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HTML5 Features

In this subchapter, the features of the fifth
(and last) major HTML version will Dbe

explained.



HTMLS New Input Types

 HTML5 Introduces several new <input> types like emaill, date,

time, color, range, and so on, with the goal of improving the user

experience and to make the forms more interactive.

* Nevertheless, If a browser failled to recognize these new Input

types, it will consider them a normal text box.
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cogetp HTML5 New Input Types

The following are some new input types:
e color
e date

e datetime-local
* email

* month

°* number

* range

e search

* tel

* time

e url

e week



HTMLS New Input Types

The Color Input

It allows to select a colour from a colour picker and gives
Information about the colour value In hexadecimal format (e.qg.,
#000000, which Is black, the default colour If the user does not
specify a value), as verified In the next page’s figure. It should be
noted that the color Input Is supported In all major modern web
browsers (Firefox, Chrome, Opera, Safari (12.1+), Edge (14+)), but

It IS not supported by the Microsoft Internet Explorer and older
versions of Apple Safari browsers.
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The Color Input

Apps

www.tutonalrepublic.com diz

#0400fF

codelLAB =]

1 <!DOCTYPE html>»

2 <html lang="en">

3 <head>

4 <title>»>HTMLS Color Input Type</title>

5 <script»

B function getWValue() {

7 var color = document.getElementById( mycolor™).value;
8 alert(color);

< h

18| </script>

11 </head>
12 <body>»
13 <form>
14 <label for="mycolor”»Select Color:</label>»
15 <input type="color” value="#a@dffea" id="mycolor™»

5 <button type="button” onclick="getValue();"»Get Value</button:>
17 </form>

18 </body>

19 </html>

Select E-;:ulﬂr:|-|| Get Value |
|




HTMLS New Input Types

The Date Input

It allows the user to select a date from a drop-down calendar, In
which he/she may choose the year, month and day (but not time).
This feature Is also supported by most browsers, except for

Internet Explorer and Safari.
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The Date Input

<!DOCTYPE html»
¢html lang="en"»
<head>»
¢title>HTMLS Date Input Type</title»
{script»
function getValue() {
var date = document.getElementById( 'mydate”).value;
alert(date);
]
{fscripty
/head>
<body>
{form»
¢label for="mydate">Select Date:</label>
¢input type="date” value="2818-84-15" id="mydate">
¢button type="button" onclick="getValue();">Get Value</button>
¢/form>
</body>
</html>

T

Select Date: |17/02/2022

tj“GetUEMe‘




HTMLS New Input Types

The datetime-local Input

It makes avallable to the user to select both local date and time,
Including the year, month, and day including the time in hours and
minutes. This Input Is supported by Safari, Firefox and IE, but not

by Chrome, Edge and Opera.
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The datetime-local Input

<IDOCTYPE html»
¢himl lang="en"»
¢head> |
{title>HTMLS Datetime-local Input Type</title»
{scripty
function getValue() {
var datetime = document.getElementById( mydatetime”).value;
alert(datetime);
I
{/scripty
{/head>
{body>
{formy
¢(label for="mydatetime"»Choose Date and Time:</label>
¢input type="datetime-local” id="mydatetime™»
¢hutton type="button" onclick="getValue();"»Get Value</buttons
¢/form>
¢/body>
¢/html>

Choose Date and Time: |17/62/2022 18:03 UH Get Value |




HTMLS New Input Types

The email Input

To allow the user to enter his/her e-mail address, email Is the preferred input
type. It Is quite like a standard text input type, but If it is applied In combination
with the required attribute, browsers may search for the patterns to guarantee a
properly formatted e-mail address should be entered. The email input field can
be styled for different validation states, when a value Is entered using the :valid,
iInvalid or :required pseudo-classes. This input type Is supported by all major

browsers.
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The emall Input

, .
<!DOCTYPE hEmli‘ Enter Email Address: Get Value
<html lang="en">»

<head> )
<title>HTMLS Email Input Type</title:>
<style>
input[type="email"” ]:valid{
outline: 2px solid green;
1

input[type="email” ]:invalid{
outline: 2px solid red;
¥

</stylex
<script»
function getValue() {
var email = document.getElementById( "myemail").value;

alert(email);
¥
</script>
</head>
<body>»
<form>»
<label for="myemail”»*Enter Email Address:</label>»
<input type="email” id="myemail” required:
<button type="button” onclick="getValue();">Get Value</button:
</form>»
</body>

</ html> |




HTMLS New Input Types

The month Input

this Is a very similar feature to the previous time ones since It
allows to select a month and year from a drop-down calendar
(being YYYY' the year and "MM” the month. It should be noted
that this Is not supported by Firefox, Safari and Internet Explorer.

