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[bookmark: _Toc33185768]Introduction
The task at hand is to create a website with 3 appropriate JavaScript features, for my features I have decided to use Pokémon [1], this is a great hobby of mine and I think it will help the task be a lot more enjoyable, I will be basing my approach of Pokémon showdown [2], and will be creating my own website that has an events page where people can see Pokémon events that are available in the uk and a battle simulator where players a will choose a Pokémon and then battle them until one of the Pokémon's wins,  the report will be used to dictate my approach and outcome of the website and I will  then conclude how I found the task.  by using JavaScript, I will be able to implement complex and useful features in order to make my website more productive. I will use a range of techniques and implement them over a serious of three pages” index". "battle simulator” and the events page.
[bookmark: _Toc33185769]JavaScript: Feature 1
[bookmark: _Toc33185770]The Battle simulator
The approach taken for the battle simulator was very basic, for starters all characters were listed and their attributes, move set and level were determined [3]. (As seen in appendix A). From this point my intention is to then create the front end of the battle simulator so that the user chooses a Pokémon from the six premade, and then will select the rival Pokémon from the remaining five. The player will then choose the Pokémon’s first move from the move set provided for that Pokémon and the rival Pokémon’s move will be determine at random, I will then loop this process until one of the Pokémon’s hp is equal to “0”. If the enemy Pokémon’s hp reaches zero first then a message will pop up saying “congratulations you win”, but if the users Pokémon hp reaches”0”, then a message will pop up saying “to bad Your Pokémon has Fainted”. And then the simulator will end.
My main purpose for the battle simulator was to have it so it resembled the original way that the Pokémon game dictated its fights [4], as there’s not much more you can do to the original way the game intended.  For the front I used a range of classes to do each step of the battle process (as seen on appendix B), my muse for taking this approach was from a variety of readymade simulators that I researched online [5], the trainer will select a Pokémon then a rival will choose there from that point the battle can commence, as stated the battle will continue until either of the players or computer Pokémon reaches a hp of 0.
For future development I would like for the Pokémon to be animated even the slightest of movement darning a move phase makes it seem more realistic. I would also like to add the potential for a versus so that you don’t have to battle a computer [2] although this function is not best utilized if the player has no partner to battle against which is why the battle option can be a decision to battle a friend or a random, this option is a great way task for future development as it will need a lot of extra key parts for example it's going to need a database to run long side of the website to allow players to store information and login to see past battles and win streak, having a win streak is a great way of keeping a player's interest.  From the point of the battle against others by adding a timer so that either user will not be able to take a ridiculous amount of time to make move choices.
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[bookmark: _Toc33185772]Rollover images and to top button
A fun JavaScript feature that I found useful putting into my website was the rollover images I used them to show the Pokémon on the first page in different battle poses so the standard photos as seen on the website (appendix.....), once hovered over the photos of the Pokémon change from playful mode to battle mode [6], it's helpful option for the user of the website to better get a feel of what Pokémon they should choose for the battle, as a bonus once hovered over an alt shows their stats and moves of the Pokémon. Appendix C
The website also has a back to top button as there are six Pokémon it takes up a bit of the page so there is a fair bit of scrolling need for the website to get to the last Pokémon, so when you go out of the parameters of the website the “top button” will appear and once pressed you will return to the top of the page [6] 
Both features help with the functionality of the website and make the usability a lot simpler also, upon my research I found a great website known as code gym [7], this gave me some ideas toward my website and what I like about the website is that it doesn’t show the answer just tasks that you will perform in order to get the answer.  
I found that it was a good option to have these tools in my website as they are a good use of web skills and add great functionality to website. 

[bookmark: _Toc33185773]JavaScript: Feature 3
[bookmark: _Toc33185774]The Events page (Maps)
For this page of the website I added an events page to my website, for now there are only two events, so they have been added to the website with individual maps to show users where the events are located upon clicking the map the user can then get directions to the event from the location they are at, the events page displays event information such as time, date and thanks to the map it also shows the location. 
I was able to get event information from the serebii website [8] the information I got was for events that were around the globe, but I needed to get events from a specific location so by using the Pokémon website [9] the allowed me to locate with a certain region and I was able to find event in London and Cardiff, but as for the coding of the maps [6]I was able to get relative code that edited so that the location would be different for each of the events, both maps have in website functionality so you can do street view and pan in and out of the map to the users preference.
The maps allowed me to physically add my own pin points to show events so if in one area there were multiple events in the same day then I could show all points rather than just having an unnecessary amount of maps on the same page, this is a better use of design and a better sources instead of hard coding different maps and positioning them into the website 




