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SESSION 1

Introduction to Javascript

Introduction to OO programming with Javascript: Basic FAQs

1. What is OO programming ? How does it relate to Javascript ?

The new programming paradigm is Object-Oriented programming. What this essentially means is that all programming utilities can be re-used in other programs. These utilities may be seen as re-usable objects in the same way as we use objects in the real world. 

Java comes with a large library of reusable objects and we are able to create our own types, for example data types. Javascript is NOT Java. Objects can also be extended, changed, overridden, included in our programs or avoided altogether. Child objects may also inherit features of parent objects – this is the OO principle of inheritance.

Javascript also comes with some in built objects, but as we cannot save to a disk or file directly in a Javascript program we cannot create reusable objects per se. Due to Internet security concerns this feature has not been included in the language. The only way we can write to or read a file in JavaScript is by using “cookies”.

The Javascript Language Reference includes all of the methods, or objects, which can be used in a Javascript application. For more detail on OO programming a good reference text on Object Oriented program design is recommended. One such text is: Rumbaugh et al, Object Oriented Modeling and Design. 

Object oriented languages can also be used in the same way as procedural languages. It is unlikely in most year 12 courses that the entire nature of Object Oriented programming will be employed. However, we are able to introduce many of the basic principles of object oriented programming. Almost every Tertiary Course in Computer Programming is now based on Object Oriented structures. Several well known Object-Oriented languages include: Visual C++, Java, Delphi and Visual Basic.

Almost every commercial programming application now uses objects. This includes every CDROM, interactive game, network application and many modern database implementations.

Procedures and data were formerly regarded as separate entities in programs, in modern OO programming implementations the data and the procedures are incorporated into objects together. For this reason database languages such as Visual dBase and Access are not regarded as fully Object Oriented as they employ and depend upon traditional datastructures or tables. However, they still utilise windows based objects that are reusable. In addition Visual dBase is also a fully programmable language which recognises .dlls created in another language, such as C++. In this way it can be seen as extensible and to comply with OO principles. In any case it will be unlikely that year 12 students will be devising data structures of their own or creating and implementing dynamically linked library files. 

What exactly comprises OO programming? One thing is certain, the OO theorists themselves debate what is or is not Object Oriented. However the principles highlighted above are universally recognised as being crucial to OO programming languages. 

Objects are also NOT entities. An entity is something upon which procedures operate such as in a Data Flow Diagram. In Object modelling Objects contain procedures as well as data in the Object Model and in the OO Dynamic Model these procedures are modelled separately from the Objects themselves in a temporal manner.

2. OO Programming Features (most of which apply to Java but NOT Javascript):

· We can create our own types, for example data types.

· Objects may inherit features of parent objects – this is the OO principle of inheritance
· Objects can be extended – an inherited object may be developed further, with additional methods

· Objects can be changed – original objects may be changed if we have the source code

· Objects may be generalised
· Objects can be overridden, with new methods of the same name

· Objects may be abstract – able to represent abstract concepts like “shape”

· Objects may allow important elements like internal data, to remain hidden from external access, known as the principle of information hiding.

· Objects occur as instances, eg: Mary, Joe and Imran would be instances of Class person

AN OBJECT EXAMPLE:







3. What is an object? 

Every Java class, for example, is an object. However, a class must make some of its procedures and methods visible or useable, if they are to be useful to other programs or programmers. 

Javascript is NOT a fully-fledged OO language, but by using some of the in built tools and procedures in Javascript we can gain a good understanding of the fundamentals of OO programming. 

Some of the Objects we will use are Date(), onClick(), text(), button() etc.. The brackets signify that these names represent larger programs or classes. The real beauty of Javascript is that these methods (procedures or functions are called methods in Java and Javascript) are built directly into the browsers we use everyday. The downside of this is that not ALL of JavaScript’s procedures are included into both IE and Netscape, and the implementations may be different. The following Javascript implementations used in these sessions have been tested ONLY on a Netscape Communicator 4+ browser. If you do not use Netscape I suggest you obtain it. Netscape is more secure, more flexible, less imposing on your system and contains an in built HTML designer tool - Composer. Javascript was also written by the software developers at Netscape. 

4. What is Javascript, how does it compare to Java?

Javascript is used to control and manipulate objects directly on a web page. It can be used to send scripts to servers, for animation and also for multimedia implementations. Unless you look at the code on the WWW page – and Javascript is visible to all and sundry who wish to view it – you may be unaware that Javascript is at work. However, if you look on the task bar of Netscape you will see a message Java, Javascript and perhaps the method (procedure) name, while the script is loading. 

The fact that some JavaScript spark a “Java” message in browsers is one reason for the confusion over the two languages. The same message may appear for both Java and Javascript, although an additional message mentioning “applet” will appear for Java.

Developers at Netscape wrote Javascript. Java is being developed by Sun Microsystems - two companies, two languages. However, at times the syntax of Java and Javascript seem quite similar when we look inside a method. But then, again, they both resemble C++ and some other 3GLs like Pascal in some respects. Javascript cannot operate independently of a browser though, and also is similar to other scripting languages like HTML too. Why? Because both Javascript and HTML are “interpreted” by browsers. I would NOT call Javascript an OO language, nor would I call it a 3GL. It cannot be compiled at all.

Java is a fully developed 3GL used for commercial software development. It can be compiled OR interpreted – but a compiler may cost money. It is a “free” open source language available from java.sun.com. It is likely to dominate programming circles over the next 7 years or so as C++ has dominated over the past 7. It is remarkably useful as a cross-platform language – write on one machine run on many types of machines (even Mac and Unix :-). For this reason it is used for a great deal of distributed Internet programs and network applications. It is also being used in distributed database systems. It can be highly complex like C++. It can also be used to build programs that can be imbedded into WWW pages. These programs are known as Applets. Applet implementations in Java are limited for security reasons (as is Javascript) and are unable to write to a file or disk, delete from a etc.. It is just as well, otherwise an Applet would be able to format your hard-drive when you simply access a WWW page.
JavaScript is thought of as a useful introduction to the basic concepts of OO programming, in terms of using an easily accessible library of useful objects in an easily implemented application. Why is it easily accessible and easily implemented? Because the objects are located internally in all browsers, which also act as interpreters for Javascript code and the HTML pages in which the JavaScript code resides. 

Once some simple Javascript implementations are mastered, the more challenging and demanding language of Java can be approached.

