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[bookmark: _Toc125909383]Introduction
I was tasked with developing a website with JavaScript and jQuery features to allow user interaction. This requires 3 discrete components with 2 of the components being JavaScript and one being jQuery. The jQuery component I developed was a slideshow that goes through 3 slides, for the JavaScript components, a contact form was developed with validation, and a Aim trainer which had an image move around when the user clicked. The subject of the website is the GCS Owls which I acquired permission to use images and content from their official website. For the UI Bootstrap 5.1.1 was used and jQuery 3.6.1 was used for the jQuery component. Both were implemented into the using CDNs.


[bookmark: _Toc125909384]Component A: Slideshow
[bookmark: _Int_0mrepcUX][bookmark: _GoBack]The first component is a 3 slide slideshow using jQuery. To do this classes were used and the jQuery interacts with the classes to select what elements to move and to reduce the amount of repeated code required. jQuery animation was also used for the movement.
[bookmark: _Toc125909385]Running Demo
[bookmark: _Toc125909386]On page load
[image: ]
[bookmark: _Toc125909387]Slide 2
[image: ]
[bookmark: _Toc125909388]Slide 3

[image: ]


[bookmark: _Toc125909389]Code Listing
[bookmark: _Toc125909390]HTML
[image: ]
[image: ]
As the heads are almost identical between the 3 webpages, I will not repeat them in the other two webpages.
[image: ]
[image: ]
[image: ]
All of the elements that get interacted with by jQuery have classes such as “Slide”, “NextSlide”, and “PrevSlide”.
[bookmark: _Toc125909391]jQuery
[image: ]
[image: ]






[bookmark: _Toc125909392]Component B: Contact Form
The second component is a contact form. To validate each of the inputs JavaScript was used to both retrieve the data and the validation testing. There are 9 different fields that are validated.
[bookmark: _Toc125909393]Running demo
[bookmark: _Toc125909394]On page load
[image: ]
[bookmark: _Toc125909395]All fields empty
[image: ]
[bookmark: _Toc125909396]One field complete
[image: ]
[bookmark: _Toc125909397]Alert when all fields are validated
[image: ]
[bookmark: _Toc125909398]Code Listing
[bookmark: _Toc125909399]HTML
[image: ]
[image: ]
The form is laid out using a table. Each of the inputs have their own text boxes that get filled when there are errors present. Relevant fields also have the correct autocompletes [1] attached to them. Each of the text fields also have placeholder text which allow the user to understand what sort of text is expected to be entered into the field. When the button gets pressed the function validate() gets executed.
[bookmark: _Toc125909400]JavaScript
[image: ]
[bookmark: _Int_0hJFqJKl]There are two constants which are the minimum and maximum age of enrollment which are used for testing. Next up are the shorthand's used to reduce the amount of typing required when using data inputted into form. The next function which is returnToDefault() is used to reset all the visual error indicators. The next part puts all the text inputs through returnToDefault().
[image: ]
Checkbox selectors errors are shown differently so it cannot be put through returnToDefault(). As there is only one checkbox I saw no purpose in making a dedicated function for it. If there was more than one checkbox I would’ve made a dedicated function.
[image: ]