Only Chrome, Edge and Opera browsers support It.
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The month Input

<!DOCTYPE himl>
¢himl lang="en"»
{head>
¢title>HTMLS Month Input Type</title»
{scripty
function getValue() {
var month = document.getElementById( mymonth™).value;
alert(month);
]
¢fscripts
¢/head>
{body>
(form»
¢label for="mymonth"»Select Month:</label»
¢input type="month" id="mymonth™»
¢button type="button" onclick="getValuz();"»Get Value</button>
¢/form>
¢/body>
¢/html>

Select Month: |fevereiro de 2022

59 |[ Get Value |




HTMLS New Input Types

The number Input

Concerning the number Input type, It Is used for inserting a
numerical value. The web designer can also limit the user to enter
only acceptable values. For this to happen, the additional attributes
min, max, and step should be used. This feature Is supported by all

major web browsers.



= j>
codedsp

coding for social promotion

The number Input

HTMLS New Input Types

<IDOCTYPE himl>»
<html lang="en"»
<head>»
<title>HTMLS MNumber Input Type</title»
<style>
input[type="number”]:valid{
outline: 2Zpx solid green;
I

input[type="number"]:invalid{
outline: 2px solid red;
I

<fstyle>
<script»
function getValue() {
var number = document.getElementById("mynumber").value;
alert(number);
I
</script>
</head>
<body>»
<form>
<label for="mynumber">Enter a Number:</label»
Cinput type="number” min="1" max="16" step="8.5" id="mynumber”:»
<button type="button" onclick="getValue();">Get Value</button:
</form>
<pr<strong>Note</strong>: If you try to enter the number out of the range (1-18) or
text character it will show error.</p»
</body>
</html>

Enter a Number:|1,5 = || Get Value

! Note: I vou try to enter the number out of the range (1-10) or text character it will show error.




HTMLS New Input Types

The range Input

It can be applied for registering a numerical value within a specific
range. It works very similar to number Input above, although It
presents an easier way for inserting a number. This Input type IS

supported by all major web browsers.
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The range Input

<!DOCTYPE himl>» .
¢html lang="en"> Selecta Numbey; ®e—e—— | Goi Value

<head> ;
<title>HTMLS Range Input Type</title:
{sCripts»
tfunction getValue() {
var number = document.getElementById( "mynumber”).value;
alert(number);
]
¢/scripts
¢/head>
<body>
<form»
¢label for="mynumber"»>Select a Number:</label>
¢input type="range” min="1" max="18" step="0.5" id="mynumber">
¢button type="button" onclick="getValue();">»Get Value</button:
¢/form>
</body>
</html>




HTMLS New Input Types

The search Input

It IS suitable for generating search input fields. It must be stated
that, in some browsers (i.e., Chrome and Safari), as soon as the
user begins to type In the search box, a tiny cross emerges on the
right side of the field, which can be useful for clearing the entire

search field. It is supported by all major browsers.
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The search Input

| - .
E hEﬁETEEEEt!i i;, Search Website: | Get Value |
<head> }
¢title>HTMLS Search Input Type</title»
¢scripty

function getValue() {
var term = document.getElementById( mysearch”).value;
alart(term);
]
{fscript>
¢/head>
<body>»
<form»
¢label for="mysearch"»5earch Website:</label>
(input type="search” id="mysearch” placeholder="Type something..."»
<hutton type="button" onclick="getValue();"»Get Value</button:
¢/form>
¢/body>
¢/html>




HTMLS New Input Types

The tel Input

It IS especially useful for inserting a phone number. As browsers do
not support tel input validation by default, the placeholder attribute
can be used to help users inserting the correct format for their
phone number or Iindicate a regular expression to validate the
user's Input by applying the pattern attribute. This feature Is not

supported by any browser, as phone numbers vary a lot worldwide.
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The tel Input

<!DOCTYPE himl»

¢html lang="en"> Telephone Number: | xeoo0-o00 H Get Value ‘
<head> h

¢title>HTMLS Tel Input Type</title>

{scripts

function getValue() {
var phone = document.getElementById( “myphone™).value;
alert(phone);
]
</script>
¢ /head>
<body>
<form»
¢label for="myphone">Telephone Humber:</label»
¢input type="tel" id="myphone” placeholder="yx-x00-0000" reguired:
¢button type="button" onclick="getValue(),"»Get Value</button:
¢/form>
¢/body>
¢/html>




HTMLS New Input Types

The time Input

Regarding the time Input type, It can be used for entering any
given time (hours and minutes), and the browser can use both
hour formats (12 or 24-hour) for inserting times, depending on the

region. This input Is not supported by IE and Safari browsers.
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The time Input

<!DOCTYPE html»

¢html lang="en"> SﬂEEtTﬂHEw--:-- {E“Getvmue
¢head> |

<title>HTMLS Time Input Type</title:

sCripts

function getValue() {
var time = document.getElementById( 'mytime").value;
alert(time);
}
</script>
</head>»
<body>»
<torm»
¢label for="mytime"»Select Time:</label:
¢input type="time" id="myTime">»
¢button type="button"” onclick="getValue();">Get Value</button>
</form>
</body>
</html>