5. Where can I get resources for Javascript?

Any search for Javascript on the World Wide Web will reveal many tutorials and samples of Javascript. Some Javascripts are freely available for “borrowing” for use on one’s own Web pages. 

Some useful Javascript resources:

· Learning programming Through Javascript, by Ron Green , First Edition1998. (Student Edition $25, Teacher Edition with solution disk $45) Mail Order to: Javascript Book, RGMT Pty Ltd, PO Box 155 Stepney, South Australia, 5069. Web URL: www.RGMT.com.au (Outstanding student resource – Aust)

· http://www.HTML.goodies.com (An outstanding WWW resource for all things HTML and Javascript)

· HTTP://www.easyjavascript.com (Outstanding list of methods and JavaScript samples)

· http://www.start.at/javascripts (Samples of Javascript)

· Javascript, The Definitive Guide, David Flanagan, 3rd Ed, O’Rielly Press, 1998. (700+ pages)

6. What can I expect to achieve with Javascript?

The most advanced JavaScript programmers are using DHTML layers and JavaScript to write simple interactive games on the WWW. We will not be exploring DHTML in this course but the possibilities of programming in JavaScript are virtually limitless.

You should be able to manipulate simple form objects, validate data entry, and introduce sound, movies and animation to WWW pages. You will be able to change an image according to a time or action by the user. You will be able to implement simple mathematical calculations into WWW pages, randomise data and images and create your own imbedded “slide shows”. You are able to use all of the basic programming structures including arrays and simple data structures. Simple games that do not require saving to a file can be written – in fact virtually any program not requiring file saving can be written.

The JavaScript language reference is very detailed. Programmers are actually only limited by knowledge, experience and imagination.

7. Do I need to know HTML and how much?

Yes, JavaScript is imbedded into WWW pages, it also uses HTML objects and data. The more HTML you know the better. You may wish to explore style sheets and DHTML to use along with JavaScript. Most of the basic HTML elements will be introduced in this course, so you will be learning HTML along with JavaScript if you do not know some already. 

JavaScript Elements

The following descriptions are paraphrased here for your convenience from “JavaScript Keyword Reference” by Rick Darnell. They can be found in more detail on the WWW at:

http://www.htmlgoodies.com/js-ref/part1.html

JavaScript Terms

Some of the general terms used in JavaScript.:

Event Handler

Attributes of HTML tags embedded in documents. The attribute assigns a JavaScript command or function to execute when the event happens.

Function  

A user-defined or built-in set of statements that perform a task. It can also return a value when used with the return statement.

Method  

A function assigned to an object. For example, bigString.toUpperCase() returns an uppercase version of the string contained in the bigString variable.

Object  

A construct with properties that are JavaScript variables or other objects. Functions associated with an object are known as the object's methods. You access the properties of an object with a simple notation:

                        objectName.propertyName

Both object and property names are case sensitive. 

Operator  

Performs a function on one or more operands or variables. Operators are divided into two classes: binary and unary. Binary operators need two operands, and unary operands can operate on a single operand. For example, addition is a binary operand:

                        sum = 1 + 1

Unary operands are often used to update counters. The following example increases the variable by 1:

                        counter++

Property

Used to describe an object. A property defined by assigning it a value. There are several properties in JavaScript that contain constants: values that never change.

Script

One or more JavaScript commands with a <script> tag.

Javascript Objects

JavaScript is an object-oriented language, so at its heart are a predefined set of objects which relate to the various components of an HTML page and to each other.

Examples of Objects:

button, checkbox, Date, document, form, frame, Math, option, select, reset, string, submit, text, textarea, window

Javascript Properties

Properties are used to view or set the values of objects.

Examples of Properties:

action, bgColor, appVersion, checked, defaultChecked, defaultStatus, defaultValue, href, length, links, location, method, name, options, status, target, value

Javascript Methods

Methods are functions and procedures used to perform an operation on an object, variable or constant. Methods are to be used with objects. Note use of the dot operator to connect objects.

Object.method()

Examples of in-built methods:

alert, charAt, clearTimeout, click, close, eval, getDate, getSeconds, parseInt, prompt, setDate, setTime, setTimeout, submit, sqrt, write, writeln 

Javascript Event Handlers

These give javaScript its power by making events happen.

Examples of Event Handlers:

onBlur, onChange, onClick, onFocus, onLoad, onMouseOver, onSelect, onSubmit, onUnload

HANDS-ON JAVASCRIPT

A variety of small scripts are explored to give an overview of some of the techniques that can be used in Javascript on HTML pages. For example the following objects and procedures are explored in this short course:

· OnMouseOver
· OnClick

· OnSubmit
· Radio Buttons

· Check Boxes
· Text boxes

· List Boxes
· Building a form

· Using objects and elements
· Highlighting buttons

· Changing graphics
· Emailing form data

· Actions which may be used
· Opening new windows

· Writing to a document 
· Playing sound files

· Returning values
· If ..else statements

· Using variables
· Changing page properties

· Data validation
· For .. loop

· Arrays
· Message boxes

Your First JavaScript Programs 

Introducing the text editor: template.html

You could be using the Platypus JavaScript Editor available from RGMT (Cost = $ 50). Any other text editor will work – even Notepad. However, a specialised editor identifies keywords etc.. in the chosen language with particular colour coding.

Open the file template.html found in the available folder or type the following code into a text editor. This is the basic HTML/JavaScript template we will be using for these sessions. It is strongly suggested that everyone types in their own code directly from this booklet rather than cutting and pasting from the solutions – or simply opening the solutions, as it will give you a “feel” for the language right from the start. The template code is as follows:

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

function function_name(){

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="aname">

</FORM>

<P>

</BODY>

</HTML>
TASK 1: Your first Javascript Program: Hello.html

Open the template file.

DO: Type the following code into the correct HTML tags in the template.

Save the file as Hello.html or something you would prefer. 

Open the file in a browser to run your code.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<script language="JavaScript">

<!—

//variable of type prompt declared and assigned

var first=window.prompt("Please enter a name:","");

//write to the document a string and variable value

document.write("Welcome to the JavaScript Universe, " + first + ".<br>");

//-->

</script>

</head></html>
TASK 2: Extending the First Program: Prompt_write.html

DO: Type in the following code but change the messages written to the WWW page. Open the file in a browser to run the code.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<script language="JavaScript">

//writes the first line to the document

document.write("Welcome to the wide world of JavaScript!<br>");

//variable prompt

var first = window.prompt("Please enter your name:","");

//writes variable value into next line 

document.write("Welcome to the new world of JavaScript, " + first + ".<br>");

document.write("Hope you enjoy your stay.")

