JavaScript Lesson #4 Notes

Starting Graphics!!!!

http://www.noonco.com/rc/javascript.htm

Today, we'll draw a circle, and we'll do an advanced step to swap images!

To draw a circle, we'll place the following code in our editor:

<!DOCTYPE html>

<html>

<body>

<canvas id="myCanvas" width="200" height="100" style="border:1px solid #d3d3d3;">

Your browser does not support the HTML5 canvas tag.</canvas>

<script>

var c = document.getElementById("myCanvas");

var ctx = c.getContext("2d");

ctx.beginPath();

ctx.arc(95,50,40,0,2*Math.PI);

ctx.stroke();

</script> 

</body>

</html>

The first new command is in line 4, and is the "canvas" command.

This command tells the web page to reserve an area on the page which is 200 X 100 pixels for our graphic.  (You can make these numbers any size you want, as long as it will fit on the page!)

For all of our graphics in JavaScript, the coordinate (0,0) will be in the upper left corner of the canvas.

You can change your circle to any size by changing the numbers in the "ctx.arc" as detailed below:

ctx.arc(X,Y,R,S,2*Math.PI);

X= The horizontal position where your circle will be placed.

Y= The Vertical position where your circle will be placed.

R= The radius of your circle.

S= The starting position for your radians.  Meaning you can draw a partial circle by changing this number.

Some "Advanced" fun!

Using JavaScript to switch between images:

<!DOCTYPE html>

<html>

<body>

<img id="myImage" onclick="changeImage()" src="http://www.noonco.com/rc/grumpy_01.jpg" width="600" height="450">

<script>

function changeImage() {

    var image = document.getElementById('myImage');

    if (image.src.match("grumpy_02")) {

        image.src = "http://www.noonco.com/rc/grumpy_01.jpg";

    } else {

        image.src = "http://www.noonco.com/rc/grumpy_02.jpg";

    }

}

</script>

</body>

</html>