HTMLS New Input Types

The url Input

Concerning the url input type, it can be used for inserting URL's or

web addresses. The multiple attribute can be used for Inserting
more than one URL. Moreover, if required attribute Is restricted, the
browser will automatically perform validation to ensure that only
text that meets the standard format for URLs goes into the input

box. All major browsers support this input type.
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The url Input

| i
<!DOCTYPE html> Enter Website URL: Get Value
<html lang="en">»
<head> ! Note: Enter URL in the form like https-/ www zoogl
¢title>HTMLS URL Input Type</title> -ote: toter 1 the otm uke Atps.Aariav- googic.com
<stylex

input[type="url”]:valid{
outline: 2Zpx solid green;
y

input[type="url”]:invalid{
outline: 2px solid red;
¥

</stylex
<sCcript»
function getValue() {
var url = document.getElementById( "myurl™).value;

alert(url);
¥
</script>»
</head>»
<body >
<form>
<label ftor="myurl®”>Enter Website URL:</label»
<input type="url” id="myurl" required:>»
<button type="button" onclick="getValue();"»Get Value</button>»
</form>
<pr<strong>Note</strong>: Enter URL in the form like https://www.google.com</p>
</body>

</html:>




HTML5 Canvas

The week Input

Finally, the week Input type enables the user to choose a week and
year from a drop-down calendar. This feature Is not supported by
Firefox, Safarl and IE, but 1t Is currently supported by Chrome,

Edge and Opera browsers.
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The week Input

<IDOCTYPE html>»
¢himl lang="en"»
{head>
¢title>HTMLS Week Input Type</title»
{scripty
function getvValue() {
var week = document.getElementById( 'myweek").value;
alert(week);
]
¢/scripts
¢/head>
<body>
¢form»
(label for="myweek"»Select Week:</label>
(input type="week” 1d="myweek >
<hutton type="button” onclick="getValus();"»Get Value</buttony
¢/form>

¢/body>
¢ fhiml s

Select Week: [Semana --

y e

tj“GEIUEME‘




HTML5 Canvas

This section will be essentially useful for learning how to draw graphics using the HTMLS5 canvas element. It
was originally created by Apple for the Mac OS dashboard widgets and to enable graphics in Safari. Moreover, it

was adopted by other browsers, like Firefox, Google Chrome and Opera.

By default, the <canvas> element has 300px of width and 150px of height without any border and content.

Nevertheless, custom width and height can be specified using the CSS height and width feature.

The canvas Is a two-dimensional four-sided area. The coordinates of the top-left corner of the canvas are (0, 0),
identified as origin, and the coordinates of the bottom-right corner are (canvas width, canvas height), as can be

seen using the interactive tool available here.

To draw basic paths and shapes utilizing the recently introduced HTML5 canvas element and JavaScript, it will

be useful to take a look at several templates.


https://www.tutorialrepublic.com/html-tutorial/html5-canvas.php
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code4sp HTML5 Canvas

Firstly, the base template for drawing paths and shapes onto the 2D HTML5 canvas:

<!DOCTYPE himl>»
<html lang="en">»
<head> b

=

Lt e

4 <meta charset="utf-8">»

5 <title>Embedding Canvas Into HTML Pages</title»
o <style>

7 canvas {

3 border: 1lpx solid #968;

9 I

18 </style>

11 <script»

12 window.onload = function() {

13 var canvas = document.getElementById( "myCanvas");
14 var context = canvas.getContext("2d");
15 // draw stuff here

16 b

17 </script>

18 </head>

19 <body>

20 <canvas id="myCanvas" width="388" height="28@"»</canvas»
21 </body>

22 </html>




HTML5 Canvas

All the lines except those from 7 to 11 are quite straight forward
and easy to Interpret. The anonymous function affixed to the
window.onload event will execute when the page loads. As soon as
the page Is loaded, one can access the canvas element with
document.getElementByld() method. Later, a 2D canvas context IS

defined by passing 2d into the getContext() method of the canvas

object.



HTML5 Canvas

The Initial step to draw on canvas Is a straight line. The most
Important procedures used for this purpose are moveTo(), lineTo()
and the stroke(). The moveTo() method identifies the position of
drawing cursor onto the canvas, while the lineTo() method used to
define the coordinates of the line's end point, and finally the

stroke() method Is used to make the line visible:
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<IDOCTYPE himl»
<html lang="en">»
<head>»
<meta charset="utf-8"»
<title>Drawing a Line on the Canvas</title>
{styles

canvas {

border: 1px solid #868;
I

16 </style»
11 <script»

0 g0 =] O N P Ll B

12 window.onload = function() {

13 var canvas = document.getElementById( "myCanvas");
14 var context = canvas.getContext("2d");

15 context.moveTo(58, 15&);

16 context.lineTo(258, 58);

17 context.stroke();

18 };

19 </script>

8 </ head>

21 <body>

P2 <canvas 1d="myCanvas" width="388" height="280"></canvas>»
3 </body>

P4 < /html>»
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What about drawing an arc? It can be obtained by simply using

the arc() method, which syntax Is:

context.arc(centerX, centerY, radius, startingAngle,
endingAngle, counterclockwise);

In the next slide’'s example, an arc was drawn on canvas by

Inserting a JavaScript code:



</>

code4sp HTML5 Canvas

<!DOCTYPE html»
<html lang="en">
<head»
<meta charset="utf-8"»
¢title>Drawing an Arc on the Canvas</title»
¢styles

canvas {

border: 1px solid #2868,
!