//shows how to write HTML formatting onto a page

document.write("<center><H3>This is another line showing basic HTML formatting.<H3></center>")

</SCRIPT>

</HEAD>

<BODY>

</BODY>

</HTML>
HTML FORM OBJECTS and JavaScript: Text_Area.html

This is a very simple file showing how to set up a textarea object (text area) on a form. Later we will see how to access information from these objects. Copy this code only if you are not sure what it is doing.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

</HEAD>

<BODY>

<FORM>

<TEXTAREA NAME="comments" ROWS=4 COLS=40>Default text 1  2  3  ...

</TEXTAREA>

</FORM>

</BODY>

</HTML>
HTML FORM OBJECTS and JavaScript: Select_option.html

This is a very simple file showing how to set up a select options object on a form. Later we will see how to access information from these objects. Copy this code only if you are not sure what it is doing.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

</HEAD>

<BODY>

<FORM>

<SELECT MULTIPLE NAME="Planets">

<OPTION SELECTED VALUE="Mars"> Mars – the Red Planet

<OPTION VALUE="Venus"> Venus – Planet of Clouds

<OPTION VALUE="Earth"> Earth – the Water Planet

<OPTION VALUE="Jupiter"> Jupiter – Planet of Moons

</SELECT>

</FORM>

</BODY>

</HTML>

HTML FORM OBJECTS and JavaScript: Submit_button.html

This is a very simple file showing how to set up a submit button object on a form. This file shows how to label your buttons. Later we will see how to access information and commence methods in JavaScript by clicking on a button. Copy this code only if you are not sure what it is doing.
<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

</HEAD>

<BODY>

<FORM>

<INPUT TYPE="submit">

<BR>

<INPUT TYPE="submit" VALUE="Send in the data!">

</FORM>

</BODY>

</HTML>

TASK 3: HTML FORM OBJECTS and JavaScript: Html_form.html

This is a form file showing how to set up a form for email submission. This is not using JavaScript (yet) but demonstrates most of the HTML objects you will need to know.

DO: Make your own form to submit information about someone’s family to another person from a WWW page. Imagine a “tell me about your family” form on a WWW page. Include information like address, spouse name, age, children. Use the options object to select the number of children. Alternatively you may have another idea for a form you wish to set up. Base your form on the following code. (30 mins)

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<META NAME="Author" CONTENT="David Dawson">   

</HEAD>

<BODY TEXT="#000000" BGCOLOR="#FF0000" LINK="#FF0000" VLINK="#800080" ALINK="#0000FF">

<bgcolor="000000" textcolor="fff000">

<H2><center>David Dawson's Saints Sample Survey Form</H2>

<B>What do you think of the Saints performance this year?</B>

<center>

<P><FORM ACTION="mailto:ddawson@gw.wesley.vic.edu.au" METHOD="POST" ENCTYPE="text/plain">

<INPUT TYPE="hidden" NAME="SUBJECT" VALUE="EXAMPLE FORM">

<SELECT NAME="RATING">

<OPTION VALUE="10">TENPOINTS

<OPTION SELECTED VALUE="10">TEN POINTS

<OPTION VALUE="9">NINEPOINTS

<OPTION VALUE="8">EIGHT POINTS

</SELECT>

YOUR RATING<BR>

<INPUT TYPE="TEXT" NAME="name" size=40>your name<BR>

<INPUT TYPE="TEXT" NAME="EMAIL" SIZE=40>your email<P>

<center>

<TEXTAREA NAME="COMMENTS" COLS=30 ROWS=5 WRAP="physical">

Write here what you think about the StKilda Saints. Especially the move to Docklands.</TEXTAREA>

</center>

<P>I think the Saints are:;

<INPUT TYPE="radio" NAME="thought" VALUE="fantastic">fantastic;

<INPUT TYPE="radio" NAME="thought" VALUE="tremendous">tremendous;

<INPUT TYPE="radio" NAME="thought" VALUE="sensational">sensational;

<INPUT TYPE="radio" NAME="thought" VALUE="saintsational">saintsational<BR>

Sorry that there are no other options .... ;-);

<INPUT TYPE ="submit" VALUE="Process Data">

<INPUT TYPE ="reset" VALUE="Clear Data">

</FORM></center>

</BODY>

</HTML>
TASK 4: IMAGEMAPS and JavaScript: Map.html, therapists.html

These are files using ImageMaps. They demonstrate the JavaScript OnMouseOver event handler.

DO: Open the files and drag the mouse over the key area of the images. What does the code do? Look at the code (shown below) and note where the JavaScript method is called by the OnMouseOver function. Your task is to add several more message boxes that will appear over some of the other areas on the images. Make a copy of the file (save as ..) before you edit the code. (20 mins)

The following code is from the therapists.html file. Note the difference in the JavaScript code between freud() and rogers() what does the counter do? Why are the variables declared outside the methods where they are used? Can you fix up the Freud link so that you can actually click on the link?

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

var count =0

var count2=0

function rogers(){

    if(count <1){

        window.alert("You are about to visit Dr Rogers!")

        count=1

    }

}

function goaway(){

    if(count2<1){

        window.alert("You are about to leave the therapist's corridor!")

        count2=1

    }

}

function freud(){

window.alert("You are about to visit Dr Freud!")

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY BGCOLOR="#ff80ff">

<P ALIGN=Center>

<FONT COLOR="#400000"><BIG>You have found the therapist's corridor. Enter

any door. Link on bottom returns to map.</BIG></FONT>

<P ALIGN=Center>

<CENTER>

  <TABLE BORDER CELLPADDING="2" ALIGN="Center">

    <TR>

      <TD><P ALIGN=Center>


<A HREF="corri3.nvm"><IMG WIDTH="393" HEIGHT="336" ISMAP SRC="corri3.jpg"


    USEMAP="#corri3"></A><MAP NAME="corri3">


  <AREA SHAPE="POLYGON" NOHREF COORDS="150,334, 145,305, 278,304, 270,333, 150,334">


  <AREA SHAPE="POLYGON" NOHREF COORDS="275,111, 276,253, 300,271, 297,85, 203,87, 204,110, 275,111">


  <AREA SHAPE="POLYGON" NOHREF COORDS="198,130, 199,115, 258,115, 259,240, 242,227, 240,132, 198,130">


  <AREA SHAPE="POLYGON" HREF="Map.htm" 


