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What is JavaScript

JavaScript is an object based language.  JavaScript is usually used as a client side scripting language, however it can be used for server side programming too.  It is mainly used to give interactivity to static webpages, embedded in HTML.

Object-oriented units of data are viewed as active “objects” rather than passive units.  Procedures usually exist that perform operations on the object.  ie an object list may have some procedures that delete an entry, sort the entries or add a new entry.

JavaScript is an interpreted language. Evaluated line-by-line as it is run, not compiled.

JavaScript is half of DHTML (Dynamic HTML) the other half being cascading style sheets.

Your first example of embedded JavaScript in HTML…

<html>

   <script language=”JavaScript”>

      document.write(“<p>Hello world”);

   </script>

</html>
Steps to run this code…

1. Open Notepad and type it up

2. Save the document to your local hard drive as hello.html

3. Open a browser

4. Click File->Open and select your hello.html document

5. Fingers crossed you see a result

Document is an object. Document.write() is using an in built method/function/procedure/subroutine of the object document.

To embed JavaScript in a HTML document you must place the code between the <script></script> tags.  You can have many script tags in a document so long as they are placed between the <head></head> tags or between the <body></body> tags somewhere.

JavaScript vs Java vs Jscript 

Jscript is the Microsoft equivalent of Javascript, though JavaScript is more widespread in its usage.  

Java is a robust programming language that is much more time consuming to learn than JavaScript.  It is a compiled, not interpreted language which means that prior to use it is converted into a machine-like language.  Java can run as a stand alone application or as an applet in a browser.  It is built to be platform independent, ie. can run in any operating system.  All this means that Java programs can be quite big.

Basic Programming Constructs

Variable 

A variable is a piece of data stored in the computers memory that can be altered by programs.  There are different data types that can be stored in a variable such as string, float, integer, Boolean.

There are local and global variables.  This called variable scope. A local variable is one created for use only inside the program/function it was created in.  Another program will not be able to refer to this variable.  A global variable is one that is created in the main program so that all smaller functions/methods/subroutines can refer to it.

eg. 
var pig = “pink”;

    
function colourPig()


{


   var tiger = “striped”;


}


colourPig()

Pig is a global variable and tiger is a local variable.

Each programming language has different letters, numbers and stuff that can be used in naming a variable.  In JavaScript a variable name must start with a number or a letter. There are also reserved words that cannot be used as names of variables such as function, if, while, for… because they have special purposes within the language.  If you don’t have a list of reserved words and you have some Javascript that won’t run, change the names of the variables and see if that helps.

Function/Subroutine/Method/Procedure 

Is a small program within a larger program.  A function is used to perform a small task.  With an event driven language like JavaScript, a function is called by the event when it is fired.  Functions can be built in…


window.prompt(“how are you today?”);

This demonstrates the use of an inbuilt function called prompt()

We can make our own functions by using the function statement

function functionName (parameters/arguments)

{

   body of code to be executed

}

eg.

function textBigger()

{


mytext.style.fontSize="20";


mytext.style.color="red";

}

Semicolon denotes the end of a statement.  Curly brace denotes the start and end of the body of code to be executed.

Events

<input type=”button” value=”Do not click here!” onClick=”button_pressed()”>

Button has an associated onClick event. An event is something that happens within the browser.  JavaScript is largely event driven.  There are many events fired by a browser.  To call a function when an event is fired, an event must be registered with the object, such as the event “onClick” is registered to the button.  The onClick event listens for the event fired by a mouse button clicking on the button then calls the associated function “button_pressed”.

Some of the other events are onLoad, onSubmit, onChange, onMouseOver, onMouseOut, onFocus.
Parameter/Argument

A parameter or an argument is a piece of data that is passed to a function when it is called.  

eg. <input type=”button” value=”click me” onClick=”callFunction(parameterName)”>
Then the function creates a handler for it, called data1

eg.  <script language=”Javascript”>


function callFunction(data1)


{



return data1;


}


</script>

When the parameter is used within the callFunction function it is referred to by the handler specified in the () round brackets.

Return gives back to the calling program the value of the variable specified.

Note that in these examples I could have called callFunction, data1 and parameterName something else since they are the names of variables and the function.
Control structures

A program runs from top to bottom.  A programmer may not want to execute all the lines of code, she/he may only want to run sections under certain conditions or run some sections of the code many times.  Control structures are used to control the flow of the program.

