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[bookmark: _Toc198684893]Introduction

The website I produced was created with the goal of showing off content of the game “Minecraft”. It is designed to be interactive for users and to allow for a smooth browsing experience with intuitive controls and features. The website includes features such as the block image and fact generator and uses JavaScript, jQuery and Bootstrap to make it all work.

[bookmark: _Toc198684894]jQuery Components

[bookmark: _Toc198684895]Change image on hover


I used jQuery to change an image on the home page when it was hovered by using the “.hover” [1] feature, which initialises when the page is opened. As shown in the video, when the image is hovered over it switches to another image and then back when the mouse is moved.

[image: A computer screen shot of text
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[bookmark: _Toc198684262]Figure 1- Script for changing the image on hover





[bookmark: _Toc198684896]Accordion


I also used an accordion from the jQuery UI [2] site to display multiple images without flooding the screen which I imported using the function they provide and customising it with options that are documented. The video shows the feature working with the collapsing items. 

[image: A screen shot of a computer
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[bookmark: _Toc198684263]Figure 2 – Script for the accordion

[image: A black screen with white text
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[bookmark: _Toc198684264]Figure 3 – Code for the accordion









[bookmark: _Toc198684897]Tabs

I also used jQuery UI to create a “tabs” section which displays the data for different information about Minecraft. Using the sample documentation for this I created it while implementing images related to all the data on the page [3].
[image: A screenshot of a video game
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[bookmark: _Toc198684265]Figure 4 – Mobs tab
[image: A screenshot of a video game
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[bookmark: _Toc198684266]Figure 5 – Tools tab

[image: A screenshot of a video game
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[bookmark: _Toc198684267]Figure 6 – Biome tab

[bookmark: _Toc198684898]JavaScript Components

[bookmark: _Toc198684899]Current Time


This script is used to provide the current time accurately which updates constantly. It creates a new date variable and then creates a variable by taking the hour, minutes and seconds from the time while constantly updating the seconds with a timer to make it update in real time. Initially it only showed the current time but didn’t update, so I added the timer to update in intervals as well as the “CheckZero” function which will always add a 0 to the beginning of minutes or seconds below 10 so that the format remains correct.
[image: A computer screen shot of text
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[bookmark: _Toc198684268]Figure 7 – Current time script




[bookmark: _Toc198684900]Contact Form

The contact form included a large amount of JavaScript to validate all the data that is being entered into it, with a variety of different checks. Failing any of the checks will result in an appropriate message to tell the user how to fix it. The “PresenceCheck” function is used on the name part of the form to ensure that data has been entered into it, while also implementing “.trim” which “removes whitespace from both sides of a string” [4].
[image: A black background with text
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[bookmark: _Toc198684269]Figure 8 – Presence check function

[image: A cartoon character with a white stripe
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[bookmark: _Toc198684270]Figure 9 – Blank input into name

The “FormatCheckEmail” function is used to ensure the email entered is valid. It does this by comparing the user input to the “EmailValidation” constant which uses a common pattern for email validation on JS [5] to ensure that the email adheres to the correct standards.
[image: A screen shot of a computer screen
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[bookmark: _Toc198684271]Figure 10 – FormatCheckEmail function



[image: A white strip with a colorful background
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[bookmark: _Toc198684272]Figure 11 – Entering no text into email box
[image: A white strip with a colorful pattern
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[bookmark: _Toc198684273]Figure 12 – Entering an invalid email with an @
[image: ]
[bookmark: _Toc198684274]Figure 13 – Entering an invalid email without domain
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[bookmark: _Toc198684275]Figure 14 - Entering a valid email

The “PasswordCheck” function is used to ensure the user enters a password that meets certain requirements. It ensures that the password is not empty, longer than 8 characters and has at least 1 special character. It checks for special characters similarly to the email check by comparing the password input to a variable filled with symbols from here [6].
[image: A computer code on a black background