  COORDS="221,149, 221,223, 170,223, 171,148, 221,149" onmouseover="goaway()">


  <AREA SHAPE="POLYGON" NOHREF COORDS="375,320, 325,288, 325,69, 241,70, 241,36, 373,38, 375,320">


  <AREA SHAPE="POLYGON" NOHREF COORDS="123,246, 122,115, 187,115, 187,133, 143,133, 141,228, 123,246">


  <AREA SHAPE="POLYGON" HREF="http://www1.rider.edu/~suler/freud.html" 


  COORDS="80,84, 78,277, 103,258, 103,112, 171,108, 171,84, 80,84" onmouseover="freud()">


  <AREA SHAPE="POLYGON" HREF="http://www.sonoma.edu/people/daniels/Rogers.html"


      COORDS="10,325, 56,294, 56,75, 149,76, 149,46, 12,45, 10,325" onmouseover="rogers()">


</MAP>

      </TD></TR>

  </TABLE>

</CENTER><P>

</BODY></HTML>

TASK 5: Variables, OnClick, Filename and JavaScript: Filename.html

The following file code shows the use of a variable to store data from two separate input objects. The data is then sent to a simple text box. The JavaScript function is called by the OnClick method. The filename is passed as a string. Note that the file is not sent anywhere – other than the name.

DO: Can you take a text box value and pass it to a text area object? If you have time, as an experiment, attempt to see if you can pass data from other objects to text boxes. (20mins).

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

var myfilename

function findfiledx(){

myfilename = document.NAMEOUTPUT.FileNamer.value

document.FILEINPUT.Name1.value = myfilename

}

function findfiledw(){

myfilename = document.NAMEOUTPUT.FileNamex.value

document.FILEINPUT.Name1.value = myfilename

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="FILEINPUT">

<INPUT TYPE = text NAME = "Name1" SIZE=35>

</FORM>

<P>

<FORM NAME="NAMEOUTPUT">

<INPUT TYPE = text NAME = "FileNamer" SIZE=65>

<INPUT TYPE = button VALUE = "Find Name" NAME = "Pusher" onClick="findfiledx()">

<INPUT TYPE = file NAME = "FileNamex" SIZE=65>

<INPUT TYPE = button VALUE = "Find Name" NAME = "Pusher2" onClick="findfiledw()">

</FORM></BODY></HTML>
TASK 6: Starting a SOUND file with OnMouseOver: Sounder.html

Open this file in a browser and drag the mouse across the image. What happens?

DO: Find another .wav file on the system, find a .gif file. 1) Change the image file and the sound file to the ones you have selected. 2) Then go back to one of your image maps and make a sound start when you drag the mouse across a mapped area. 3) Finally, make the sound start on a page when you load – look carefully at the code. Do you need to use JavaScript? Don’t forget to save the files you are editing under different names.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

function makesound(){

document.sound1.play()

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<h2>An imbedded sound file will play if you place the mouse over the image</h2>

<EMBED SRC="alpha.wav" autostart=false hidden=true NAME="sound1" MASTERSOUND>

<A HREF="" onMouseOver="makesound()" onClick= return false;">

<center><IMG SRC="cup.gif"></center></A>

</BODY>

</HTML>
EXTENSION 1 Changing Image with onmouseover(): image_over.html

In the same way as a sound file can be initialised with onmouseover, a graphic can be changed. Note the use of the OO dot operator in function change() to assign the new image to the document src. Copy this code but change the images used. Use any image from the “Images” folder.

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML><HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

image1= new Image();

image1.src = "Images/javanim.gif";

image2 = new Image();

image2.src = "Images/bird.gif";

function change()   {

document.image1.src = image2.src;

}

</SCRIPT>

</HEAD>

<body>

<a href="YOUR LINK" onmouseover="change()">

<img src="Images/javanim.gif"  border="0" name="image1">

</a><br>

</BODY>

</HTML>
EXTENSION 2 Defining the length of a String: length.html

In this example the length of a string is limited to five characters.

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<script language="JavaScript">

<!-- hide from non-JavaScript browsers

function check(){

   if (document.num_form.num1.value.length == 5) {

      window.alert("Thank you for typing only 5 characters.");

      return true;

   } else {

      window.alert("Enter 5 characters please.");

      return false;

   }

}

// end hide -->

</script>

</head>

<body>

<h3> OnSubmit Example</h3>

<hr>

<form name="num_form" method="POST" enctype=application/x-www-form-urlencoded

      OnSubmit="return check(this)">

Enter five characters: <input name="num1" type="TEXT" size="20,1">

<br>

<input type="SUBMIT">

</form>

</body>

</html>

You have now completed the Activities from Session 1.

SESSION 2

TASK 7 Mailing a File to the Owner of a WWW page: FileName2.html

Copy the following code into the template or alter TASK 5. Note the use of the window.confirm() message and the form ENCTYPE which is needed to send the file rather than the filename. Try to send me a small file you have been working on. (10 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

var myfilename

function findfiledx(){

myfilename = document.NAMEOUTPUT.FileNamer.value

document.FILEINPUT.Name1.value = myfilename

}

function findfiledw(){

myfilename = document.NAMEOUTPUT.FileNamex.value

document.FILEINPUT.Name1.value = myfilename

}

function validate(){

window.confirm("This will email your file to David Dawson. Do you wish to continue.")

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<h2>This form will actually post a file to ddawson@gw.wesley.edu.vic.au</h2>

It could be used as a submission form for student's work.

<FORM NAME="FILEINPUT">

<INPUT TYPE = text NAME = "Name1" SIZE=35>

</FORM>

<P>

<FORM NAME="NAMEOUTPUT" ACTION="mailto:ddawson@gw.wesley.vic.edu.au" 

METHOD="POST" ENCTYPE="multipart/form-data" >

<INPUT TYPE = text NAME = "FileNamer" SIZE=65>

<INPUT TYPE = button VALUE = "Find Name" NAME = "Pusher" onClick="findfiledx()">

Send me your work

<INPUT TYPE = file NAME = "FileNamex" SIZE=65>

<INPUT TYPE = button VALUE = "Find Name" NAME = "Pusher2" onClick="findfiledw()">

<INPUT TYPE = submit VALUE = "Send it" OnClick="validate()">

</FORM>

</BODY></HTML>

TASK 8 Mouse Over Text Example: mouse_text.html

Copy the following code into a template. Test the file in a browser. 

