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[bookmark: _Toc74576999]Introduction
Lors de ce module nous allons voir les bases de javaScript et Jquary pour faire un site internet qui communique avec une API.
[bookmark: _Toc74577000]Exercice 1
<body onload="initCtrl()">
Cette ligne nous permet d’ajouter une commande javascript dans notre code.
function initCtrl() {
  // Ecouteur du bouton "Testez-moi..."
  document.getElementById("testez").addEventListener("click", testez);
}
Exemple de méthode lié a un document qui est dans ce cas un écouteur du bouter testez, et qui va s’exécuter quand on va cliquer sur le bouton et va effectuer la fonction testez dans le document javaScript.
<script type="text/javascript" src="js/indexCtrl.js" async></script>
Permet de lier un script a un document.
[bookmark: _Toc74577001]Exercice 2
document.getElementById("password")
Permet de récupérer un élément du document html selon son ID.
if (username.toLowerCase() === "admin" && password === "emf123") {

  } else {

  }
Exemple d’un if dans javaScript.
    window.confirm("");
permet de faire une pop de confirmation
    window.alert("");
permet de faire une pop up d’information
    window.prompt("");
permet de faire une pop up dans laquelle on peut mettre du texte.
À quoi sert l’attribut « placeholder » ?
Cela sert a mettre un texte dans le label :
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À quoi sert l’attribut « autofocus » ?
Permet de sélectionner de base un élément de notre page quand on la load.
Y a-t-il déjà du JavaScript dans ce code ?
Oui on met un écouteur sur le bouton directement dans l’html.
Quelle est la différence entre le bouton de l'ex01 et celui-ci ?
L’écouteur du bouton est défini dans sa balise avec onclick.
Qu’est-ce que le DOM ?
Le DOM (Document Object Model) est un standard w3c pour l’html. Cela permet de créer un model selon un arbre d’objet :
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source
Comment définit-on une « fonction » (méthode) comme « validerUtilisateur() » ?
function validerUtilisateur() {
}
Comment définit-on une « variable » (par exemple pour « username » et « password ») ?
let username ;
Permet de créer une variable username
Les variables sont-elles « typées » (String par exemple) ?
Oui.
Où se trouve la console de débogage de Chrome ?
Soit-on appuie sur f12, ou encore clique droit >> inspecter.
Comment centrer le bouton de validation et le styliser ?
Html
<div class="button">
            <input type="submit" value="Valider" />
          </div>
Css
.button {
  text-align: center;
}
Comment envoyer le formulaire à un script PHP qui fera la validation ?
<form class="user-form" action="login_POST.php" method="POST">
On doit ajouter dans la balise form la méthode action qui définis le fichier php et méthode qui sert a sois aec GET demander des information au server sois POST qui va envoyer des informations.
[bookmark: _Toc74577002]Login
[bookmark: _Toc74577003]GET
<?php
// test si on a reçu une donnée de formulaire nommée "username"
if (isset($_GET['username'])) { 
  // récupération des données transmises dans des variables locales
  $username = strtolower($_GET['username']);
  $password = $_GET['password'];
  // affichage des infos reçues
  echo "username: ".$username."</br>";
  echo "password: ".$password."</br>";
  // test username et mot de passe
  if (($username == "admin") && ($password == "emf123")) {
    echo "<script>alert('Validation OK');</script>";
  } else {
    echo "<script>".
            "alert('Utilisateur ou mot de passe incorrect !!!');".
         "</script>";
  }
}
?>
[bookmark: _Toc74577004]POST
<?php
// test si on a reçu une donnée de formulaire nommée "username"
if (isset($_POST['username'])) { 
  // récupération des données transmises dans des variables locales
  $username = strtolower($_POST['username']);
  $password = $_POST['password'];
  // affichage des infos reçues
  echo "username: ".$username."</br>";
  echo "password: ".$password."</br>";
  // test username et mot de passe
  if (($username == "admin") && ($password == "emf123")) {
    echo "<script>alert('Validation OK');</script>";
    echo "<script>
    window.location.href= 'https://dreostir.emf-informatique.ch/';
    </script>";
  } else {
    echo "<script>".
            "alert('Utilisateur ou mot de passe incorrect !!!');".
         "</script>";
  }
}
?>
Pour que ces codes marchent, il faut ajouter deux arguments : 
Password et username avec name = dans les inputs.
Par quoi commence et doit se terminer un code PHP ?
Le PHP commence par < ?php et finis par ?>
Comment récupère-t-on une information dans le flux des informations GET ou POST ?
On utilise le POST
Comment effectue-t-on une concaténation de chaines de caractères en PHP ?

Avec quelle fonction intrinsèque (dans PHP) convertit-on une chaine en minuscules ?
$username = strtolower($_POST['username']);
On utilise la méthode strolower
Quelle est la commande qui permet de renvoyer quelque chose vers le client ?

Quel(s) autre(s) langage(s) trouve-t-on encore dans ce code PHP ?
Le javaScripte
Effacer le contenu de la console 
console.clear() 
Créer une variable nommée « a » ;
Let a 
Afficher le contenu de « a » 
console.log(a)
Stocker la valeur 15 dans cette variable ;
a= 15
Afficher le contenu de cette variable dans la console sous la forme « Ma variable a = ? »
console.log("Ma variable a = " +a)
Créer une variable nommée « b » et lui assigner directement la valeur 9 ;
Let b
b = 9
Afficher le contenu de cette variable dans la console sous la forme « Ma variable b = ? »
console.log("Ma variable b = " +b)
Faire l’addition de ces 2 variables en affichant directement le résultat dans la console sous cette forme : « 15 + 9 = ? » ;
console.log(a +"+"+b+"="+(a+b))
Compléter en faisant de même pour une soustraction, une multiplication et une division des deux variables ;
console.log(a +"*"+b+"="+(a*b))
console.log(a +"/"+b+"="+(a/b))
Stocker « Bonjour » dans la variable a ;
a = "Bonjour"
Stocker « les amis » dans la variable b ;
b = "les amis"
Afficher « bonjour les amis » dans la console en concaténant les variables ;
console.log(a+" "+b)
Stocker « true » dans la variable a ;
a = true
Stocker « false » dans la variable b ;
b = false
Effectuer une opération AND entre les 2 variables et afficher le résultat sous cette forme « true AND false = ? » ;
console.log(a&&b)
Résulte =false
Effectuer une opération OR entre les 2 variables et afficher le résultat sous cette forme « true OR false = ? » ;
console.log(a||b)
Résulte = true
Stocker la date du jour dans la variable a avec new Date();
a= new Date
Calculer une nouvelle date dans la variable b qui est 61 jours avant la date courante (utilisation getDate, setDate)
Date.prototype.addDays = function(days) {
    var date = new Date(this.valueOf());
    date.setDate(date.getDate() + days);
    return date;
}
var date = new Date();
console.log(date.addDays(-5));
Afficher les dates suivantes en vous aidant de « toLocaleString() et toLocaleDateString() » :
12/05/2020 à 17:05:57
12/05/2020
29/02/2020 à 16:56:06  	// il y a 61 jours
12.05.2020  			// format Suisse romand

a = new Date(Date.UTC(2020, 04,12, 15,05,57))
a.toLocaleDateString()+" à "+a.toLocaleTimeString()
----------------------------------------------------------------------
a.toLocaleDateString()
-----------------------------------------------------------------------
Date.prototype.addDays = function(varDate,days) {
    var date = varDate;
    date.setDate(date.getDate() + days);
    return date;
}

b =(a.addDays(a,-61*24*3,6000000));
---------------------------------------------------
a.toLocaleDateString("FR-CH")
Stocker la valeur de Math.PI dans a, « bonjour » dans b, créer et assigner true dans c, créer et assigner la date courante dans d, puis afficher le type pour les 4 variables :
[image: ]
a = Math.PI
b = "Bonjour"
let c = true
let d
d = new Date()
console.log(a +" est de type "+typeof a)
console.log(b +" est de type "+typeof b)
console.log(c +" est de type "+typeof c)
console.log(d +" est de type "+typeof d)
[bookmark: _Toc74577005]switch dans javaScript:
date = new Date().getDay();
     let a ;
     switch(date){
      case 1:
        a= "Dimanche";
        break;
      case 2 :
        a = "Lundi";
        break;
        case 3 :
          a = "Mardi";
          break;
          case 4 :
        a = "Mercredi";
        break;
        case 5 :
        a = "Jeudi";
        break;
        case 6 :
        a = "Vendredi";
        break;
        case 7 :
        a = "Samedi";
        break;

    }
    
    document.getElementById("info").innerHTML ="On est "+a;
[bookmark: _Toc74577006]forEache en javaScript
jours.forEach(element=>{
       a++;
       if(date == a){
        document.getElementById("info").innerHTML ="On est "+element+" [via le tableau]";
       }
       
     });
[bookmark: _Toc74577007]Fori en javascript
for(let i = 0;i<5; i++){
  data = document.getElementById("info").innerHTML;
  document.getElementById("info").innerHTML=
  data+i+"<br />" ;
};
[bookmark: _Toc74577008]While en JavaScript
let i = 0;
while(i<5){
  data = document.getElementById("info").innerHTML;
  document.getElementById("info").innerHTML=
  data+i+"<br />" ;
  i++;
};
[bookmark: _Toc74577009]Do while en JavaScript
do{
  data = document.getElementById("info").innerHTML;
  document.getElementById("info").innerHTML=
  data+i+"<br />" ;
  i++;
}while(i<5);
[bookmark: _Toc74577010]Parcourir un tableau JSON dans JavaScript 
function parcourirUnTableauJSON() {
  
  const json = {
    personnes: [
      {prenom: "John", nom: "Doe", age: 44},
      {prenom: "Anna", nom: "Smith", age: 32},
      {prenom: "Peter", nom: "Jones", age: 29}
    ]
  };
document.getElementById("info").innerHTML="";
  for (let i = 0; i < json.personnes.length; i++) {
    
    let personne = json.personnes[i];
    data = document.getElementById("info").innerHTML;
    document.getElementById("info").innerHTML=
    data+i+". "+personne.prenom+" "+personne.nom+" "+personne.age+"</br>";
  }
  
}
[bookmark: _Toc74577011]Création d’objet en javaScipte
const p1 = {
  prenom: "Jules", 
  nom: "Tartampion", 
  age: 25
};
p1.ville = "Fribourg" ; // ajoute un attribut à p1
[bookmark: _Toc74577012]créer un objet avec la fonction objet (rare)
const p2 = new Object();
p2["prenom"] = "Juliette";
p2["nom"] = "Tartampion";
p2["age"] = 23;
[bookmark: _Toc74577013]Ajouter du contenu dans un array
[TABLEAU].push([élément a ajouter])
[bookmark: _Toc74577014]Supprimer du contenu dans un array
[TABLEAU].slpice([index du premier élément à supprimer],[nombre d’élément a supprimer])
[bookmark: _Toc74577015]Création de classe
function Personne(prenom, nom, age) {
    this.prenom = prenom ;
    this.nom = nom;
    this.age= age;
  }
Dans cet exemple j’ai créé une classe avec un constructeur ci-dessus, on peut donc créer des objets Personne qui ont un prénom, un nom et un Age.
[bookmark: _Toc74577016]Exemple de toString dans javaScript
Personne.prototype.toString=function(){
    return  this.nom + " " + this.prenom + " (" + this.age + ")"; 
  }
[bookmark: _Toc74577017]Faire un tableau de données
const personnes = [
    new Personne("John", "Doe", 44),
    new Personne("Anna", "Smith", 32),
    new Personne("Peter", "Jones", 29)
  ];
[bookmark: _Toc74577018]Compteurs
Pour faire des compteurs on n’a pas besoins de plusieurs méthode pour plusieurs boutons. On récupère juste la valeur du compteur du boutons à chaque fois.
Html :
 <body>
    <div id="container">
      <p>Cliquez pour incrémenter les compteurs</p>
      <button id="button1" onclick="actionCompteur(1);">Compteur No 1</button>
      <button id="button2" onclick="actionCompteur(2);">Compteur No 2</button>
      <button id="button3" onclick="actionCompteur(3);">Compteur No 3</button>
    </div>
  </body>
JavaScript:
function actionCompteur(idx){
  let val = fct[idx-1].call();
  document.getElementById("button"+idx).innerHTML="Compteur No "+idx+": <b>"+val+"</b>";
}
[bookmark: _Toc74577019]Differente manière de faire une function dans javaScript
// Déclaration d’une fonction
function a() {
   let val = 1;
   console.log(val) ;
}
a();	// => exécution de la méthode et affichage de 1 dans la console
	// si on écrit a(); avant la déclaration de la fonction, cela fonctionne !


