


<canvas Id="surface"></canvas>

var surface = document.getElementByld("surface");

surface.width = 640;
surface.height = 480;

ctx = surface.getContext("2d");

ctx.coolShit();
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ctx.fillStyle = "#78e752";
ctx.arc(x, y, radius, start_angle, end_angle, anticlockwise);
ctx.fill();

ctx.fillStyle = "#afc986";
ctx.fillRect(x, y, w, h);




ctx.save();
ctx.translate(320, 240);
ctx.arc(0, 0, 125, 0, Math.PI * 2, false);
ctx.fill();

ctx.restore();

ctx.fillStyle = "#afck
ctx.fillRect(x, y, w, h);




ctx.rotate(angle_x, angle_y);




var sprite = document.getElementByld("sprite"); i

E

ctx.drawlmage(sprite, X, y);




var imageData = ctx.createlmageData(w, h);
imageData.data[i++] = r;
ImageData.data[i++] = g;
ImageData.data[i++] = b;
iImageData.data[i++] = a;
ctx.putlmageData(imageData, X, y);
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