Next part are the repeatable checks that come up often when validating. The first one, presCheck(), is a presence checker which checks if the input is blank. The second is numCheck which checks if the input is a number. The third is a tester for dropdowns. For dropdowns I chose –1 to be an input which isn’t acceptable and dropCheck checks if –1 is selected.
[image: ]
PresFailure() is the function that adds the “Required” text to the failed input. This also doesn’t work for the checkbox so it must be done another way. As there is only one checkbox, I saw no need to make a dedicated function for it. PresFailure() requires the first character of the string to be a capital because of the way the div for failed inputs are set up and it is easier to change the first letter to lowercase than it is to change the first character to be upper case.
[image: ]
[bookmark: _Int_UFzbr4QE] Next up is the actual validations for the text. The first one does the dropdown title which passes the value of title through dropCheck() and if it turns up false it executes presFailure() of the Title(). The next two do the same thing which is a presence check and then check if the length is larger than 255 which is a length which was chosen as it would work well with SQL. Even if it passes the presence check but fails the length check I decided to still execute presFailure() because it adds useful context to the user such as the red text and border. If it fails, the length check, it adds text to the end of the div which shows the user the error. Gender test does the same as title.
[image: ]
Age requires a few more checks which is it requires a number check as well as maximum and minimum ages which are the ones set as const variables. The difference is that it executes the numCheck function and checks the value is between the minimum and maximum age. If any of them fails, it executes presFailure and adds the specific error onto the end of the string.
[image: ]
Up until discord checker the checks have already been discussed.
[image: ]
This is to test whether the discord ID [2] entered is correct. It uses regex to do the validation. The first variable is a Boolean that gets changed to true when an error is present. The second variable discrimChecker checks the discords discriminator which is a 4 number string which comes after a “#”. This tests for both the existence of the hash and if there are 4 numbers there. Next up checks if there are more than one hash within the string. This isn’t perfect as if there is a gap between the hashes it doesn’t fail when it should. The next variable is used to see how long the username is. It searches to see where in the string the first # is located and anything to the left of the hash is considered to be the username. Discord Usernames must be between 2 and 32 characters long. The final variable is to check if the username contains any phrase or character that discord doesn’t allow to be a username. These are discord, @, ```, here, and everyone. The if statement checks if any of the validations fail.
[image: ]The final part checks the checkbox. It checks that at least one of the games have been selected. As the way it is checked is different to others it cannot do PresCheck or PresFail so they must be automated. If all tests pass it creates an alert to notify the user that they have successfully sent the information.



[bookmark: _Toc125909401]Component C: Aim Trainer
The final component is an aim trainer. The user clicks on an image which moves around the screen with every successful click. It calculates the users accuracy by dividing the successful clicks on the image by the total amount of clicks.
[bookmark: _Toc125909402]Running Demo
[bookmark: _Toc125909403]On page load
[image: ]
[bookmark: _Toc125909404]Click on trainer window
[image: ]
[bookmark: _Toc125909405]Click on target
[image: ]
[bookmark: _Toc125909406]Miss the target
[image: ]
[bookmark: _Toc125909407]Game end
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[bookmark: _Toc125909408]Possible alert messages
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[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[bookmark: _Toc125909409]Post-game
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[bookmark: _Toc125909410]Code Listing
[bookmark: _Toc125909411]HTML
[image: ]The entire component is within a large div which will have a click listener event. The target image is within the div that will also have a click listener. There is also a large button that covers the window which is used to start the game by calling the function AimTrainer(). There are 2 <p> tags which get updated with accuracy and how many target clicks left are required for the game to end.
[bookmark: _Toc125909412]JavaScript
[image: ]
The top of the function contains the constant variables. The first is howe many clicks on the target are required before the game ends. This is at the top to make it easier to change depending on how people respond to the length of the game. Next up are the boundaries for ranks which are used in the alert. Next up are the important variables used throughout the function.  After that are the shorthand's for getting elements of the HTML. Next is the code that removes the start button from the screen when the game starts. Next up are the click event listeners for both the target and the window which call the functions TargetClick and FailedClick.



[image: ]
Target click function increases the total amount of clicks on the target and creates random numbers to move the target image around. It is multiplied to 90 rather than 100 to reduce the chance of it appearing outside the window. It also updates how many clicks are left to finish the screen.
[image: ]
FailedClick does two things. The first is working out the accuracy percentage by dividing targetClicks by TotalClicks, rounding it and then displays it on screen. But when the game starts it divides by 0 which makes accuracy NaN which is changed to 0 through an if statement. 
[image: ]
The second part of FailedClick works out what rank the player gets at the end of the game using the constant variables. Due to it using boundaries for different ranks, if statements were used rather than a switch statement. After calculating the final rank it displays it using an alert, makes the target and text disappear, and changes win to true to stop it looping after the game is finished.


