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intervalKeys = null;
readKeys = false;
mapKeys = {};

intervalScreen = null;
intervalSelection = null;
documentWidth = 0;
documentHeight = 0;

intervalRocket = null;

rocketX = 0;

rocketY = 0;

rocketS = 0;
intervalBullets = null;
noBullets = 0;
bulletsC = [];
bulletsX = [];
bulletsY = [];
bulletsS = [];
intervalAliens = null;
noAliens = 0;
fireAlienInterval = 0O;
fireAlienCounter = 0;
aliensC = [];

aliensX = [];

aliensY = [];

aliensSX = [];

aliensSY = [];

S (document) . ready (function () {

})

S (this) . keydown (function (e) {
e = e || event;

mapKeys[e.keyCode] = e.type === 'keydown';

if (readKeys === true) {
e.preventDefault () ;
}
3
S (this) . keyup (function (e) {
e = e || event;

mapKeys[e.keyCode] = e.type === 'keydown';

if (readKeys === true) {
e.preventDefault () ;
}
}) s

setupGame () ;

function setupGame() {

}

clearIntervals();

readKeys = false;

if ($("#gamediv").length !'== 0) {
S("#gamediv") .empty () ;
S("#gamediv") .remove () ;

}

var $div = $('<div />').appendTo ('body");

Sdiv.attr('id', 'gamediv');

function startGame () {

readKeys = true;

documentWidth = $(window) .width() ;
documentHeight = $(window) .height();
$('#gamediv').css('display', 'none');
$('#gamediv').css('top', '25px');
S$('#gamediv').css('left', "25px");
S('"#gamediv') .css('width', (documentWidth -
S('#gamediv').css('height', (documentHeight
$('#gamediv') .html (),

$('#gamediv') .addClass('gamediv') ;

var $div = $('<div />').appendTo ('#gamediv') ;
Sdiv.attr('id', 'gametitle');
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}

$('#gametitle').
$('#gametitle').
$('#gametitle').
$('#gametitle').
$('#gametitle').

css('top', "25px'");

css('left', "Opx'");

css('width', $('#gamediv').width() + 'px'");
addClass('gametitle'");

html ('<hl class="gametitle">COMPUTER IDEE INVADERS</hl><h5

class="gametitle">- een niet al te serieuze it-extravangantie door john
vanderaart -<h5>");
$div = $('<div />").appendTo('#gamediv");

Sdiv.attr('id',
S('#rocketdiv').

'rocketdiv') ;

css('display', 'none');

$('#rocketdiv').addClass('rocket");

$('#rocketdiv').html ('<i class="fas fa-space-shuttle fa-rotate-270 fa-6x
rocket-color"></i>");

rocketX = ((documentWidth - 50) / 2) = 43;
rocketY -120;

rocketS = 0;

initBullets();

initAliens();

intervalScreen = setInterval (handleScreen, 25);
intervalKeys = setInterval (handleKeys, 150);
intervalSelection = setInterval (handleSelection,
intervalRocket = setInterval (handleRocket, 50);
intervalBullets = setInterval (handleBullets, 50);
intervalAliens = setInterval (handleAliens, 50);
$('#gamediv').css('display', "");

150);

function clearIntervals() {

}

if (intervalKeys !'== null) ({
clearInterval (intervalKeys) ;

}
if (intervalScreen !'== null) ({
clearInterval (intervalScreen) ;

if (intervalSelection !'== null) ({
clearInterval (intervalSelection);

if (intervalRocket !'== null) ({
clearInterval (intervalRocket) ;

if (intervalBullets !== null) {
clearInterval (intervalBullets) ;

if (intervalAliens !'== null) ({
clearInterval (intervalAliens) ;

function handleScreen() {

}

documentWidth = $(window) .width() ;

documentHeight = $(window) .height () ;
$('#gamediv').css('width', (documentWidth - 50) + 'px');
$('#gamediv').css('height', (documentHeight - 50) + 'px');
S$('#gametitle').css('width', $('#gamediv').width() + 'px'");

function handleKeys() {

if (mapKeys[27]) {
setupGame () ;
}
if (mapKeys[32]) {
fireBullet () ;
}
if (mapKeys[37]1) {
rocketS = rocketS + 2;
if (rocketS > 25) {
rocketS = 25;
}
rocketX = rocketX - rocketS;
if (rocketX < 10) {
rocketX = 10;
}