// Déclaration d’une expression fonction (fonction anonyme)
let b = function() {
   let val = 2;
   console.log(val) ;
} ;
b();	// => exécution de la méthode et affichage de 2 dans la console

// Déclaration d’une fonction flèche (arrow function) ; 3 cas de figure
let c = (a,b) => a + b ;
console.log(c(2,5)) ;  // = 7

let d = val => val*val ;  // avec un paramètre
console.log(d(5));    // = 25

let e = (a,b) => {    // avec plusieurs instructions
  let somme = a+b; 
  return somme;
};  
console.log(e(5,7));   // = 12
[bookmark: _Toc74577020]function IIFE
Les function IIFE (Immediately invoked Function Expression) sont des function qu’on exécute directement.
Voici deux moyen d’en créer:
(function() {
   let val = 3;
   console.log(val) ;
})() ;	// => exécution et affichage de 3 dans la console


(() => {
   let val = 4;
   console.log(val) ;
})() ;  // => exécution et affichage de 4 dans la console via une fonction flèche
[bookmark: _Toc74577021]Base de JQuary
Pour commencer, le JQuery est une librairie open source qui simplifie l’interaction enter du html et du javaScript. 
Trouver un ou plusieurs objets : 
$("div").addClass("special");
Cette ligne va permettre de trouver tous les objet « div » de la page et de leur ajouter la classe « special ».
L’évènement ready : 
Cet evenement est utilisé dans le but d’attendre qu’un objet sous prêt pour l’utiliser.
$(document).ready(function(){ 
    // Votre code jQuery doit se trouver ici 
});
[bookmark: _Toc74577022]Projet API
https://apilist.fun/api/cats
Avec cette API, l’utilisateur de mon application va pouvoir chercher via une liste déroulante une race de chat et pouvoir avoir toutes les informations de la race en plus d’une photo.
Pour cela j’ai une liste déroulante qui contiens toutes les races de chats :
Quand on sélectionne une race alors on aura une image du chat et les caractéristiques de sa race.
https://api.thecatapi.com/v1/images/search?breed_ids=beng
Par exemple avec cette requête on a la description de la race Bengale
Source pour les progresses barres :
https://www.w3schools.com/bootstrap/bootstrap_progressbars.asp
[bookmark: _Toc74577023]Analyse
Pour l’API que j’utilise je dois prendre des données qu’on m’envoie sous la forme d’un JSON.
Example:
0:
breeds: Array(1)
0:
adaptability: 5
affection_level: 5
alt_names: ""
cfa_url: "http://cfa.org/Breeds/BreedsAB/Abyssinian.aspx"
child_friendly: 3
country_code: "EG"
country_codes: "EG"
description: "The Abyssinian is easy to care for, and a joy to have in your home. They’re affectionate cats and love both people and other animals."
dog_friendly: 4
energy_level: 5
experimental: 0
grooming: 1
hairless: 0
health_issues: 2
hypoallergenic: 0
id: "abys"
indoor: 0
intelligence: 5
lap: 1
life_span: "14 - 15"
name: "Abyssinian"
natural: 1
origin: "Egypt"
rare: 0
reference_image_id: "0XYvRd7oD"
rex: 0
shedding_level: 2
short_legs: 0
social_needs: 5
stranger_friendly: 5
suppressed_tail: 0
temperament: "Active, Energetic, Independent, Intelligent, Gentle"
vcahospitals_url: "https://vcahospitals.com/know-your-pet/cat-breeds/abyssinian"
vetstreet_url: "http://www.vetstreet.com/cats/abyssinian"
vocalisation : 1
Mon site va donc comprendre d’une liste déroulante avec toutes les races de chats disponibles et quand une race sera sélectionnée on verra affiché sur la page une image d’un chat de la race ainsi que toutes les informations à son sujet.
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[bookmark: _Toc74577024]Conception
Pour ce faire je vais créer un fichier javaScript qui va communiquer avec le serveur de l’API et va mettre les données dans les balises de la page html.
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[bookmark: _Toc74577025]Implémentation

var settings = {
    "async": true,
    "crossDomain": true,
    "url": "https://api.thecatapi.com/v1/images/search?breed_ids="+selection,
    "method": "GET",
    "headers": {
      "x-api-key": "f8591834-5cbd-4b0c-b9c0-1d5737eb8e5f"
    }
  }
  $.ajax(settings).done(function (response) {
    console.log(response);
}) ;
Cette partie du code me permet de prendre les données de l’API et de les mettre dans la variable response que je vais ensuite utiliser pour prendre les données
document.getElementById("picture").innerHTML="<img class='coin' width='600'  src="+response[0].url+"></img>";
Cette partie du code me permet de prendre l’url de la base de données qui est une image de chat et de la mettre dans une balise image qui va être implémenté dans la page html.
document.getElementById("affection").setAttribute("style","width:"+(response[0].breeds[0].affection_level)*20+"%");
cette partie de code me permet de changer l’attribue « style » d’une des progresse bar pour le remplacé par la valeur 
cheet('1 2 3 4 5', function () {
    alert('ceci est un tres mauvais mot de passe');
  });
Cette partie de code permet au cas ou si le client tape la suite de caractère : 1,2,3,4,5. Un message s’affiche.
function changecolor(){
  var colors = ['#C44C51','#8CC6D7','#FFDA8C','#006D80','BDA44D','3C2000','8F5D52','F16E6E','#000080','#C71585'];
  var random_color = colors[Math.floor(Math.random() * colors.length)];
  $("#titre").css('color',random_color);
}
Cette partie de code permet de choisir une couleur aléatoire du tableau « color » et de l’appliquer sur un titre.
[bookmark: _Toc74577026]Fonctionnement


Le projet est officiellement divisé en trois fichiers :
· Index.html
Page html qui va contenir toutes les balises qui vont structurer la page 
· indexCtrl.js
Fichier javaScript qui va communiquer avec le server et qui va mettre les données dans les balises de structure de la page html
· main.css
Fichier css qui va contenir les styles de la page html
Pour les données texte je l’ai est mise dans une balise <p> mais pour la donnée numérique tels que l’intelligence du chat elles seront mises sous la forme de progresses barres qui seront animé. J’ai également mis une image du chat.
Le fond est capable de changer automatiquement pour une image aléatoire d’une petite bibliothèque d’image que j’ai mis à disposition du fichier javaScript.
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[image: ]Information de la race de chat sous forme de progresses barres
Mot clé de la race de chat
Information concernant la race de chat
Spécification de chaque race de chat (il peut en avoir plusieurs) avec une coche
Pays d’origine du chat

[bookmark: _Toc74577027]Conclusion
Lors de ce module j’ai beaucoup aimé refaire de l’html, en plus j’ai aussi aimé avoir vus le javaScript plus encore de nouvelle chose en css.
Si je devais changer quelque chose pendant le module, c’est peut-être me faire un peu plus confiance car je penserais impossible de faire un site pareil.
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projet/css/main.css

/*

  But : script css pour les style du site cat'sBreed 

  Auteur : Dreosti Robin

  Date :   01.06.2021 / V1.0

*/

body {

  



    background-size: cover;

    background-attachment: fixed;

    



}



#container {

  background-image: linear-gradient(to right, #d50bcc, #a62dc6, #7638ba, #4739a8, #053692);

  width: 90%;

  padding: -4cm;

  border: 1px solid black;

  margin: auto;

  font-family: Verdana, Arial, serif;

  color:white;

  opacity: 0.85;

}





.picture{

  text-align: center;

  opacity: 1;

}



.data{

  background-image: linear-gradient(to right, #d50bcc, #a62dc6, #7638ba, #4739a8, #053692);

  width: 90%;

  padding: -4cm;

  border: 1px solid black;

  margin: auto;

  font-family: Verdana, Arial, serif;

  color: white;

  opacity: 0.92;

  

}

.pays{

font-size: 150%;

text-decoration: inherit;

}



#titre {

  font-family: Arial;

  font-size: 1cm;



}

.race{

  border-radius: 50px;

background: #e0e0e0;

box-shadow: inset -19px -19px 37px #bebebe,

            inset 19px 19px 37px #ffffff;

}

.barre{

    margin: 20px;

    width: 400px;

    height: 8px;

	

  

}



.coin {

background-color:#E4EFFF;

border:1px solid #9FC6FF;

padding:5px;

/*arrondir les coins en haut à gauche et en bas à droite*/

-moz-border-radius:10px 0;

-webkit-border-radius:10px 0;

border-radius:10px 0;

}



.dataBarre{

  background-image: linear-gradient(to right, #d50bcc, #a62dc6, #7638ba, #4739a8, #053692);

  width: 90%;

  padding: -4cm;

  border: 1px solid black;

  margin: auto;

  font-family: Verdana, Arial, serif;

  color: white;

  font-size: 0.5cm;

  opacity: 0.85;

  

}

.inBarre{

  color: black;

  text-align: left;

  font-size: 0.40cm;

  font-weight: bold;

}
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projet/index.html



    

      

        choose your cat's breed !!




        

          Abyssinian


          Aegean


          American Bobtail


          American Curl


          American Shorthair


          American Wirehair


          Arabian Mau


          Australian Mist


          Balinese


          Bambino


          Bengal


          Birman


          Bombay


          British Longhair


          British Shorthair


          Burmese


          Burmilla


          California Spangled


          Chantilly-Tiffany


          Chartreux


          Chausie


          Cheetoh


          Colorpoint Shorthair


          Cornish Rex


          Cymric


          Cyprus


          Devon Rex


          Donskoy


          Dragon Li


          Egyptian Mau


          European Burmese


          Exotic Shorthair


          Havana Brown


          Himalayan


          Japanese Bobtail


          Javanese


          Khao Manee


          Korat


          Kurilian


          LaPerm


          Maine Coon


          Malayan


          Manx


          Munchkin


          Nebelung


          Norwegian Forest Cat


          Ocicat


          Oriental


          Persian


          Pixie-bob


          Ragamuffin


          Ragdoll


          Russian Blue


          Savannah


          Scottish Fold


          Selkirk Rex


          Siamese


          Siberian


          Singapura


          Snowshoe


          Somali


          Sphynx


          Tonkinese


          Toyger


          Turkish Angora


          Turkish Van


          York Chocolate


        


        

      


    


    

      




    


    

      native country:




      




      informations:




      




      ---




      




    


    

      

      

        

          Affection Level




        


      




      

      

        

          Adaptability




        


      


      



      

      

        

          Child Friendly




        


      


      



      

      

        

          Dog Friendly




        


      


      



      

      

        

          Energy Level




        


      


      



      

      

        

          Grooming




        


      


      



      

      

        

          Health Issues




        


      


      



      

      

        

          Intelligence




        


      


      



      

      

        

          Shedding Level




        


      


      



      

      

        

          Social Needs




        


      


      



      

      

        

          Stranger Friendly




        


      


      



      

      

        

          Vocalisation




        


      


      

    


  



projet/jscript/indexCtrl.js

/*

  But : script javaScript pour le site cat'sBreed 

  Auteur : Dreosti Robin

  Date :   01.06.2021 / V1.0

*/



function changement(p){

  changefond();

  

  











  

  let selection = p;

  var settings = {

    "async": true,

    "crossDomain": true,

    "url": "https://api.thecatapi.com/v1/images/search?breed_ids="+selection,

    "method": "GET",

    "headers": {

      "x-api-key": "f8591834-5cbd-4b0c-b9c0-1d5737eb8e5f"

    }



  }

  

  

  $.ajax(settings).done(function (response) {

    console.log(response);

//récupère les données de l'API







    document.getElementById("picture").innerHTML="<img class='coin' width='600' onclick='imageSurpise()' src="+response[0].url+"></img>";

    //permet d'implémenter l'image du chat genérée pas l'API

   

  

