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Hello, and welcome to Block Wars!  This is a fun game where you get to use a lightsaber and take care of the Separatists!  You are a Jedi, stranded on a plateau, when suddenly, you are attacked by two thugs, a geonsian with a spear, and a commando droid!  Can you reaction time and wits save you?  If you read this tutorial, probably!


The first thing to note is that you can use the arrow keys to move around.  Keep in mind that you are faster than all of your enemies, though some more so than others.  The only other button you should use is the spacebar.  This is your attack button.  When pressed, you will attack with your lightsaber in the direction you were previously moving in.


Even though you have a lightsaber, you can still lose.  The thugs are slow, and you can kill them in one hit.  However, all enemies will kill you in one shot, so be careful!  The geonosian is very fast, and killing him won’t be easy.  However, your main worry is the commando.  He is almost as fast as the geonosian, and needs to be hit three times before it dies.  Many Jedi have been defeated by these droids.


This fantastic program was made through the use of HTML 5.  It is similar to Java, but it is less object oriented.  I also used Notepad++, which unfortunately does not mark compile errors.  To make this, I used a maze project I found at http://www.minich.com/. First, I added the code for the spacebar with the other code.  This was easily done by copying the earlier code for keystroke, copying it, and changing the inside to make the lightsaber blue.   I then added more boxes like the player.  I then put their movement in a separate method than the player method.  This was done through a lot of if statements to see where the player is.  It then moves in that direction.  Finally, I put in all of the hit detections, which were basically if statements.

The lightsaber is a picture box that follows the player around.  You just can’t see it because its color is clear.  When you press space, the color changes.  The reason that the invisible lightsaber doesn’t harm the enemies is that in the hit detection for the enemies, I made sure the if statement that created the hit detection check to make sure that the saber color was blue.


The timer caused me the most problems.  It was supposed to call drawArea, which updates the screen, every two seconds.  The trick is to put it in the right spot and not call drawArea anywhere else.