If then else

If certain conditions are met then some code is executed.  If the conditions are not met then the else code is executed.

eg. 

<script language=”javascript”>

function sayHello(nameInput)

{

   if(nameInput==”rachelle”)

   {

       alert(“It’s about time you visited your own website”);

   }

   else

   {

       alert(“hello stranger”);

   }

</script>

So, if the variable, nameInput, is equal to the value of “rachelle” then an alert box will pop up saying “It’s about time you visited your own web site”.  For all other conditions, that is, when nameInput is equal to any other value, including nothing then the else code will execute, popping up an alert box saying “hello stranger”

Iteration (ie Looping)

Sometimes a programmer wants to execute some code many times until a certain condition is met, or a set number of times.  A great way of illustrating looping is to ask students to write a recipe for baking a cake.  You can talk about repeating the action of stirring the mixture until all the lumps are gone.  This illustrates a while loop as below.  You can also talk about stirring for a number of minutes which can illustrate a for loop as below.

eg.  
















The first condition illustrates an if statement. The second condition illustrates a while loop.  This could be written in pseudocode as…


start


if(ingredients are in cupboard) 
then go buy ingredients







else mix ingredients


stir ingredients


while (lumps in mixture)



do (stir mixture)

  
put in tin and cook


end

The while loop is useful if you want to execute a piece of code many times, but you don’t know how many times.  Sometimes you would like to loop a set number of times and this is what the for loop is useful for.  Here is the above algorithm rewritten with a for loop.


start


if(ingredients are in cupboard) 
then go buy ingredients







else mix ingredients


stir ingredients


for(variable stirNum equals 0; while stirNum less than 10; stirNum plus 1)



do (stir mixture)

  
put in tin and cook


end

The difference between using a for loop and a while loop is that in this version the cake is stirred 10 times and then cooked, even if it has lumps in it still.  Also, a variable called count is used to keep track of the number of iterations.

The different parts to a for loop are broken down like this…



for    ( variable=0;   variable>-10 ;  variable=variable-1)

Different loops can produce the same output

Here is some code that has the same output but written in a for loop and a while loop

for(count=0; count<10; count++)

{


document.write(count);

}

count=0;

while(count!= 8)

{


document.write(count);


count++;

  }

Note:  count < 10 
means 
count less than 10

count ++
means
count = count +1


count != 8
means
count not equal to 8

Comparision vrs Assignment

if(x==”fred”)

{

}

The double equal signs means that the value of the variable x is being compared to the literal string of “fred”.  If the comparison returns the value of true then the code between the curly braces is executed.  If the comparison returns the value of false then the following code in the curly braces is ignored.

x=fred;
The single equals sign assigns the value of fred to the variable x.

The number of equals signs is of great importance.

Identifiers

Names for variables and functions should be as unique and meaningful as possible.  Avoid x or b54.  They must start with a letter or an underscore and may contain letters and numbers.

So a good name for a variable that holds data that the user inputted could be userInput or userdata.

valid – harry54 _jhg HarryRulz

invalid – hello! 543fred

Declarations

var elephant;

The var statement allows you to declare, or tell the computer to make a new variable called elephant.  In some programming languages it is necessary to declare every variable you use in this way, however JavaScript is mush more forgiving and functions quite well without them, hence I don’t tend to use them.  

Initialisation

var p = 0;
Initialisation is giving an initial value to a variable.  You can declare a variable and initialise it to a value at the same time, as in p=0.

Data Types

It is said that variables in JavaScript are untyped, that is, that you can assign a number and later a letter, which is great so you don’t have to worry about this stuff too much. The sorts of data stored in variables are numbers, words, arrays, Boolean.

String – probably the most used common data type.  It holds words, letters and numbers 

Integer – a whole number, boolean

Floating point – a number with a decimal point

Boolean – true or false

Literal Strings

Variables can hold certain types of data that can be changed.  Literal strings are fixed and don’t change.  In the example below, for concatenation, “hello “ is a literal string, which means the program will not think that this is the name of a variable because it is in quotation marks.  It is interpreted literally so that what is in the quotation marks is what it will be.  Any word written outside of quotation marks means it is a reserved word or is the name of a variable or function.
Concatenation

Joining two strings together.  Refer to example called “numberInputConcat.html”

eg. 
function sayHello(name)


{


   document.write(“hello ” + name);


}

The “+” plus sign is used to concatenate two strings together.  The “+” sign is also used as an addition operator when both variables were initialised as numbers.  When two variables are added together and both hold numbers that were initialised as a word they are concatenated, not added.

eg.  string1 + string2 = answer

If string1 equals 4 and string2 equals 3 then the answer would be 43. How odd!