144 if (mapKeys[38]) {

145 if (rocketY > 250) {

146 rocketY = rocketY - 50;

147 }

148 }

149 if (mapKeys[39]) {

150 rocketS = rocketS + 2;

151 if (rocketsS > 25) {

152 rocketS = 25;

153 }

154 rocketX = rocketX + rocketS;

155 }

156 }

157

158 function handleSelection() {

159 if (window.getSelection) {

160 if (window.getSelection() .empty) {

161l window.getSelection() .empty () ;

162 } else if (window.getSelection().removeAllRanges) {

163 window.getSelection() .removeAllRanges() ;

164 }

165 } else if (document.selection) {

166 document.selection.empty() ;

167 }

168 }

169

170 function handleRocket () {

171 if (rocketX > ($('#gamediv').width() - 135)) {

172 rocketX = $('#gamediv').width() - 135;

173 }

174 if (rocketY < ($('#gamediv').height() - 135)) {

175 rocketY = rocketY + 5;

176 }

177 if (rocketY > ($('#gamediv').height() - 135)) {

178 rocketY = $('#gamediv').height() - 135;

179 }

180 S$('#rocketdiv').css('left', rocketX + "'px');

181 $('#rocketdiv').css('top', rocketY + 'px');

182 $('#rocketdiv').css('display', "");

183 }

184

185 function initBullets () {

186 noBullets = 50;

187 for (i = 0; i < noBullets; i++) {

188 bulletsC[i] = O;

189 bulletsX[i] = 0;

190 bulletsY[i] = 0O;

191 bulletsS[i] = O;

192 $div = $('<div />").appendTo('#gamediv") ;

193 $div.attr('id', 'bulletdiv' + 1i);

194 S('#bulletdiv' + i).css('display', 'none');

195 S('#bulletdiv' + i).addClass('bullet');

196 }

197 noBullets = 25;

198 }

199

200 function fireBullet() {

201 for (i = 0; i < noBullets; i++) {

202 if (bulletsC[i] === 0) {

203 switch (Math.floor (Math.random() * 6)) {

204 case 0O:

205 $('#bulletdiv' + i).html('<i class="far fa-spin fa-2x
bullet0"></i>");

206 break;

207 case 1:

208 S$('#bulletdiv' + i).html('<i class="far fa-spin-reverse fa-2x
bulletl"></i>");

209 break;

210 case :

211 $('#bulletdiv' + i).html('<i class="far fa-spin fa-2x
bullet2"></i>");

212 break;

213 case 3:



214 S$('#bulletdiv' + i).html('<i class="far fa-spin-reverse fa-2x
bullet3"></i>");

215 break;

216 case 4:

217 $('#bulletdiv' + i).html('<i class="far fa-spin fa-2x
bulletd"></i>");

218 break;

219 case 5:

220 S$('#bulletdiv' + i).html('<i class="far fa-spin-reverse fa-2x
bulletb5"></i>");

221 break;

222 }

223 bulletsC[i] = 1;

224 bulletsX[i] = rocketX + 44;

225 bulletsY[i] = rocketY - 44;

226 bulletsS[i] = 5;

227 break;

228 }

229 }

230 }

231

232 function handleBullets () {

233 for (i = 0; i < noBullets; i++) {

234 if (bulletsC[i] '== 0) {

235 if (bulletsC[i] === 1) {

236 if (bulletsX[i] > ($('#gamediv').width() - 90)) {

237 bulletsX[1i] = $('#gamediv').width() - 90;

238 }

239 bulletsY[i] = bulletsY[i] - bulletsS[i];

240 S('#bulletdiv' + i).css('left', bulletsX[i] + 'px'");

241 S('#bulletdiv' + i).css('top', bulletsY[i] + 'px');

242 S('#bulletdiv' 4+ i).css('display', '"");

243 if (bulletsY[i] < =-55) {

244 bulletsC[i] = O;

245 $('#bulletdiv' + i).html();

246 S('#bulletdiv' + i).css('display', 'none');

247 }

248 }

249 if (bulletsC[i] > 1) {

250 bulletsC[i]++;

