JavaScript Projects

There are numerous JavaScript Programs which you can develop algorithms for and implement. Here is a small selection for you to try.

1. Make a multiple choice questionnaire to test student’s knowledge of JavaScript. Output details and comments for various scores that the user obtains.

2.  a) Build a simple calculator using only one textbox and a button.

b) Further develop the calculator to include buttons for all digits and operators.

c) Add a guessing textbox for the calculator you have made. If your guess of the answer is correct then have a friendly graphic appear, and have the program make a pleasant sound – you could use a windows sound if desired. If the answer is not correct then tell the user to try again.

3. a) Make a slide show program that shows a sequence of different graphics every two or three seconds, for example, portrait photos. 

b) Can you make it loop indefinitely? What happens?  

c) Extend the program so that a new window opens to show landscape photos.

d) Extend the program to randomise the order in which the pictures are shown.

4. Make a true/false JavaScript test to test student’s knowledge on computer hardware devices, or the Systems Development LifeCycle. Output details and comments for various scores that the user obtains.

5. a) Build a simple card drawing game which randomly selects a card or “cuts the deck”. Show a graphic to indicate which card has been drawn. You can make 13 separate .gif images in Paint Shop Pro to represent the 13 type of cards. (Don’t worry about the suits at this stage. 

b) Add another graphic to the card game to represent you cutting the card deck versus the computer.

c) Add two sound files to the program to indicate whether you have won or lost.

d) Add a “celebration” graphic” to appear when you have won and a sad smiley if you have lost.

e) Add a feature to the program to keep score of the number of times the computer and yourself have won.

6. a) Develop a dice game with two dice “rolling” in the same way as the card game works. You will need six graphics to represent the dice sides. 

b) Add a feature to the program to show the side of the dice “tumbling” randomly before the final image appears.

7. Build a program to represent a bank AutoTeller. Make sure that you can deposit money, withdraw money and access your account balance. Use buttons to enter the numbers. Make sure your program outputs a written record of the notes it gives out. The teller only gives out $20 and $50 notes. You will need validation and error detection for incorrect withdrawal amounts, unrecognised characters and negative numbers. Make the user enter a PIN number to access their account eg: 1234.
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