AI-generated content may be incorrect.]
[bookmark: _Toc198684276]Figure 15 – PasswordCheck function
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[bookmark: _Toc198684277]Figure 16 – Entering an empty password
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[bookmark: _Toc198684278]Figure 17 – Entering a password too short
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[bookmark: _Toc198684279]Figure 18 – Entering a password without a special character
[image: ]
[bookmark: _Toc198684280]Figure 19 – Entering a valid password
The “ConfirmPasswordCheck” function is used to make sure that the user has entered the correct password by comparing the password to the secondary input. At first, it didn’t function correctly however I found out it was because I was trying to reference a local variable, so I changed my approach and instead directly grabbed the password from the users input again.
[image: A screen shot of a computer
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[bookmark: _Toc198684281]Figure 20 – ConfirmPasswordCheck function not working correctly
[image: A computer code on a black background
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[bookmark: _Toc198684282]Figure 21 – Second approach to ConfirmPasswordCheck functioning correctly
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[bookmark: _Toc198684283]Figure 22 – Confirm password not being entered
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[bookmark: _Toc198684284]Figure 23 – Password not matching 
[image: A white horizontal stripes with black and white lines
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[bookmark: _Toc198684285]Figure 24 – Password matching
The final function for the form, “AgeCheck”, is used to check the users age and checking if it is between a certain value. It ensures that the data is a number by using the “isNaN” function.
[image: A screen shot of a computer program
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[bookmark: _Toc198684286]Figure 25 – AgeCheck function
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[bookmark: _Toc198684287]Figure 26 – Entering nothing for age
[image: ]
[bookmark: _Toc198684288]Figure 27 – Entering a non-number for age
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[bookmark: _Toc198684289]Figure 28 – Entering a number too low for age
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[bookmark: _Toc198684290]Figure 29 – Entering a number too high for age
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[bookmark: _Toc198684291]Figure 30 – Entering a valid age (form submits)










[bookmark: _Toc198684901]Random Block Image, Sound and Info


This function allows for displaying multiple blocks by clicking a button which will randomly select a block from an array I created.
[image: A black screen with text
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[bookmark: _Toc198684292]Figure 31 – Arrays of blocks and information



The “ChangeImage” function will start by generating a random number using “Math.random”. Initially, this didn’t work but I found that the “Math.random” generates a float number, which led me to find a solution which works by multiplying the random number by the length of the array [7]. Math.floor will then round it and turn the number into an integer. It will then individually grab every item necessary from each array since the random number will be the same for each one due to the way the arrays are implemented.
[image: A black background with green and blue text
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[bookmark: _Toc198684293]Figure 32 – ChangeImage function

[image: A black background with white text
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[bookmark: _Toc198684294]Figure 33 – ChangeImage being called

The image also has a feature which will play a sound when the image is clicked. The sound is also taken from the array, which will work by using the same random number as the image. At first, I attempted to use an event listener, however after testing I found that implementing this with the constant switching of images was difficult as it would keep adding event listeners, repeating previous sounds. I chose to instead use the “onclick” feature which worked better for what I needed and didn’t have the issue.
[image: A black screen with text
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[bookmark: _Toc198684295]Figure 34 – Previous usage of adding event listeners
[image: A screenshot of a video game
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[bookmark: _Toc198684296]Figure 35 – Multiple event listeners being generated with “BlockImage”

The sound feature works by simply assigning a variable with the audio by taking the random number as a parameter and using it to select the number from the array, then playing the specified sound. 
[image: ]
[bookmark: _Toc198684297]Figure 36 – BlockSound function











[bookmark: _Toc198684902]Conclusion

In conclusion, the usage of both jQuery and JavaScript helped me create a website with features that I could not have implemented normally and assisted in implementing multiple interactive features on the site that improves the user’s experience.
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<script>
$(document).ready(function () { // function to change an image on the hover
$("#creeper-image™) .hover( //selects id creeper-image and sets it to be interacted with on hover
function ()

{
$(this).attr("src”, "images/ChargedCreeper.gif™); // first part of function that changes src attribute to the other image
i
function ()
{
$(this).attr("src”, "inages/Creeper.png”); // reverts back to original image when not being hovered
b
)5
s

</script>
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image4.png
<script>
/1 accordion from jthemeroller https://jqueryui
$(function () {
$("#accordion”) .accordion({ // settings "accordion” id to the accordion
animate:566 // changes speed of accordion transitions
e
bH
</script>

com/accordion/.
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<div class="col-sm-4">
<1-- accordion from jquery themeroller -->
<h2 class="demoHeaders">Accordion</h2>
<div id="accordion” class:

