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const SIZE = 50;

const WIDTH = 10;

const GAME_CANVAS = document.getElementById(''game");
let game_context = GAME_CANVAS.getContext("2d");

let GAME_INTERVAL null;

Tet mouselistener = function(event) {
Tet x = Math.floor(event.pagex/WIDTH) - 1;
Tet y = Math.floor(event.pageY/WIDTH) - 1;
GAME.cells[x][y] = +!GAME.cells[x][y];
draw_cells(Q);

let game = function() {
GAME_CANVAS .width = WIDTH * SIZE;
GAME_CANVAS .height = WIDTH * SIZE;
this.cells = generate_cells();
update();

GAME_CANVAS . addEventListener("mousedown", mouselistener,
false);
B

let generate_cells = function() {
retval = new Array(SIZE);
for (let i = 0; i < retval.length; i++) {
retval[i] = new Array(SIZE);
for (let j = 0; j < retval[i].length; j++) {
retval[i][j] = O;

}

return retval;
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let draw_cells = function() {
for (let i = 0; i < SIZE; i++) {
for (let j = 0; j < SIZE; j++) {
if (GAME.cells[i][j])
game_context.fil1Rect (i *WIDTH+1, j*WIDTH+1, WIDTH-
2, WIDTH-2);
else
game_context.clearRect(i*WIDTH+1, j*WIDTH+1,
WIDTH-2, WIDTH-2);
}
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let count_neighbors = function(x, y) {
let counter = 0;
for (Tlet i = x - 1; 1 <=x + 1; i++) {
for (let j =y -1; j <=y+ 1; j++) {
if (1 <0 || i>8SIzE-1 || j <O || j>sSIzE -1 || (i
==X & j ==y))
continue;
if (GAME.cells[i][j])
counter += 1;



55 return counter;

56  };

57

58 et update = function() {

59 game_context.clearRect(0, 0, SIZE*WIDTH, SIZE*WIDTH);

60 for (let i = 0; 1 <= SIZE; i++) {

61 game_context.beginPath();

62 // horizontal

63 game_context.moveTo(0, i*WIDTH);

64 game_context.1ineTo(SIZE*WIDTH, i*WIDTH);

65 // vertical

66 game_context.moveTo(i*WIDTH, 0);

67 game_context.lineTo(i*WIDTH, SIZE*WIDTH);

68 game_context.stroke();

69 }

70

71 // the first update

72 if (typeof(GAME) == "undefined")

73 return;

74

75 draw_cel1s(Q;

76

77 // core logic

78 Tet new_cells = JSON.parse(JSON.stringify(GAME.cells)); //deep
copy

79 for (Tet i = 0; i < SIZE; i++) {

80 for (let j = 0; j < SIZE; j++) {

81 new_cells[i][j] = O;

82 Tet cell = GAME.cells[i]1[j];

83 Tet nearby = count_neighbors(i, j);

84 if(nearby == || nearby == 3) {

85 if (cell || nearby == 3)

86 new_cells[i][j] = 1;

87 }

88

89 }

90 }

91 GAME.cells = new_cells;

92 | };

93

94 et start = function() {

95 // update per 500 ms

96 GAME_INTERVAL = setInterval(update, 500);

97 | };

98 /:’:

99 Tet stop = function() {

100 console.log("stop");

101 clearInterval (GAME_INTERVAL);

102 | };

103 | */

104 Tet fucking_stop = function() {

105 console.log("fucking_stop");

106 clearInterval (GAME_INTERVAL);

107 | };

108

109 et step = function() {

110 console.log("step");

111 update();
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GAME = new game();

<!DOCTYPE html>

<html lang = "en">

<head>
<meta charset = "UTF-8">
<title>Title</title>

</head>

<body>
<canvas id = "game"></canvas><br>
<button onclick="start()">JFth</button>
<button onclick="fucking_stop()">%1k</button>
<button onclick="step()">*i</button>

</body>
<script src = "game.js"></script>
</html1>
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