    

   document.getElementById("affection").setAttribute("style","width:"+(response[0].breeds[0].affection_level)*20+"%");

   document.getElementById("Adaptability").setAttribute("style","width:"+(response[0].breeds[0].adaptability)*20+"%");

   document.getElementById("Child").setAttribute("style","width:"+(response[0].breeds[0].child_friendly)*20+"%");

  document.getElementById("Dog").setAttribute("style","width:"+(response[0].breeds[0].dog_friendly)*20+"%");

   document.getElementById("Energy").setAttribute("style","width:"+(response[0].breeds[0].energy_level)*20+"%");

   document.getElementById("Grooming").setAttribute("style","width:"+(response[0].breeds[0].grooming)*20+"%");

   document.getElementById("Health").setAttribute("style","width:"+(response[0].breeds[0].health_issues)*20+"%");

   document.getElementById("Intelligence").setAttribute("style","width:"+(response[0].breeds[0].intelligence)*20+"%");

   document.getElementById("Shedding").setAttribute("style","width:"+(response[0].breeds[0].shedding_level)*20+"%");

   document.getElementById("Social").setAttribute("style","width:"+(response[0].breeds[0].social_needs)*20+"%");

   document.getElementById("Stranger").setAttribute("style","width:"+(response[0].breeds[0].stranger_friendly)*20+"%");

   document.getElementById("Vocalisation").setAttribute("style","width:"+(response[0].breeds[0].vocalisation)*20+"%");

    //permet d'entrer dans les progresses barre les données.

   document.getElementById("pays").innerHTML="native country: "+response[0].breeds[0].origin;

   //permet de mettre l'origine du chat dans la pge html

   document.getElementById("specifiaction").innerHTML="";

   



   if(response[0].breeds[0].experimental==1){

    

    document.getElementById("specifiaction").innerHTML = "<p class='pays'>experimental: <img width='35' src=/images/coche.png></img></p> </b>"



  }

  //si le chat est expérimental alors on rajoute "experimental:" suivis d'une coche



    if(response[0].breeds[0].natural==1){

      

      document.getElementById("specifiaction").innerHTML= document.getElementById("specifiaction").innerHTML +"<p class='pays'>natural: <img width='35' src=./images/coche.png></img></p> </b>"

      //si le chat est naturel alors on rajoute "natural:" suivis d'une coche

    }



    if(response[0].breeds[0].hairless==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>hairless: <img width='35' src=./images/coche.png></img></p> </b>"

      //si le chat n'as pas de poils alors on rajoute "hairless:" suivis d'une coche

    }

    if(response[0].breeds[0].rare==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>rare: <img width='35' src=./images/coche.png></img></p> </b>"

     //si le chat est rare alors on rajoute "rare:" suivis d'une coche

    }

    if(response[0].breeds[0].rex==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>rex: <img width='35' src=./images/coche.png></img></p> </b>"

    //si le chat est a poils frisé alors on rajoute "rex:" suivis d'une coche

    }

    if(response[0].breeds[0].suppress_tail==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>suppress tail: <img width='35' src=./images/coche.png></img></p> </b>"

      //si le chat n'a pas de queue alors on rajoute "suppress tail:" suivis d'une coche

    }

    

    if(response[0].breeds[0].short_legs==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>short legs: <img width='35' src=./images/coche.png></img></p> </b>";

      //si le chat a de petite pattes alors on rajoute "short legs:" suivis d'une coche

    }

    if(response[0].breeds[0].hypoallergenic==1){

      document.getElementById("specifiaction").innerHTML=document.getElementById("specifiaction").innerHTML +"<p class='pays'>hypoallergenic: <img width='35' src=./images/coche.png></img></p> </b>"

      //si le chat hypoallergenic alors on rajoute "hypoallergenic:" suivis d'une coche

    }



    document.getElementById("infos").innerHTML=response[0].breeds[0].description;

    //permet d'entrer les information du chat

    document.getElementById("cara").innerHTML=response[0].breeds[0].temperament;

    //permet d'entrer le temperament du chat

    

  

  });



  cheet('s n a k e', function () {

    document.location.href="./snake/JavaScript-Snake-master/JavaScript-Snake-master/index.html";

  });



  cheet('o n c e', function () {

    alert('This will only fire once.');

    cheet.disable('o n c e');

  });



  cheet('1 2 3 4 5', function () {

    alert('ceci est un tres mauvais mot de passe');

  });

  cheet('r i c k r o l l', function (){

    document.location.href ='https://www.youtube.com/watch?v=hAq443fhyDo';

  })





  var k = [38, 38, 40, 40, 37, 39, 37, 39, 66, 65],

n = 0;

$(document).keydown(function (e) {

    if (e.keyCode === k[n++]) {

        if (n === k.length) {

            alert("oh i see you're a man of culture as well");

            n = 0;

            return false;

        }

    }

    else {

        n = 0;

    }

});



 



 

 

  



}



function changecolor(){

  var colors = ['#C44C51','#8CC6D7','#FFDA8C','#006D80','BDA44D','3C2000','8F5D52','F16E6E','#000080','#C71585'];

  var random_color = colors[Math.floor(Math.random() * colors.length)];

  $("#titre").css('color',random_color);

 









}

//si on passe sur le premier titre il va changer de couleur



function imageSurpise(){

  document.location.href="./pages/suprise.html"

}



function changefond(){

  var img = ['url(https://cdn.wallpapersafari.com/60/90/P6vzaY.jpg)','url(https://wallpaperaccess.com/full/1765460.jpg)','url(https://writingdragonsblog.files.wordpress.com/2016/08/dark-fuse-by-apofiss.jpg?w=600)','url(https://images-wixmp-ed30a86b8c4ca887773594c2.wixmp.com/f/07f7a6bb-2d35-4630-93fc-be249af22b3e/dcmtetg-300c349b-d386-455c-b246-a374ff8d59c1.jpg?token=eyJ0eXAiOiJKV1QiLCJhbGciOiJIUzI1NiJ9.eyJzdWIiOiJ1cm46YXBwOiIsImlzcyI6InVybjphcHA6Iiwib2JqIjpbW3sicGF0aCI6IlwvZlwvMDdmN2E2YmItMmQzNS00NjMwLTkzZmMtYmUyNDlhZjIyYjNlXC9kY210ZXRnLTMwMGMzNDliLWQzODYtNDU1Yy1iMjQ2LWEzNzRmZjhkNTljMS5qcGcifV1dLCJhdWQiOlsidXJuOnNlcnZpY2U6ZmlsZS5kb3dubG9hZCJdfQ.xaymFF3Tn5RVtE4B1yxZeGtGM5E894jmLZuj1_qCYrI)','url(https://www.robomodo.com/wp-content/uploads/2019/12/Battle-Cats-Mod-APK-1200x900.jpg)','url(https://wallpaperaccess.com/full/194449.jpg)'];

  var random_img = img[Math.floor(Math.random() * img.length)];

  $("body").css({

    "background-image": random_img,





    

  });

  //permet de changer de fond a chaque reload

  

}



function secretv2(){

  document.location.href="./pages/surpv2.html";

}






projet/Nouveau document texte.txt

https://jsfiddle.net/poqsn92v/2/
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projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/dark-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/



body {

	margin:0px;

	padding:0px;

	background-color:#3E2E44;

}



.snake-toolbar {

    color: #938996;

}



#game-area {

	margin:10px;

	padding:0px;

}



#game-area:focus { outline: none; }



#mode-wrapper {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #938996;

}



a.snake-link, a.snake-link:link, a.snake-link:visited {

  color: #938996;

}



a.snake-link:hover {

  color: #938996;

}



.snake-pause-screen {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position:absolute;

    width:300px;

    height:80px;

    text-align:center;

    top:50%;

    left:50%;

    margin-top:-40px;

    margin-left:-150px;

    display:none;

    background-color:#3E2E44;

    color: #938996;

}



.snake-panel-component {

    position: absolute;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #938996;

    text-align: center;

    background-color: #3E2E44;

    padding: 8px;

    margin: 0px;

}



.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: #3E2E44;

    position: absolute;

    border: 0px solid black;

    background-repeat: no-repeat;

}



.snake-snakebody-alive {

   background-image: url('./images/dark-snakeblock.png');

}

.snake-snakebody-dead {

   background-image: url('./images/dead-dark-snakeblock.png');

}



.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: black;

    border: 2px solid #3E2E44;

    position: absolute;

}



.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: #312E44;

    border: 3px solid black;

}



.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    background-color: #3E2E44;

    position: relative;

}



.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: #938996;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: #938996;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/green-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/

body {

	margin:0px;

	padding:0px;

    background-color: darkgreen;

}



.snake-toolbar {

    background-color: rgba(255,255,255,0.4);

    border-radius: 10px;

}



#game-area {

	margin:10px;

	padding:0px;

    background-color: lightgreen;

}



#mode-wrapper {

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;



}



#game-area:focus { outline: none; }



a.snake-link, a.snake-link:link, a.snake-link:visited {

  color: black;

}



a.snake-link:hover {

  color: #FfFf54;

}



.snake-pause-screen {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position:absolute;

    width:300px;

    height:80px;

    text-align:center;

    top:50%;

    left:50%;

    margin-top:-40px;

    margin-left:-150px;

    display:none;

    background-color:black;

    color:white;

}



.snake-panel-component {

    position: absolute;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: black;

    text-align: center;

    background-color: white;

    padding: 8px;

    margin: 0px;

}



.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: #FF0000;

    position: absolute;

    border: 0px solid #000080;

    background-repeat: no-repeat;

}



.snake-snakebody-alive {

   background-image: url('./images/snakeblock.png');

}

.snake-snakebody-dead {

   background-image: url('./images/deadblock.png');

}



.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: black;

    border: 0px solid #000080;

    position: absolute;

}



.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: white;

    border: 0px solid #0000A8;

}



.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    background-color: #FC5454;

    position: relative;

}



.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/images/dark-snakeblock.png









projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/images/deadblock.png









projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/images/deadblock_border.png









projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/images/dead-dark-snakeblock.png









projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/images/favicon.png
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projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/light-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/



body {

    margin: 0px;

    padding: 0px;

    background-color: #f73378;

}

#game-area {

    margin: 10px;

    padding: 0px;

}



#mode-wrapper {

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

}

#game-area:focus {

    outline: none;

}

a.snake-link, a.snake-link:link, a.snake-link:visited {

    color: #FCFC54;

}

a.snake-link:hover {

    color: #FfFf54;

}

.snake-pause-screen {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    width: 300px;

    height: 80px;

    text-align: center;

    top: 50%;

    left: 50%;

    margin-top: -40px;

    margin-left: -150px;

    display: none;

    background-color: black;

    color: white;

}

.snake-panel-component {

    position: absolute;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #ffffff;

    text-align: center;

    padding: 8px;

    margin: 0px;

}

.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: #FF0000;

    position: absolute;

    border: 0px solid #000080;

    background-repeat: no-repeat;

}

.snake-snakebody-alive {

    background-image: url('./images/snakeblock.png');

}

.snake-snakebody-dead {

    background-image: url('./images/deadblock.png');

}

.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: #6cfd6a;

    border: 0px solid #000080;

    position: absolute;

}

.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: #ab003c;

    border: 0px solid #ab003c;

}

.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    position: relative;

}

.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}

.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/main-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/

body {

	margin:0px;

	padding:0px;

    background-color: #FC5454;

}



#game-area {

	margin:10px;

	padding:0px;

}



#mode-wrapper {

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;



}



#game-area:focus { outline: none; }



a.snake-link, a.snake-link:link, a.snake-link:visited {

  color: #FCFC54;

}



a.snake-link:hover {

  color: #FfFf54;

}



.snake-pause-screen {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position:absolute;

    width:300px;

    height:80px;

    text-align:center;

    top:50%;

    left:50%;

    margin-top:-40px;

    margin-left:-150px;

    display:none;

    background-color:black;

    color:white;

}



.snake-panel-component {

    position: absolute;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #ffffff;

    text-align: center;

    padding: 8px;

    margin: 0px;

}



.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: #FF0000;

    position: absolute;

    border: 0px solid #000080;

    background-repeat: no-repeat;

}



.snake-snakebody-alive {

   background-image: url('./css/images/snakeblock.png'), url('./images/snakeblock.png');

}

.snake-snakebody-dead {

   background-image: url('./css/images/deadblock.png'), url('./images/deadblock.png');

}



.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: #FF0000;

    border: 0px solid #000080;

    position: absolute;

}



.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: #0000A8;

    border: 0px solid #0000A8;

}



.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    position: relative;

}



.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: #000000;

    color: #ffffff;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/matrix-snake.css

body {

margin:0px;

padding:0px;

background-color: #00ff11;

}



#game-area {

margin:10px;

padding:0px;

background-color: #00ff11;

}



#mode-wrapper {

color: #000000;

font-family: Verdana, arial, helvetica, sans-serif;

font-size: 14px;



}



#game-area:focus { outline: none; }



a.snake-link, a.snake-link:link, a.snake-link:visited {

color: #FCFC54;