Operators

Operators do things to variables or literals.  There are four kinds of operators

Maths: 
+  -  *   /   %(modulus)   +=   -=   *=   /=   ++   --


(a=a+2 equivalent to a+=2)

Comparison: ==   !=   >   <  >=  <=

Logical: 
&&(and)   ||(or)   !(not)

String: 

+ (concatenation)

Post-increment: b=a++ sets b equal to a then increments a

Pre-increment: B=++a increments a then sets b equal to the new value of a

Debugging

Steps to take to debug programs

1. Check spelling, particularly to variable and function names, ensuring that cases are used consistently

2. Check spelling of all HTML and reserved words

3. Ensure that all brackets have matching opening and closing brackets.  I find this easier to do if you have indented your code properly.  Notice how the code below is set out so that you can clearly see the opening and closing brackets.

4. Ensure that quotation marks are properly used around literals and values that are being assigned to attributes

5. Check that end of statements in Javascript finish with a semicolon

6. Ensure that the HTML element tags match, ie opening and closing <html></html> tags

7. Try changing the names of variables to make sure you didn’t use any reserved words.

8. If there are sections of code that you don’t think are running add some alert boxes that pop up each time the code reaches a certain section.  You can even have the alert box report the value of a variable and track the variable throughout the program

Run Time

Programmers need to verify to the client that the programs runs as required in the desired environment.  Once students have uploaded their web site to the external server, for example, angelfire or geocities, then they need to do sceen dumps of each screen and place these images in a word document describing what is happening in each screen and how/why it meets/doesn’t meet the criteria.  This is the way I have students create the documentation.

eg.

	[image: image1.jpg]e




	This document on JavaScript is in the process of being created
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	As per the briefing for the documentation I am creating an image for the booklet.


Document Object Model

The DOM specifies how a scripting language (like JavaScript) can access and manipulate the detailed structure of an HTML document.  For a long while, up until IE 4 and Netscape 4 the browsers interpreted web pages differently, and still do today.  The DOM was created by the W3C to bring some standardization to browsers.  The DOM is still not supported in the same way with both browsers.  It is imperative that as a web designer you test every page in at least IE and Netscape.

Objects

An object is a thing that has properties(variables) and functions.  Properties are values associated with that object and functions are things that the object can do.  For example, if you have a “chair” object, it might have a property of colour that could be set to a range of different values.  When the chair object is initialised (started up) it may have a default value registered for the colour.  So, the colour may be set to red and will always be red unless told otherwise.  There may also be built in functions that allow you to perform tasks on the chair such as stack the chair or move the chair.  There may be a task that does not have a pre-fab function so you might need to create one of your own.

Windows have functions that perform tasks such as window.prompt(“what is your name?”);  This will pop up a dialog box asking a question of the user.
Every window has a document property.   document.write(“hello. how are you?”);

The Model








Referrring to Objects

We can refer to an object uniquely.  We start with the parent object and work down. eg document.image.src (you can leave off the window part b/c that is assumed)

If we have an image <img name=”greatPic” src=”myDog.jpg”>

Then we can access it through

document.greatPic

The source .jpg file is stored at 

document.greatPic.src

Events

As the user interacts with the objects in the browser they create events.  Events are triggered when say, the mouse rolls over an object or the browser is loading a document.  Some of the most used events are…

onMouseOver

onMouseOut

onClick

onSubmit

onLoad

An example…

<html>

<script language=”JavaScript”>


function hClicked()


{



alert("You clicked my heading");


}

</script>

<h1 onclick="hClicked()">Some Interactive Javascript examples. Click me!</h1>

</html>

The onClick event that is registered to the heading calls the hClicked() function.

DTDs – Document Type Definitions

HTML, JavaScript and CSS are all languages that have certain syntax and semantics that can create problems when you use it.  The way web browsers work varies enormously.  Valid HTML has a much better When creating a web page it is important to validate them proof reading, testing in different browsers and you can use a validation service on the web.  They compare the HTML with the given DTD. A DTD specifies how elements should be interpreted by the browser.  When using XML the DTD is where you define the tags that you have created.  There are different levels of DTDs that can be used depending on your need as a designer.  eg.  Strict picks up far more errors than does transitional or loose.  If catering for older browsers a DTD using HTML 2.0 may be more appropriate than HTML 4.0.