DO: Change the JavaScript code so that the links are able to be clicked after one alert message. Is it a simple matter to change the alert to two or three popups? (10 mins)

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML><HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- hide from non-JavaScript browsers

function explain1(){

   window.alert("A Monash Uni page with JavaScripted tests..");

}

function explain2(){

   window.alert("My local Intranet page.");

}

function explain3(){

   window.alert("Easy JavaScript samples site.");

}

// end hide -->

</script>

</head><body>

<h3> OnMouseOver Example</h3><hr>

<a href="http://possum.gw.wesley.vic.edu.au/~ddawson.staff" OnMouseOver="explain2()">

David Dawson's Local Page</a><br><br>

<a href="http://mugca.cc.monash.edu.au/~dgdaw1" OnMouseOver="explain1()">

E-Commerce project site with JavaScript tests.</a><br><br>

<a href="http://www.easyjavascript.com" OnMouseOver="explain3()">

An Excellent JavaScript site.</a><br><br></body></html>
TASK 9 Using Checkboxes: checkbox.html, checkbox2.html

Copy the following code from the two programs into a template. Test the files in a browser. 

DO: Change the JavaScript code so that a number of checkboxes, say four, can be clicked to select different WWW pages to visit. You will need to add checkboxes and identifiers to the form. What do you need to change if you give the form a name? (20 mins)
<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function setAction(form) {


if (form.checkThis.checked) {



form.action = form.checkThis.value


} else {



form.action = "http://www.altavista.com"


}


return true

}

</SCRIPT>

</HEAD>

<BODY>

<FORM METHOD="GET">

<INPUT TYPE="checkbox" NAME="checkThis" VALUE="http://www.theage.com.au">Read The Age<P>

Clicking this will set the site to be visited to The Melbourne Age. Otherwise the link is to altavista.com <br>

<INPUT TYPE="submit" NAME="boxChecker" onClick="return setAction(this.form)">

</FORM>

</BODY>

</HTML>

checkbox2.html

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function inspectBox(form) {


if (form.IS.checked) {



alert("Information Systems is checked.")


} else {



alert("Information Systems is not checked at the moment.")


}

}

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="subCheck">

<INPUT TYPE="checkbox" NAME="IS">Check here if you are studying Information Systems<P>

<INPUT TYPE="button" NAME=" check for Information Systems" VALUE="Inspect Box" onClick="inspectBox(this.form)">

</FORM>

</BODY>

</HTML>

TASK 10 Using RadioButton event handler array: radio.html

Copy the following code into a template. Test the file in a browser. You will notice that the button starts the procedure and passes the value of the form to the function as a parameter.

DO: Change the JavaScript code so that the radio buttons represent answers to a question. Give the user feedback on their response as to whether the answer is correct or not. For example ask for the name of the PM or Premier (if you cannot think of anything right now). Add another question with five options. (30 mins)
<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function fullName(form) {


for (var i = 0; i < form.musos.length; i++) {



if (form.musos[i].checked) {




break



}


}


alert("Your favourite musician from the list is " + form.musos[i].value + ".")

}

</SCRIPT>

</HEAD>

<BODY>

<FORM>

<B><h3>Select your favorite male Musician:</h3></B><P>

<INPUT TYPE="radio" NAME="musos" VALUE="Paul McCartney of the Beatles" CHECKED>Paul McCartney

<INPUT TYPE="radio" NAME="musos" VALUE="Eddie Vedder of Pearl Jam" >Eddie Vedder

<INPUT TYPE="radio" NAME="musos" VALUE="Kurt Cobain of Nirvana" >Kurt Cobain

<INPUT TYPE="radio" NAME="musos" VALUE="Wolfgang Amadeus Mozart" >Mozart<P>

<INPUT TYPE="button" NAME="Viewer" VALUE="View Full Details..." onClick="fullName(this.form)">

</FORM>

</BODY>

</HTML>

TASK 11 Using a Verification Message Box: verify.html

Copy the following code into a template. Test the file in a browser. Note the onSubmit method used.

DO: Change the JavaScript code so that you can send a CV with your information to a prospective employer. This means that you will need to add a file object to the form.

Add a verify procedure onto the original form you made in task 3. (15 mins)
<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function getPermission() {


return window.confirm("Go ahead and mail this info?")

}

</SCRIPT>

</HEAD>

<BODY>

<FORM METHOD=POST ACTION="mailto:ddawson@gw.wesley.vic.edu.au" onSubmit="return getPermission()">

Enter your first name:<INPUT TYPE="text" NAME="firstName"><P>

Enter your last name:<INPUT TYPE="text" NAME="lastName"><P>

Enter your address:<INPUT TYPE="text" NAME="address"><P>

Enter your city:<INPUT TYPE="text" NAME="city"><P>

<INPUT TYPE="radio" NAME="gender">Male

<INPUT TYPE="radio" NAME="gender">Female <P>

<INPUT TYPE="checkbox" NAME="qualified">I have a University Degree<P>

<INPUT TYPE="submit">

</FORM></BODY></HTML>

TASK 12 Simple String Manipulation and Evaluation: strings.html

Copy the following code into a template. Test the file in a browser. Note the String manipulation methods used. JavaScript is a poorly types language. All data is initially treated as a String of characters from which it can be evaluated. This program shows some techniques for manipulating strings. 

DO: Change the JavaScript code so that you can add up two numbers entered into the text boxes. Use the eval() method. (20 mins)
<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function doit() {

    alert("document.myform.fname.value is " + document.myform.fname.value)

    alert("Your name is " + document.myform.fname.value.length + " characters long")

    var greeting = "Howdy "

    var count = 0

    count = eval(document.myform.fname.value.length + document.myform.lname.value.length)

    alert(greeting + document.myform.fname.value + " "+document.myform.lname.value )

    alert("Your Total Name length is "+count)

}

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="myform">

What is your first name?

<INPUT TYPE = "text" NAME="fname"><p>

What is your last name?

<INPUT TYPE = "text" NAME="lname"><p>

<INPUT TYPE="button" VALUE="Submit" onClick="doit()">

</FORM>

</BODY>

</HTML>

EXTENSION 3 Creating a simple animation and seeking browser version: javanim.html

As a further advance on extension 1, an array is used in this example to create a simple animation. There are two animations on the page. The bottom one is created in GIFCON - a useful animation package. The top animation is created with JavaScript using a simple counter to generate the pause between image changes. Other methods may have been used but this uses a simple, traditional programming method. This sample will be unlikely to work in IE. The speed of the animation will depend on the processor speed (so it can be used as an illustration of that as well).