[bookmark: _Toc33185775]Conclusion
I have found that the battle simulator was the main JS feature of the website and if the time management for the website was better initiated a better version of the battle simulator could have been reached, potentially have a display of the battle moves or a damage calculation in the battle phases, if I was to revisit the task in the future I would better manage myself and the work load, I discovered a battle simulator [10], I wish that it was discovered sooner as it was the approach I should’ve taken rather than using showdown [2], this version of the battle simulator would’ve been better suited as there are a lot more JavaScript features I could’ve used, for example I could’ve had drop down menus for a trainer to choose moves out of a provided list and then select the opposing to then have the battle processed and the outcome predicted, making the battle simulator become a tool rather than a game which I found is what people more look for.  I also think It would be a good idea to add a new page using a form I would like to add a feature so that players could add their own Pokémon and then use those to battle against others, potentially after adding a Pokémon it can get approved and then added to the actual database so other users can choose them as well making the options for Pokémon to battle be a lot greater than just six,
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//attack functions
function Attack (move)
a8 1{
rivalHealth.value -= currentTrainerPokemon.Moves[move].Power;

if (rivalHealth.value <=0)

5 {

modal.style.display="block"
modalimage.src="Winner.png"

return;
}
=i elsef{
trainerHealth.value -= currentRivalPokemon.Moves[Math.floor (Math.random()*4)].Power;
if (trainerHealth.value <=0)
5 {
modal.style.display="block";
modalimage.src="loser.jpg";
¥
¥

}

//reset sreen on end

Efunction CloseModal(){
modal.style.display="none";
Reset();

¥

Efunction Reset (){

trainerHealth.classList="hidden";

rivalHealth.classList="hidden";

moveList.classList="hidden";

TrainerPokemonimg. sr

RivalPokemoning.src
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B<div
<
<
<
<

g«nv

</
H o <d:

class="navbar">
href="Index.html">Home</a>
href="BattleSimulator.html">BattleSimulator</a>
href="Events.html">Events</a>

href="Login" class="right">Login</a>

</div>

class="row">
<div class="side">
<h2>Battle!</h2>
<img src="PokeBall.png" alt="Pokeball">
<p>Welcome to the Battle Page</p>
<h3>Choose you Pokemon</h3>
<p>Let the battle commence</p>

div>
iv class="main">
<h2>BattleSimulator</h2>
<!--Player chooses pokemon Out of Six from javafile-->
<main>
<section class="characters"></section>
<section class="Pokemon"></section>
<div class="Trainers">
<p>Choose your Pokemon</p>
<button >Pikachuc</button>
<button trainer"type="button"onClick = "SelectPokemon ('Charizard',0)" >Charizard</button>
<button class="trainer"type="button"onClick ="SelectPokemon('Greninja',0)" >Greninja</button>
<button class="trainer"type="button"onClick= "SelectPokemon('Sceptile',0)" >Sceptile</button>
<button class="trainer"type="button"onClick= "SelectPokemon('Rhyperior',0)" >Rhyperior</button>
<button class="trainer"type="button"onClick= "SelectPokemon('Garchomp',0)" >Garchomp</button>
</div>
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<div>

<h2>Trainers</h2>
<div>
<!--Trainer Healthbar and chosen pokemon-->

<ing id=
<progress class =

"TrainerPokemon" src='
hidden" i

alt=

</div>
<h2 style ="float: right;">Rivals</h2>
<div>

<!--Rival Healthbar and chosen pokemon-->

<img

id ="RivalPokemon" src="" alt=

</div>

</div>

<!--Player chooses attack Out of 4 moves in the moveset for the chosen pokemon-->

<ul id
<1li>
<1li>
<1li>
<1li>

</ul>

="TrainerMoves" class="moves hidden">

<button id="Movel"onClick ="Attack (0)">Move
<button id="Move2"onClick ="Attack (1) ">Move
<button id="Move3"onClick ="Attack (2)">Move

<button id="Move4"onClick

"myidth ="150" height
"TrainerPokemonHealth"value:

Attack (3) ">Move

"nyidth ="150" height ="200"style
<progress style ="float: right;" class="hidden" id="RivalPokemonHealth"value="100" max="100"> </progress>