W3C provides a validating service at http://validator.w3.org/
CSS validation can be found at http://jigsaw.w3.org/css-validator/

<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN">

To illustrate the difference between different DTDs have students validate using one DTD then validate again using a different one.  They can see that some are more strict than others.

URLs

URLs are to 

· link to another document or resource

· link to an external style sheet or script

· include an image, object, applet in a page

· create an image map

· submit a form

· create a frame document

· refer to metadata info

URLs typically contain three pieces.

1. name or owner of site

2. type of domain. eg .com, .net, .biz

3. the country code, though USA doesn’t normally have one.

eg. http://www.styleline.com.au/contactus.html
Other protocols can be used such as 

For feedback please write to <a href=”mailto:rmclean@haileybury.vic.edu.au”>me</a> 

These parts of the URL are heirarchicial eg.





Internal links

If you would like to create a link to another place within a document you need to use the name anchor

eg.

 <p><a name=”bottomLink”>This is at the bottom of the page</a></p>

At the top of the page you can create a link to this anchor…

<p>Go to the <a href=”thisPage.html#bottomLink”>bottom</a> of the page</p>

META data

The <META> element is used to store metadata about a document such as a description of it’s contents and keywords used for indexing with Search Engines.

eg.  

<head>

<title> My Home page by Rachelle McLean</title>

<meta name=”author” content=”Rachelle McLean”>

<meta name=”description” content=”Rachelle McLean is a Multimedia teacher at Haileybury.”>

<meta name=”keywords” content=”Rachelle McLean, image, artwork, animation, text, font, file, type, colour”>

</head>
META tags can redirect users to different locations

<meta http-eqiv=refresh content=”5”; url=http://www.cartoonnetwork.com”>

5 seconds after loading this page the browser will automatically go to cartoonnetwork.com.

Meta tags can be misused by porn sites.  Can you think of a way they could use meta tags to attract search engines to list their sites?

Cascading Style Sheets

I don’t have time or space to do justice to this large topic but I wanted to mention them as they are the other half of DHTML.  

When HTML was introduced it was for presenting basic documents but didn’t take much notice of design.  As such, HTML as proven inadequate for web designers, hence the introduction of CSS.  Please look at the w3c site on CSS.

In the early days, desperate web designers came up with some great ideas to help layout their pages using HTML.  These included using proprietary HTML extensions, (HTML that hasn’t been cleared by the w3c, such as <marque></marque>, converting text into images, using images for white space control, using tables for page layout and writing it in a programming language.  These techniques were not always effective.

HTML presentation tags were introduced to combat this however the downside to HTML presentation is that the document is riddled with HTML, such as <font></font> tags needing to be inserted every time there is a change of font required.

“As CSS was introduced, these presentation tags were phased out.  By using CSS we can

· Separate presentation from stucture

· Match presentation to the delivery medium

· Control site-wide document look and feel

· Change presentation without changing content

· customize presentation for the recipient

· Avoid proprietary HTML extensions

· Avoid converting text into images

· Avoid using tables for layout “   

 - Liu and Fuller “CS842 Web Page Construction” RMIT

DIV, SPAN, CLASS and ID are important tags for specifying particular parts of the text to be treated in a particular way.  Refer to the example FontSizeChange.html for an example of DIV and ID.  

<DIV> element is used to mark logical breaks within a document

<SPAN> element is used to mark small parts in text

<ID> attribute is used to identify unique elements within a document

<CLASS> attribute is used to mark areas within a document that are all part of a particular group.

There are rules of inheritance and weight that govern the way pages are laid out and which rules take precedence.  Rules are thought to cascade from one to the other, gracefully.    Such as by default rules in an author’s style sheet override those in a user’s style sheet.

There are three ways to add style to HTML

1. Use the <LINK…> tag in your document’s <HEAD>, which effectively links the specified CSS from the given URL into your document

eg. <html>



<head>



<link rel=”stylesheet” href=”webpageStyle.css” type=”text/css”>


</html>

2. Add the CSS explicitly using <STYLE> element in the document’s <HEAD>

eg.  <HTML>



<HEAD>




<STYLE type=”text/css”>





H1 { color: blue }




</STYLE>



</HEAD>

3. Added directly to a HTML element

eg. 