<h3>View "Wolf"</h3>
<div><ing src="images/Wolf.png” style="width:26epx; height:
<h3>View "Villager"</h3>
<div><ing src="images/Villager.png” style="width:200px; height:36@px;”> The Villager, a passive interactable entity in Minecraft.</div>
<h3>View "Ender Dragon”</h3>

<div><ing src="images/EnderDragon.gif” styl
</div>

</div>

00px; "> The Wolf, a tameable neutral mob in Minecraft.</div>

width:250px; height:250px;”> The Ender Dragon, final boss of Minecraft.</div>
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image10.png
<script>
function Time() {
var CurrentTime = new Date();

/1 gets hours, minutes and seconds from today variable

var Hours = CurrentTime.getHours();
var Minutes = CurrentTime.getMinutes();
var Seconds = CurrentTime.getSeconds();
Minutes = Checkzero(Minutes);

Seconds = Checkzero(Seconds:

/1 sets element that has the ID "Time" to display the time

"+ Hours + ":" + Minutes + ":" + Seconds;

document . getElementByTd( " Tine’).innerHTHL = “The current time is

/1 creates a timer to call the function every second to constantly update the time using setTimeout

setTimeout(Time, 1006);

// function that checks if one of the numbers is below 10 so that it can add a @ before it and keep the correct date format

function Checkzero(i)
{
if (1< 10) {i = "0” +i};
return i;
}

</script>
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<script>
function PresenceCheck() { // presence check to check for name

var NameInput = document.forms["ContactForm"]["Name"].value; // grabs "Name” field from the form and sets it to NameInput

if (NameInput.trim() == ") { // checks nameinput is blank while also trimming it to remove any whitespace that has been entered at the start or the end of the input
document . getElementByTd("FailedPresence™) . innerHTHL = "Please enter some text”; // inserts text into failedpresence
return false; // rejects the data that has been inserted, returning false

b

else{ // presence of text has been cleared, no additional validation needed
document . getElementByTd("FailedPresence™) . innerHTHL = ""; // no data entered into failedpresence
return true; // accepts the data and returns true

b
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function FormatCheckmail() [ // function to check the format of an email to ensure it is correctly formatted
const Emailvalidation = /~[\s@]+@["\s@]+\.[*\s@]+$/; // ensures that the beginning of the email does not begin with whitespace or an @, that @ must come after the initial text,
1/ and then that there is text after the @ and not a . however a . must be present while also having at least 1 character after it (https://mailtrap.io/blog/javascript-email-validation/)
var Emaillnput = document.forms["ContactForm™]["Email"].value; // sets the input of the email to the "Email” value of the contact form where users have entered their data
if ((!Emailvalidation.test(Emailinput))){ // tests emailinput against emailvalidation to see if the email has any matches with emailvalidation symbols
document . getElementByTd("FailedEmailCheck”). innerHTML = “Please enter a valid email™; // inserts text into failedemailcheck
return false; // rejects the email and returns false

b

else{ // no more checks needed, email has met requirements
document . getElementByTd("FailedEmailCheck”) . innerHTHL
return true; // data is accepted and returns true

// no data inserted into failedemailcheck

b3
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function PasswordCheck(){

1/https: //onecompiler. con/questions/3xnp9df3s/ -javascript-hou-to-check-for-special -characters-present-in-a-string

const Passwordvalidation = /[ !@#$%°&*()_\~+=\[\]{}; :"\\|,.<>\/?~ 1/; // sets the password validation const to these special characters to use for comparison

var PasswordInput = document . forms["ContactForm”]["Password"].value; // grabs the password from the password form field

if (PasswordInput ) // checks if passwordinput is blank
document . getElementById("FailedPasswordCheck™) . innerHTML = "Your password cannot be empty”; // inserts data into failedpasswordcheck
return false; // returns false to the function call so the input is rejected