1</button> </1i>
2</button> </1i>
3</button> </1i>
4</button> </1i>

200"style ="float: left;">

"100" max="100"> </progress>

"float: right;">
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<h2>Rhyperior</h2>
<h5>Drill Pokémon</h5>
<script language="javascript">
function MouseRolloverRhy (MyImage) {
MyImage.src = "Rhyperiorattack.png”;
}
function MouseOutRhy (MyImage) {
MyImage.src = "Rhyperior.png";
}
</script>

<div align="center">
<!--The rollover image displays here.
<img src="Rhyperior.png" border="0px"
width="150px" height="200px"
onMouseOver="MouseRolloverRhy (this) "
onMouseOut="MouseOutRhy (this)" />
</div>
<p> From holes in its palms,
it fires out Geodude.
Its carapace can withstand volcanic eruptions
</p>

<h2>Garchemp</h2>

<hS>Mach Pokémon</hS>

<script language="javascript">
function MouseRolloverGar (MyImage) {

MyImage.src = "GarchompAttack.png”;
}
function MouseOutGar (MyImage) {
MyImage.src = "Garchomp.png";
}
</script>

<div align="center">

The rollover image displays here.
<img src="Garchomp.png" border="Opx"
width="150px" height="200px"
onMouseOver="MouseRolloverGar (this) "
onMouseOut="MouseOutGar (this) " />
</div>
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Hvar Pokemon ={

},

//This is Where all the stats and moves are Set for "Pikachu"
HPikachu :{

//Name, Level and Stats
Pokemon _Name: "Pikachu",

//Potential level to increase When a Battle has been won

Level:20,
Hp:300,
Species: "Mouse Pokemon",

Height: "0.4 m (1'04")",

Weight: "6.0 kg (13.2 1bs)",
BAbilities: "Static",

//B11 Moves there power and Accuracy

Moves: {
//Move 1:
0: q

Name: "ThunderBolt",
Type: "Electric",
Power: 90,
Accuracy: 100

N

//Move 2:

1 q
Name:"ElectroBall",
Type: "Electric",
Power: &0,
Accuracy: 100

N

//Move 3:

2:{

Name: "Quickattack",
Type: "Normal",
Power: 40,
Accuracy: 100

N

//Move 4:

3:{

Name: "Spark”,
Type: "Electric",
Power: 5,
Accuracy: 100

¥

I
Image:"Pikachuittack.png”
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//vairables to set health and moveset on the battle simulator

var
var
let
let
let
let
let
let
let
let
let
let
var

currentTrainerPokemon;

currentRivalPokemon;

RivalPokemonimg = document.getElementById("RivalEokemon");
rivalHealth=document.getElementById ("RivalPokemonHealth") ;
TrainerPokemonimg = document.getElementById("TrainerPokemon™) ;
trainerHealth=document.getElementById ("TrainerPokemoniealth”) ;
moveList =document.getElementById("TrainerMoves");
movel=document.getElementById("Movel") ;

move2=document . getElementById ("Movel") ;
move3=document.getElementById("Movel") ;
moved=document.getElementById ("Moved") ;
modalimage=document.getElementById("End") ;
modal=document.getElementById ("myModal”) ;

//select pokemon Function
function SelectPokemon (pokemon,rival) {

if (rival){
currentRivalpokemon=pokemon [pokemon] ;
SetData (true) ;

}

elsef{
currentTrainerPokemon=pokemon [pokemon] ;
SetData(false) ;

¥
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//functions
//Rivals Dat:
function Set!

if (

}
else

//Trainer Da:
{

for all pokemon
a
Data (rival)

rival) {

RivalPokemonimg.src = currentRivalPokemon.Image;
rivalHealth.value = currentRivalPokemon.Hp;
rivalHealth.max =currentRivalPokemon.Hp;
rivalHealth.classList= "";

ta Data

TrainerPokemonimg.src = currentTrainerPokemon.Image;
trainerHealth.value = currentTrainerPokemon.Hp;
trainerHealth.max =currentTrainerPokemon.Hp;
trainerHealth.classList= ""
moveList.classList="Moves";
movel.innerHTML=currentTrainerPokemon.Moves[0] .Name;
move2.innerHTML=currentTrainerPokemon.Moves[1].Name;
move3.innerHTML=currentTrainerPokemon.Moves[2] .Name;
moved.innerHTML=currentTrainerPokemon.Moves[3] .Name;