  <p>How are you today?  I am 


<span style=”font-size: xx-large; font-weight: bold; color: red;”>


great!


</span>

By far the best option for adding style is through a linked style sheet as it places the style all in one spot where one change can alter the presentation on every page in a document.  What power!  The last two options progressively get back to the previously used HTML presentation tags that we are trying to avoid using with CSS.

CSS can be used to specify fonts, colours, margins, borders and many other things.  Please refer to the w3c recommendations for details.
Appendix 1 - Some Code

Numbers.html

This code prompts for a number and places the given number in the answer box

<html>

   <head>

      <title>numbers example</title>

      <script language="JavaScript">

      function assignNumber(givenValue)

      {

         document.numbers.whatIsInput.value = givenValue;

      }

      </script>

   </head>

   <body>

   <form name="numbers">

   <p>Select a number:</p><input type="text" name="userInput" size=3>

   <p>Your number was:</p><input type="text" name="whatIsInput" size=3>

   <input type=button name="submitButton" value="Click me" onclick="assignNumber(document.numbers.userInput.value)">

   </form>

   </body>

</html>

Some ideas for extending the functionality of this program and your students scripting skills are…

1. Add a reset button, using type=”reset”
2. Add an extra textbox for the user to add a second value that can be added to the first
3. Add a plus, minus, multiply and divide button
Welcome.html

<html>

   <head>

      <title>Javascript Dialogue Box Example

      </title>

   </head>

   <body>

   <script language="JavaScript">

   answer=(confirm("Would you like to enter my special web site?"))

if (answer==true)

{

   alert("Welcome to my my web site");

}

if (answer==false)

{

   document.write("thanks for stopping by");

}

</script>

</body>

</html>

SizeOfNumbers.html

<html>

   <head>

      <title>numbers example</title>

   </head>

   <script language="JavaScript">

      function assignNumber(givenValue)

      {

         if(givenValue<50)

         {

            alert("that is a small number");

         }

         else if(givenValue<100)

         {

            alert("that number is a bit bigger");

         }

         else

         {

            alert("your number was bigger than 100");

         }

         document.numbers.whatIsInput.value = givenValue;

      }

   </script>

   <body>

   <form name="numbers">

   <p>Select a number:</p><input type="text" name="userInput" size=3>

   <p>Your number was:</p><input type="text" name="whatIsInput" size=3>

   <input type=button name="submitButton" value="Click me" onclick="assignNumber(document.numbers.userInput.value)">

   </form>

   </body>

</html>

FontSizeChange.html

<html>

<script language="JavaScript">

function textBigger()

{


mytext.style.fontSize="20";


mytext.style.color="red";

}

function textSmaller()

{


mytext.style.fontSize="12";


mytext.style.color="blue";

}

</script>

<body>

      <DIV id="mytext" onmouseover="textBigger()" style="FONT-SIZE: 12px; COLOR: blue; FONT-FAMILY: sans-serif" 

      onmouseout=textSmaller()>

          Dynamic font size change!

      </DIV>

</body>

</html>

NumberInputConcat.html

<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN">

<HTML>

   <HEAD>

      <TITLE>numbers example</TITLE>

      <SCRIPT language=JavaScript>

   
    var givenValue=0;

         var secondValue=0;

   
    var answer=0;

         function assignNumber(givenValue, secondvalue)

         {

            answer= givenValue + secondvalue;

         
  document.numbers.whatIsInput.value = answer;

         }

         function clearbox()

         {

            document.numbers.whatIsInput.value = "";

            document.numbers.userInput.value="";

         }

      </SCRIPT>

   </HEAD>

<BODY>

<FORM name=numbers>

<P>Select a number:<INPUT size=3 name=userInput> 

<P>Another number to add:<INPUT size=3 name=secondInput> 

<P>Their sum is:<INPUT size=3 name=whatIsInput> 

<P><INPUT onclick="assignNumber(document.numbers.userInput.value, document.numbers.secondInput.value)" type=button value="Add numbers" name=submitButton> 

<INPUT onclick=clearbox() type=button value=Clear name=clearButton> 

</FORM>

</P>

</BODY>

</HTML>

A more complicated example

I made a JavaScript maths game for my 7 year old son who was interested in it for about 5 minutes.  Here’s the code.  A working example can be found at  

http://home.iprimus.com.au/artnshell/itresources/mathsJscript.html
<html>

<head>


<title>Javascript Maths Game by Rachelle McLean


</title>

<script language="javascript">


function numChange(num, operator)


