasmep Tungafina Mocnepseews.. [Mpaea BnagenewT.. A
SRECYCLEBIN Manka ¢ paiinams M 17.00.18 18:13:04 gt Manxa ¢ ... Mh06.02.23 16:.. 0755 33538674 33..
Creative Cloud Files Manka ¢ paiinam  Cp 15.06.22 0:21:50 assets Manxa ¢ ... : 33538674 33..
Documents and Settings Manka c painams €6 06.02.21 12:05:39 audio Manxa ¢ ... 33538674 33...
Intel Nanka ¢ daitnamm Mw 10.09.18 16:08:16 data Nanxa c ¢... 33538674 33...

%] My Documents Manka ¢ daitnam  Be 11.12.22 18:23:30 img Manka ¢ §. 33538674 33...
PABCWaork.NET Manka c painamu  Br01.02.22 20:52:38 maps Nanxa ¢ .. 33538674 33...
PerfLogs Manka c padinam  Cp 12.00.18 17:38:05 tlesets Nanxa ¢ .. : 33538674 33...
Program Files Manka c painams  C615.04.23 14:28:51 [ gitattributes 66 ®aiin"GIT.. [ 06.02.2316i. 0644 33538674 33...
Program Files (x26] Manka ¢ padinam  Cp 07.12.22 12:25:18 audiojs 603 Gaiin Java.. MMn06.02231 33538674 33...
ProgramData Manka ¢ painams  Br 24.01.23 17:32:44 classes.js 9415 gaiin Java.. [ 06.02.23 16: 33538674 33...
Recovery Manka c dafinabm M 100918 15:45:56 [ faviern icn 1508A 2wmmune Nu 06093 1R AL nswAa Y
CVMIC e o PR Y - S R RTCNTRTS el | L4

5 Gaiinos u 19 katanoros. OBLMA pasuep: 5 765 127 491 Gaiir 10 dhadinoe u 7 katanoros. OB pasmep: 152 152 Gaiir

Cepaep/NoxansHsit paiin Hanpa... ®aiin na cepaepe Pasmiep Mpmop.. Cocrommme

Paiinb B 3anaHun | Heyaasimecs nepegasin | YCnelHsie nepeaasi
DA 3aparme nycro ee

Pucynok 3.37 — 3aBanTaxkeHHs (aiiyiiB Ha cepBep

Ochb 1 Bce, yepe3 KUIbKa XBUJIMH IIC/S 3aBaHTaKeHHs (aillliB Ha cepBep, rpa

cTaljla JI0CTyIHa 3a nocunanHsaMm http://breaveheart.infinityfreeapp.com/.
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BHUCHOBKH

VY xoni BuKOHaHHS NaHoi KBamiikaiiifHoi poOOTH OyJIO MPOBEICHO aHami3
iH(popMalIiHUX JpKepes, MoB’si3aHuX 31 ceporo po3poOku irop. ByB 3ailicHeHM
MOPIBHSUTBHUI aHal3 CEPeOBUI Ta IHCTPYMEHTIB UId PO3POOKH, OOTpYHTOBAHHM
BHOIp HEOOX1THUX 3ac001B PO3pOOKH, 1 CIIPOEKTOBAHA CTPYKTYpa 00’ €KTY PO3POOKH.
Ha ocHOB1 1poro anamizy Oyjia po3poOiieHa JBOMIpHa BeO-Tpa 3a J0MOMOTOIO
JavaScript — ojHi€l 3 HAWMOUIMPEHIIIUX MOB MPOTrpaMyBaHHs BeO—po3poOKH, siKa
BOJIOJIIE€ IIMPOKHUM CIIEKTPOM MOKIUBOCTEH At po3poOku irop. BukopuctanHs
JavaScript mig yac po3poOku irop 103BOJIsSIE CTBOPIOBATH BeO—IrpH, sIK1 JIOCTYIHI Ha
pi3HuX MIaTdhopMax 0e3 HEOOXiMHOCTI BCTAHOBJIEHHS JOJATKOBOI'O MPOTPAMHOTO
3a0e3MneueHHs.