[bookmark: _Toc125909413]Conclusion
If I were to start again, I would change a few things. The main changes would come to the aim trainer. First, I would change how the image is rendered, rather than having it been a set pixel size I would change it to be a percentage of the window size which would make the game fairer for different screen sizes. Another part of the aim trainer I would fix is more planning before writing the code. Some elements are added to fix bugs as they appear rather than laying out and planning the code to stop certain bugs from happening. For example, the win Boolean, this was added near the end to stop the event to determine rank from firing after the ending of the game. Also Victory being calculated through the click event causes errors that have to be fixed through adding things such as the win variable. Victory should’ve been calculated another way either through a dedicated function or within the main function not within a click function.
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<!DOCTYPE htm1>
<html lang="en">
<head>
<!--CDN and scripts-->
<link href="https://cdn.jsdelivr.net/npm/bootstrap@5.1.1/dist/css/bootstrap.min.css" rel="stylesheet">
https://cdn.jsdelivr.net/npm/bootstrap@5.1.1/dist/js/bootstrap.bundle.min. js"></script>
https://code.jquery.com/jquery-3.6.1.min integrity="sha256-088AwQnZB+VDVEStvIXrMQaP1FFSUTR+n1dQm1LuPX
avaScript.js"></script>
viewport" content="width=device-width, initial-scale=
StyleSheet-->
<link href="StyleSheet.css" rel="stylesheet">
<I--Title and Favicon-->
<title>The Owls</title> <meta name="description” content="Learn more about the GCS Owls">
<link rel="shortcut icon” href="Images/favicon.png">
<style>
P
{

anonymous”></script>

padding: 5px;
}
</style>
</head>
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<!--Navigation-->
<div class="offcanvas offcanvas-start align-center" id="nav">
<div class="offcanvas-header">
<hl class="offcanvas-title">Navigation</h1>
<button type="button" class="btn-close" data-bs-dismiss="offcanvas"></button>
</div>

<div class="offcanvas-body">
<nav class="navbar">

<div class="container-fluid">
<ul class="navbar-nav">
<1li class="nav-item">
<a class="nav-link active" href="index.html">Home</a>
</1i>

<1li class="nav-item">
<a class="nav-1link" href="Contact.html">Contact us</a>
</1i>

<1i class="nav-item">
<a class="nav-1link" href="AimTrainer.html">Aim Trainer</a>
</1i>
</ul>
</div>
</nav>
</div>
</div>
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<!--Beginning of content-->
Where the slides are contained. Position absolute is used rather than relative to allow centering of the slides on the page.-->
<div style="position: absolute; left: 6%; width: 166%; height: 166%" >

<1--slide 1-->

The GCS Ouls were founded in 2619 by Neil Griffiths, we currently play Overwatch, Rocket League, Valorant and Apex| Legends and compete in the British
Esport Championships. In total we have six teams, two teams for Overwatch, two for Rocket League, one for Valorant and one for Apex Legends.

The GCS Owls Overwatch Team 1 played their first season three years ago and had an incredible season where they finished top 8 in the UK, for a first
season this is an incredible feat. Our 2nd season saw our Overwatch and Rocket League teams competing at the highest levels. Our Overwatch Team 1
finished in the top 4 in the UK and our Rocket League Team 1 finished top 8.
</p>
<>
Last year all four our teams reached the Quarter finals of the BEA Champs with our Overwatch team going all the way to the final. Our Overwatch
steam also competed in the Cardinal Open, a tournmanet based in the USA where they were crowned the 2822 Champions competing against some of the largest colleges in the USA.

We have recently started our fourth season with even stronger teams looking to push on from our past successes. With our new players and teams we look forward to flying higher
in the league and achieving more tournament successes.
</p>
</div>
<1--Tnage-->
<div class="col-nd-4 d-flex justify-content-center">

<img src="Inages/index/GCSOwlsNoBack.png">
</div>
<1--Title-->
<div class="col-md-2">
<ha id="SlideHeader" class="display-6"><small>The Owls</small></ha>
</div>

<1--Button-->
<div class="col-md-2 text-light">
<button clas ">Next Slidec/button>
<button class="PrevSlide">Previous Slidec/button>
</div>
</div>
</section>
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<l--slide 2-->

This is the room where the GCS ouls destroy the competition every Wednesday. The aim of this room is to allow all players to have access to high quality equipment both PC hardware and peripherals

to be able to perform at their best. To do this we work with various sponsors in order to get the best equipment. With the help of our sponsors it allows us to get a competitive advantage over our
opponents to supplement the skill of our amazing players.