{



if (operator == "0")



{




num--;




document.numbers.number.value = num;



}



if (operator == "1")



{




num++;




document.numbers.number.value = num;



} 


}


function hClicked()


{



alert("You clicked my heading");


}


function randomNum()


{



return (Math.round(Math.random() *100));


}


function divideNum(randNum1)


{



var randNum2= (randomNum()%16);



while (randNum1 % randNum2 != 0)



{




var randNum2= (randomNum()%16);



}



return randNum2;


}


function makeQuestion()


{



var randNum1 = randomNum();



document.maths.firstNum.value = randNum1;



var randNum = (randomNum() %4)



if (randNum == 0)



{




document.maths.operator.value = "+";




var randNum = randomNum();



}



else if (randNum == 1)



{




document.maths.operator.value = "-";




var randNum = randomNum();



}



else if (randNum == 2)



{




document.maths.operator.value = "/";




var randNum = divideNum(randNum1);



}



else



{




document.maths.operator.value = "*";




var randNum = (randomNum()%11);



}



document.maths.secondNum.value = randNum;



document.maths.answer.value = "";



document.maths.numOfTries.value = "0";


}


function clicked()


{



if (document.maths.numOfTries.value!="")




window.event.returnValue = false;



else




makeQuestion();


}


function enterAnswer(answer)


{



var num1 = document.maths.firstNum.value;



var op = document.maths.operator.value;



var num2 = document.maths.secondNum.value;



var actualAnswer = eval(num1 + op + num2);



if (actualAnswer == answer)



{




alert("Well done you got it right!");




document.maths.you.value++;




if (document.maths.you.value==10)




{




alert("YOU WIN!!! You were first to 10");




document.maths.firstNum.value="";




document.maths.operator.value="";




document.maths.secondNum.value="";




document.maths.answer.value = "";




document.maths.computer.value="";




document.maths.numOfTries.value="";




document.maths.you.value="";




}




else 




{





makeQuestion();




}



}



else if (answer.length == 0)



{




alert("Come on have a go!");



}



else if(document.maths.numOfTries.value == 2)



{




alert("After three tries the answer was:  " + actualAnswer);




document.maths.answer.value = "";




document.maths.computer.value++;




if (document.maths.you.value==10)




{





alert("You lose. The computer won. I hope you learned some new things.");




document.maths.firstNum.value="";




document.maths.operator.value="";




document.maths.secondNum.value="";




document.maths.answer.value = "";




document.maths.computer.value="";




document.maths.numOfTries.value="";




document.maths.you.value="";




}




else 




{





alert("Here is a new question");





makeQuestion();




}



}




else 



{




alert("try again");




document.maths.answer.value = "";




document.maths.numOfTries.value++;



}



}

</script>

</head>

<body onload="clicked()" onMouseOver="status='Welcome to the Javascript Maths Game by Rachelle McLean'; return true;">

<table border=1 cellpadding=10>

<tr><td colspan=4>

<h1 onclick="hClicked()">A JavaScript Driven Maths Game</h1>

</td></tr>

<tr>

<td><a href="sampleJavaScript.html">Back to the other stuff</a>

</td></tr>

<tr><td>

<center>

<form name="maths">

<input type=text name="firstNum" value="" size=2>

<input type=text name="operator" value="" size=1>

<input type=text name="secondNum" value="" size=2>

=

<input type=text name="answer" value="" size=4>

<input type=button name="Enter Answer" value="Enter Answer" onclick="enterAnswer(document.maths.answer.value)">

<br>

<br>

Number of tries: <input type=text name=numOfTries value="" size=3>

<br>

You:  <input type=text name="you" value="0" size=2>

Computer:  <input type=text name="computer" value="0" size=2>

</form>

</center>

</td></tr></table>

</body>

</html>

Appendix 2 – Some Work Tasks

Vet Multimedia Unit 3

Revision – JavaScript

Task

1. You are to mark different sections of the code in different colours.  Do write too heavily b/c you need to be able to read it later.