Po3pobka rpu BiIIOYana MiArOTOBKY BI3YaJbHUX EJIEMEHTIB T'PH, CTBOPEHHSA
KJaciB, 00'ekTiB Ta 0OpOOHHKIB irpoBHX MOJIiH. Takoxk OyJi0 MPOBEAEHO TECTYBaHHS
Ta BIJUIArOJKEHHA TpH, 100 3a0de3mneuutu ii KOpeKkTHY poooty. Ilicas 3aBeprieHHs
po3po0Ku rpa OyJia yCIiNIHO 3aBaHTAKEHA Ha XOCTHHT Jist 3a0€31eUeHHs BiJJIaJIEHOTO
JIOCTYIY.

BukonanHst JaHOT poOOTH a0 MOXIJIMBICTH BUBUUTH OCOOJIMBOCTI PO3POOKH
1rop 3 BUKOpUCTAaHHAM JavaScript, a TaK0K BIOCKOHAJIUTH HABUYKH IIPOrpaMyBaHHS i
poboTu 3 BeO—TexHoJoTisIMH. J{OCITIJPKEHHST TEXHOJIOT1H pO3p0oOKH BeO—Irop BUSIBUIIO
iX MOTEHII1aJ Ta MOXKIMBOCTI Y CTBOPEHHI 1IKABUX Ta MPUBAOIMBUX ITPOBUX JOJIATKIB.

OTxe, BUKOHAHHS JIaHOT POOOTH MiJITBEPAUIIO aKTYAIbHICTE TEMH PO3POOKH
irop 3a momomMororo JavaScript 1 mokasaso, 1o st MOBa MPOTPaMyBaHHS € TIOTYKHUM
IHCTPYMEHTOM JIJIsl CTBOPEHHsI BeO—Irop 3 BHCOKOI SKICTIO TIpadiku Ta
¢yHKIioHANBHICTIO. Pe3ynpTatn pob0oTH MOXKYTh OyTH BUKOPHUCTaHI SIK OCHOBA I
10JIAJTBIIIOTO PO3BUTKY Ta BJOCKOHAJICHHS ITPOBUX MPOEKTIB, a TAKOXK JUTS HAaBYAHHS

Ta O3HAHOMIIEHHS 31 cpeporo po3poOKK BeO—irop 3 BUKOpucTaHHAM JavaScript
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Honmarox A

Jlictunr komy daiury index.html

<title>Braveheart</title>
<link rel="shortcut icon"™ type="image/x-icon" href="/img/favicon/favicon.ico">
<style>
body {
background-color: rgb (35, 35, 20);
display: flex;
justify-content: center;
align-items: center;
margin: 0;
}
</style>

<body>
<canvas></canvas>
<div style="display: flex; flex-direction: column;">
<p style="color: white; font-size: large;" id="level"></p>
<p style="color: white; font-size: large;" id="fpsMeter"></p>
<p style="color: white; font-size: large;" id="playerSpeed"></p>
<p style="color: white; font-size: large;" id="coordinates"></p>
<p style="color: white; font-size: large;" id="offsetBuffer"></p>
<p style="color: white; font-size: large;" id="bgPosition"></p>
</div>
<script
src="https://cdnjs.cloudflare.com/ajax/libs/howler/2.2.3/howler.min.js"
integrity="shab5l2-
6+YN/909RWrko6wSfGxQGPt3EUKEXeH1 6yeHV+TYD2GR0OS] /cggRpXr1BrAQflaseXslxomMUxXp2vI 1+
fv0QRA=="
crossorigin="anonymous" referrerpolicy="no-referrer"></script>
<script src="https://cdnjs.cloudflare.com/ajax/libs/gsap/3.11.4/gsap.min.js"
integrity="shabl2-
f8mwIB+Bs8a5c46DEm7HQLcJuHMBalH/UFlcgyetMggkvTeYgdghVXsYR71b3gC821ZytJNYVvRB]2pf0ve
kAS/FQ=="
crossorigin="anonymous" referrerpolicy="no-referrer"></script>
<script src="fpsMeter.]js"></script>
<script src="audio.js"></script>
<script src="./data/collisions.js"></script>
<script src="levels.js"></script>
<script src="classes.js"></script>
<script src="index.js"></script>
</body>