</p>

</div>

<!--Inage-->

<div class="col-nd-4 d-flex justify-content-center">
<ing src="Inages/index/GameRoon. jpg"

</div>

Title-->

‘col-nd-2">
‘SlideHeader” class:

isplay-6"><small>The Game Room</small></hd>

‘col-nd-2 text-light"
<button class="NextSlide">Next Slidec/button>

Previous Slidec/button>

<button class="Prevslide’
</div>
</div>
</section>
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<1--slide 3-->
<section class:

<div class="col-md-4">
>
To improve our Players we occsionally get professionals that are involved with the eSports scene. This is done by the extensive outreach of our social media

tean that has connections all accross the industry. Guests such as Jesse Goodman from Cloud 9.

</p>
</div>

col-md-4 d-flex justify-content-center">

<img src="Images/index/Guests.jpg">
</div>
<1--Title-
<div clas: ‘col-md-2">

<ha id="SlideHeader" class="display-6"><small>Guests</small></h4>
</div>

Button
<div class="col-md-2 text-light">
<button class="NextSlide">Next Slide</button>
<button class="PrevSlide">Previous Slide</button>
</div>
</div>
</section>
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$(document).ready(function()

{
$(".Selected").css({left: "0%"});

$(".Slide").first().addClass("First");//adds a class for the first slide. used later for moving the slideshow around
$(".Slide").last().addClass("Last");//adds a class to the last slide. used later.

//click events for any next or previous slide selections
$(".NextSlide").click(Next);
$(".PrevSlide").click(Previous);

//next slide is clicked
function Next()

{

//checks if the last slide has been reached so it loops back around to the first slide
if($(this).parent().parent().parent().hasClass("Last"))//requires 3 parents to get to the section.

{
$(this).parent().parent().parent().toggleClass("Selected");
$(".First").toggleClass("Selected");//.first() refused to work so have to do it this way
//the animation. The next slide should always appear on the right
$(".First").css({left: "100%"});
$(this).parent().parent().parent().animate({left:"-100%"});
$(".First").animate({left:"0%"});

}

//This is executed if its not the last slide

else

{
$(this).parent().parent().parent().toggleClass("Selected");
$(this).parent().parent().parent().next().toggleClass("Selected");
//the animation. The next slide should always appear on the right
$(this).parent().parent().parent().next().css({left: "100%"});
$(this).parent().parent().parent().animate({left:"-100%"});
$(this).parent().parent().parent().next().animate({left:"0%"});

}
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b

//previous slide is clicked
function Previous()

[0

//checks if the first slide has been reached so it loops back around to the last slide
if($(this).parent().parent().parent().hasClass("First"))

{
$(this).parent().parent().parent().toggleClass("Selected");
$(".Last").toggleClass("Selected");
//the animation. The previous slide should always appear on the left
$(".Last").css({left: "-100%"});
$(this).parent().parent().parent().animate({left:"100%"});
$(".Last").animate({left:"0%"});

}

//This is executed if its not the first slide

else

{
$(this).parent().parent().parent().toggleClass("Selected");
$(this).parent().parent().parent().prev().toggleClass("Selected");
//the animation. The previous slide should always appear on the left
$(this).parent().parent().parent().prev().css({left: "-100%"});
$(this).parent().parent().parent().animate({left:"100%"});
$(this).parent().parent().parent().prev().animate({left:"0%"});

}
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Sign Up form
If you wish to join the GCS owls please enter your details here.

Note: only Gower Collage Swansea students are allowed to join

Title [choose title] v

Gender [choose gender] v

Age

Phone Number

Email
Discord
BOverwatch
Select Games BRocket League
@Valorant
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Sign Up form
If you wish to join the GCS owls please enter your details here.

Note: only Gower Collage Swansea students are allowed to join

[choose title] v

Title .
Required
Forename s
Required
Surname s
Required
Gender [chose gender] v
Required
A
e
9 Required
Phone Number -
Required
Email emai @example.com
Required
example#12345
Discord m;
Required
BOverwatch
BRocket League
Select Games
@Valorant
Required
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The Owls

[choose title] v

Title -
Required

Surname s
Required

Gender [chose gender] v
Required

A

e
9 Required

Phone Number -
Required

Email . @example.com
Required

Discord e-.am)\e:WZB—'S
Required
WOverwatch
BRocket League

Select Games
@Valorant
Required
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This page says

Thank you for signing up. We will get back with you shortly via email.
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<form action = "" method = "Post" name = "myForm" onsubmit = "return(validate())