Another illustration used in this extension is the use of JavaScript to find the browser version. This method is employed with a majority of WWW applications to prevent certain browsers from crashing or showing error messages. Note that IE 4+ has been allowed to try this code even though it may generate errors. How could you prevent IE 4 from trying the code?

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">


g = 0

browserName = navigator.appName;

browserVer = parseInt ( navigator.appVersion );

version = "n2";

if ( browserName == "Netscape" && browserVer >= 3 ) version = "n3";

if ( browserName == "Microsoft Internet Explorer" && browserVer >=4 ) 

version = "e4";

if ( version == "n3" || version == "e4" )

{

                         myimages = new Array ()

                         img0 = new Image ()

                         img0.src = "images/javascript1.gif"

                         img1 = new Image ()                         

                         img1.src = "images/javascript2.gif"

                         img2 = new Image ()

                         img2.src = "images/javascript3.gif"

                         img3 = new Image ()

                         img3.src = "images/javascript4.gif"

                         img4 = new Image ()                         

                         img4.src = "images/javascript5.gif"

                         img5 = new Image ()

                         img5.src = "images/javascript6.jpg"  

                         img6 = new Image ()

                         img6.src = "images/javascript7.gif"

                         img7 = new Image ()                         

                         img7.src = "images/javascript8.gif"

                         img8 = new Image ()

                         img8.src = "images/javascript9.gif"  

                         img9 = new Image ()

                         img9.src = "images/javascript10.gif"

                         for (g=0; g<=9; g++){

                         myimages[g] = new Image

                         myimages[g] = eval("img"+g+".src")

                          }

 }

                        function slideshow()

                         {

 

    
for(g=0; g<=9; g++){

                               for(b=1;b<2000;b++){}

                         

document.mypic.src=myimages[g]

                 

}  

                          }

                       </SCRIPT>

                       </HEAD>

                       <BODY>

                       <H3>Demonstration of Javascript animation upon mouse click.</h3> 

                       <H3>Click the top Javascripted graphic to animate it. 

                       The bottom picture is an automatic animation loop created in 'GIFCON' GIF converter

                        - a useful animation package</h3> 

                         <CENTER>

                        <A HREF="JavaScript:slideshow()">

                        <IMG SRC="images/javascript10.gif" NAME="mypic" BORDER=2 width = 200 height = 60>

                       </A><p><p>

                      <IMG SRC="images/javanim.gif" NAME="mypic2" BORDER=2 width = 200 height = 60>

                       </CENTER>

                       </BODY>

                       </HTML>

EXTENSION 4 Changing background colours using a select option array, onchange and selected index: colour.html

This is an early (and advanced) introduction to arrays and loops, passing the value of a selected index from a selected option list. Do not worry if you do not understand all of this code yet, as it will be revisited in session3. It is simply a useful illustration which can be easily implemented on other pages where desired. Simply copy this code out and try it is a browser. Try changing the colours using simple colour names. 

The code in this example shows advanced object use. You will notice that the options object is actually an array and the value of the selectedIndex is the means we employ to pass the selected value to the array. The form value is passed to the function “seeColor” as a parameter.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

function seeColor(form) {


newColor = (form.colorsList.options[form.colorsList.selectedIndex].value)


document.bgColor=newColor

}

</SCRIPT>

</HEAD>

<BODY>

<FORM>

Choose a background color:

<SELECT NAME="colorsList" onChange="seeColor(this.form)">


<OPTION SELECTED VALUE="cornflowerblue">Cornflower Blue


<OPTION VALUE="darksalmon">Dark Salmon


<OPTION VALUE="red">Red


<OPTION VALUE="seagreen">Sea Green

</SELECT>

</FORM>

</BODY>

</HTML>
EXTENSION 5 A Status Bar Scrolling Message using setTimeout(), substring() and recursion: scroller.html

On many WWW pages you see a scrolling message on the Status Bar. This extension gives the code for a scrolling message. The code is quite complex and difficult to understand in that all of the hard work is done for you using the “substring” object, setTimeout and recursion. Notice that the setTimeout function is used to control the delay in the display. You may like to try to use this function to animate graphics – and see if the recursion causes the browser to crash. The delay is in milliseconds.

Recursion is the repeated calling of the same function. You will need to use recursion sparingly in JavaScript to avoid generating a browser or memory error. Since this case uses simple text manipulation recursion is allowed.

The text manipulation uses the “substring” method of the JavaScript “String” object. See the language reference provided. You will also notice here the use of a standard method used to hide the JavaScript from older browsers to prevent errors.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>
<SCRIPT LANGUAGE="JavaScript">

//hide from old browsers

<!--

var msg = "Welcome to JazzJava JavaScript...."

var delay = 250

var timerId

function scrollMsg() {


window.status = msg


// shift first character of msg to end of msg


msg  =  msg.substring (1, msg.length) + msg.substring (0,1)


// recursive call to this function


setTimeout("scrollMsg()", delay)

}

// -->

//end hiding

</SCRIPT>

</HEAD>

<BODY onLoad="scrollMsg()">

<h3>A simple scrolling message runs across the status bar.</h3>

</BODY>

</HTML>
SESSION 3

You should now be beginning to see how you might make a simple calculator. JavaScript is a “poorly typed language” this means that all data types are treated equally. JavaScript will attempt to work out a data type based on context. This can be both useful and confusing.

In example 12, for example, a string is used as a numerical value. The flexible action “eval()” can be used to mathematically evaluate a String provided that the String conforms to basic mathematical principles.

In the following examples arrays, for loops and some further basic programming concepts will be covered. We start with the solution to the problem from task 12. Work through these examples at you own pace.

TASK 13 Adding Two Numbers: adder.html

The code below shows how to access the data from a textbox, how to measure the length of a String and how to add two numbers together.

DO: Alter the code of the program so that the answer to the addition appears in a third text box. Layout the form so that the textboxes have descriptions which clearly identify their functions. (15 mins)

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava .... JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

function doit() {

    alert("document.myform.fname.value is " + document.myform.fname.value)

    alert("Your first number is " + document.myform.fname.value.length + " characters long")

    var count = 0

    count = eval(document.myform.fname.value + "+"+ document.myform.lname.value)

    alert("Your Total is "+count)

}

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="myform">

Enter two numbers to add up<br>

<INPUT TYPE = "text" NAME="fname"><p>

<INPUT TYPE = "text" NAME="lname"><p>

<INPUT TYPE="button" VALUE="Add Button" onClick="doit()">

</FORM>

</BODY>

</HTML>

TASK 14 Passing text to a function and searching a URL for the String: gofindit.html

Reference: http://www.htmlgoodies.com/primers/jsp/hgjsp_18.htm
Click on the link above to go to the source page with a detailed discussion of the code used in this example. You will notice that a peculiar URL is used for searching Yahoo. The search URLs for any search engine can be found by doing a search and noting the search URL which the individual engine uses. (If you are too impatient for this just wait until the next session when a full search is shown.)