251 if (bulletsC[i] === 25) {

252 bulletsC[i] = O;

253 S('#bulletdiv' + 1i).html();

254 S('#bulletdiv' + i).css('display', 'none');

255 }

256 }

257 }

258 }

259 }

260

261 function initAliens() {

262 noAliens = 50;

263 for (i = 0; i < noAliens; i++) {

264 aliensC[i] = 0O;

265 aliensX[i] = 0O;

266 aliensY[i] = O;

267 aliensSX[i] = 0O;

268 aliensSY[i] = O;

269 $div = $('<div />").appendTo('#gamediv") ;

270 $div.attr('id', 'aliendiv' + 1i);

271 $('#aliendiv' 4+ i).css('display', 'none');

272 $('#aliendiv' 4+ 1i).addClass('alien');

273 }

274 noAliens = 15;

275 fireAlienInterval = 250;

276 fireAlienCounter = -1000;

277 }

278

279 function fireAlien() {

280 for (i = 0; i < noAliens; i++) {

281 if (aliensC[i] === 0) {

282 switch (Math.floor (Math.random() * 8)) {

283 case 0:
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S('#aliendiv' +
alien0"></i>");

break;
case 1:

$('#aliendiv' +
alienl"></i>");

break;
case ”:

S('#aliendiv' +
alien2"></i>");

break;
case 3:

S('#aliendiv' +
alien3"></i>");

break;
case 4:

$('#aliendiv' +
aliend"></i>");

break;
case O:

S('#aliendiv' +
alien5"></i>");

break;
case 6:

$('#aliendiv' +
alien6"></i>");

break;
case /:

S('#aliendiv' +
alien7"></i>");

break;

}

aliensC[i]

1;

i)

i)

i)

i)

i)

.html ('<i

.html ('<i

.html ('<i

.html ('<i

.html ('<i

.html ('<i

.html ('<i

.html ('<i

class="fas

class="fas

class="fas

class="fas

class="fas

class="fas

class="fas

class="fas

fa-spin fa-4x

fa-spin-reverse

fa-spin fa-4x

fa-spin-reverse

fa-spin fa-4x

fa-spin-reverse

fa-spin fa-4x

fa-spin-reverse

aliensX[i] = Math.floor(Math.random() * (documentWidth - 50));

aliensY[i] = -50;

aliensSX[i] = 2 + Math.floor(Math.random() * 6);
if (Math.floor(Math.random() * 3) > 1) {
-aliensSX[i];

aliensSX[i] =

}

aliensSY[i] = 2 + Math.floor(Math.random() * 6);

break;

}

function handleAliens() {
for (i = 0; i < noAliens;
if (aliensC[i] !'== 0)

i++)
{

if (aliensC[i] === 1) {
aliensY[i] = aliensY[i] + aliensSY[i];
aliensX[i] = aliensX[i] + aliensSX[i];

if (aliensX[i] < =-25) {
aliensSX[i] = -aliensSX[i];

}

if (aliensX[i] > $('#gamediv') .width ()
aliensX[i] = $('#gamediv') .width()

{

if (aliensSX[i] > 0) {
aliensSX[1i]

}
}
$S('#aliendiv'
$S('#aliendiv'
$('#aliendiv'

aliensC[i]

$S('#aliendiv'
$('#aliendiv'

}
}

+ 1i).
+ 1i).
+ 1i).

= 0;

if (aliensC[i] > 1) {

aliensC[i]++;
if (aliensC[i]
aliensC[i]

= 0;

-—aliensSX[i];

css('left',

css('top',

-0 d

- 35;

aliensX[i] + 'px'");

css('display', '");
if (aliensY[i] > $('#gamediv').height() + 75) {

29)

+ i) .html();
+ i) .css('display’',

{

aliensY[i] + 'px'");

'none') ;

fa-4x

fa-4x

fa-4x

fa-4x
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S('#aliendiv' 4+ 1) .html();

S('#aliendiv' 4 1i).css('display’',

}

}

fireAlienCounter++;

if (fireAlienCounter > fireAlienInterval) {
fireAlienCounter = 0;
fireAlien() ;

'none') ;