¢/styles
¢scripts
window.onload = function() {
var canvas = document.getElementById( myCanvas");
var context = canvas.getContext("2d");
context.arc(158, 158, 8@, 1.2 * Math.PI, 1.8 * Math.PI, false);
context.stroke();

¥
¢/script>
¢/head>
<body>
¢canvas id="myCanvas" width="388" height="286"»</canvas>
</body>
</html>




HTML5 Canvas

To draw a rectangle and square shapes, the rect() method Is the
way to go. It entails four parameters: X, y positions of the rectangle
and I1ts width and height. The basic syntax of the rect() method Is

the following:

context.rect(x, y, width, height);

To draw It using a JS code:
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<!DOCTYPE html>»
<html lang="en">»
<head>
<meta charset="utf-8"»
<title»Drawing a Rectangle on the Canvas</title»
¢style>

canvas {

border: 1px solid #86@;
I

<fstyles
{scripts
window.onload = function() {
var canvas = document.getElementById( ‘mylanvas");
var context = canvas.getContext("2d");
context.rect(5@, 508, 208, 188);
context.stroke();
¥
</script>
</head>
<body >
<canvas 1d="myCanvas" width="388" height="28@"»</canvas>
</body>
</html>




HTML5 Canvas

In opposite to the rect() method, there Is no specific procedure for
drawing a circle. However, the result can be obtained by creating a
fully enclosed arc, by using the arc() method. The synthax for

drawing a complete circle using the arc() method is the following:

context.arc(centerX, centerY, radius, 0, 2 * Math.PI,
false);
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<!DOCTYPE html:>»
<html lang="en">»
<head>»
<meta charset="utt-8"»
¢title»Drawing a Circle on the Canvas</title»
¢styles

canvas {

border: 1px solid #80@;
!

¢/style>
¢script»
window.onload = function() {
var canvas = document.getElementById( "mylanvas");
var context = canvas.getContext("2d");
context.arc(150, 18&, 78, @, 2 * Math.PI, false);
context.stroke();

¥
¢/script>
¢/head>
<body>»
¢canvas id="myCanvas" width="388" height="288"»</canvas>
</body>
¢/html>




HTML5 Canvas

In regard to styles and colours on stroke, the default
colour of the stroke Is black, being its thickness 1 pixel.
However, these attributes can be changed using the
strokeStyle and lineWidth properties, as follows on the next

slide.
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<!DOCTYPE html»
<html lang="en">»
<head>
<meta charset="utf-8"»
¢title»Setting Stroke Color and Width on the Canvas</title»
<style»

canvas 4

border: 1px solid #@6@;
¥

<fstyles
{script»
window.onload = function() {
var canvas = document.getElementById("myCanvas");
var context = canvas.getContext("2d");
context.lineWidth = 5;
context.strokeStyle = "orange”;
context.moveTo(58, 158);
context.lineTo(258, 58);
context.stroke();
¥
</script>
</head>
<body>»
<canvas id="myCanvas" width="388" height="288"></canvas>»
</body>
</html>




HTML5 Canvas

It IS also possible to set the cap style for the lines by using
the lineCap property, with three styles available: butt,

round, and square. Check out next slide’s figure.
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<!DOCTYPE html>»
<html lang="en">»
<head>
<meta charset="utf-8">»
<title»Setting 5troke Cap 5tyle on the Canvas</title:»
<stylex

canvas J

border: 1px solid #20@;
¥

</styles
{script»
window.onload = function() {
var canvas = document.getElementById( "myCanvas");
var context = canvas.getContext("2d");
context.lineWidth = 18;
context.strokeStyle = "orange”;
context.lineCap = "round”;
context.arc{l58, 15@, 88, 1.2 * Math.PI, 1.8 * Math.PI, false);
context.stroke();
¥
</script>
</head>»
<body>»
<canvas id="myCanvas" width="388" height="288"></canvas>»
</body>
</html>




HTML5 Canvas

One can also fill colour inside the canvas shapes by using
the fillStyle() approach. Next slide’s image shows how to fill
up a solid colour within a rectangle shape. While designing
the shapes on canvas, It IS suggested to use the fill()
method before the stroke() method to render the stroke

appropriately.
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<IDOCTYPE html:

<html lang="en">
<head:

<meta charset="utf-8"»

<title»>Filling Color inside a Rectangle on the Canvas</title>
<style>

canvas {
border: 1px solid #86@;
¥

</styles
<script»
window.onload = function() {
var canvas = document.getElementById("myCanvas");
var context = canvas.getContext({"2d");
context.rect(s@, 58, 208, 168);
context.fillstyle = "#FBBEBS";
context.f1i11();
context.linelWidth = 5;

context.strokeStyle = "black”;
context.stroke();
¥
</script>
</head>
<body>»
<canvas 1ld="myCanvas" width="3886" height="288"></canvas>
</body>

</ html>
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It Is also possible to fill gradient colour (a smooth visual transition from one colour to
another) within the canvas shapes. There are two types of gradients here: linear and

radial.