}



a.snake-link:hover {

color: #FfFf54;

}



.snake-pause-screen {

font-family: Verdana, arial, helvetica, sans-serif;

font-size: 14px;

position:absolute;

width:300px;

height:80px;

text-align:center;

top:50%;

left:50%;

margin-top:-40px;

margin-left:-150px;

display:none;

background-color:black;

color:white;

}



.snake-panel-component {

position: absolute;

font-family: Verdana, arial, helvetica, sans-serif;

font-size: 14px;

color: #000000;

text-align: center;

background-color: #00ff11;

padding: 8px;

margin: 0px;

}



.snake-snakebody-block {

margin: 0px;

padding: 0px;

background-color: #FF0000;

position: absolute;

border: 0px solid #000080;

background-repeat: no-repeat;

}



.snake-snakebody-alive {

background-image: url('./images/matrix-snake-block.png');

}

.snake-snakebody-dead {

background-image: url('./images/deadblock.png');

}



.snake-food-block {

margin: 0px;

padding: 0px;

background-color: #FF0000;

border: 0px solid #000080;

position: absolute;

background-image: url("./images/matrix-food-block.png")

}



.snake-playing-field {

margin: 0px;

padding: 0px;

position: absolute;

background-color: #000000;

border: 0px solid #000000;

}



.snake-game-container {

margin: 0px;

padding: 0px;

border-width: 0px;

border-style: none;

zoom: 1;

background-color: #00ff11;

position: relative;

}



.snake-welcome-dialog {

padding: 8px;

margin: 0px;

background-color: #000000;

color: #00ff11;

font-family: Verdana, arial, helvetica, sans-serif;

font-size: 14px;

position: absolute;

top: 50%;

left: 50%;

width: 300px;

/height: 150px;/

margin-top: -100px;

margin-left: -158px;

text-align: center;

display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

padding: 8px;

margin: 0px;

background-color: #000000;

color: #ff0000;

font-family: Verdana, arial, helvetica, sans-serif;

font-size: 14px;

position: absolute;

top: 50%;

left: 50%;

width: 300px;

height: 100px;

margin-top: -75px;

margin-left: -158px;

text-align: center;

display: none;

}






projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/Senura-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/



body {

	margin:0px;

	padding:0px;

	background-color:#000000;

}



.snake-toolbar {

    color: #847a87;

}



#game-area {

	margin:10px;

	padding:0px;

}



#game-area:focus { outline: none; }



#mode-wrapper {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #f6f0f7;

}



a.snake-link, a.snake-link:link, a.snake-link:visited {

  color: #605d61;

}



a.snake-link:hover {

  color: #a500d6;

}



.snake-pause-screen {

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position:absolute;

    width:300px;

    height:80px;

    text-align:center;

    top:50%;

    left:50%;

    margin-top:-40px;

    margin-left:-150px;

    display:none;

    background-color:#ffffff;

    color: #938996;

}



.snake-panel-component {

    position: absolute;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    color: #cf6d6d;

    text-align: center;

    background-color: #550b70;

    padding: 8px;

    margin: 0px;

}



.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: #eddff2;

    position: absolute;

    border: 0px solid black;

    background-repeat: no-repeat;

}



.snake-snakebody-alive {

   background-image: url('./images/dark-snakeblock.png');

}

.snake-snakebody-dead {

   background-image: url('./images/dead-dark-snakeblock.png');

}



.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: black;

    border: 2px solid #000000;

    position: absolute;

}



.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: #fcfcfc;

    border: 3px solid black;

}



.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    background-color: #3E2E44;

    position: relative;

}



.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: #ab00de;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: #ab00de;

    font-family: Verdana, arial, helvetica, sans-serif;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/css/teal-snake.css

/*

JavaScript Snake

By Patrick Gillespie

http://patorjk.com/games/snake

*/

@import url('https://fonts.googleapis.com/css2?family=Electrolize&display=swap');





body {

	margin:0px;

	padding:0px;

	background-color:teal;

}



.snake-toolbar {

    font-family: Electrolize;

    color: white;

}



#game-area {

	margin:10px;

	padding:0px;

}



#game-area:focus { outline: none; }



#mode-wrapper {

    font-family: Electrolize;

    font-size: 14px;

    color: whitesmoke;

}



a.snake-link, a.snake-link:link, a.snake-link:visited {

  color: white;

}



a.snake-link:hover {

  color: white;

}



.snake-pause-screen {

    font-family: Electrolize;

    font-size: 16px;

    position:absolute;

    width:300px;

    height:80px;

    text-align:center;

    top:50%;

    left:50%;

    margin-top:-40px;

    margin-left:-150px;

    display:none;

    background-color:#3E2E44;

    color: whitesmoke;

}



.snake-panel-component {

    position: absolute;

    font-family: Electrolize;

    font-size: 16px;

    color: #938996;

    text-align: center;

    background-color: #3E2E44;

    padding: 8px;

    margin: 0px;

}



.snake-snakebody-block {

    margin: 0px;

    padding: 0px;

    background-color: orange;

    position: absolute;

    border: 0px solid black;

    background-repeat: no-repeat;

}



.snake-snakebody-alive {

   background-image: url('./images/snakeblock.png');

}

.snake-snakebody-dead {

   background-image: url('./images/dead-dark-snakeblock.png');

}



.snake-food-block {

    margin: 0px;

    padding: 0px;

    background-color: red;

    border: 2px solid black;

    position: absolute;

}



.snake-playing-field {

    margin: 0px;

    padding: 0px;

    position: absolute;

    background-color: rgb(0, 180, 180);

    border: 3px solid black;

}



.snake-game-container {

    margin: 0px;

    padding: 0px;

    border-width: 0px;

    border-style: none;

    zoom: 1;

    background-color: #3E2E44;

    position: relative;

}



.snake-welcome-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: whitesmoke;

    font-family: Electrolize;

    font-size: 14px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    /*height: 150px;*/

    margin-top: -100px;

    margin-left: -158px;

    text-align: center;

    display: block;

}



.snake-try-again-dialog, .snake-win-dialog {

    padding: 8px;

    margin: 0px;

    background-color: black;

    color: whitesmoke;

    font-family: Electrolize;

    font-size: 16px;

    position: absolute;

    top: 50%;

    left: 50%;

    width: 300px;

    height: 100px;

    margin-top: -75px;

    margin-left: -158px;

    text-align: center;

    display: none;

}








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/index.html



    

      

        Theme:

        

            Light Theme by yokesharun


            Main Theme by patorjk


            Dark Theme by KenyStev


            Green Theme by CoffeeCatDE


            Matrix Theme by Geahad Haymor


              Theme by Senura Ratnayake


        


      


      

        Mode:

        

            Easy


            Medium


            Hard
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projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/js/init.js

var mySnakeBoard = new SNAKE.Board({

  boardContainer: "game-area",

  fullScreen: true

});








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/js/snake.js

/*

JavaScript Snake

First version by Patrick Gillespie - I've since merged in a good number of github pull requests

http://patorjk.com/games/snake 

*/



/**

* @module Snake

* @class SNAKE

*/



var SNAKE = SNAKE || {};

window.SNAKE = SNAKE; // this will allow us to access the game in other JS files when the app is loaded up in a codesandbox.com sandbox, that's the only reason it's here



/**

* @method addEventListener

* @param {Object} obj The object to add an event listener to.

* @param {String} event The event to listen for.

* @param {Function} funct The function to execute when the event is triggered.

* @param {Boolean} evtCapturing True to do event capturing, false to do event bubbling.

*/

SNAKE.addEventListener = (function() {

    if (window.addEventListener) {

        return function(obj, event, funct, evtCapturing) {

            obj.addEventListener(event, funct, evtCapturing);

        };

    } else if (window.attachEvent) {

        return function(obj, event, funct) {

            obj.attachEvent("on" + event, funct);

        };

    }

})();



/**

* @method removeEventListener

* @param {Object} obj The object to remove an event listener from.

* @param {String} event The event that was listened for.

* @param {Function} funct The function that was executed when the event is triggered.

* @param {Boolean} evtCapturing True if event capturing was done, false otherwise.

*/



SNAKE.removeEventListener = (function() {

    if (window.removeEventListener) {

        return function(obj, event, funct, evtCapturing) {

            obj.removeEventListener(event, funct, evtCapturing);

        };

    } else if (window.detachEvent) {

        return function(obj, event, funct) {

            obj.detachEvent("on" + event, funct);

        };

    }

})();



/**

* This class manages the snake which will reside inside of a SNAKE.Board object.

* @class Snake

* @constructor

* @namespace SNAKE

* @param {Object} config The configuration object for the class. Contains playingBoard (the SNAKE.Board that this snake resides in), startRow and startCol.

*/

SNAKE.Snake = SNAKE.Snake || (function() {



    // -------------------------------------------------------------------------

    // Private static variables and methods

    // -------------------------------------------------------------------------



    var instanceNumber = 0;

    var blockPool = [];



    var SnakeBlock = function() {

        this.elm = null;

        this.elmStyle = null;

        this.row = -1;

        this.col = -1;

        this.xPos = -1000;

        this.yPos = -1000;

        this.next = null;

        this.prev = null;

    };



    // this function is adapted from the example at http://greengeckodesign.com/blog/2007/07/get-highest-z-index-in-javascript.html

    function getNextHighestZIndex(myObj) {

        var highestIndex = 0,

            currentIndex = 0,

            ii;

        for (ii in myObj) {

            if (myObj[ii].elm.currentStyle){

                currentIndex = parseFloat(myObj[ii].elm.style["z-index"],10);

            }else if(window.getComputedStyle) {

                currentIndex = parseFloat(document.defaultView.getComputedStyle(myObj[ii].elm,null).getPropertyValue("z-index"),10);

            }

            if(!isNaN(currentIndex) && currentIndex > highestIndex){

                highestIndex = currentIndex;

            }

        }

        return(highestIndex+1);

    }



    // -------------------------------------------------------------------------

    // Contructor + public and private definitions

    // -------------------------------------------------------------------------



    /*

        config options:

            playingBoard - the SnakeBoard that this snake belongs too.

            startRow - The row the snake should start on.

            startCol - The column the snake should start on.

    */

    return function(config) {



        if (!config||!config.playingBoard) {return;}

        if (localStorage.jsSnakeHighScore === undefined) localStorage.setItem('jsSnakeHighScore', 0);



        // ----- private variables -----



        var me = this,

            playingBoard = config.playingBoard,

            myId = instanceNumber++,

            growthIncr = 5,

            lastMove = 1,

            preMove = -1,

            isFirstMove = true,

            isFirstGameMove = true,

            currentDirection = -1, // 0: up, 1: left, 2: down, 3: right

            columnShift = [0, 1, 0, -1],

            rowShift = [-1, 0, 1, 0],

            xPosShift = [],

            yPosShift = [],

            snakeSpeed = 80,

            isDead = false,

            isPaused = false;



            function setModeListener (mode, speed) {

                document.getElementById(mode).addEventListener('click', function () { snakeSpeed = speed; });

            }



            var modeDropdown = document.getElementById('selectMode');

            if ( modeDropdown ) {

                modeDropdown.addEventListener('change', function(evt) {

                    evt = evt || {};

                    var val = evt.target ? parseInt(evt.target.value) : 75;

                    

                    if (isNaN(val)) {

                        val = 75;

                    } else if (val < 50) {

                        val = 75

                    }



                    snakeSpeed = val;



                    setTimeout(function() {

                        document.getElementById('game-area').focus();

                    }, 10);

                });

            }



            //setModeListener('Easy', 100);

            //setModeListener('Medium', 75);

            //setModeListener('Difficult', 50);



        // ----- public variables -----

        me.snakeBody = {};

        me.snakeBody["b0"] = new SnakeBlock(); // create snake head

        me.snakeBody["b0"].row = config.startRow || 1;

        me.snakeBody["b0"].col = config.startCol || 1;

        me.snakeBody["b0"].xPos = me.snakeBody["b0"].row * playingBoard.getBlockWidth();

        me.snakeBody["b0"].yPos = me.snakeBody["b0"].col * playingBoard.getBlockHeight();

        me.snakeBody["b0"].elm = createSnakeElement();

        me.snakeBody["b0"].elmStyle = me.snakeBody["b0"].elm.style;

        playingBoard.getBoardContainer().appendChild( me.snakeBody["b0"].elm );

        me.snakeBody["b0"].elm.style.left = me.snakeBody["b0"].xPos + "px";

        me.snakeBody["b0"].elm.style.top = me.snakeBody["b0"].yPos + "px";

        me.snakeBody["b0"].next = me.snakeBody["b0"];

        me.snakeBody["b0"].prev = me.snakeBody["b0"];



        me.snakeLength = 1;

        me.snakeHead = me.snakeBody["b0"];

        me.snakeTail = me.snakeBody["b0"];

        me.snakeHead.elm.className = me.snakeHead.elm.className.replace(/\bsnake-snakebody-dead\b/,'');

        me.snakeHead.elm.className += " snake-snakebody-alive";