Jlonatok b

Jlictunr koxay dainy index.js

let keyBlock = false

let startScreenToggle = true
let musicStart = false

let runSound = false

let deathSound = false

let winSound = false

let showWinPortal = false
let portalSound = false

let win

= false

let showGates = false
let keyFound = false
let showKey = false

const player = new Sprite ({
position: {

s

x: canvas.width / 2 - 31,
y: canvas.height / 2 - 71

frames: {

s

max: 7

imageSrc: "./img/player/standing right.png",
sprites: {

})

left: PlayerStandingLeftImage,

right: PlayerStandingRightImage,
runningleft: PlayerRunninglLeftImage,
runningRight: PlayerRunningRightImage,
deadLeft: PlayerDeadLeftImage,
deadRight: PlayerDeadRightImage

const playerShadow = new Sprite({
position: {

by

x: player.position.x - 30,
y: player.position.y + 44

imageSrc: "./img/player/shadow.png",

})

const deathScreen = new Sprite ({
position: {

x: 0,
y: O
by
imageSrc: "./img/deathScreen.png",

})

const startScreen = new Sprite({
position: {

x: 0,
y: 0O
by
imageSrc: "./img/startScreen.png",

)

const winScreen = new Sprite(({
position: {
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x: 0,
y: 0
br
imageSrc: "

)

const winPortal
position: {
x: 648,
y: 113

bo
imageSrc: "

})

./img/winScreen.png",

= new Sprite({

./img/portal red.png",

const gates = new Sprite({

position: {
x: —-57,
y: —338
b
imageSrc: "
1)

const key = new
position: {
x: 670,
y: 640
by
imageSrc: "
enemyType:

./img/gates.png",

Sprite ({

./img/key.png",
llkeyrI’

shadow: true

})

levels[level] .init ({

{

bgPosition:
x: —-56,
y: —174
}r
enemiesOffset:
x: 0,
y: 0
}
1)
const keys = {

w: { pressed: false },
a: { pressed: false },
s: { pressed: false },
d: { pressed: false },
space: { pressed: false },

1

const checkIfRunning = () => {
if (!keyBlock) {

let dat

a = Object.entries (keys)

let isRunning = false

for (le
if

t 1 = 0; i < data.length - 1; i++)
(data[i] [1] .pressed) {
if (!'runSound) {
audio.Run.play ()
runSound = true
break
}

isRunning = true

{
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1
if (

1
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!'isRunning) audio.Run.stop()

const playerMovables = [player, playerShadow]

function rectangularCollision({ rectanglel, rectangle2 }) {

return (

rectanglel.position.

rect
rect

}

+ rectanglel.width >»>= rectangle2.position.x &&

anglel.position.x <= rectangle2.position.x + rectangleZ.width &&

bie
%

rectanglel.position.y <= rectangleZ.position.y + rectangleZ.height &&
Y

anglel.position.y + rectanglel.height >= rectangleZ.position.y

const restart = () => {

gsap.to(

overlay, {

opacity: 1,
onComplete: () => {

b
1

const deathD
audio.Ru
player.d
if (!'dea

dialogWindows. forEach(dialog => {
dialog.show = false
dialog.isShown = false
})
Object.keys (showDialogsData) . forEach (key => {
showDialogsData[key] = false
})
levels["0 2"].init ({
bgPosition: {