The basic syntax for creating a linear gradient Is:
var grd = context.createlLinearGradient(startX, startY, endX, endY);

The basic syntax for creating a radial gradient is:

var grd = context.createRadialGradient(startX, startY, startRadius,
endX, endY, endRadius);
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The picture below shows how to fill a linear gradient colour inside a rectangle using the

createLinearGradient() method.:

TIDUOLTYFE TCmL>
<html lang="en">
<head:> b
<meta charset="utf-g">»
<title>Filling Linear Gradient inside Canvas Shapes</title>
<style>
canvas {
border: 1px solid #206;
¥
</stylex»
<script>»
window.onload = function{) {
var canvas = document.getElementById( "myCanvas");
var context = canvas.getContext("2d");
context.rect(58, 58, 2088, 188);
var grd = context.createlinearGradient({&, &, canvas.width, canvas.height);
grd.addColorStop(8, "H#2ED&FF');
grd.addColorStop(l, "#884CEBE2");
context.fillStyle = grd;
context.fill();
context.stroke();
+s
< fscript>
< /head>
<body >
<canvas id="myCanvas" width="388" height="288"></canvas>
</body >
</html>
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The figure below demonstrates how to fill a radial gradient colour inside a circle through

the createRadialGradient() method:

<IDOCTYPE html>
<html lang="en">
<head:> )
<meta charset="utf-8">»
<title>Filling Radial Gradient inside Canwvas Shapes</title>
<style>
canvas {
border: 1px solid #908;
¥
</stylex
<script>»
window.onload = function() {
var canvas = document.getElementById( "mylanvas");
var context = canvas.getContext("2d");
context.arc(l5a, 18e, 78, &, 2 * Math.PI, false);
var grd = context.createRadialGradient(l15e, 186, 16, 166, 116, 188);
grd.addColorSstop(@, "#E2EDGFF");
grd.addColorStop(l, "#884CE3");
context.fillSstyle = grd;
context.fil1l1()};
context.stroke();
¥s
</script>
</ head>
<body>»
<canvas id="myCanvas" width="288" height="286@"></canvas>»
</ body >
</html>




HTML5 Canvas

It IS also possible to draw text on canvas (containing Unicode characters only),

as well as adding it colour and alignment, and even apply stroke on text using

the strokeText() method, which will colour the perimeter of the text instead of

filling It.

Nonetheless, If the web designer intends to set both the fill and stroke on the
text element, he/she can use the fillText() and the strokeText() methods together.

It IS suggested to use the fillText() method before the strokeText() method to

render the stroke accurately.
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<!DOCTYPE himl»
<html lang="en"»
<head>
<meta charset="utf-8"»
¢title>Adding Stroke to Canvas Text</title»
¢styles»
canvas {
border: 1lpx solid #B868;
!

¢fstyle>
¢scripts
window.onload = function() {
var canvas = document.getElementById( “myCanvas");
var context = canvas.getContext("2d");
context.font = "bold 32px Arial”;
context.textAlign = "center”;
context.textBaseline = "middle";
context.strokeStyle = "blue”;
context.strokeText("CodedSP™, 156, 188);
1
</script>
¢/head>»
<body>
¢canvas id="myCanvas" width="386" height="288"»</canvas>
</body>
</html>




HTMLS SVG

* This chapter Is expected to be clear on how to use HTML5 svg elements to draw vector graphics

on a web page. To do so, firstly it is important to define SVG.

« SVG stands for Scalable Vector Graphics, and it iIs an XML-based image format that is used to
define two-dimensional vector-based graphics for the web. Distinct from raster image (e.g. .Jpg,
.gif, .png, and other two-dimensional formats), a vector image can be scaled up or down to any

extent without losing the guality of the image. Vector images are comprised of a series of shapes

defined by math, while raster images are composed of a fixed set of dots (pixels).

* Like other topics discussed along this chapter, SVG is also a W3C recommendation.



HTMLS SVG

An SVG Image Is built by using a sequence of statements that go along with the XML schema, so,
SVG Images can be created and edited with a text editor like Notepad. There are numerous
advantages of using SVG images rather than other image formats, as follows:

e They can be searched, indexed, scripted, and compressed.

e They can be created and modified using JavaScript in real time.
e They can be printed with high quality at any resolution.
e They can be animated using the built-in animation elements.

e They can contain hyperlinks to other documents.

All the major modern web browsers (Chrome, Firefox, Safari, and Opera), as well as Internet

Explorer 9 and above are compatible with inline SVG rendering.
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SVG graphics can be embedded directly in a document by using the HTML5 <svg> element (as seen

below):
<IDOCTYPE himl»
¢html lang="en"> Your browser support 3VG.
<head> |

¢meta charset="utf-8">»
¢title>Embedding SVG Into HTML Pages</title>
¢styles

svg
border: 1px solid black;
!

<fstyles
</head>
<body>»
¢svg width="388" height="288">»
ctext x="18" y="28" style="font-size:ldpx;">
Your browser support SVG.
¢ftext>
Sorry, your browser does not support SVG.
<fsvg>
</body>
</html>
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Basic vector-based paths and shapes on the webpages can be drawn by utilizing the HTML5 <svg> element.