        // ----- private methods -----



        function createSnakeElement() {

            var tempNode = document.createElement("div");

            tempNode.className = "snake-snakebody-block";

            tempNode.style.left = "-1000px";

            tempNode.style.top = "-1000px";

            tempNode.style.width = playingBoard.getBlockWidth() + "px";

            tempNode.style.height = playingBoard.getBlockHeight() + "px";

            return tempNode;

        }



        function createBlocks(num) {

            var tempBlock;

            var tempNode = createSnakeElement();



            for (var ii = 1; ii < num; ii++){

                tempBlock = new SnakeBlock();

                tempBlock.elm = tempNode.cloneNode(true);

                tempBlock.elmStyle = tempBlock.elm.style;

                playingBoard.getBoardContainer().appendChild( tempBlock.elm );

                blockPool[blockPool.length] = tempBlock;

            }



            tempBlock = new SnakeBlock();

            tempBlock.elm = tempNode;

            playingBoard.getBoardContainer().appendChild( tempBlock.elm );

            blockPool[blockPool.length] = tempBlock;

        }



        function recordScore() {

            var highScore = localStorage.jsSnakeHighScore;

            if (me.snakeLength > highScore) {

                alert('Congratulations! You have beaten your previous high score, which was ' + highScore + '.');

                localStorage.setItem('jsSnakeHighScore', me.snakeLength);

            }

        }



        function handleEndCondition(handleFunc) {

            recordScore();

            me.snakeHead.elm.style.zIndex = getNextHighestZIndex(me.snakeBody);

            me.snakeHead.elm.className = me.snakeHead.elm.className.replace(/\bsnake-snakebody-alive\b/, '')

            me.snakeHead.elm.className += " snake-snakebody-dead";



            isDead = true;

            handleFunc();

        }



        // ----- public methods -----



        me.setPaused = function(val) {

            isPaused = val;

        };

        me.getPaused = function() {

            return isPaused;

        };



        /**

        * This method is called when a user presses a key. It logs arrow key presses in "currentDirection", which is used when the snake needs to make its next move.

        * @method handleArrowKeys

        * @param {Number} keyNum A number representing the key that was pressed.

        */

        /*

            Handles what happens when an arrow key is pressed.

            Direction explained (0 = up, etc etc)

                    0

                  3   1

                    2

        */

        me.handleArrowKeys = function(keyNum) {

            if (isDead || isPaused) {return;}



            var snakeLength = me.snakeLength;



            //console.log("lastmove="+lastMove);

            //console.log("dir="+keyNum);



            let directionFound = -1;



            switch (keyNum) {

                case 37:

                case 65:

                    directionFound = 3;

                    break;

                case 38:

                case 87:

                    directionFound = 0;

                    break;

                case 39:

                case 68:

                    directionFound = 1;

                    break;

                case 40:

                case 83:

                    directionFound = 2;

                    break;

            }

            if (currentDirection !== lastMove)  // Allow a queue of 1 premove so you can turn again before the first turn registers

            {

                preMove = directionFound;

            }

            if (Math.abs(directionFound - lastMove) !== 2 && isFirstMove || isFirstGameMove)  // Prevent snake from turning 180 degrees

            {

                currentDirection = directionFound;

                isFirstMove = false;

                isFirstGameMove = false;

            }

        };



        /**

        * This method is executed for each move of the snake. It determines where the snake will go and what will happen to it. This method needs to run quickly.

        * @method go

        */

        me.go = function() {



            var oldHead = me.snakeHead,

                newHead = me.snakeTail,

                grid = playingBoard.grid; // cache grid for quicker lookup



            if (isPaused === true) {

                setTimeout(function(){me.go();}, snakeSpeed);

                return;

            }



            me.snakeTail = newHead.prev;

            me.snakeHead = newHead;



            // clear the old board position

            if ( grid[newHead.row] && grid[newHead.row][newHead.col] ) {

                grid[newHead.row][newHead.col] = 0;

            }



            if (currentDirection !== -1){

                lastMove = currentDirection;

                if (preMove !== -1)  // If the user queued up another move after the current one

                {

                    currentDirection = preMove;  // Execute that move next time (unless overwritten)

                    preMove = -1;

                }

            }

            isFirstMove = true;



            newHead.col = oldHead.col + columnShift[lastMove];

            newHead.row = oldHead.row + rowShift[lastMove];

            newHead.xPos = oldHead.xPos + xPosShift[lastMove];

            newHead.yPos = oldHead.yPos + yPosShift[lastMove];



            if ( !newHead.elmStyle ) {

                newHead.elmStyle = newHead.elm.style;

            }



            newHead.elmStyle.left = newHead.xPos + "px";

            newHead.elmStyle.top = newHead.yPos + "px";



            // check the new spot the snake moved into



            if (grid[newHead.row][newHead.col] === 0) {

                grid[newHead.row][newHead.col] = 1;

                setTimeout(function(){me.go();}, snakeSpeed);

            } else if (grid[newHead.row][newHead.col] > 0) {

                me.handleDeath();

            } else if (grid[newHead.row][newHead.col] === playingBoard.getGridFoodValue()) {

                grid[newHead.row][newHead.col] = 1;

                if (!me.eatFood()) {

                    me.handleWin();

                    return;

                }

                setTimeout(function(){me.go();}, snakeSpeed);

            }

        };



        /**

        * This method is called when it is determined that the snake has eaten some food.

        * @method eatFood

        * @return {bool} Whether a new food was able to spawn (true)

        *   or not (false) after the snake eats food.

        */

        me.eatFood = function() {

            if (blockPool.length <= growthIncr) {

                createBlocks(growthIncr*2);

            }

            var blocks = blockPool.splice(0, growthIncr);



            var ii = blocks.length,

                index,

                prevNode = me.snakeTail;

            while (ii--) {

                index = "b" + me.snakeLength++;

                me.snakeBody[index] = blocks[ii];

                me.snakeBody[index].prev = prevNode;

                me.snakeBody[index].elm.className = me.snakeHead.elm.className.replace(/\bsnake-snakebody-dead\b/,'')

                me.snakeBody[index].elm.className += " snake-snakebody-alive";

                prevNode.next = me.snakeBody[index];

                prevNode = me.snakeBody[index];

            }

            me.snakeTail = me.snakeBody[index];

            me.snakeTail.next = me.snakeHead;

            me.snakeHead.prev = me.snakeTail;



            if (!playingBoard.foodEaten()) {

                return false;

            }



            return true;

        };



        /**

        * This method handles what happens when the snake dies.

        * @method handleDeath

        */

        me.handleDeath = function() {

            handleEndCondition(playingBoard.handleDeath);

        };



        /**

        * This method handles what happens when the snake wins.

        * @method handleDeath

        */

        me.handleWin = function() {

            handleEndCondition(playingBoard.handleWin);

        };



        /**

        * This method sets a flag that lets the snake be alive again.

        * @method rebirth

        */

        me.rebirth = function() {

            isDead = false;

            isFirstMove = true;

            isFirstGameMove = true;

            preMove = -1;

        };



        /**

        * This method reset the snake so it is ready for a new game.

        * @method reset

        */

        me.reset = function() {

            if (isDead === false) {return;}



            var blocks = [],

                curNode = me.snakeHead.next,

                nextNode;

            while (curNode !== me.snakeHead) {

                nextNode = curNode.next;

                curNode.prev = null;

                curNode.next = null;

                blocks.push(curNode);

                curNode = nextNode;

            }

            me.snakeHead.next = me.snakeHead;

            me.snakeHead.prev = me.snakeHead;

            me.snakeTail = me.snakeHead;

            me.snakeLength = 1;



            for (var ii = 0; ii < blocks.length; ii++) {

                blocks[ii].elm.style.left = "-1000px";

                blocks[ii].elm.style.top = "-1000px";

                blocks[ii].elm.className = me.snakeHead.elm.className.replace(/\bsnake-snakebody-dead\b/,'')

                blocks[ii].elm.className += " snake-snakebody-alive";

            }



            blockPool.concat(blocks);

            me.snakeHead.elm.className = me.snakeHead.elm.className.replace(/\bsnake-snakebody-dead\b/,'')

            me.snakeHead.elm.className += " snake-snakebody-alive";

            me.snakeHead.row = config.startRow || 1;

            me.snakeHead.col = config.startCol || 1;

            me.snakeHead.xPos = me.snakeHead.row * playingBoard.getBlockWidth();

            me.snakeHead.yPos = me.snakeHead.col * playingBoard.getBlockHeight();

            me.snakeHead.elm.style.left = me.snakeHead.xPos + "px";

            me.snakeHead.elm.style.top = me.snakeHead.yPos + "px";

        };



        // ---------------------------------------------------------------------

        // Initialize

        // ---------------------------------------------------------------------

        createBlocks(growthIncr*2);

        xPosShift[0] = 0;

        xPosShift[1] = playingBoard.getBlockWidth();

        xPosShift[2] = 0;

        xPosShift[3] = -1 * playingBoard.getBlockWidth();



        yPosShift[0] = -1 * playingBoard.getBlockHeight();

        yPosShift[1] = 0;

        yPosShift[2] = playingBoard.getBlockHeight();

        yPosShift[3] = 0;

    };

})();



/**

* This class manages the food which the snake will eat.

* @class Food

* @constructor

* @namespace SNAKE

* @param {Object} config The configuration object for the class. Contains playingBoard (the SNAKE.Board that this food resides in).

*/



SNAKE.Food = SNAKE.Food || (function() {



    // -------------------------------------------------------------------------

    // Private static variables and methods

    // -------------------------------------------------------------------------



    var instanceNumber = 0;



    function getRandomPosition(x, y){

        return Math.floor(Math.random()*(y+1-x)) + x;

    }



    // -------------------------------------------------------------------------

    // Contructor + public and private definitions

    // -------------------------------------------------------------------------



    /*

        config options:

            playingBoard - the SnakeBoard that this object belongs too.

    */

    return function(config) {



        if (!config||!config.playingBoard) {return;}



        // ----- private variables -----



        var me = this;

        var playingBoard = config.playingBoard;

        var fRow, fColumn;

        var myId = instanceNumber++;



        var elmFood = document.createElement("div");

        elmFood.setAttribute("id", "snake-food-"+myId);

        elmFood.className = "snake-food-block";

        elmFood.style.width = playingBoard.getBlockWidth() + "px";

        elmFood.style.height = playingBoard.getBlockHeight() + "px";

        elmFood.style.left = "-1000px";

        elmFood.style.top = "-1000px";

        playingBoard.getBoardContainer().appendChild(elmFood);



        // ----- public methods -----



        /**

        * @method getFoodElement

        * @return {DOM Element} The div the represents the food.

        */

        me.getFoodElement = function() {

            return elmFood;

        };



        /**

        * Randomly places the food onto an available location on the playing board.

        * @method randomlyPlaceFood

        * @return {bool} Whether a food was able to spawn (true) or not (false).

        */

        me.randomlyPlaceFood = function() {

            // if there exist some food, clear its presence from the board

            if (playingBoard.grid[fRow] && playingBoard.grid[fRow][fColumn] === playingBoard.getGridFoodValue()){

                playingBoard.grid[fRow][fColumn] = 0;

            }



            var row = 0, col = 0, numTries = 0;



            var maxRows = playingBoard.grid.length-1;

            var maxCols = playingBoard.grid[0].length-1;



            while (playingBoard.grid[row][col] !== 0){

                row = getRandomPosition(1, maxRows);

                col = getRandomPosition(1, maxCols);



                // in some cases there may not be any room to put food anywhere

                // instead of freezing, exit out (and return false to indicate

                // that the player beat the game)

                numTries++;

                if (numTries > 20000){

                    return false;

                }

            }



            playingBoard.grid[row][col] = playingBoard.getGridFoodValue();

            fRow = row;

            fColumn = col;

            elmFood.style.top = row * playingBoard.getBlockHeight() + "px";

            elmFood.style.left = col * playingBoard.getBlockWidth() + "px";

            return true;

        };

    };

})();



/**

* This class manages playing board for the game.