The colour scheme should be as follows…

events – orange

call to function – pink

parameter – purple (or where you would normally find one)

HTML elements – yellow

HTML attributes – green

literal strings – blue

variable names – red

2. Type the code into Notepad and make it work.  Change the images for two of your own section.  Ensure you change the name in the code to match your image.  When saving the document, make sure you save it as HTML and the images are located in the same folder.

<html>

<head>

   <title>Pee-a-boo</title>

</head>

<body>

   <script language="javascript">

   function peek_onmouseover()

   {

      mytext.style.visibility = "visible";

      picture.style.visibility = "visible";

      cattext.style.visibility = "hidden";

      kitty.style.visibility = "hidden";

   }

   function everyone_onmouseout()

   {

      mytext.style.visibility = "visible";

      picture.style.visibility = "visible";

      cattext.style.visibility = "visible";

      kitty.style.visibility = "visible";

   }

   function aboo_onmouseover()

   {

      mytext.style.visibility = "hidden";

      picture.style.visibility = "hidden";

      cattext.style.visibility = "visible";

      kitty.style.visibility = "visible";

   }

   </script>

      <font id=mytext color="blue" face="sans-serif" visibility="visible">Peek-a-boo!</font>

      <br>

      <img id=picture src="dog.jpg" visibility="visible" onmouseover="peek_onmouseover();" onmouseout="everyone_onmouseout();">

      <font id=cattext>I see you!</font>

      <br>

      <img id=kitty src="boy.jpg" visibility="visible" onmouseover="aboo_onmouseover();" onmouseout="everyone_onmouseout();">

</body>

</html>

Vet Multimedia Unit 3

Revision – JavaScript

Task

1. Log onto the Internet.  Search in a search engine for cut and paste Javascript code.  There are thousands of code snippets that people have generously placed on the web for everyone to share.  

2. Find some code that sounds interesting but not too complicated

3. Cut and paste the snippet into your own code and get it to work

4. Make sure in your code you quote the source of where you took the code from.  You do this using comment tags.  

For example

<!-- This JavaScript code was written by Mr I.P.Freely and was posted on www.freejavascript.com -->

Work that is due on Friday…

1. Minimum of 2 out of the three scripts you have worked with this week.  Those being one on iterative structures (loops), peek-a-boo images and the one of your own choice from today.

2. The page of code from yesterday coloured according to the formula given.

Appendix 3 – Assessment Tasks

VET MULTIMEDIA UNIT 3

ICPMM65DA:  Create pages with Multimedia

ICPMM15DA: Develop a multimedia script
Completion of these two units requires creation of a project that displays your skills in these areas.

You are to create a web site for a fictional company of your choice.  Your site must cover all of the elements listed below.   You must submit relevant documents as requested below.  These form part of your project.

Here is your brief…

A particular company has contacted you to create a web site for them. 

The site must contain a main page and at least 3 child pages.  When the web site opens you must obtain the name of the user through a dialog box.  The dialog box must continue to prompt for a user name until the user enters something.  You must check the name entered and if it is equal to the name of the owner of the company then you must greet them in an appropriate fashion.

The 3 child pages must contain background information about the company; describe what it is they sell and how to buy their product.

The company would like to have either… 

· An order form that users can select items to purchase.  It should then give a tally of the goods ordered.

· A small calculator that can produce data relevant to the product being sold such as

· Calculating the circumference of a basketball from the given radius

· Calculating the interest paid on a house loan

· Calculate the temperature in Celsius from Fahrenheit

For future updates the company would like submitted in documentation

· The site hierarchy

· The storyboard for each page in your site 

· Flowchart that shows the steps in your script.

· Run time documentation that confirms the script operates as per brief

Web Specifications

· Use your design skills and knowledge to create the best navigation and layout for the web page

· Create meta tags for the web site that summarise the content

· Design the style sheet for the web site

· Source or create images, sound files, video and save them in an appropriate format for the web

· Ensure you have achieved the best balance between file size and image quality

· Have valid HTML according to the appropriate DTD that you have specified

· You may select what web authoring software you would like to use to complete the site

· Use appropriate file names and commenting to enable ease of site updating at a later stage

· Remove any obvious redundant code produced by the web authoring software and ensure all images have ALT tags

· Ensure all links work as intended

· Upload files to the web server

Scripting Specifications
· Submit a document containing a flow chart that shows the steps in your script

· Ensure your script is as efficient as possible using a minimum of steps

· Document that when the script is embedded in the web page and uploaded to the web server that at run time it performs as required.
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