The most basic path to work with SVG Is to draw a straight line. For that to happen, the SVG <line> element
should be used. As can be seen in Figure 93, the attributes x1, x2, yl1 and y2 of the <line> element draw a line

from (x1,yl) to (x2,y2).

<IDOCTYPE html>»
<html lang="en">»
<head:> |
<meta charset="utf-8"»
<title>Create a Line with HTMLS 5VG</title>
<style>

svg {

border: 1px solid black;
¥

</stylex
</head>
<body >
<svg width="388" height="288">
<line x1="58" y1="58" x2="25@" y2="158" style="stroke:red; stroke-width:3;" />
<fsvg>
</body>
</html>
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For drawing a rectangle and squares, the <rect> SVG element is the most appropriate
way. The attributes x and y of <rect> element specify the co-ordinates of the top-left
corner of the rectangle. The attributes width and height specify the width and height of the

shape.

¢DOCTYPE html»
¢html lang="en">
¢head>
¢meta charset="utf-8"»
¢titlexCreate a Rectangle with HTMLS SVG</titles
¢styles

svg {

border: 1px solid black;

¢[styley
¢/head>
¢body>

{svg width="3080" height="208"»

(rect x="58" y="58" width="200" height="188" style="fill:orange; stroke:black;

stroke-width:3;" /»

¢fsvg>
¢/body>
¢/html>
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If a circle I1s the chosen shape, the SVG element <circle> is the most suitable. The
attributes cx and cy of the <circle> element specifies the co-ordinates of the center of the
circle and the attribute r identifies the radius of the circle. Still, if the attributes cx and cy

are absent or not specified, the center of the circle Is set to (0,0).

<!DOCTYPE html>»
<html lang="en">»
<head:> |
<meta charset="utf-8">»
<title>Create a Circle with HTMLS SWG</title>
<stylex>

svg {

border: 1px solid black;

</style>
</head>
<body>»
<svg width="388" height="286">»
<circle cx="158" cy="188" r="78" style="fill:red; stroke:black; stroke-width:3;"

/>

<fsvg
</body>»
</html>
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It IS also possible to draw text with SVG. The text in SVG Is rendered as a graphic so the web
designer can use all the graphic transformation to it, but it still performs as text, so it can be
selected and copied as text by the user. The attributes x and y of the <text> element identify

the location of the top-left corner in absolute terms although the attributes dx and dy indicates

the relative location.

< !DOCTYPE html>»
<html lang="en">

<head>»

<meta charset="ut+-8":»

<title>Render Text with HTMLS SVG</title>
<stylex»

svg 4
border: 1px solid black;

</ html >

Welcome to Our Website!

Here vou will find lots of usefizl information

< fstyle:>
</head>
<body >
<swvg width="388" height="288">
<text x="28" yv="38" style="F+ill:purple; ftont-size:22px;"»
Welcome to Our kebsite!
<Stext>
<text x="28" y="38" dx="8" dy="28" style="fill:navy; fTont-size:l4dpx;">»
Here you will +ind lots of useful information.
<Stexts
<Ssvg>
< /body>
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In alternative, web designers may use the <tspan> element to resize or relocate the span
of text included within a <text> element. The text is included In separate tspans, but
Inside the same text element can all be selected at the same moment — when clicking

and dragging to select the text. Yet, the text in separate text elements cannot be picked at

the same time.

<!DOCTYPE html»
<html lang="en">»
<head> | ‘,“’Ezf(.
<meta charset="utf-3": . “Op,
<title>Rotate and Render Text with HTMLS SVG</titlex 'Wu”k[ ey
<style> jf'f r{gb
svg { . ¥ oo ILE.
border: 1px solid black; “Uﬂy 555?
1 U . CL
{fstyle}
</he
<bo d }
<svg width="388" height="288">»
{texh X="38" y= 15“ sty 1 ="fi _1:pUﬁj;e; font-size:22px; transform:rotate(38deg);">
<tsp style="f1i 1 rple; font-size:22px;">
Welco to Ou 'I.J |::I ‘I:
</tspan>
<tspan dx B dy " style="fill:navy; font-size:14px;">»
Here you will { d l ts of useful information.
</tspan>
</te ‘t}
</svg
</body>»
</html>»




</>

codeasp HTMLS SVG

Even though the new graphical elements <canvas> and <svg> have been introduced by HTML 5 in order to create high-quality

graphics on the web, they differ quite a lot.

In the table below, the differences between both are summarized, and this will help learners on how to use them in an appropriate,

effective way:

SVG

Canvas

Vector based (composed of shapes)

Raster based (composed of pixel)

Multiple graphical elements, which become the part of the page's

DOM tree

Single element similar to <img> in behavior. Canvas diagram can be

saved to PNG or JPG format

Modified through script and CSS

Modified through script only

Good text rendering capabilities

Poor text rendering capabilities

Give better performance with smaller number of objects or larger

surface, or both

Give better performance with larger number of objects or smaller

surface, or both

Better scalability. Can be printed with high quality at any resolution.

