


WHAT KNOWLEDGE WAS
USED TO CREATE THE PAGE!

1.knowledge learned In

school
2. knowledge learned here CSS,HTML,
3. knowledge learned based JS

on tutorials



WHAT IS THE PURPOSE OF
THE SITE!

Using the basics of JavaScript, HTML and CSS to

create a website with games that uses what we
have learned here.



WEBSITE STRUCTURE:
~oavwe HEADER

woicome aRd 1eC the game pegim:




<header:>
<div class="header-img">»
«figure>
| <img src="logod.png” alt="logo">
</figure:>
</div»
<div class="header-nav">»
<nav>
<ul class="menu-peincipal™:
<li»<a href="#">About us</a></1i>
<li»<a href="#" class="leajatekhozujra”™ onclick="leAzJlatekhozujra()"»Games</a»</1i>»
<li»<a href="#" class="leafooterhez"” onclick="leAzFooterhez()">Contact</a></1i>

<fuls

function leAzFooterhez() {
var footer = document.getElementById( footer');
footer.scrollIntoView({ behavior: '"smooth’ });

window.onscroll = function() {scrollFunction()};

function scrollFunction() {
if (document.body.scrollTop > 20 || document.documentElement.scrollTop > 28)

| document.querySelector( . leafooterhez").style.display = "inline’;

}




MAIN PART OF THE WEBPAGE




#kozepsof . |'|1'.| :.I.ITE {
background: -='FCF4 bl
width: 680px;
height: 45@px;
border-radius: 28px;

. border: 18px solid;
<section 1d="KDZEpso"> display: flex; border-color: Bk
<div class="container™:> flex-direction: row;
«div class="fodiv" > alipn-items: center;
sdiv class="elso™> Jjustify-content: space-around;
<div class="ej"r<img src="macska.jpeg” alt="1"3</ margin-bottom: S@px;
<button? margin-top: 58px; Jodivketto {
| <p>START</p> width: 108%;
</buttonz = . g w
¢/dive .elso { display: flex;
¢div class="masodi display: flex; flex-direction: row;

><imeg sre="macska.jpeg” alt="1"></di flex-direction: column; -EIl:i.gl'I-itEl'lE: center;
¢button: justify-content: space-around;

p»START< /o> i ] ]
. ’ .elso button { margin-bottom: 58px;

| margin: @px 6px Bpx 6px; nar‘gin—tﬂp: S8px;
padding: 3px;
top: 58%;
left: 38%;
<div class="hj"»<img src="macska.jpeg” alt="1"></div> border: nane;
<button> - border-radius: 28px;
background-color: B FERRE ;
text-alipn: center;
color: Oregb(7, 27, 2) ;

.masodik {
display: flex;
flex-direction: column;




FOOTER

Don't miss out on our new games!

Telefon Social media
Beail XO@Odo6m




(LW

<footer id="footer":»
<div class="background-img"><img src="zold.jpg" alt="zold"»</div>
<div class="tobbi">»
<div class="subscription”>»
<h3>Don’t miss out on our new games!</h3:
<form action="/" method="post">»
<input type="text" id="name" name="user name" value="Telefon">»
<input type="email"” id="email"” name="émail" value="Email">»
<button type="submit">Subscribe</button:>
</form>
<fdiv>

ooter .soclal-med
text-align: center;
left: 98%;

.tobbi {
position: absolute;
top: 28%;
ooter { /* left: 10%; */
hacl::gr-'ﬂund: .; width: 1080%; ooter .social-media ul {
position: relative; display: flex; width: 66%:
overflow: hidden; justify-content: space-around; list-style-type: none;
height: 786px; align-items: center; display: flex;
justify-content: space-around;

ooter .social-media h3 {
margin-bottom: 15px;

ooter .subscription {
text-align: center; ooter .social-media ul 1i a i {
width: 48%; margin: 4px;
padding: Seépx; color: Orgb(7, 41, 24);
font-size: 2rem;




ROCK PAPER SCISSORS

Win count: 0
Loss count: 0

Draw count: O

Computer:



Jatekablak {
align-items: center;
flex-direclion: columi;

) font-weight: 908;
section { fonl -size: xx- large;
display: flex; font-style: italic;
justify-content: space-between; background:  webkil linear gmdi(‘nt(l, | E72d1790R
} -webkit-hackground-clip: text;
section .reklamablak [ T e T
background: Lincar gradient ( Oblack, .); -webkit-text-fill-color: transparent;

width: 2papx; border: 2px dotted;
height: 68vw; border-radius: 18px;
margin: 30px; padkiing: 10px;