<table cellspacing = cellpadding = "2">
<1--Title-->
<tr>
<th>Title</th>
<td>
<select id = "title" name = "title">
<option value = "-1">[choose title]</option>
<option value ">Mr< /option>
<option value ">Mrs</option>
<option value ">Miss</option>
<option value ">Ms</option>
<option value ">0ther</option>

</select>
“failedTitle"></div>

<!--First name-->
<tr>

<th>Forename</th>

<td><input type = "text" id = "forename" name = "forename" autocomplete="given-name" placeholder="John"> <div id="failedForename"></div></td>
</tr>

<l--Last name-->
<tr>

<th>Surname</th>
<td><input type = "text” id = "surname” name = "surname” autocomplet
</tr>

family-name" placeholdes > <div id="failedSurname"></div></td>

<1--gender-->

<tr>
<th>Gender</th>
<td>
<select id = "gender” name = "gender">
<option value = "-1">[choose gender]</option>
<option value = "1">Male</option>
<option value ">Female</option>
<option value = "3">Other</option>
</select>
<div id="failedGender"></div>
</td>
</tr>
<l--age-->
<tr>
<th>Age</th>

<td><input type = "text” id = "age" name = "age" autocomplete="off" placeholder="16"> <div i
</tr>

“failedAge”></div></td>
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<1--Phone Number-->
<tr>

<th>Phone Number</th>

<td><input type = "text” id = "phone” name = "phone” autocomplete="tel" placeholder="XXXXX XXXXXX"> <div id="failedPhone"></div></td>
</tr>

<1--Email-->
<tr>

<th>Email</th>

<td><input type = “text" id = "email" name
</tr>

"email” autocomplete="email" placeholder="email@example.com”> <div id="failedEmail"></div></td>

<!--Discord-->
<tr>

<th>Discord</th>

<td><input type = "text" id
</tr>

discord” name ‘example#12345"> <div id="failedDiscord"></div></td>

iscord" autocomplete="off" placeholdes

<1--game Selection-->

<tr>
<th>Select Games</th>
<td>
<input type="checkbox" id="overwatch" name="overwatch” value="overwatch">Overwatch<br>
<input type="checkbox" id="rocketlLeague" name="rocketLeague" value="rocketlLeague">Rocket Leaguecbr>
<input type="checkbox" id="valorant" name="valorant" value="valorant">Valorant
<div id="failedGame"></div>
</td>
</tr>

<1--Submit Button-->

<tr>
<td></td>
<td><input type = "submit" value = "Submit"></td>
</tr>
</table>
</form>
</div>

</div>
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//Contact Page
function validate()

{

//default requirements
const minAge = 16; //Minimum age for enrollment.
const maxAge = 100; //maximum age.

//failiure variable. turns false if there is an error and stops the form being sent to the server
var validationCorrect = true;

//getting data out of form. these use form shorthand.
var title = document.myForm. title.value;

var forename = document.myForm. forename.value;

var surname = document.myForm. surname.value;

var gender = document.myForm.gender.value

var age = document.myForm.age.value;

var phone = document.myForm. phone.value;

var email = document.myForm.email.value;

var discord = document.myForm.discord.value;

//window.alert(title + forename + surname + gender + age + phone + email, discord);

//Return to Default. At the start of testing all fields should be default until they get tested.
function returnToDefault(input)

{
var inputLower = input.tolowerCase(); //requried to change the outline of the failed input.
input = "failed” + input;
document. getElementById(input).innerHTML = "";
document. getElementById(input).style.color = "black
document. getElementById(inputLower).style.border = " 1px solid black";
}

returnToDefault("Title");
returnToDefault("Forename") ;
returnToDefault("Surname");
returnToDefault("Gender");
returnToDefault("Age");
returnToDefault("Phone");
returnToDefault("Email");
returnToDefault("Discord");
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//Game Selecter is different for resetting
document.getElementById("failedGame").innerHTML = "";
document.getElementById("failedGame").style.color = "black";
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//repeatables

//presence checker.
function presCheck(presInput)

{
if(presInput ==
{
//failed the test. is blank
return false;
}
else
{
//passed the test. is a value
return true;
}
}

//number checker
function numCheck(numInput)

{
if(Number.isNaN(parseInt(numInput)) || Number.isNaN(parseFloat(numInput)))
! //failed the test. not a number
return false;
}
else
{
//passed the test. is a number
return true;
}
}