x: —-56,
y: —174
br
enemiesOffset: {
x: 0,
y: O

}
})
player.position.x = 669
player.position.y = 299
playerShadow.position.x = player.position.x - 30
playerShadow.position.y player.position.y + 44
offsetBuffer.x = 0
offsetBuffer.y = 0
lastDirection = "right"
player.image = PlayerStandingRightImage
player.frames.val = 0
player.frames.elapsed = 0
keyBlock = false
player.dead = false
win = false
showWinPortal = false
deathSound = false
keyFound = false
gsap.to (overlay, {

opacity: 0
})
etect = () => {
n.stop ()

ead = true
thSound) |



audio.Death.play ()
deathSound = true
}
gsap.to(player.frames, {
val: 6,
onComplete: () => {
keyBlock = true
e
duration: 0.5,
modifiers: {
val: function (x) {
return parselnt (x);

})
}

const winDetect = () => {

audio.Run.stop()

if (!winSound) {
audio.Win.play ()
winSound = true

}

gsap.to(overlay, {
opacity: 1,
onComplete: () => {

keyBlock = true

win = true
audioc.Map.stop ()
musicStart = false
gsap.to(overlay, {
opacity: 0

})
portalsSound = false
be
duration: 1.5
})
}

const changelevel = (transition) => {
if (transition.isPortal) {
if (!portalSound) {
audio.Portal.play()
portalScund = true
}
}
gsap.to(overlay, {
opacity: 1,
onComplete: () => {
levels|[transition.transitTo] .init ({
bgPosition: {
®: transition.bgPosition.x,
y: transition.bgPosition.y
b
enemiesOffset:
®X: transition.enemiesOffsetData.x,
y: transition.enemiesOffsetData.y

}

})
player.position.x = transition.playerPosition.x

player.position.y = transition.playerPosition.y
playerShadow.position.x = transition.playerPosition.x - 30
playerShadow.position.y = transition.playerPosition.y + 44
offsetBuffer.x = transition.offsetBuffer.x



offsetBuffer.y = transition.offsetBuffer.y
gsap.to(overlay, {

opacity: 0
1)

portalSound = false

let lastDirection = "right"
function animate() {
window.requestAnimationFrame (animate)
background.draw ()
boundaries. forEach (boundary => {
boundary.draw ()
H)
transitions.forEach (transition => {
transition.draw()
})
if (showWinPortal) winPortal.draw()
if (showGates) gates.draw()
if (showKey) key.draw/()
playerShadow.draw ()
player.draw ()
enemies. forEach (enemy => {
enemy.draw ()
enemy.moving = true
})
enemyHitboxes.forEach (hitbox => {
hitbox.draw ()
H)
foreground.draw ()
if (!startScreenToggle) {
if (!keyBlock) {
dialogWindows. forEach(dialcg => {
dialog.draw ()
1)

}

checkIfRunning()
if (keyBlock) {
if (!'win) deathScreen.draw()
}
if (startScreenToggle) startScreen.draw()
if (win) winScreen.draw/()

.save ()
.globalAlpha = overlay.opacity
.fillstyle = 'black'

.fillRect (0, 0, canvas.width, canvas.height)
.restore()

Q0 a0

let moving = true
player.moving = false

//Detect hitbox collision
for (let i = 0; i < enemyHitboxes.length; i++) {
const hitbox = enemyHitboxes[i]
if (rectangularCollision ({
rectanglel: plavyer,
rectangle2: {
...hitbox, position: {
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x: hitbox.position.x,
y: hitbox.position.y,

Py A

player.image = player.sprites.deadLeft
deathDetect ()
}
}

if (!'keyBlock) {
if (showWinPortal) {
if (rectangularCollision ({
rectanglel: plaver,
rectangle2: winPortal
A
winDetect ()
}
}
if (!keyFound) {
if (level == "1 3") {
if (rectangularCollision ({
rectanglel: player,
rectangle2: key
oA
audio.KeyFound.play ()
keyFound = true
showKey = false

