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This initial assignment is meant to get you into a development groove with 2D canvas graphics. 

Outcomes	

This assignment will affect your proficiency mea-
sures for outcomes 1a and 4a–4f. 

Not for Submission	

Don’t limit your canvas exposure solely to the 
functions/properties that you specifically use in 
your drawings—spend some “big picture” time 
with the MDN canvas tutorial and reference pages 
(links available at the course website) so that you 
get a feel for the full scope of  this environment’s 
capabilities. You might be pleasantly surprised by 
how much you can do. 

!

For Submission	

Get your hands dirty with canvas: Write at least 
three (3) canvas functions that draw three dis-
tinct…anything.  They can be objects, characters, 
vehicles, buildings, whatever you like. We say “at 
least” because, really, the more you do, the better 
you’ll get, and we don’t want to artificially limit 
your practice time (or your creativity). 
There is one constraint: Your functions’ drawing 
commands should be based on a separate model object.  
That is, your functions should reference some ob-
ject within scope, which determines how some-
thing gets drawn.  For example, if  you decide to 
draw a cartoon character, you can supply an object 
with a property that states whether that character’s 
eyes are open or closed.  Or, you might draw a box 
with a hinged lid, and its object might state how 
open, in degrees, the lid should be. 
Bear with the madness; you’ll see where this is go-
ing in future assignments. 
To keep things standard, commit your work under 
homework/sprites (hint hint) as separate HTML and 
JavaScript files named after each function (e.g., li-
on.html and lion.js, car.html and car.js, etc.).  In addi-
tion to the drawing function itself, expect to also 
have a few additional lines that will set things up 
and actually call the function (one or more times, if  
you like).  But make sure that the actual drawing 
stays self-contained within the function itself. 
Standard control structures like loops and condi-
tionals may be of  help; don’t feel limited to just 
canvas functions and properties.  We are assuming 
that you can figure these out in JavaScript on your 
own, but if  you’re really stuck feel free to ask. 
Feel free to pick and choose whatever canvas ca-
pabilities are available to you. The MDN canvas 
website is most certainly your friend here. 
Finally, remember that “committing” doesn’t just 
mean “submitting,” but progressively saving what 
you do so that you can recover prior code as need-
ed!  And, don’t forget those commit messages!


