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Freek's Space Invaders
rel="stylesheet" href="style.css"

class="gamecontainer"
id="player" class="player"
id="invaders" class="invaders"

class="score">Score: id="score">0
class="video-overlay"
autoplay muted loop
src="videos/crt.mp4" type="video/mp4"

src="script.js"

style.css

body {
margin: 0;
padding: 0;
display: flex;
justify-content: center;
align-items: center;
height: 100vh;
background-image: url(images/achtergrond2.png);
background-size: cover;
background-repeat: no-repeat;
flex-direction: column;
overflow: hidden;

.video-overlay {
position: absolute;
top: 0;
left: 0;
width: 100%;
height: 100%;




z-index: -1;

opacity: 0.1;
pointer-events: none;
z-index: 1;

.video-overlay video {
width: 100%;
height: 100%;
object-fit: cover;

.gamecontainer {
position: relative;
width: 600px;
height: 600px;
background-image: url(images/gras2.jpg);
background-size: cover;
background-repeat: no-repeat;
overflow: hidden;
border: 5px solid black;

.player {
position: absolute;
bottom: 10px;
left: 50%;
width: 80px;
height: 60px;
background-image: url(images/kip
background-size: cover;

background-repeat: no-repeat;
transform: translateX(-50%);

.invader {
position: absolute;
width: 70px;
height: 50px;
background-image: url(images/kat
background-size: cover;
background-repeat: no-repeat;

.bullet {
position: absolute;
width: 20px;
height: 20px;




background-image: url(images/egg.png);
background-size: cover;
background-repeat: no-repeat;

.score {
color: white;
font-size: 24px;
margin-top: 20px;

script.js

player = document.getElementById('player');

gameContainer = document.querySelector('.gamecontainer');
invadersContainer = document.getElementById( " invaders');
scoreElement = document.getElementById( 'score');

PLAYERPOSITION =
BULLETARRAY = [];
INVADERSARRAY = [];
INVADERSDIRECTION =
GAMEINTERVAL;
lastShotTime = 0;

275;

10;

SHOT_DELAY
level = 1;
score = 0;

document.addEventListener('keydown', (e) {
if (e.key === 'ArrowLeft' && PLAYERPOSITION > ©) {
PLAYERPOSITION -= 10;

console.log('BEWOGEN NAAR:', PLAYERPOSITION);

} else if (e.key === 'ArrowRight' && PLAYERPOSITION < 550) {
PLAYERPOSITION += 10;
console.log('BEWOGEN NAAR:', PLAYERPOSITION);

} else if (e.key === " ") {
shootBullet();




player.style.left = PLAYERPOSITION + 'px';

shootBullet() {
currentTime = Date.now();
if (currentTime - lastShotTime < SHOT _DELAY) {
return;

lastShotTime currentTime;
bullet = document.createElement('div');
bullet.classlList.add( 'bullet"');

bullet.style.left = PLAYERPOSITION + 'px';

bullet.style.bottom = '50px"';
gameContainer.appendChild(bullet);

BULLETARRAY.push(bullet);

moveBullets() {
BULLETARRAY.forEach((bullet, index) {
bulletBottom = parselnt(bullet.style.bottom);

bullet.style.bottom = bulletBottom + 20 + 'px';

if (bulletBottom > 600) {
bullet.remove();

createInvaders(level) {

for ( i=0; i< level * 5; i++) {




invader = document.createElement('div');
invader.classlList.add('invader');
row = Math.floor(i / 5);

col =i % 5;
invader.style.left = (col * 60) + 'px';
invader.style.top = (50 + row * 50) + 'px';

invadersContainer.appendChild(invader);

INVADERSARRAY.push(invader);

moveInvaders() {
shouldChangeDirection =

INVADERSARRAY.forEach(invader {
invaderLeft = parselnt(invader.style.left);
invader.style.left = invaderLeft + INVADERSDIRECTION + 'px';

if (parseInt(invader.style.left) <= @ || parseInt(invader.style.left)
>= 530) {

shouldChangeDirection =

1)

if (shouldChangeDirection) {
INVADERSDIRECTION *= -1;

i=0;
while (i < INVADERSARRAY.length) {

invader = INVADERSARRAY[i];
invader.style.top = parseInt(invader.style.top) + 20 + 'px';
i++;




checkCollisions() {
BULLETARRAY.forEach((bullet, bulletIndex) {
INVADERSARRAY.forEach((invader, invaderIndex) {
bulletRect = bullet.getBoundingClientRect();
invaderRect = invader.getBoundingClientRect();
gameRect = gameContainer.getBoundingClientRect();

bulletRect.top <= invaderRect.bottom &&
bulletRect.bottom >= invaderRect.top &&
bulletRect.left <= invaderRect.right &&
bulletRect.right >= invaderRect.left

bullet.remove();

invader.remove();
INVADERSARRAY.splice(invaderIndex, 1);
score += 100;

scoreElement.textContent = score;

resetGame() {
PLAYERPOSITION = 275;
level = 1;
score = 0;
scoreElement.textContent = score;

BULLETARRAY. forEach(bullet bullet.remove());
BULLETARRAY = [];

INVADERSARRAY.forEach(invader invader.remove());




INVADERSARRAY = [];
invadersContainer.innerHTML = '';

INVADERSDIRECTION = 10;
createInvaders(level);

clearInterval (GAMEINTERVAL);
GAMEINTERVAL = setInterval(gamelLoop, 590);

checkLossCondition() {
playerRect = player.getBoundingClientRect();
INVADERSARRAY.forEach(invader {
invaderRect = invader.getBoundingClientRect();

if (
Math.abs(playerRect.bottom - invaderRect.top) < 1 &&

Math.abs(playerRect.left - invaderRect.left) < 60

clearInterval (GAMEINTERVAL);
alert("GAME OVER.");
resetGame();

gameLoop() {
moveBullets();

moveInvaders();
checkCollisions();
checkLossCondition();

if (INVADERSARRAY.length === 0) {




level++;
createInvaders(level);
console.log('LEVEL:", level);

createInvaders(level);
GAMEINTERVAL = setInterval(gamelLoop, 50);




