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How HTML Works

1. Browser loads the document and creates an internal DOM
(Document Object Model)
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How HTML Works

2. Just after the page loads JavaScript code begins executing.
Using Javascript...
* You can interacts with your page through the DOM
* You can react to user or browser-generated events

* You can make use of all the new APIs.
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How HTML 5 Works

* To make use of all these APIs,
we need JavaScript.

Javascript API

Local
Storage \

Geolocation

Offline
. . Caching

Web
Workers

Application Programming
Interfaces, expose a set of
objects, methods, and
properties that we can use to
access all the functionality of
these technologies.
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What is HTML5?

* http://www.youtube.com/watch?
v=mzPxo0/Y6JyA

* http://slides.html5rocks.com/#landing-slide




How to make HTML5 document from Dreamweaver

New Document

ﬂj Page from Sample

, Other

Page Type: Layout:

_‘ HTML <none>
“: HTML template 1 column fixed, centered
“: Library item 1 column fixed, centered, header and f¢
“: XSLT (Entire page) 1 column liquid, centered
": XSLT (Fragment) 1 column liquid, centered, header and f
‘i ActionScript 2 column fixed, left sidebar
": Css 2 column fixed, left sidebar, header anc
T JavaScript 2 column fixed, right sidebar
‘: XML 2 column fixed, right sidebar, header ar

2 column liguid, left sidebar

“: ASP JavaScript 2 column liquid, left sidebar, header an
. ASP VBScript 2 column liquid, right sidebar
“: ASP.NET C# 2 column liquid, right sidebar, header a
T ASP.NET VB 3 column fixed
) ColdFusion 3 column fixed, header and footer
7. ColdFusion component 3 column liquid
“: JSP 3 column liquid, header and footer
": PHP

[ —— " PR

( Help

) (Preferences...)

Get more content...

<No preview>

HTML document

None
HTML 4.01 Transitional
HTML 4.01 Strict

DocType: v XHTML 1.0 Transitional |}
Layout CSS: XHTML 1.0 Strict f
XHTML 1.1 ¢
Attach CSS file:  XHTML Mobile 1.0 J
HTML 5
T

Enable InContext Editing
Learn more about Business Catalyst InContext
Editing

( Cancel ) ( Create )




HTML 5 vs HTML

HTML5 HTML

<IDOCTYPE HTML> <IDOCTYPE html PUBLIC "-//
W3C//DTD XHTML 1.0
Transitional//EN" "http://
www.w3.org/TR/xhtml1/
DTD/xhtml1-
transitional.dtd">

<html|> <html| xmlIns="http://
www.w3.0rg/1999/xhtml">



HTML

opening < tag > and closing </tag>

<huml>

[<head> }

<title> my title !! </title>
' </head> |

<body> |
</body>

}</htnﬂ> {




Head

Code What Goes to Head?

<head>
<title>Hello</title> :
/ — Title

<meta charset=utf-8>
— Meta Tag (Metadata within a HTML
<style type="text/css"> Document)
</style>
_ _ _ — CSS (Cascading Style Sheet)
<script type="text/javascript">
</script>
— Javascript
</head>



<meta> Tags

<head>
<meta name="description" content="Free Web tutorials" />

Define keywords for search engines
<meta name="keywords" content="HTML,CSS,XML,JavaScript" />

Define a description of your web page
<meta name="description" content="Free Web tutorials on HTML and CSS" />

Defines the Character Encoding of your web page
<meta http-equiv="content-type" content="text/html;charset=UTF-8" />

</head>

http://www.w3schools.com/tags/tag_meta.asp



HTML Tags

TAGS

— Layout Object <div> </div>

— Headings  <h1></h1><h2></h2>
— Paragraph <p></p>

— Lists <Ul> </ul> <li></li>

— Tables <table><tr><td></td></tr></table>
— Links <a href="link.html” target="_blank”>
— Line Breaks <br>

— Images <img src=“myimage.jpg” alt="hello” >

* For the tags information and usages, please refer to the link

http://www.w3schools.com/tags/



HTML 5 - Canvas

<ldoctype html>

<html lang="en">

<head>

<title>Look What | Drew</title>

<meta charset="utf-8" /> <style>

canvas { border: 1px solid black; } </style>

<script> window.onload = function() {

var canvas = document.getElementByld
("myCanvas");

var context = canvas.getContext("2d");
context.fillRect(10, 10, 100, 100);

}; </script>

Heve's our 100 % 100 ch{:Ang\c_.
positioned at 10, 10 in the tanvas

ann Look What | Drew
- » ) hetp / Mocalhost/~Beth/HTMLS /TweetShirt findex it € [ Q* Coogle

</head>

e, e Al
<b0dy> . . . Aﬂd our Lanvas, whith is Aoo wide, 200 H.Sh
<canvas width="600" height="200" id="myCanvas"> and has 3 | pixel black border sround it
</canvas>
</body>

</html>



HTML 5 - Canvas

processing.js uses Canvas Element to Draw

<!DOCTYPE html>
<htmlI>
<head>
<title>Processing.js Example Page</title>
<meta charset="UTF-8">
<script type="text/javascript" src="http://cloud.github.com/downloads/processing-js/
processing-js/processing-1.3.6.min.js"></script>

<l--
This is a source-file-less sketch, loaded from inline source code in
the html header. This only works if the script specifies a data-processing-target
->
<script type="text/processing" data-processing-target="mycanvas">
void setup()

size(200,200);
background(125);

void draw(){

ellipse(56, 46, 55, 55);

}

</script>

<canvas id="mycanvas"></canvas>
</body>

</html>

http://processingjs.org/

<!DOCTYPE html>
<html>
<head>
<title>Processing.js Example Page</title>
<meta charset="UTF-8">

<script type="text/javascript" src="http://cloud.github.com/downloads/processing-js/processing-js/

processing-1.3.6.min.js"></script>

<l--
This is a source-file-less sketch, loaded from inline source code in

the html header. This only works if the script specifies a data-processing-target

->
<p><canvas id="canvas1" width="200" height="200"></canvas></p>

<script id="script1" type="text/javascript">

// Simple way to attach js code to the canvas is by using a function
function sketchProc(processing) {
// Override draw function, by default it will be called 60 times per second
processing.draw = function() {

// erase background
processing.background(224);
processing.ellipse(56, 46, 55, 55);
3

}

var canvas = document.getElementByld("canvasl");
// attaching the sketchProc function to the canvas
var p = new Processing(canvas, sketchProc);

// p.exit(); to detach it

</script>

</body>

</html>



