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Intro

Getting to know HTML5: Welcome to Webville
IntroducingJavaScript and the DOM: A Little Code
Events, Handle and All That Jazz: A Little Interactiviy
JavaScript Functio and Objects: Serious JavaScript
Making Your HTML Location Aware: Geolocation
Talking to The Web: Extroverted Apps

Bringing Out Your Inner Artist: Canvas

Not Your Father's TV: Video... With Special Guest Star "Canvas"
Storing Things Locally: Web Storage
PuttingJavaScript to Work: Web Worke

Appendix: Top Ten Topics (We Didn't Cover)
Index
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0000 OO0 Canvasisanelementyou place inyour page to create a drawing space. The canvas has no
default style or content until you provide it [ so you won't see it on the page until you draw something in it or add
a border with CSSO . You can have more than one canvas on your page.Of course] you'll need to give each one a
unique id to access each using JavaScript. To specify the size of the canvas element[] use the width and height
attributes on the element. Everything you put in canvas is drawn using JavaScript. To draw on the canvasd you first
need to create a context.Currentlyd a 2D context is your only option[] although other context types may exist in
the future. A context is needed to draw in the canvas because it provides a specific kind of interface (1 e.g.00 2D
versus 3D .You'll be able to choose from more than one kind ofinterface to draw on a canvas. You access the
canvas by using context properties and methods. To draw a rectangle in the canvas[] use the context.fillRect
method.This creates a rectangle filled with color. To create a rectangle outlinelJ use strokeRect instead of tllIRect.
Use fll1Style and strokeStyle to change the default fill and stroke colord which is black. You can specify colors
using the same format as you use with CSS [J e.g.0J "black"[J "#000000 ] "rghbJ 00J 0CJ 00 ".Remember to put
quotes around the value of the fillStyle. There is no fillCircle method.To draw a circle in canvasl] you need to draw
an arc. To create arbitrary shapes or arcsC] you first need to create a path. A path is a invisible line or shape you
create that defines a line or area on the canvas.You can't see the path until you stroke or fill it. To create a triangle

(] create a path using beginPath{] then use moveTo and lineTo to draw the path.Use closePath to join two points
on the path. To draw a circle[] create an arc that is 360 degrees.Your start angle is 0] and your end angle is 360
degrees. Angles are specified in canvas using radiansC] not degrees] so you need to convert from degrees to
radians to specify your start and end angles. 360 degrees(] 2Pi radians. To draw text in canvas[] use the fill Text
method. When you draw text in canvas[] you need to specify the position[] style[] and other properties using
context properties. When you set a context property it applies to all the drawing that follows until you change the
property again.For examplel] changing the fillStyle will affect the color of shapes and text you draw after setting the
fillStyle. Add an image to your canvas with the drawlmage method. To add an imagel] you first need to create an
image object and make sure it's completely loaded. Drawing on canvas is like doing "bitmap™ drawing in graphics
programs.
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