b

else if (PasswordInput.length <= 8){ // checks if the length of passwordinput is equal to or less than 8
document . getElementByTd("FailedPasswordCheck™) . innerHTML = "Your password must be longer than 8 characters”™; // inserts data into failedpasswordcheck
return false; // rejects data entered

b

else if (IPasswordvalidation.test(PasswordInput)){ // compares passwordinput to passwordvalidation and checks if it is not equal to it / doesn’t have the characters necessary
document . getElementByTd("FailedPasswordCheck”) . innerHTML = "Your password must contain at least 1 special character”; // inserts data into passwordcheck
return false; // rejects data entered

b

else{ // input data has passed all checks
document . getElementByTd("FailedPasswordCheck™) . innerHTML = "3 // no error message
return true; // data is fine, returns true to continue with form

b

b
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function ConfirmPasswordCheck(){ // function used to ensure that user has entered the password they desire by making them repeat it
var ConfirmPasswordInput = document.forms["ContactForm”]["ConfirmPassword"].value; // sets confirmpasswordinput to the "ConfirmPassword” field of the contactform
if (ConfirmPasswordInput == ""){ // checks if no data has been entered
document . getElementByTd("FailedConfirmPassword”) . innerHTHL = “Please confirm your password
return false; // data is rejected

5 // inserts text

b

else if (ConfirmPasswordInput !== PasswordInput){ // checks if confirmpasswordinput is not the same as passwordinput
document . getElementByTd("FailedConfirmPassword”) . innerHTHL = “Your password does not match”; // inserts text
return false; // rejects data

b
else{ // all validation checks met, no further validation required
return true; // accepts data
b
b3
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function ConfirmPasswordCheck(){ // function used to ensure that user has entered the password they desire by making them repeat it
var PasswordInput = document . forms["ContactForm”]["Password"].value; // grabs password input from "Password” field of contactform and sets it to PasswordInput
var ConfirmPasswordInput = document.forms["ContactForm”]["ConfirmPassword"].value; // sets confirmpasswordinput to the "ConfirmPassword” field of the contactform
if (ConfirmPasswordInput ) // checks if no data has been entered
document . getElementByTd("FailedConfirmPassword”) . innerHTHL = “Please confirm your password
return false; // data is rejected

/1 inserts text

b

else if (ConfirmPasswordInput !== PasswordInput){ // checks if confirmpasswordinput is not the same as passwordinput
document . getElementByTd("FailedConfirmPassword”) . innerHTHL = “Your password does not match”; // inserts text
return false; // rejects data

b
else{ // all validation checks met, no further validation required
return true; // accepts data
b
b
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function AgeCheck(){ // function to check age input
var AgeInput = document.forms[“ContactForn™]["Age"].value; // checks age field inserted from contactform and sets it to ageinput
if (isNaN(AgeInput)){ // uses isNaN to check if ageinput is a number
document . getElementByTd("FailedAge™) . innerHTML = "Please enter a number for your age” // inserts text
return false; // data is rejected

b

else if (AgeInput < 7 || AgeInput > 16@){ // checks if age is below 7 or above 160
document . getElementByTd("FailedAge™) . innerHTML = "Please enter a valid age between 7 and 160" // inserts text
return false; // rejects data

b

else if (AgeInput == ""){ // checks if data has been entered
document . getElementByTd("FailedAge”) . innerHTHL = "Please enter data”™ // inserts text
return false; // rejects data

b

else{ // all checks passed
return true; // accepts data

b
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11 arrays containing all information required for the random block fact generator. all items are in their order so number 1 of each array will be related to "Dragon Egg”, number 2 of
const BlockFactName = [

“Dragon Egg”

“Grass Block”,

“Noteblock”,

“Block of Netherite”,

“Netherrack”,

“Sculk Shrieker”
1
const BlockFactInage = [
images/DragonEgg. png”,
images/Grass.png”,
images/Noteblock.pg”,
inages/BlockofNetherite.png”,
images/Netherrack.png”,
images/Sculkshrieker. gif