; )

- jalekablok ( Fejlee impg (

display: flex;

align-items: center;

flex-direction: column; }
border: 3px solid Oblack;

widlh: 6Bvw;

margin: 0px;

height: inherit;




MEMORY CARD GAME




function
cards=|...symbols, ...symbols];
cards.sort(( )-»>Math.random( ) -8.5);

cards.forEach({symbol, index) «» |
const card=document.createElement('div');
card.classlist.add( card");
card.dataset . index=index;
card.textContent="7";
card. addeventiistener( 'click’, flipCard);
pgameBoard . appendChild(card);

; i if (flippedCards.length<288! flippedCards.includescardindex)8&ImatchedCards. includes(cardindex)) |
function flipCard(){ this.textContent=cards|cardIndex);

const cardindex-parseInt{this.dataset.index); this.classlist.add('flipped’);
flippedCards.push{cardIndex);

if (flippedCards.length===2) |
set¥imeout (checkMatch, 760);

function checkMatch(){
const |cardIndexi, cardIndex2|=FlippedCards;
const cardi-document.querySelector( .card[data-index-"${cardIndex1}"] );
const card2=document.querySelector(” .card[data-index="%{cardindex2}"] );

it (cards] cardIndexl |<<<cards| cardIndex2|) |
matchedCards.push{cardIndex1, cardIndex?);
if (matchedCards.length===cards.length) |
congrBox.textContent="Congratulations, you win!\nReset game?";




SNAKE GAME

High Score: 0




const playBoard = document.querySelector(”.play-board");
const scoretlement - document.querySelector(”.score");
const highScoreflerent = document.querySelector{™.high-scare™);
const controls = document.queryselectorAll(”.controls i");
{/ Calling changeDirection on each key click and passing key datasel value as an object

et gasover = falses controls.forfach(button => button.addeEventtistener({"click®, () => changebdirection({ key: button.dataset.key })));
let foodx, foody; const InitGame < () -> {
let snakex - 5, snakeY =~ 5; i f(gameover) return handleGameOver();
let VEIOCit)’X = 8, VEIOCitYY - 8; let htm1‘= fdiv class="food" style="grid-area: ${foody} / ${foodX}"></div>";
/! Checking if the snake hit the food
let snakeBody E “; if(snakeX === foodX && snakeY === foodY) {
let setIntervalld; updateroodPosition();
let score = @} snakeBody . push([foody, foodX]); // Pushing food position to snake body array
I :Cwm, s in:rementh?;ro;f by ; il
- — - ighScore = score >= hi ore ? score : highScore;
let highScore = localStorage.getItem("high-score™) || @; localstorage.setItem( high-score”, highScore);
highScoreElement.innerText « "High Score: ${highScore} ; scoretlement. innertext = “Score: ${score}’;
const updateFoodPosition = () => | highScoreElement.innerText = High Score: ${highScore} ;

4 )
// Passing & random 1 30 value as food position /! Updating the snake's head position based on the current velocity

foodX = Math.floor(Math.random() * 38) + 1; snakeX +- velocityX;
foody = Math.flloor(Math.random() * 38) + 1; snakeY 4= velocityY;

} /] Shifting forward the values of the elements in the snake body by one

const handleGameOver = () => ( for (let i = snakeBody.length - 1; i > @} i--) {

/! Clearing the timer and reloading the page on game |  snakeBody[i] - snakeBody[i - 1];

clearinterval (setintervalld); ) . : o

= 3 s A snakeBody[®] = [snakeX, snakeY]; // Setting first element of smake body to current snake position
alert( You lost! ¥ Click 'OK" to restart. - /! Checking If the snake's head is out of wall, if so setling gameGver to true
location.reload(); if(snakeX <= @ || snakeX > 3@ || snakeY <= 8 || snakey > @) {

} | roturn gaweover = truc;

6t }
const changeDirection « e > { for (let i = @; i < snakeBody.length; i++) |

/! Changing velocity value based on key press /! adding a div for each part of the snake's body

if(c.key === “Arrowtp" 5% vp]o(ﬂyv = 1) ( html 4+~ "<div class-"head" style-"grid-area: ${snakeBody[i][1]} / ${snakeBody[i]|[®]}"»</div>";
velocityX = o- // Checking if the snake hoad hit the body, if <o set gameQver to true