* @class Board

* @constructor

* @namespace SNAKE

* @param {Object} config The configuration object for the class. Set fullScreen equal to true if you want the game to take up the full screen, otherwise, set the top, left, width and height parameters.

*/



SNAKE.Board = SNAKE.Board || (function() {



    // -------------------------------------------------------------------------

    // Private static variables and methods

    // -------------------------------------------------------------------------



    var instanceNumber = 0;



    // this function is adapted from the example at http://greengeckodesign.com/blog/2007/07/get-highest-z-index-in-javascript.html

    function getNextHighestZIndex(myObj) {

        var highestIndex = 0,

            currentIndex = 0,

            ii;

        for (ii in myObj) {

            if (myObj[ii].elm.currentStyle){

                currentIndex = parseFloat(myObj[ii].elm.style["z-index"],10);

            }else if(window.getComputedStyle) {

                currentIndex = parseFloat(document.defaultView.getComputedStyle(myObj[ii].elm,null).getPropertyValue("z-index"),10);

            }

            if(!isNaN(currentIndex) && currentIndex > highestIndex){

                highestIndex = currentIndex;

            }

        }

        return(highestIndex+1);

    }



    /*

        This function returns the width of the available screen real estate that we have

    */

    function getClientWidth(){

        var myWidth = 0;

        if( typeof window.innerWidth === "number" ) {

            myWidth = window.innerWidth;//Non-IE

        } else if( document.documentElement && ( document.documentElement.clientWidth || document.documentElement.clientHeight ) ) {

            myWidth = document.documentElement.clientWidth;//IE 6+ in 'standards compliant mode'

        } else if( document.body && ( document.body.clientWidth || document.body.clientHeight ) ) {

            myWidth = document.body.clientWidth;//IE 4 compatible

        }

        return myWidth;

    }

    /*

        This function returns the height of the available screen real estate that we have

    */

    function getClientHeight(){

        var myHeight = 0;

        if( typeof window.innerHeight === "number" ) {

            myHeight = window.innerHeight;//Non-IE

        } else if( document.documentElement && ( document.documentElement.clientWidth || document.documentElement.clientHeight ) ) {

            myHeight = document.documentElement.clientHeight;//IE 6+ in 'standards compliant mode'

        } else if( document.body && ( document.body.clientWidth || document.body.clientHeight ) ) {

            myHeight = document.body.clientHeight;//IE 4 compatible

        }

        return myHeight;

    }



    // -------------------------------------------------------------------------

    // Contructor + public and private definitions

    // -------------------------------------------------------------------------



    return function(inputConfig) {



        // --- private variables ---

        var me = this,

            myId = instanceNumber++,

            config = inputConfig || {},

            MAX_BOARD_COLS = 250,

            MAX_BOARD_ROWS = 250,

            blockWidth = 20,

            blockHeight = 20,

            GRID_FOOD_VALUE = -1, // the value of a spot on the board that represents snake food, MUST BE NEGATIVE

            myFood,

            mySnake,

            boardState = 1, // 0: in active; 1: awaiting game start; 2: playing game

            myKeyListener,

            isPaused = false,//note: both the board and the snake can be paused

            // Board components

            elmContainer, elmPlayingField, elmAboutPanel, elmLengthPanel, elmHighscorePanel, elmWelcome, elmTryAgain, elmWin, elmPauseScreen;



        // --- public variables ---

        me.grid = [];



        // ---------------------------------------------------------------------

        // private functions

        // ---------------------------------------------------------------------



        function createBoardElements() {

            elmPlayingField = document.createElement("div");

            elmPlayingField.setAttribute("id", "playingField");

            elmPlayingField.className = "snake-playing-field";



            SNAKE.addEventListener(elmPlayingField, "click", function() {

                elmContainer.focus();

            }, false);



            elmPauseScreen = document.createElement("div");

            elmPauseScreen.className = "snake-pause-screen";

            elmPauseScreen.innerHTML = "<div style='padding:10px;'>[Paused]<p/>Press [space] to unpause.</div>";



            elmAboutPanel = document.createElement("div");

            elmAboutPanel.className = "snake-panel-component";

            elmAboutPanel.innerHTML = "<a href='http://patorjk.com/blog/software/' class='snake-link'>more patorjk.com apps</a> - <a href='https://github.com/patorjk/JavaScript-Snake' class='snake-link'>source code</a> - <a href='https://www.youtube.com/channel/UCpcCLm9y6CsjHUrCvJHYHUA' class='snake-link'>pat's youtube</a>";



            elmLengthPanel = document.createElement("div");

            elmLengthPanel.className = "snake-panel-component";

            elmLengthPanel.innerHTML = "Length: 1";



            elmHighscorePanel = document.createElement("div");

            elmHighscorePanel.className = "snake-panel-component";

            elmHighscorePanel.innerHTML = "Highscore: " + (localStorage.jsSnakeHighScore || 0);



            elmWelcome = createWelcomeElement();

            elmTryAgain = createTryAgainElement();

            elmWin = createWinElement();



            SNAKE.addEventListener( elmContainer, "keyup", function(evt) {

                if (!evt) var evt = window.event;

                evt.cancelBubble = true;

                if (evt.stopPropagation) {evt.stopPropagation();}

                if (evt.preventDefault) {evt.preventDefault();}

                return false;

            }, false);



            elmContainer.className = "snake-game-container";



            elmPauseScreen.style.zIndex = 10000;

            elmContainer.appendChild(elmPauseScreen);

            elmContainer.appendChild(elmPlayingField);

            elmContainer.appendChild(elmAboutPanel);

            elmContainer.appendChild(elmLengthPanel);

            elmContainer.appendChild(elmHighscorePanel);

            elmContainer.appendChild(elmWelcome);

            elmContainer.appendChild(elmTryAgain);

            elmContainer.appendChild(elmWin);



            mySnake = new SNAKE.Snake({playingBoard:me,startRow:2,startCol:2});

            myFood = new SNAKE.Food({playingBoard: me});



            elmWelcome.style.zIndex = 1000;

        }

        function maxBoardWidth() {

            return MAX_BOARD_COLS * me.getBlockWidth();

        }

        function maxBoardHeight() {

            return MAX_BOARD_ROWS * me.getBlockHeight();

        }



        function createWelcomeElement() {

             var tmpElm = document.createElement("div");

            tmpElm.id = "sbWelcome" + myId;

            tmpElm.className = "snake-welcome-dialog";



            var welcomeTxt = document.createElement("div");

            var fullScreenText = "";

            if (config.fullScreen) {

                fullScreenText = "On Windows, press F11 to play in Full Screen mode.";

            }

            welcomeTxt.innerHTML = "JavaScript Snake<p></p>Use the <strong>arrow keys</strong> on your keyboard to play the game. " + fullScreenText + "<p></p>";

            var welcomeStart = document.createElement("button");

            welcomeStart.appendChild(document.createTextNode("Play Game"));

            var loadGame = function() {

                SNAKE.removeEventListener(window, "keyup", kbShortcut, false);

                tmpElm.style.display = "none";

                me.setBoardState(1);

                me.getBoardContainer().focus();

            };



            var kbShortcut = function(evt) {

                if (!evt) var evt = window.event;

                var keyNum = (evt.which) ? evt.which : evt.keyCode;

                if (keyNum === 32 || keyNum === 13) {

                    loadGame();

                }

            };

            SNAKE.addEventListener(window, "keyup", kbShortcut, false);

            SNAKE.addEventListener(welcomeStart, "click", loadGame, false);



            tmpElm.appendChild(welcomeTxt);

            tmpElm.appendChild(welcomeStart);

            return tmpElm;

        }



        function createGameEndElement(message, elmId, elmClassName) {

            var tmpElm = document.createElement("div");

            tmpElm.id = elmId + myId;

            tmpElm.className = elmClassName;



            var gameEndTxt = document.createElement("div");

            gameEndTxt.innerHTML = "JavaScript Snake<p></p>" + message + "<p></p>";

            var gameEndStart = document.createElement("button");

            gameEndStart.appendChild(document.createTextNode("Play Again?"));



            var reloadGame = function () {

                tmpElm.style.display = "none";

                me.resetBoard();

                me.setBoardState(1);

                me.getBoardContainer().focus();

            };



            var kbGameEndShortcut = function (evt) {

                if (boardState !== 0 || tmpElm.style.display !== "block") { return; }

                if (!evt) var evt = window.event;

                var keyNum = (evt.which) ? evt.which : evt.keyCode;

                if (keyNum === 32 || keyNum === 13) {

                    reloadGame();

                }

            };

            SNAKE.addEventListener(window, "keyup", kbGameEndShortcut, true);



            SNAKE.addEventListener(gameEndStart, "click", reloadGame, false);

            tmpElm.appendChild(gameEndTxt);

            tmpElm.appendChild(gameEndStart);

            return tmpElm;

        }



        function createTryAgainElement() {

            return createGameEndElement("You died :(", "sbTryAgain", "snake-try-again-dialog");

        }



        function createWinElement() {

            return createGameEndElement("You win! :D", "sbWin", "snake-win-dialog");

        }



        function handleEndCondition(elmDialog) {

            var index = Math.max(getNextHighestZIndex(mySnake.snakeBody), getNextHighestZIndex({ tmp: { elm: myFood.getFoodElement() } }));

            elmContainer.removeChild(elmDialog);

            elmContainer.appendChild(elmDialog);

            elmDialog.style.zIndex = index;

            elmDialog.style.display = "block";

            me.setBoardState(0);

        }



        // ---------------------------------------------------------------------

        // public functions

        // ---------------------------------------------------------------------



        me.setPaused = function(val) {

            isPaused = val;

            mySnake.setPaused(val);

            if (isPaused) {

                elmPauseScreen.style.display = "block";

            } else {

                elmPauseScreen.style.display = "none";

            }

        };

        me.getPaused = function() {

            return isPaused;

        };



        /**

        * Resets the playing board for a new game.

        * @method resetBoard

        */

        me.resetBoard = function() {

            SNAKE.removeEventListener(elmContainer, "keydown", myKeyListener, false);

            mySnake.reset();

            elmLengthPanel.innerHTML = "Length: 1";

            me.setupPlayingField();

        };

        /**

        * Gets the current state of the playing board. There are 3 states: 0 - Welcome or Try Again dialog is present. 1 - User has pressed "Start Game" on the Welcome or Try Again dialog but has not pressed an arrow key to move the snake. 2 - The game is in progress and the snake is moving.

        * @method getBoardState

        * @return {Number} The state of the board.

        */

        me.getBoardState = function() {

            return boardState;

        };

        /**

        * Sets the current state of the playing board. There are 3 states: 0 - Welcome or Try Again dialog is present. 1 - User has pressed "Start Game" on the Welcome or Try Again dialog but has not pressed an arrow key to move the snake. 2 - The game is in progress and the snake is moving.

        * @method setBoardState

        * @param {Number} state The state of the board.

        */

        me.setBoardState = function(state) {

            boardState = state;

        };

        /**

        * @method getGridFoodValue

        * @return {Number} A number that represents food on a number representation of the playing board.

        */

        me.getGridFoodValue = function() {

            return GRID_FOOD_VALUE;

        };

        /**

        * @method getPlayingFieldElement

        * @return {DOM Element} The div representing the playing field (this is where the snake can move).

        */

        me.getPlayingFieldElement = function() {

            return elmPlayingField;

        };

        /**

        * @method setBoardContainer

        * @param {DOM Element or String} myContainer Sets the container element for the game.

        */

        me.setBoardContainer = function(myContainer) {

            if (typeof myContainer === "string") {

                myContainer = document.getElementById(myContainer);

            }

            if (myContainer === elmContainer) {return;}

            elmContainer = myContainer;

            elmPlayingField = null;



            me.setupPlayingField();

        };

        /**

        * @method getBoardContainer

        * @return {DOM Element}

        */

        me.getBoardContainer = function() {

            return elmContainer;

        };

        /**

        * @method getBlockWidth

        * @return {Number}

        */

        me.getBlockWidth = function() {

            return blockWidth;

        };

        /**

        * @method getBlockHeight

        * @return {Number}

        */

        me.getBlockHeight = function() {

            return blockHeight;

        };

        /**

        * Sets up the playing field.