Pixelation does not occur

Poor scalability. Not suitable for printing on higher resolution.

Pixelation may occur
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HTMLS Audio

* This section Is intended to explain how to embed audio in an HTML document.

* As web browsers did not have a uniform standard for embedding media files as audio, it was not
an easy task to perform In the past. However, there are many ways to embed sound In a
webpage, from simply use a simple link to using the HTML5 <audio> element. This element
provides a standard way to insert audio in web pages. Since the audio element iIs somewhat new,

It runs In most of the modern web browsers.

* There are many ways of inserting an audio into a HTML5 document. One of them Is by using the
browser’s default group of controls, with one source defined by the src attribute, as it can be

verified in this code, in which it is possible to hear a group of birds singing.



https://www.tutorialrepublic.com/codelab.php?topic=html5&file=audio-element

HTMLS Audio

 Another way can be achieved by using the <object> element, which Is used for embedding

different types of media files. This example embeds an audio file into a web page following the

aforementioned method. It should be stated that the <object> element Is not supported broadly
and It depends on the type of the object that i1s being implanted. Other methods like
HTMLS5 <audio> element or third-party HTML5 audio players could be a better option in a lot of

casSes.

* Finally, the <embed> element can also be another way of inserting media in an HTML document,

following this example. Even though the <embed> element is superbly supported in nowadays
browsers and defined as standard in HTMLS, the inserted audio might not be played due to

absence of browser support for that file format or inaccessibility of plugins.


https://www.tutorialrepublic.com/codelab.php?topic=html5&file=insert-audio-using-object-element
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=insert-audio-using-embed-element

HTML5 Video

e It i1s now time to learn how to embed video content into an HTML
document.

» Pretty much like sound, video contents were also difficult to insert
INto a web page, and for the same reason (web browsers did not
have a uniform standard for defining embedded media files like
video). In the next paragraphs, many ways of inserting these

contents will be explained.



HTML5 Video

The newly Introduced <video> element works in most of the modern browsers. This

example explains how to simply Insert a video into the HTML document, using the

browser default set of controls, with one source defined by the src attribute.

The <object> element Is also used to embed different types of media files. Following this

example, one can understand how to embed a Flash video Iinto a webpage (only

browsers/applications supporting Flash will be able to play Iit). It should be noted that the
<object> element Is not supported extensively and depends a lot on the type of the object
embedded. Other methods could be a better choice in many cases as, for instance, IPad

and iIPhone device cannot display Flash videos.


https://www.tutorialrepublic.com/codelab.php?topic=html5&file=video-element
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=video-element
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=insert-video-using-embed-element
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=insert-video-using-embed-element

HTML5 Video

And what about embedding YouTube videos? That is actually the most simple and
common way of embedding video files in webpages nowadays. The web designer must

simply upload the video on YouTube and insert HTML code to display the video on his/her

webpage. Here Is a step-by-step mini guide:

Step 1 — Upload a video on YouTube.

Step 2 — After uploading a video on YouTube, the web designer should look for the

‘Share’ button, which is located below a video running on the platform’s video player, just
like as follows:

f5 11M ] DISLIKE E+ SAVE
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When clicking the ‘Share’ button, a share panel will open exhibiting some more options.
Now, the ‘'Embed’ button should be clicked, as it will generate the HTML code to directly
embed the video into the web page. For that to happen, the web designer should copy

and paste that code into the HTML document.

Embed Video %

<iframe width="568" height="315"
src="https://www.youtube.com/embed/
JNOQXACOIVRw" title="YouTube video
player"” frameborder="60
allow="accelerometer; autoplay;
clipboard-write; encrypted-media,

gyroscope; picture-in-picture

allowfullscreen></iframe>




HTML5 Video

This code can be furtherly customized, and for that to happen the
web designer just needs to select the customization option given

just below the embed-code input box.

The Insertion of a YouTube video on a webpage is explained In this

example.



https://www.tutorialrepublic.com/codelab.php?topic=html5&file=embed-youtube-video
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=embed-youtube-video

HTML5 Web Storage

Ever wondered how to use HTML5 web storage feature to store

data on user’'s browser? The following paragraphs will be useful for

fully understanding this.

Firstly, it Is Important to understand the implications of ‘web

storage'.



HTML5 Web Storage

With web storage, web applications can store data locally within the user's browser.
Prior to HTMLS5, application data had to be stored In cookies, incorporated In every
server request. Web storage Is more secure, and substantial amounts of data can be

stored locally, without impacting website performance.

The information kept in the web storage Is not sent to the web server as opposite to
the cookies where data iIs delivered to the server with every request. Moreover,
cookies only allow to store a small amount of data (nearly 4KB), while the web

storage permits to store up to SMB.



HTML5 Web Storage

There are two types of web storage:

Local storage — makes use of the localStorage object to store data for the
entire website on a permanent basis. That being said, the stored local data

will be available on the next day, the next week, or the next year unless it Is

removed.