}
}
if (keys.w.pressed) {
player.moving = true
if (!player.dead) lastDirection == "right" 7?7 player.image
player.sprites.runningRight player.image = player.sprites.runningleft
for (let i = 0; i < boundaries.length; i++) {
const boundary = boundaries[i]
if (rectangularCollision({
rectanglel: player,
rectangle2: {
...boundary, position: {
x: boundary.position.x,
yv: boundary.position.y + playerSpeed,

}

Py oA
moving = false

break
}
}

for (let i = 0; 1 < transitions.length; i++) {
const transition = transitions[i]
if (rectangularCollision({
rectanglel: player,
rectangleZ: {
...transition, position: {
x: transition.position.x,
yv: transition.position.y,

1
Py A

changelevel (transition)
break

lastDirection == "right" ? player.image = player.sprites.deadRight



}
}
if (moving) |
if (background.position.y > —-playerSpeed) {

moving = false
playerMovables. forEach (playerMovable => {
playerMovable.position.y -= playerSpeed

1)
offsetBuffer.y += playerSpeed
} else {
if (offsetBuffer.y < -10 || offsetBuffer.y > 10) {
playerMovables. forEach (playerMovable => {
playerMovable.position.y —= playerSpeed
H)
offsetBuffer.y += playerSpeed
} else {
movables.forEach (movable => {
movable.position.y += playerSpeed

H)

}
}
if (keys.a.pressed) {
player.moving = true
if (!player.dead) player.image = player.sprites.runningleft
lastDirection = "left"
for (let i = 0; 1 < boundaries.length; i++) {
const boundary = boundaries([i]
if (rectangularCollision ({
rectanglel: player,
rectangle2: {
...boundary, position: {
®X: boundary.position.x + playerSpeed,
y: boundary.position.y,

}

Py oo
moving = false
break

}

for (let i = 0; 1 < transitions.length; i++) {
const transition = transitions([i]
if (rectangularCollision ({
rectanglel: player,
rectangle2: {
...transition, position: {
x: transition.position.x,
y: transition.position.y,

}
1A
changelLevel (transition)
break
}
}
if (moving) {
if (background.position.x > -playerSpeed) ({

moving = false
playerMovables. forEach (playerMovable => {
playerMovable.position.x -= playerSpeed

})
offsetBuffer.x += playerSpeed
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} else {
if (offsetBuffer.x < -10 || offsetBuffer.x > 10) {

playerMovables. forEach (playerMovable => {
playerMovable.position.x —-= playerSpeed
)
offsetBuffer.x += playerSpeed
} else {
movables.forEach (movable => {
movable.position.x += playerSpeed

1)

1

}
if (keys.s.pressed) {

player.moving = true
if (!player.dead) lastDirection == "right" ? player.image =
player.sprites.runningRight : player.image = player.sprites.runningleft
for (let i = 0; i < boundaries.length; i++) {
const boundary = boundaries[i]
if (rectangularCollision({
rectanglel: player,
rectangleZ: {
...boundary, position: {
x: boundary.position.x,
y: boundary.position.y - playerSpeed,

}
Py

moving = false
break
}
1

for (let i = 0; 1 < transitions.length; i++) {
const transition = transitions[i]
if (rectangularCollision({
rectanglel: player,
rectangle2: {
...transition, position: {
x: transition.position.x,
y: transition.position.y,

1
Py A

changelLevel (transition)
break
}
}

if (moving) |
if (background.position.y < (canvas.height - background.height +

playerSpeed)) {
moving = false
playerMovables. forEach (playerMovable => {
playerMovable.position.y += playerSpeed
})
offsetBuffer.y —= playerSpeed

} else {
if (offsetBuffer.y < -10 || offsetBuffer.y > 10) {

playerMovables. forEach (playerMovable => {
playerMovable.position.y += playerSpeed

H)

offsetBuffer.y —-= playerSpeed

} else {
movables.forEach (movable => {



}
if

movable.position.y —-= playerSpeed

1)