        * @method setupPlayingField

        */

        me.setupPlayingField = function () {



            if (!elmPlayingField) {createBoardElements();} // create playing field



            // calculate width of our game container

            var cWidth, cHeight;

            var cTop, cLeft;

            if (config.fullScreen === true) {

                cTop = 0;

                cLeft = 0;

                cWidth = getClientWidth()-20;

                cHeight = getClientHeight()-20;

                

            } else {

                cTop = config.top;

                cLeft = config.left;

                cWidth = config.width;

                cHeight = config.height;

            }



            // define the dimensions of the board and playing field

            var wEdgeSpace = me.getBlockWidth()*2 + (cWidth % me.getBlockWidth());

            var fWidth = Math.min(maxBoardWidth()-wEdgeSpace,cWidth-wEdgeSpace);

            var hEdgeSpace = me.getBlockHeight()*3 + (cHeight % me.getBlockHeight());

            var fHeight = Math.min(maxBoardHeight()-hEdgeSpace,cHeight-hEdgeSpace);



            elmContainer.style.left = cLeft + "px";

            elmContainer.style.top = cTop + "px";

            elmContainer.style.width = cWidth + "px";

            elmContainer.style.height = cHeight + "px";

            elmPlayingField.style.left = me.getBlockWidth() + "px";

            elmPlayingField.style.top  = me.getBlockHeight() + "px";

            elmPlayingField.style.width = fWidth + "px";

            elmPlayingField.style.height = fHeight + "px";



            // the math for this will need to change depending on font size, padding, etc

            // assuming height of 14 (font size) + 8 (padding)

            var bottomPanelHeight = hEdgeSpace - me.getBlockHeight();

            var pLabelTop = me.getBlockHeight() + fHeight + Math.round((bottomPanelHeight - 30)/2) + "px";



            elmAboutPanel.style.top = pLabelTop;

            elmAboutPanel.style.width = "450px";

            elmAboutPanel.style.left = Math.round(cWidth/2) - Math.round(450/2) + "px";



            elmLengthPanel.style.top = pLabelTop;

            elmLengthPanel.style.left = 30 + "px";



            elmHighscorePanel.style.top = pLabelTop;

            elmHighscorePanel.style.left = cWidth - 140 + "px";



            // if width is too narrow, hide the about panel

            if (cWidth < 700) {

                elmAboutPanel.style.display = "none";

            } else {

                elmAboutPanel.style.display = "block";

            }



            me.grid = [];

            var numBoardCols = fWidth / me.getBlockWidth() + 2;

            var numBoardRows = fHeight / me.getBlockHeight() + 2;



            for (var row = 0; row < numBoardRows; row++) {

                me.grid[row] = [];

                for (var col = 0; col < numBoardCols; col++) {

                    if (col === 0 || row === 0 || col === (numBoardCols-1) || row === (numBoardRows-1)) {

                        me.grid[row][col] = 1; // an edge

                    } else {

                        me.grid[row][col] = 0; // empty space

                    }

                }

            }



            myFood.randomlyPlaceFood();



            myKeyListener = function(evt) {

                if (!evt) var evt = window.event;

                var keyNum = (evt.which) ? evt.which : evt.keyCode;



                if (me.getBoardState() === 1) {

                    if ( !(keyNum >= 37 && keyNum <= 40) && !(keyNum === 87 || keyNum === 65 || keyNum === 83 || keyNum === 68)) {return;} // if not an arrow key, leave



                    // This removes the listener added at the #listenerX line

                    SNAKE.removeEventListener(elmContainer, "keydown", myKeyListener, false);



                    myKeyListener = function(evt) {

                        if (!evt) var evt = window.event;

                        var keyNum = (evt.which) ? evt.which : evt.keyCode;



                        //console.log(keyNum);

                        if (keyNum === 32) {

							if(me.getBoardState()!=0)

                                me.setPaused(!me.getPaused());

                        }



                        mySnake.handleArrowKeys(keyNum);



                        evt.cancelBubble = true;

                        if (evt.stopPropagation) {evt.stopPropagation();}

                        if (evt.preventDefault) {evt.preventDefault();}

                        return false;

                    };

                    SNAKE.addEventListener( elmContainer, "keydown", myKeyListener, false);



                    mySnake.rebirth();

                    mySnake.handleArrowKeys(keyNum);

                    me.setBoardState(2); // start the game!

                    mySnake.go();

                }



                evt.cancelBubble = true;

                if (evt.stopPropagation) {evt.stopPropagation();}

                if (evt.preventDefault) {evt.preventDefault();}

                return false;

            };



            // Search for #listenerX to see where this is removed

            SNAKE.addEventListener( elmContainer, "keydown", myKeyListener, false);

        };



        /**

        * This method is called when the snake has eaten some food.

        * @method foodEaten

        * @return {bool} Whether a new food was able to spawn (true)

        *   or not (false) after the snake eats food.

        */

        me.foodEaten = function() {

            elmLengthPanel.innerHTML = "Length: " + mySnake.snakeLength;

            if (mySnake.snakeLength > localStorage.jsSnakeHighScore)

            {

                localStorage.setItem("jsSnakeHighScore", mySnake.snakeLength);

                elmHighscorePanel.innerHTML = "Highscore: " + localStorage.jsSnakeHighScore;

            }

            if (!myFood.randomlyPlaceFood()) {

                return false;

            }

            return true;

        };



        /**

        * This method is called when the snake dies.

        * @method handleDeath

        */

        me.handleDeath = function() {

            handleEndCondition(elmTryAgain);

        };



        /**

        * This method is called when the snake wins.

        * @method handleWin

        */

        me.handleWin = function () {

            handleEndCondition(elmWin);

        };



        // ---------------------------------------------------------------------

        // Initialize

        // ---------------------------------------------------------------------



        config.fullScreen = (typeof config.fullScreen === "undefined") ? false : config.fullScreen;

        config.top = (typeof config.top === "undefined") ? 0 : config.top;

        config.left = (typeof config.left === "undefined") ? 0 : config.left;

        config.width = (typeof config.width === "undefined") ? 400 : config.width;

        config.height = (typeof config.height === "undefined") ? 400 : config.height;



        if (config.fullScreen) {

            SNAKE.addEventListener(window,"resize", function() {

                me.setupPlayingField();

            }, false);

        }



        me.setBoardState(0);



        if (config.boardContainer) {

            me.setBoardContainer(config.boardContainer);

        }



    }; // end return function

})();  








projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/LICENSE

Copyright © Patrick Gillespie, http://patorjk.com



Permission is hereby granted, free of charge, to any person obtaining a copy of this software and associated documentation files (the "Software"), to deal in the Software without restriction, including without limitation the rights to use, copy, modify, merge, publish, distribute, sublicense, and/or sell copies of the Software, and to permit persons to whom the Software is furnished to do so, subject to the following conditions:



The above copyright notice and this permission notice shall be included in all copies or substantial portions of the Software.



THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE.






projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/package.json

{
  "name": "javascript-snake",
  "version": "1.0.0",
  "description": "JavaScript Snake<br/> By Patrick Gillespie<br/> License: MIT<br/> http://patorjk.com/games/snake",
  "main": "index.html",
  "scripts": {
    "start": "parcel index.html --open",
    "build": "parcel build index.html",
    "test": "echo \"Error: no test specified\" && exit 1"
  },
  "repository": {
    "type": "git",
    "url": "git+https://github.com/patorjk/JavaScript-Snake.git"
  },
  "author": "",
  "license": "MIT",
  "bugs": {
    "url": "https://github.com/patorjk/JavaScript-Snake/issues"
  },
  "homepage": "https://github.com/patorjk/JavaScript-Snake#readme",
  "dependencies": {},
  "devDependencies": {
    "parcel-bundler": "^1.6.1"
  }
}







projet/snake/JavaScript-Snake-master/JavaScript-Snake-master/README.md

# JavaScript Snake Game

This is a DOM-based game of Snake that I wrote in JavaScript over a decade ago. It was made to have sort of a nostalgic feel to it.

## Play and Edit the Game Online!

You can now play and edit the game live in codesandbox:

https://codesandbox.io/s/github/patorjk/JavaScript-Snake?file=/index.html

On first load sometimes the game frame will not load correctly and you'll need to press the refresh icon above its display panel to get the game to show. 

Original game is located here:

http://patorjk.com/games/snake


## How to use
The index.html file should give an idea of how to use this code. However, below you can see how to initialize it into any div within a webpage.

    var mySnakeBoard = new SNAKE.Board( {
                                            boardContainer: "game-area",
                                            fullScreen: false,
                                            width: 580,
                                            height:400
                                        });
                                    
The comments within the source code are formatted a little strange because at the time I was playing around with YUI Doc which generates documentation from code. Kind of sucks that there's so much churn in the JavaScript world. However, I'm glad the rest of the code doesn't use any external libraries, as this game still works the same after over a decade.







projet/UML_EA_EMF_Mod_307_exemple_individuel.eap

SELECT t_attribute.Object_ID, t_attribute.Name, t_attribute.Scope, t_attribute.Type
FROM t_object INNER JOIN t_attribute ON t_object.Object_ID = t_attribute.Object_ID
ORDER BY t_attribute.Object_ID, t_attribute.Name;


SELECT t_object.Object_ID AS SourceID, t_object.Name AS SourceName, t_object.Object_Type AS SourceType, t_connector.Connector_Type, Object_1.Object_Type AS DestType, Object_1.Name AS DestName, Object_1.Object_ID AS DestID, t_connector.Connector_ID
FROM t_object INNER JOIN (t_connector INNER JOIN t_object AS Object_1 ON t_connector.End_Object_ID = Object_1.Object_ID) ON t_object.Object_ID = t_connector.Start_Object_ID;


SELECT Object_1.Object_ID AS SourceID, Object_1.Name AS SourceName, Object_1.Object_Type AS SourceType, t_connector.Connector_Type, t_object.Object_Type AS DestType, t_object.Name AS DestName, t_object.Object_ID AS DestID, t_connector.Connector_ID
FROM t_object INNER JOIN (t_connector INNER JOIN t_object AS Object_1 ON t_connector.End_Object_ID = Object_1.Object_ID) ON t_object.Object_ID = t_connector.Start_Object_ID;


SELECT t_connector.Name AS ConName, Object_1.Object_ID AS SourceID, Object_1.Name AS SourceName, Object_1.Object_Type AS SourceType, t_connector.Connector_Type, t_connector.Stereotype, t_object.Object_Type AS DestType, t_object.Name AS DestName, t_object.Object_ID AS DestID, t_connector.Notes
FROM t_object INNER JOIN (t_connector INNER JOIN t_object AS Object_1 ON t_connector.End_Object_ID = Object_1.Object_ID) ON t_object.Object_ID = t_connector.Start_Object_ID;


SELECT t_connector.*, t_diagramobjects.Diagram_ID
FROM (t_diagramobjects INNER JOIN t_connector ON t_diagramobjects.Object_ID = t_connector.Start_Object_ID) INNER JOIN t_diagramobjects AS DiagramObjects_1 ON (t_connector.End_Object_ID = DiagramObjects_1.Object_ID) AND (t_diagramobjects.Diagram_ID = DiagramObjects_1.Diagram_ID)
WHERE (((t_connector.DiagramID)=0 Or (t_connector.DiagramID)=[t_diagramobjects].[Diagram_ID]))
ORDER BY t_connector.SeqNo;


select Name from t_object where Object_Type='Class'
UNION select Datatype as Name from t_primitives;


SELECT t_ecf.ECFID, t_ecf.Description, t_ecf.Weight, t_ecf.Value, t_ecf.Notes, [Weight]*[Value] AS ExValue
FROM t_ecf;


SELECT t_package.Package_ID, t_package.Name AS Package, t_connector.End_Object_ID AS ObjectID, Object_1.Name AS ObjectName, Object_1.Object_Type AS ObjectType, t_connector.Connector_Type AS Connector, t_object.Object_ID AS ImplementedByID, t_object.Name AS ImplementorName, t_object.Object_Type AS ImplementorType, t_objecttypes.DesignObject
FROM (t_objecttypes INNER JOIN t_object ON t_objecttypes.Object_Type = t_object.Object_Type) INNER JOIN ((t_connector INNER JOIN t_object AS Object_1 ON t_connector.End_Object_ID = Object_1.Object_ID) INNER JOIN t_package ON Object_1.Package_ID = t_package.Package_ID) ON t_object.Object_ID = t_connector.Start_Object_ID
WHERE (((t_connector.Connector_Type)="Realisation"))
ORDER BY t_package.Package_ID;


SELECT t_diagram.Diagram_ID, t_method.Object_ID, t_method.Name, t_method.Scope, t_method.Type
FROM (t_diagram INNER JOIN t_object ON t_diagram.Diagram_ID = t_object.Diagram_ID) INNER JOIN t_method ON t_object.Object_ID = t_method.Object_ID
ORDER BY t_method.Object_ID, t_method.Name;