DO: If the altavista search URL is http://www.altavista.digital.com/cgi-bin/query?pg=q&what=web&q= make another search textbox and a JS function to run this search. You should have a page with two search engines used. Save as gofindit2.html (10 mins)
<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

function Gofindit(){

    var searchfor = document.formsearch.findthis.value;

        {

        var FullSearchUrl = "http://av.yahoo.com/bin/query?p=" + searchfor ;

        location.href = FullSearchUrl;

        }

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="formsearch">

Search Yahoo For:

<INPUT TYPE="text" NAME="findthis" SIZE="40">

<INPUT TYPE="button" VALUE="Go Find It" onClick="Gofindit()"

</FORM>

</BODY>

</HTML>

TASK 15 A Checkbox event_handler to check linked objects: event_handler.html

It is often useful (and sometimes essential) to link objects which depend on others, for example if they have intrinsic properties. In the following example a checkbox for mouse port will be checked automatically if the mouse box is checked first. This code may be used in more complex programs. Type it in and note how it works in your browser. (5 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

function setPort(form) {


if (form.mouse.checked) {



form.mousePort.checked = true


}

}

</SCRIPT>

</HEAD>

<BODY>

<FORM>

<H3>Check all accessories for your computer:</H3>

<INPUT TYPE="checkbox" NAME="colorMonitor" >Color Monitor<P>

<INPUT TYPE="checkbox" NAME="mouse" onClick="setPort(this.form)" >Mouse<P>

<INPUT TYPE="checkbox" NAME="mousePort" >Mouse Port<P>

<INPUT TYPE="checkbox" NAME="modem" >Modem<P>

<INPUT TYPE="checkbox" NAME="keyboard" >Keyboard<P>

</FORM>

</BODY>

</HTML>
TASK 16 OnFocus event_handler showing a Status Bar message: OnFocus.html

The status bar can easily be accessed with JavaScript. In this example a variety of messages are passed to our procedure as parameters and the corresponding message is then displayed on the Status bar when the relevant text box is “OnFocus”.  

DO: Change the code in the program so that alert message boxes appear instead of the Status Bar messages. What disadvantage does this cause for the user? Can the problem be remedied? (10 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

function prompt(msg) {


window.status = "Please enter your " + msg + "."

}

</SCRIPT>

</HEAD>

<BODY>

<FORM>

Enter your first name:<INPUT TYPE="text" NAME="firstName" onFocus="prompt('first name')"><P>

Enter your last name:<INPUT TYPE="text" NAME="lastName" onFocus="prompt('last name')"><P>

Enter your address:<INPUT TYPE="text" NAME="address" onFocus="prompt('address')"><P>

Enter your city:<INPUT TYPE="text" NAME="city" onFocus="prompt('city')"><P>

</FORM>

</BODY>

</HTML>
TASK 17 Using Options and Arrays: Options.html

This sample uses an array of options and a for … loop to move through the array. Your selections are shown in an alert message. The code is quite self-explanatory. Type it in and observe the result.

DO: Add two buttons to the form. Use one to show the message in another text box. Use the other button to show the message in the status bar. (20 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

function seeList(form) {


var result = ""


for (var i = 0; i < form.accList.length; i++) {



if (form.accList.options[i].selected) {




result += "\n  " + form.accList.options[i].text



}


}


alert("You have selected:" + result)

}

</SCRIPT>

</HEAD>

<BODY>

<FORM>

Control/Command-click on all accessories you use:

<SELECT NAME="accList" SIZE=9 MULTIPLE>


<OPTION SELECTED>Color Monitor


<OPTION>Modem


<OPTION>Scanner


<OPTION>Laser Printer


<OPTION>Tape Backup


<OPTION>Jazz Drive


<OPTION>Video Camera

</SELECT> <P>

<INPUT TYPE="button" VALUE="View Summary..." onClick="seeList(this.form)">

</FORM>

</BODY></HTML>
TASK 18 Using Buttons and passing parameters: buttons.html

In this example the button values are passed to a procedure as a parameter, allowing for greater efficiency in programming. Type in the code and observe what it does.

DO: Add a text box and another to the form so that you can write your own team in and send the value as a parameter to the same function as used in the example. (20 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

function displayTeam(btn) {


if (btn.value == "St.Kilda") {alert("Yes, you must barrack for St.Kilda")}


if (btn.value == "Collingwood") {alert("No, you should not barrack for Collingwood")}


if (btn.value == "Richmond") {alert("No, you should not barrack for Richmond")}


if (btn.value == "Carlton") {alert("No, you should not barrack for Carlton")}


if (btn.value == "North Kangaroos") {alert("No, you should not barrack for North Kangaroos")}

}

</SCRIPT>

</HEAD>

<BODY>

Click on the team you support in the AFL:<P>

<FORM>

<INPUT TYPE="button" VALUE="St.Kilda" onClick="displayTeam(this)">

<INPUT TYPE="button" VALUE="Collingwood" onClick="displayTeam(this)">

<INPUT TYPE="button" VALUE="Richmond" onClick="displayTeam(this)">

<INPUT TYPE="button" VALUE="Carlton" onClick="displayTeam(this)">

<INPUT TYPE="button" VALUE="North Kangaroos" onClick="displayTeam(this)">

</FORM>

</BODY>

</HTML>
TASK 19 OnLoad and OnUnload event handlers: OnLoad.html

In this example the OnLoad and OnUnload event handlers are used to show a variety of message boxes or alerts. You may like to change these to status bar messages. These event handler work when the page is loaded into or unloaded from the browser. (10 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<script language="JavaScript">

<!-- hide from non-JavaScript browsers

function welcome(){

   window.alert("Welcome to JazzJava JavaScript !");

   window.alert("We hope you are enjoying your JavaScript.");

}

function goodbye(){

   window.alert("Thank you for visiting. Please come again.");

}

// end hide -->

</script>

</head>

<body OnLoad="welcome()" OnUnload="goodbye()">

<h3> OnLoad and OnUnload Example</h3>

<hr>

Can you read this text? A window will soon open, welcoming you to the page.<p>

The OnLoad event activated the welcome() function after the entire page had loaded.<P>

What happens when you leave the page

</body>

</html>

TASK 20 Length verification in a submit example: length.html

In this example the length of a text field is checked before the form can be submitted via email. 