//Dropdown checker. THE UNSELECTED VALUE MUST BE -1 IN THE HTML. ANYTHING ELSE WON'T WORK.
function dropCheck(dropInput)

{
if(dropInput == -1)

{
//failed the test

return false;

}

else

{
//passed the test
return true;

}
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//presence failer. If it fails the test it auto outputs.
function presFailure(input)

{

validationCorrect = false;

var inputLower = input.tolLowerCase(); //requried to change the outline of the failed input.
input = "failed" + input;

document.getElementById(input).innerHTML = "Required";
document.getElementById(input).style.color = "red";
document.getElementById(inputLower).style.border = " 1px solid red";
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//validation of the data

//title. can't be the default of [choose title]/ value -1
if(dropCheck(title) == false)

{

presFailure("Title");

}

//forename. presence, smaller than 255
//presence first
if(presCheck(forename) == false)

{

presFailure("Forename");
}
//length check
else if(forename.length > 255)
{
presFailure("Forename");
document.getElementById("failedForename").innerHTML += ", must be less than 255";

//surname. presence smaller than 255
//presence first
if(presCheck(surname) == false)

{

presFailure("Surname");

}
//length check

else if(surname.length > 255)
{

presFailure("Surname");
document.getElementById("failedSurname").innerHTML += ", must be less than 255";

}

//gender. can't be the default of [choose gender]/ value -1
if(dropCheck(gender) == false)

{

presFailure("Gender");

}
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//age. presence, number, >= minAge, <= maxAge
//presence first
if(presCheck(age) == false)

{
presFailure("Age");
}
// num
else if(numCheck(age) == false)
{
presFailure("Age");
document.getElementById("failedAge").innerHTML += ", Must be a number";
}
else if(age < minAge || age > maxAge)
{

presFailure("Age");
document.getElementById("failedAge").innerHTML +=

, must be between " + minAge + " and " + maxAge;
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//phone number. presence. is a number. length = 11.
if(presCheck(phone) == false)

{
presFailure("Phone");
}
// num
else if(numCheck(phone) == false)
{
presFailure("Phone");
document.getElementById("failedPhone").innerHTML += ", Must be a number";
}
else if(phone.length != 11)
{
presFailure("Phone");
document.getElementById("failedPhone").innerHTML += ", Must be 11 long";
}

//email. presence
if(presCheck(email) == false)

{

presFailure("Email");
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function DiscordValidator(DisValInput)

i
/*

from the discord docs a few things are relevant for discord ID's https://discord.com/developers/docs/resources/user

USERNAME

must be between 2 and 32 length. Comes at the start of the ID.
cannot contain: @ , # , : , ~°° , discord , everyone , here.
DISCRIMINATOR

4 numbers ©-9 comes at the end of the ID.

HASH
hash between the username and discriminator. there can only be one hash in a name because otherwise it breaks.

things used
test(). returns true if the test is succesful
search(). returns the location of the first instance of the thing thats being tested if its correct. if it fails, returns -1.

*/

//error checker, if true throws error.
var discordIDError = false;

//all of the tests

var discrimChecker = /#[0-9]{4}$/.test(discord); //checks for 4 numbers after hash. true is good.

var hashMoreThanl = /#{2}/.test(discord); //checks to see if more than one hash. false is good.

var usrnameLengthCheck = discord.search(/#/); //checks to see where the first # is.

var usrnameCharCheck = /discord|@| "~ |here|everyone/.test(discord);//finds illegal words in username. false is good.

if(discrimChecker == false || hashMoreThanl == true || usrnameCharCheck == true || usrnameLengthCheck <2 || usrnameLengthCheck >32)

{

discordIDError = truej

if(discordIDError == true)

{

return false;

}

else

{

return true;
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//game tickbox. at least one must be ticked
if(document . getElementById( ‘overwatch') .checked
{

false)

false 8& document.getElementByld(‘valorant').checked

false && document.getElementByld( " rocketLeague').checked

docuent . getElementByTd("failedGame") . innerHTML = "Required”;
docuent . getElementByTd("failedGane").style.color = "red";
validationCorrect = false;

}
if(validationCorrect == true)
{
alert("Thank you for signing up. We will get back with you shortly via email.
¥

return validationCorrect;
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The Owls

Click o start the sim ainer
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The Owls