}

(keys.d.pressed) {
player.moving = true

if (!player.dead) player.image
lastDirection = "right"

player.sprites.runningRight

for (let i = 0; 1 < boundaries.length; i++) {
const boundary = boundaries[i]

if (rectangularCollision ({
rectanglel: player,
rectangle2: {

...boundary, position: {
x: boundary.position.x - playerSpeed,
y: boundary.position.y,

}
A

moving = false
break
}
}
for (let i = 0; 1 < transitions.length; i++) {

const transition = transitions[i]

if (rectangularCollision({
rectanglel: player,
rectangle2: {

...transition, position: {
x: transition.position.x,
y: transition.position.y,

}
oA
changelevel (transition)
break
}
}
if (moving) {
if (background.position.x <

playerSpeed)) {

t

moving = false

(canvas.width - background.width +

playerMovables. forEach (playerMovable => {
playerMovable.position.x += playerSpeed

1)

offsetBuffer.x —= playerSpeed

} else {
if (offsetBuffer.x < -1

0

| | offsetBuffer.x > 10) {

playerMovables. forEach (playerMovable => {
playerMovable.position.x += playerSpeed

H)

offsetBuffer.x —= playerSpeed

} else {

movables.forEach (movable => {
movable.position.x —-= playerSpeed

H)

} else {

if

(keys.space.pressed) {
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restart ()

}

if (!player.dead) {
if (!player.moving) {

if (lastDirection == "left") {
player.image = player.sprites.left
} else if (lastDirection == "right") {

player.image = player.sprites.right
}
}
}

//document.getElementById('level') .innerHTML = “S${level} " ;

//document .getElementById('playerSpeed') .innerHTML = “${playerSpeed}’;

//document.getElementById('fpsMeter') .innerHTML = “FPS: S${fps} ;

//document .getElementById('coordinates').innerHTML = °“PLAYER:
S{player.position.x}, ${player.position.y} ;

//document.getElementById('offsetBuffer').innerHTML = “offsetBUFFER:
S{offsetBuffer.x}, S${offsetBuffer.y}’;

//document.getElementById ('bgPosition') .innerHTML = "BG:

${background.position.x}, ${background.position.y}";

}
animate ()

window.addEventListener ('keydown', (e) => {
startScreenToggle = false
if (!musicStart) {
audio.Map.play()
musicStart = true
}
switch (e.key) {
case 'w':
keys.w.pressed = true
break;
'U.':
keys.w.pressed = true
break;
'a':
keys.a.pressed = true
break;
case '¢':
keys.a.pressed = true
break;
case 's':
keys.s.pressed = true
break;
case 'i':
keys.s.pressed = true
break;
case 'd':
keys.d.pressed = true
break;
case 'B':
keys.d.pressed = true
break;
case 'ArrowUp':
keys.w.pressed = true
break;
case 'ArrowLeft':
keys.a.pressed = true
break;
case 'ArrowDown':

case

case



keys.s.pressed = true
break;

case '"ArrowRight':
keys.d.pressed = true

break;
case ' ':
keys.space.pressed = true
break;
}
)
window.addEventListener ('keyup', (e) =>

runSound = false
switch (e.key) {
case 'w':
keys.w.pressed = false
break;
case 'u':
keys.w.pressed = false
break;
case 'a':
keys.a.pressed = false
break;
case 'o':
keys.a.pressed = false
break;
case 's':
keys.s.pressed = false
break;
it
keys.s.pressed = false
break;
case 'd':
keys.d.pressed = false
break;
case 'B':
keys.d.pressed = false
break;
case '"ArrowUp':
keys.w.pressed = false
break;
case 'ArrowLeft':
keys.a.pressed = false
break;
case 'ArrowDown':
keys.s.pressed = false
break;
case 'ArrowRight':
keys.d.pressed = false
break;

case

case
keys.space.pressed = false
break;

1)
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