DO: Using task 7 correct this form to mail the file to your own email address. Then use the following syntax to close the window and open another using a similar validation strategy. However, make the user enter a password of 8 characters. You may specify the password if you wish. 

open.window(“window_name.html”) and close.window(this)
(30 mins)

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<script language="JavaScript">

<!-- hide from non-JavaScript browsers

function check(){

   if (document.num_form.num1.value.length == 5) {

      window.alert("Thank you for typing only 5 characters.");

      return true;

   } else {

      window.alert("Enter 5 characters please.");

      return false;

   }

}

// end hide -->

</script>

</head>

<body>

<h3> OnSubmit Example</h3>

<hr>

<form name="num_form" method="POST" enctype=application/x-www-form-urlencoded

      OnSubmit="return check(this)">

Enter five characters: <input name="num1" type="TEXT" size="20,1">

<br>

<input type="SUBMIT">

</form>

</body></html>

EXTENSION 6 Randomising a number to provide a random response using while(…) and toUpperCase(): myteam.html

A pseudo-intelligent program is shown here to provide the basis for a quiz or betting game. Note use of while(…) and .toUpperCase, also getSeconds is used to provide a pseudo-random number. Random is a JavaScript function but for some bizarre reason it works only on Unix machines. 

Modulus 6 (%6) is used in this procedure to give a remainder. What this does is divide whatever number (out of 60) getSeconds provides and divides it by 6. The remainder is then used as a pseudo-random number of between 0 and 5.

<! -- David Dawson's JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE="JavaScript">

    teams= new Array()

    teams[0]="STKILDA"

    teams[1]="GEELONG"

    teams[2]="FOOTSCRAY"

    teams[3]="COLLINGWOOD"

    teams[4]="RICHMOND"

    teams[5]="ESSENDON"

    num=0

    guess=""

    function pickteam()

    {

    now=new Date()

    num = (now.getSeconds())%6

    }

    function whichteam()

    {

    pickteam()

    myteam=teams[num]

    document.myform.mytext.value =myteam

    guess="StKilda"

        while (myteam != guess.toUpperCase())

            {guess=prompt("What is my favourite AFL team?","")

            if(guess.toUpperCase() == myteam)

                {alert("Right! "+guess+" is my favourite team.")}

                 else

                {alert("No! "+guess+" is not my favourite team.")}

        }

    }

</SCRIPT>

</HEAD>

<BODY>

<h3>Press the button to guess this computer's favourite team.</h3>

Select from:

"StKilda" "Geelong" "Footscray" "Collingwood" "Richmond" or "Essendon"

<FORM name="myform">

<INPUT TYPE="button" VALUE="Guess My Team" onClick="whichteam()">

<INPUT TYPE="text" name="mytext" VALUE="">

</FORM>

</BODY>

</HTML>
EXTENSION 7 A simple cookie implementation. Writing and reading a cookie stored in a local file: cookie2.html

The only way that JavaScript can write to and read from a file is by using cookies. The reason for this is the maintenance of WWW security. Netscape keeps a special cookie file for each user identified in Netscape Communicator. Each cookie object has a number of parameters, some of which are optional. Netscape provides thorough details of cookie implementations as do many other sites. The key parameters are: name (String), value (String), expires (date), path, domain, secure. The official cookie site is found at: http://www.netscape.com/newsref/std/cookie_spec.html
The standard cookie extension procedures are shown here. Only the last two procedures are original (passCookie and accessCookie) these are used to apply the remaining procedures, which are standard Netscape implementations. The cookie value is identified in the first textbox and then read, the read values are placed in the second textbox. No attempt has been made here to show anything other than the simplest implementation. The null value returned may be any of the above parameters. Is there any evidence that the value is the expiry date which has not been set? How could you check that this is the case?

<! -- David Dawson’s JavaScript and Webpage Template-->

<HTML>

<HEAD>

<TITLE>JazzJava JavaScript Samples</TITLE>

<SCRIPT LANGUAGE = "JavaScript">

<!-- begin hiding JavaScript

function getCookieVal(aword){

    var endstr = document.cookie.indexOf(";", aword);

    if (endstr == -1)

        endstr= document.cookie.length;

        return unescape(document.cookie.substring(aword, endstr));

}

function GetCookie(name){

    var arg = name + "="

    var alen = arg.length;

    var clen = document.cookie.length;

    var i=0;

        while (i < clen) {

            var j = i + alen;

            if(document.cookie.substring(i.j) == arg)

                return getCookieVal(j);

                if (i==0) break;

        }

        return null;

}

function SetCookie(name, value){

    var argv = SetCookie.arguments;

    var argc = SetCookie.arguments.length;

    var expires = (argc>2)? argv[2] : null;

    var path = (argc>3)? argv[3] : null;

    var domain = (argc>4)? argv[4] : null;

    var secure = (argc>5)? argv[5] : null;

    document.cookie = name+ "=" + escape(value) +

    ((expires==null) ? "" : (";expires=" + expires.toGMTString())) +

    ((path == null) ? "" : ("; path=" + path)) + 

    ((domain == null) ? "" : ("; domain=" + domain)) + 

    ((secure == true) ? "; secure" : "");

alert(document.cookie)

}

function DeleteCookie(name){

var exp = new Date();

exp.setTime (exp.getTime() -1);

var cval = GetCookie (name);

document.cookie = name +"="+ cval+"; expires=" +exp.toGMTString();

}

function passCookie(){

var gar = document.aname.sende.value;

var aname= "Fred";

SetCookie(aname, gar);

}

function accessCookie(){

var gar = document.aname.sende.value;

var aname = "Fred"

document.cookie = GetCookie(aname);

document.pname.get.value = document.cookie

}

//end hiding JavaScript-->

</SCRIPT>

</HEAD>

<BODY>

<FORM NAME="aname">

<input type="text" name="sende" >

<input type="button" name="sender" value="Send String" OnClick="passCookie()">

</FORM>

<FORM NAME="pname">

<input type="text" name="get" >

<input type="button" name="getter" value="Get String" onClick="accessCookie()">

</FORM><P>

</BODY>

</HTML>
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