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2.1 HTML
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« TA398519 DOM Han:
<canvas id="gameCanvas'"></canvas> <!-- &uiunanu -->
<div id="playerPlane">X</div> <!-- emoji ip3aviu -->
<div id="ui"> ... </div> <!l-- Lives, Score, Level -->
<div id="modal"> ... </div> <!-- Modal Bu/3uAy -->
2.2 CSS

. Layout LA Style:
o ¥
® Canvas IUNUIID
® Modal overlay ﬁWﬁ%ﬁJSMﬂNLLﬁ% Game Over
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2.3 JavaScript
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2.3.1 Setup Canvas

const canvas = document.getElementById('gameCanvas');
const ctx = canvas.getContext('2d');
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2.3.2 Game Variables
o gunlsaruquinu:
* gameRunning, score, lives, level
* player (y, bullets)

* enemies aray

e stars aray @1AKAY)

* enemyBullets aray

2.3.3 Player Controls
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« Wangmsol keydown , keyup:
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® ArrowlLeft / ArrowRight = LD UN
® Space/ Tab = ?Nﬂszqu

2.3.4 Enemy Setup
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2.3.5 Shooting Mechanics
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*  Player bullets: AUV, ATV Collision NUAN

* Enemy bullets: IAAOUNAI, ATID Collision NURIAY

2.3.6 Update & Draw
* update()

o Muudriediay, dng, nTEgU, @599 Colision
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* draw()

®* 1M Stars, bullets, enemies

2.3.7 Player Plane (Emoji)

« ndeumu player.xuag player.y
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2.3.8 UI Update

« updateLives(): uaaai1uIudin
* document.getElementById('score').innerText :uaainsuuu

* document.getElementById('level').innerText :uaad Level

2.3.9 Sound Functions

« playTone(frequency, duration, type):@ud@eatuy waveform

o MaRdFumne:
* soundStartGame( ), soundShootBullet(), soundHitEnemy (),
soundHitPlayer (), soundGameOver ()
2.3.10 Game Over & Level Complete

* triggerGameOver (message) : Laad Modal, HYALNY

* Q379001 Level Complete LLﬁIULﬁEJ Level

2.3.11 Game Loop

function gameLoop(){
update();
draw();
updatePlayerPlane();
if(gameRunning) requestAnimationFrame(gameLoop);

2.3.12 Start Game

 Gunuienaily #startBtn
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3. mwunmlassade (Simplified Diagram)

HTML
<canvas id="gameCanvas"> --> ALY
<div id="playerPlane"> --> emoji A3aviiu
<div id="ui"> --> Lives, Score, Level
<div id="modal"> --> Start / Game Over

Css
- Layout + style (canvas, modal, plane, UI)

JavaScript
— Variables
player
enemies
bullets
enemyBullets
stars
— Controls (keyboard)
— Sounds (Web Audio API)
— Functions
— initEnemies()
— shootBullet()
— enemyShoot ()
— update()
— draw()
— updatePlayerPlane()
— updatelLives()
— triggerGameOver ()
'— Game Loop & Start Game
t: requestAnimationFrame(gamelLoop)
setInterval(enemyShoot)

ayilae Tnssasranuiineutnailulugaraou:

® HTML = Ul / Layout

* (S5 =MNFIAIN + style
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® JS = Logic INHUA (Player, Enemy, Bullets, Collision, Ul, Sound, Game Loop)