1
const BlockFact = [
“The Dragon Egg is the rarest block in the game, with only 1 being obtainable in Java Edition and 2 in Bedrock Edition once you have killed the Ender Dragon”,
“The Grass block can spread to other dirt blocks near it and convert them into grass”,
“The noteblock will play a sound when clicked depending on the block that is placed underneath it”,
“The Block of Netherite is one of the most valuable resources in Minecraft, being crafted with 9 of the most difficult to obtain materials in the game”,
“Netherrack will burn infinitely when 1it on fire either naturally or by the player with a flint and steel.”,
“Sculk shriekers are triggered when any sculk sensor within 8 blocks are activated or if a player stands on the center. Activating this too much may lead to a warden being spawned ™
1
const BlockFactsound = [
“sounds/DragonEggSound. mp3”,
“sounds/GrassSound.mp3”,
“sounds/NoteSound.mp3”,
“sounds/NetheriteSound.mp3",
“sounds/Netherracksound.mp3”,
“sounds/SculkshriekerSound.mp3"
1
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function ChangeImage()ff // function for changing the block fact image into a random image inside of the BlockFactImage array
var Random = Math. loor(Math.randon() * BlockFactInage.length); //https://wiw.geeksforgeeks.org/how-to-select-a-randon-element-fron-array-in-javascript/
17 creates a random variable with math.randon, multiplies it by the length of the array we are grabbing information from and uses math.floor to round it and turn it into an integer
/7 rather than float
var BlockImage = document.getElementById("BlockImage”); // sets blockimage to the element in the page "blockimage”
if (BlockImage & BlockName && BlockFactText){
Blockimage.src = BlockFactImage[Random]; // changes item with "BlockFactInage” id to the corresponding array item from random
BlockName. innerHTML = BlockFactName[Random] // changes item with "BlockFactName” id to the corresponding array item from random
BlockFactText. innerHTHML = "<p> Fact: </p>" + BlockFact[Random]; // changes item with "BlockFact” id to the corresponding array item from random

Blockimage.onclick = function(){ // when block image is clicked it performs a function
Blocksound(Random); // performs "8locksound” function
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<div class="col-sm-4">
<div style="height:auto; width:auto

btn btn-success mt-3">Random Block</button>

"BlockImage” class ="BlockImage” sr
<h1 id="BlockName">Grass Block</h1>
<p id="BlockFactText">Fact: <br><br> The Grass block can spread to other dirt blocks near it and convert them into grass</p>

images/Grass.png” onclick="BlockSound(1); "width="268px">

</div>
</div>
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function ChangeImage(){ // function for changing the block fact image into a random image inside of the BlockFactImage array
var Random = Math. floor(Math.randon() * BlockFactInage.length); //https://wiw.geeksforgeeks.org/how-to-select-a-randon-element-fron-array-in-javascript/
17 creates a random variable with math.randon, multiplies it by the length of the array we are grabbing information from and uses math.floor to round it and turn it into an
var BlockImage = document.getElementById("BlockImage”); // sets blockimage to the element in the page "blockimage”
if (BlockImage & BlockName && BlockFactText){
Blockimage.src = BlockFactImage[Random]; // changes item with "BlockFactInage” id to the corresponding array item from random
BlockName. innerHTML = BlockFactName[Random] // changes item with "BlockFactName” id to the corresponding array item from random
BlockFactText. innerHTHML = "<p> Fact: </p>" + BlockFact[Random]; // changes item with "BlockFact” id to the corresponding array item from random

document . getElementById("BlockInage™) .addEventListener("click”, function(){ // adds an event listener to id "BlockImage” which will check for clicks on the image
Blocksound(Random) // calls Blocksound function when it is clicked
}
)%
¥
/https: / /wai.u3schools . con/js/tryit.asp?filename=tryjs_addeventlistener_displaydate
Function BlockSound(Random){ // function to play the sound
var Sound = new Audio(BlockFactsound[Random]); // creates a new audio variable and sets it to the corresponding array item from randon
Sound.play(); // plays the sound https://developer.mozilla.org/en-US/docs/web/APT/HTHLAudioE lement
¥
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“The Block of Netherite is one of the most valuable resources in Minecraft,
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function BlockSound(Random){ // function to play the sound
var Sound = new Audio(BlockFactSound[Random]); // creates a new audio variable and sets it to the corresponding array item from randon
Sound.play(); // plays sound element
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