X y 3 if (i !== @ 2% snakeBody[@][1] === snakeBody[i][1] && snakeBody[@][0] === snakeBody[i][@]) {

velocityy = -1; |  gameover = true;

} else if(e.key ==« "Arrowtown" && velocityy I= -1) | }
velocityx - g;
velocityyY = 1;

} else if(e.key === "Arrowleft" && velocityX I= 1) |
velocityx - -1;
velocityy = @;

} else if{e.key === "ArrowRight” && velocityX !- -1) {




gnedia screen and (max-width: 8eapx) {
wrapper {
width: 99vmin;

height: 115wming in: 0;

J border: none;
.game-details { font-family: sans-serif;
font-size: 1lrem; }
padding: 15px 27px; body {
} margin: 8;
-controls { |}mdy header .fejlec

display: flex;
} top: 83 /* Align header to the top */
controls 1 { display: flex;
padding: 15px 8; background: B [ESELTE;
font-size: lrem; height: 120px; : .
width: 100%; /* Adjust header width to fill the entire viewport */
} alian-itamc* rentars

}

no-scroll {
overflow: hidden;

}



SLIDING PUZZLE

The goal is to arrange the tiles so that they look like in the image below:




startcame();
function setn:wablel'i]es(){

function startGame(){ let rowInd=vacantTile.x;
didiWin=false; let colInd=vacantTile.y;
do{ let activeld;
durstenfeldshuffle( tileOrder); let activerile;
fwhile{countPolarity(tileorder)); if (tileMatr|rowind-1][collnd | l==)|
for (lel i=0;i<165i44)] activeld="#t"¢tileMatr|rowInd-1]|colInd];
tiles[1].1d="t"+tileorder|i]; activeTile=document .querySelector{activeld);
if (tileorder(i]-==16){ activeTiles.push(activerile);
tiles[i].textContent=""; activeTileshr.push(@);
1
!
else tiles|i|.textContent«tileOrder|i; it (tileMatr|rowInd][colInds1]1==0)(
activeld="#t"slileMatr|rowind ]I colInd+1;
activeTile=document.querySelector{activeld);
activeTiles.push{activetile);
activeTileshr.push(1);

}

vacantTile={vacantid: document.querySelector|“s#t16") ,x:-1 ,y:-

for (let i-1;i<-8;i4+){
for (1t 3=1;3<=8;3++) }

tilematr[i][j]=tileorder[a*(f-1)45-1]; it (tileMatr|rowind+1 ] colind||-—-0)|
if (tileMatr[i][j]===16){ activeTd="#t"+tileMatr[rowind+1][colind];
vacantTile.x=1i; activeTile=document . querySelector{activeld);
vacantTile.y-j; activeTiles.push(activeTile);
activeTilesNr.push(2);
}
if (tilematr|rowInd|[colInd-1]!--8)(
setTimer(); activeld="#t"stileMatr|rowind] colind 1];
setMovableTiles(); activeTile=document.querySelector{activeld);
activeTiles.push{activerile);
activeTilesNr.push(3);
}
for (let i=0;icactiveTiles.length;ive){
activeTiles|i].addEventListener( 'click',removeruncii]=Ffunction dummy(){
tileslide(activeTilesnr|i],activeTiles|i]);

function startTimer(duration, display) {
var minutes, seconds;
timer - duration;
console. log(timer) ;
var interval = setInterval(function () |
minutes - parselnt(timer / 60, 10);




GUESS THE NUMBER

The computer has generated a number between 1 and 100
You are given 10 chances to try and guess the number

With each unsuccesful attempt you'll be told if the number you guessed is too big or too small

Enter a number[1-100 || Submit guess |




.jatekablak {
agisplay: tlex;
align-items: center;
flex-direction: column;

border: 3px soiid [Iblack;
width: 6ovw; section .reklamablak {

margin: 38px; backgr‘ound:linear-gradient(Dblack,Im) ;
} width: 2e6px;
.jatekablak h1 { height: 6evw;
font-weight: 998; margin: 3epx;
font - size: xx large; }
.kepkeret {

font-style: italic; margin-top: 30px;
background: -webkit-linear-gradient(BISFCERE, W IEEIRE }
-webkit-background-clip: text; Jkepkeret img {
webkit - text-fill-color: transparent; width: S12px;
border: 2px dotled; height: 512px;
border-radius: 10px; }

padding: 16px; failar imo f

section {
display: flex;
justify-content: space.between;




THANK YOU
FOR YOUR
AT TENCION!
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