SELECT t_diagramobjects.RectTop, t_diagramobjects.RectLeft, t_diagramobjects.RectRight, t_diagramobjects.RectBottom, t_diagramobjects.Diagram_ID, t_diagramobjects.ObjectStyle, t_object.Object_ID, t_object.Object_Type, t_object.Name, t_object.Alias, t_object.Author, t_object.Version, t_object.Note, t_object.Package_ID, t_object.Stereotype, t_object.NType, t_object.Complexity, t_object.Effort, t_object.Style, t_object.BorderStyle, t_object.Backcolor, t_object.CreatedDate, t_object.ModifiedDate, t_package.Name AS PackageName, t_object.Status, t_diagramobjects.Sequence, t_object.Abstract, t_object.Tagged, t_object.BorderWidth, t_object.Fontcolor, t_object.Bordercolor, t_object.PDATA1, t_object.PDATA2, t_object.PDATA3, t_object.PDATA4, t_object.PDATA5, t_object.GenType, t_object.GenFile, t_object.Header1, t_object.Header2, t_object.Phase, t_object.Scope, t_object.GenOption, t_object.GenLinks, t_object.Classifier, t_object.ea_guid, t_object.RunState, t_object_1.Name AS ClassName, t_object.IsRoot, t_object.IsLeaf, t_object.IsSpec, t_object.IsActive, t_object.StateFlags, t_object.PackageFlags, t_object.Multiplicity
FROM t_package INNER JOIN ((t_object LEFT JOIN t_diagramobjects ON t_object.Object_ID = t_diagramobjects.Object_ID) LEFT JOIN t_object AS t_object_1 ON t_object.Classifier = t_object_1.Object_ID) ON t_package.Package_ID = t_object.Package_ID;


SELECT t_object.Object_ID, t_object.Name, t_object.Object_Type AS Type, t_package.Name AS Package, t_objecttypes.DesignObject
FROM t_package INNER JOIN (t_objecttypes INNER JOIN t_object ON t_objecttypes.Object_Type = t_object.Object_Type) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_objecttypes.DesignObject)=True));


SELECT t_object.Package_ID, t_objecttests.Object_ID, t_objecttests.Test, t_objecttests.TestClass, t_objecttests.TestType, t_objecttests.Notes, t_objecttests.InputData, t_objecttests.AcceptanceCriteria, t_objecttests.Status, t_objecttests.DateRun, t_objecttests.Results, t_objecttests.RunBy, t_objecttests.CheckBy
FROM t_objecttests INNER JOIN t_object ON t_objecttests.Object_ID = t_object.Object_ID;


SELECT Object_1.Name, t_objecttypes.ImageID, t_object.Object_ID, t_package.Package_ID, Object_1.Stereotype, Object_1.Object_Type
FROM ((t_object INNER JOIN t_package ON (t_object.Name = t_package.Name) AND (t_object.Package_ID = t_package.Parent_ID)) INNER JOIN t_object AS Object_1 ON t_package.Package_ID = Object_1.Package_ID) INNER JOIN t_objecttypes ON Object_1.Object_Type = t_objecttypes.Object_Type
WHERE (((t_objecttypes.ImageID)>0));


SELECT t_package.Name AS Package, t_object.Object_ID, t_object.Object_Type, t_object.Diagram_ID, t_object.Name, t_object.Alias, t_object.Author, t_object.Version, t_object.Note, t_object.Package_ID, t_object.Stereotype, t_object.NType, t_object.Complexity, t_object.Effort, t_object.Style, t_object.Backcolor, t_object.BorderStyle, t_object.BorderWidth, t_object.Fontcolor, t_object.Bordercolor, t_object.CreatedDate, t_object.ModifiedDate, t_object.Status, t_object.Abstract, t_object.Tagged, t_object.PDATA1, t_object.PDATA2, t_object.PDATA3, t_object.PDATA4, t_object.PDATA5, t_object.Concurrency, t_object.Visibility, t_object.Persistence, t_object.Cardinality, t_object.GenType, t_object.GenFile, t_object.Header1, t_object.Header2, t_object.Phase
FROM t_package INNER JOIN t_object ON t_package.Package_ID = t_object.Package_ID;


SELECT t_object.Name, t_object.Object_Type AS Type, t_package.Name AS Package, t_connector.End_Object_ID AS ObjectID, t_object.Object_ID AS RealizedByID, t_connector.Connector_Type, t_objecttypes.DesignObject
FROM t_package INNER JOIN ((t_objecttypes INNER JOIN t_object ON t_objecttypes.Object_Type = t_object.Object_Type) INNER JOIN t_connector ON t_object.Object_ID = t_connector.Start_Object_ID) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_connector.Connector_Type)="Realisation"));


SELECT t_object.Name, t_object.Object_Type AS Type, t_package.Name AS Package, t_connector.Start_Object_ID AS ObjectID, t_object.Object_ID AS RealizedByID, t_connector.Connector_Type, t_objecttypes.DesignObject
FROM t_package INNER JOIN ((t_objecttypes INNER JOIN t_object ON t_objecttypes.Object_Type = t_object.Object_Type) INNER JOIN t_connector ON t_object.Object_ID = t_connector.End_Object_ID) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_connector.Connector_Type)="Realisation"));


SELECT t_object.Package_ID, t_objectresource.Object_ID, t_object.Name, t_object.Object_Type, t_objectresource.Resource, t_objectresource.Role, t_objectresource.Time, t_objectresource.Notes, t_objectresource.PercentComplete, t_objectresource.DateStart, t_objectresource.DateEnd
FROM t_objectresource INNER JOIN t_object ON t_objectresource.Object_ID = t_object.Object_ID;


SELECT Sum([Weight]*[Value]) AS ECF
FROM t_ecf;


SELECT Sum([Weight]*[Value]) AS TCF
FROM t_tcf;


SELECT t_tcf.TCFID, t_tcf.Description, t_tcf.Weight, t_tcf.Value, t_tcf.Notes, [Weight]*[Value] AS ExValue
FROM t_tcf;


SELECT t_object.Object_Type, t_object.Name, Val([t_object].[Complexity])*Val([ComplexityWeight]) AS Complexity, t_package.Name, t_package.Package_ID, t_object.Phase
FROM t_package INNER JOIN (t_ocf INNER JOIN t_object ON t_ocf.ObjectType = t_object.Object_Type) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_object.Object_Type)="UseCase" Or (t_object.Object_Type)="Actor"));


SELECT t_object.*, t_objecttypes.Description, t_objecttypes.DesignObject, t_objecttypes.ImageID
FROM t_object INNER JOIN t_objecttypes ON t_object.Object_Type = t_objecttypes.Object_Type
WHERE (((t_objecttypes.ImageID)>0));


PARAMETERS Object Long;
SELECT *
FROM t_attribute
WHERE (((t_attribute.Object_ID)=[Object]))
ORDER BY t_attribute.Pos, t_attribute.Scope, t_attribute.Name;


PARAMETERS Dgm_ID Long, Con_ID Long;
SELECT *
FROM t_diagramlinks
WHERE (((t_diagramlinks.DiagramID)=[Dgm_ID]) AND ((t_diagramlinks.ConnectorID)=[Con_ID]));


PARAMETERS [Object] Long;
SELECT t_diagramobjects.RectTop, t_diagramobjects.RectLeft, t_diagramobjects.RectRight, t_diagramobjects.RectBottom, t_diagramobjects.Diagram_ID, t_diagramobjects.ObjectStyle, t_object.Object_ID, t_object.Object_Type, t_object.Name, t_object.Alias, t_object.Author, t_object.Version, t_object.Note, t_object.Package_ID, t_object.Stereotype, t_object.NType, t_object.Complexity, t_object.Effort, t_object.Style, t_object.BorderStyle, t_object.Backcolor, t_object.CreatedDate, t_object.ModifiedDate, t_package.Name AS PackageName, t_object.Status, t_diagramobjects.Sequence, t_object.Abstract, t_object.Tagged, t_object.BorderWidth, t_object.Fontcolor, t_object.Bordercolor, t_object.PDATA1, t_object.PDATA2, t_object.PDATA3, t_object.PDATA4, t_object.PDATA5, t_object.GenType, t_object.GenFile, t_object.Header1, t_object.Header2, t_object.Phase, t_object.Scope, t_object.GenOption, t_object.GenLinks, t_object.Classifier, t_object.ea_guid, t_object.RunState, t_object_1.Name AS ClassName, t_object.IsRoot, t_Object.IsLeaf, t_Object.IsSpec, t_Object.IsActive, t_object.StateFlags, t_object.PackageFlags, t_object.Multiplicity
FROM t_package INNER JOIN ((t_object LEFT JOIN t_diagramobjects ON t_object.Object_ID = t_diagramobjects.Object_ID) LEFT JOIN t_object AS t_object_1 ON t_object.Classifier = t_object_1.Object_ID) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_object.Object_ID)=[Object]));


PARAMETERS Object Long;
SELECT *
FROM t_operation
WHERE (((t_operation.Object_ID)=[Object]))
ORDER BY t_operation.Pos DESC, t_operation.Scope, t_operation.Name DESC;


PARAMETERS ID Long;
Select * from q_connections where SourceID=[ID]
UNION Select * from q_connections2 where SourceID=[ID];


PARAMETERS ID Long;
SELECT t_object.*
FROM t_object
WHERE (((t_object.Object_ID)=[ID]));


SELECT t_package.Name AS [t_package Name], t_diagram.Name AS [t_diagram Name], t_diagram.Diagram_Type, t_object.Object_Type, t_object.Name, t_object.Note, t_object.Complexity
FROM (t_package INNER JOIN t_object ON t_package.Package_ID = t_object.Package_ID) INNER JOIN t_diagram ON (t_package.Package_ID = t_diagram.Package_ID) AND (t_object.Diagram_ID = t_diagram.Diagram_ID);


SELECT t_object.Name, t_object.Note
FROM Object
WHERE (((t_object.Note)<>"") AND ((t_object.Object_Type)="UseCAse"));


SELECT t_package.Name AS [t_package Name], t_diagram.Name AS [t_diagram Name], t_diagram.Diagram_Type, t_object.Object_Type, t_object.Name, t_object.Note, t_object.Complexity, IIf([Tagged]=0,'No','Yes') AS Tag
FROM t_package INNER JOIN (t_object INNER JOIN t_diagram ON t_object.Diagram_ID = t_diagram.Diagram_ID) ON (t_package.Package_ID = t_diagram.Package_ID) AND (t_package.Package_ID = t_object.Package_ID)
WHERE (((t_object.Object_Type)="Usecase"));


SELECT Object_1.Name, Object_1.Object_Type, t_object.Object_Type, t_object.Name, t_object.Note, Object_1.Object_ID, t_object.Object_ID
FROM t_object, t_object AS Object_1, Connector
WHERE (((Object_1.Object_Type)="Actor") AND ((t_object.Object_Type)="Usecase") AND ((Object_1.Object_ID)=[Start_Object_ID]) AND ((t_object.Object_ID)=[End_Object_ID]));


SELECT t_package.Package_ID, t_package.Name AS Package, Object_1.Object_ID AS ObjectID, Object_1.Name AS ObjectName, Object_1.Object_Type AS ObjectType, "" AS Connector, "" AS ImplementedByID, "" AS ImplementorName, "" AS ImplementorType, t_objecttypes.DesignObject
FROM t_package INNER JOIN ((t_implement INNER JOIN (t_objecttypes INNER JOIN t_object AS Object_1 ON t_objecttypes.Object_Type = Object_1.Object_Type) ON t_implement.Type = Object_1.Object_Type) LEFT JOIN q_implements ON Object_1.Object_ID = q_implements.ObjectID) ON t_package.Package_ID = Object_1.Package_ID
WHERE (((q_implements.Package_ID) Is Null) AND ((Object_1.Abstract) Is Null Or (Object_1.Abstract)="0"))
ORDER BY t_package.Package_ID;


SELECT t_package.Name AS Package, t_object.Object_ID, t_object.Object_Type, t_object.Name, t_object.Note, t_object.Stereotype
FROM t_package INNER JOIN (t_object LEFT JOIN t_diagramobjects ON t_object.Object_ID = t_diagramobjects.Object_ID) ON t_package.Package_ID = t_object.Package_ID
WHERE (((t_diagramobjects.Object_ID) Is Null));
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