Accuracy: 0%
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The Owls

Accuracy: 100%
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The Owls

Accuracy: 50%
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This page says
Your Rk i G e
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This page says

Your Rank is: Grand Master
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This page says

Your Rank is: Masters
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This page says

Your Rank is: Diamond
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This page says

Your Rank is: Platinum
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This page says

Your Rank is: Gold
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This page says

Your Rank is: Silver
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This page says

Your Rank is: Bronze
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<!--Beginning of content-->
‘AimBorder” styl position: absolute; top: 10%; left: 10%; width: 8@%; height: 80%; border: 2px solid Oblack
mages/AinTrainer/TargetCircle.png" id="Target" width="60px" height="6@px" style="position: absolute; left:48%; top:48%;">

<button id="StartButton" onclick="AimTrainer()" style=" position: absolute; width: 160%; height: 106%;">Click to start the aim trainer</button>
<p id="accuracy"></p>

<p id="amountLeft"></p>

</div>
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function AlsTrainer()

Jfconst vars
J/gmelength

const gamalLangth = 5§ //lou Tong the gae should bo. 20 pmans there will ba 20 clicks on the farget before the gmms ends

//vorders for ranks. bronze, silver, gold, platinus, diamond, masters, Grandmwasters. Used with accuracy. Bronze isn't requried because anything below rank silver is counted as bronze.
et et Bk o £

o e

const rankelatinun = 60;

o e = 7
const. panknastors - 80
A P o = 2y

Jpvariables
Var tangetClicks = 8 //how many tlses the target was clicked. Used in accuracy porcentage.

var totalClicks = -L; // how many times the user has clicked. Used in accuracy percentage. NEEDS TO BE NESATIVE 1 BECAUSE OF THE THITIAL CLICK TO START
var aceuracy = 0

var win = false; //changed to true when gane won

{7shorthands
var Target = docunent. getElenentById (“Target”);

var StartButton = document.getElenent8yTd("StartButton’);
var AinBorder = docunent. getElenentById("Aimiorder®) ;.

//button should dissapear once clicked
StartButton.style.display = “nane’;

J7click Tisteners
Iitailed/total clicks
AlmBorder. addeventLis tenar ("click", Failodclick);

Jcarget click
Target. addventListener("cLick”, Targetclick);
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//executed when the target is clicked

i
{

unction TargetClick()
targetClicks+;

var leftRand = Math.random() * 98; //random number between @ and 99. Will be used to move the image to a random
var topRand = Math.random() * 90; //random Number between © and 90.

//moving the image around
document . getElementById("Target") . style.left = leftRand + "%}
document . getElementById(“Target").style.top = topRand + "%}

//Displaying the amount of clicks left to finish the game
document . getElementById(“amountLeft") . innerHTML = gamelength - targetClicks;

location
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//when the user misses the target.
function FailedClick()
{

totalClicks++;

accuracy = Math. round((targetClicks / totalClicks) * 100); //works out accuracy percentage

//At the very start of the game it attempts to divide by @ so accuracy ends up being NaN. As this is displayed to the user, it is changed to 0.
i (isNaN(accuracy))

{
accuracy = 0

+

//pisplaying the accuracy
document . getElementByTd( "accuracy”) .innerHTHL = "Accuracy

: "+ accuracy + "¥';
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//end of game

var endGameRank = "error";

if((gameLength - targetClicks) == @ & win == false)
ﬂ
console.log(accuracy);
//rank testing

//grandmaster
if(accuracy > rankMasters)
{

endGameRank = "Grand Master";
}
//Masters
if(accuracy < rankGrandMasters)
{

endGameRank = "Masters";
}
//diamond
if(accuracy < rankMasters)
{

endGameRank = "Diamond";
}
//platinum
if(accuracy < rankDiamond)
{

endGameRank = "Platinum";
}
//gold
if(accuracy < rankPlatinum)
{

endGameRank = "Gold";
}
//silver
if(accuracy < rankGold)
{

endGameRank = "Silver";
}
//bronze
if(accuracy < rankSilver)
{

endGameRank = "Bronze";
}

//display an alert with the rank
alert("Your Rank is: " + endGameRank);

//Now that the game is over everything should disappear
Target.style.display = "none";
document.getElementById("accuracy").style.display = "none";
document.getElementById("amountLeft").style.display = "none";
win = b:r‘ue; //stop it from looping after game win