Session storage — It uses the sessionStorage object to store data on
a temporary basis, for a single browser window or tab. The data vanishes
when session ends, for instance when the user shuts that browser window or

tab.
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HTML5 Web Storage

As regards the local storage, each piece of data Is collected in a key/value
pair. The key identifies the name of the information (i.e. 'first_ name'), and the

value Is the value related to the same key (i.e. ‘Peter’). The following JS code

expresses the following:

e localStorage.setltem (key, value) stores the value associated with a key.

e localStorage.getltem (key) saves the value associated with the key.

It Is also possible to remove a particular item from the storage, by passing
the key name to the removeltem() method,

l.e. localStorage.removeltem("first._name").


https://www.tutorialrepublic.com/codelab.php?topic=html5&file=local-storage

HTML5 Web Storage

It Is also possible to remove a particular item from the storage, by passing the key name to the

removeltem() method, i.e. localStorage.removeltem("first_name").

However, If the web designer intends to remove the complete storage, he/she should use the
clear() method, I.e. localStorage.clear(). The clear() method simply clears all key/value pairs from
localStorage at once, so It must be used cautiously. The web storage data will not be

accessible between different browsers.

Finally, the sessionStorage object works similarly to localStorage, except that it stores the data

only for one session. The following example Is quite explanatory on how this works.



https://www.tutorialrepublic.com/codelab.php?topic=html5&file=session-storage

HTMLS Application Cache

This section will be useful on how to create offline applications using HTMLS5 caching

feature.

It Is well-known that most web-based application will not work if the web designer Is
offline. However, HTML5 brings in an application cache mechanism that allows the
browser to automatically save the HTML file and all the other resources that requires to
display it properly on the local machine, that way the browser can still access the web
page and Its resources without establishing a connection to the internet. This Is
supported In all major modern web browsers (Firefox, Chrome, Opera, Safari, and

Internet Explorer 10 and above.
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There are several advantages In using this feature:

e Offline browsing — Visitors can use the application even when they are not online
or there are unexpected Iinterruptions in the network connection.

e Improve performance — Cached resources load directly from the user's machine
Instead of the remote server so web pages load quicker and perform better.

e Reduce HTTP request and server load — The browser will only have to download
the updated/changed resources from the remote server that reduce the HTTP
requests and saves valuable bandwidth as well as decrease the load on the web

Server.



HTML5 Application Cache

There are a few steps to go through in order to cache the files for

offline use:

STEP 1 — Create a Cache Manifest file. This Is a special text file
that informs browsers what files should they store (and not), and

what files to replace. It always starts with the words CACHE

MANIFEST (always In uppercase).
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Example *+ Download

=

CACHE MANIFEST
# vl.e : 18-B8-2814

[l

CACHE:
# pages

LN P L

index.html

()|

B # styles & scripts
= css/theme.css

18 js/jquery.min. js
11 js/default.js

12
13 # images
14 ffavicon.ico

15 images/logo.png

16

17 METWORK :

18 login.php

19

28 FALLBACK:

21 f foffline.html
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It IS now time to explain the coding of last slide’s picture.

Firstly, it is important
NETWORK, and FALL

The files listed under t

to understand that manifest files can have three different sections: CACHE,

BACK.
ne CACHE: section header (or right after the CACHE MANIFEST line) are clearly

cached after they are ¢

ownloaded for the first time;

Files under the NETWORK: section header are white-listed resources that are never cached and are only

available online. It means users cannot never access login.php page when they're offline;

The FALLBACK: section specifies alternative pages the browser should use in case the connection to the

server cannot be done. Each entry in this section lists two URIs — first i1s the primary resource, the

second is the fallback.
offline. Also, both URIs
It should be noted that

For Iinstance, In Figure 98 case, offline.html page will be displayed if the user Is
must be from the same origin as the manifest file.

lines starting with ‘#" (hash symbol) are comment lines.
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STEP 2 — Use the cache manifest file. After creating it, the web designer should
upload the cache manifest file on the web server — making sure the web server

IS configured to serve the manifest files with the MIME type text/cache-manifest.

To make the cache manifest work, the web designer will need to enable it in the
web pages, by adding the manifest attribute to the root <html> element, as

shown by the picture on the next slide.
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1 | <!DOCTYPE html>
2 <html lang="en" manifest="example.appcache”>
<head>»
il <titlexUsing the Application Cache</title>
5 | </head>
6 <body>
7 ¢!--The document content will be inserted here-->
2 | </body>
</html>»

If the user Is online, the result for this code will be the following:

£ 3 (0 () sboutblankéblocked D &




HTML5 Web Workers

This section will be essentially useful for further learning on JS topics, as it will teach how to use

HTMLS web worker to run JS code In the background. So, learners must come back if they

experience any difficulties.

If

one tries to perform intensive, time-consuming, and heavy calculations demanding tasks with

JavaScript, it probably will freeze up the webpages and will prevent users from doing anything

until the job I1s done. Why? Well, because JS code always runs in the foreground. However,

HTMLS has a new technology (‘web worker’) created to perform background work apart from

ot

ner user-interface scripts, without impacting the performance of the page. Distinct from normal

JS operations, web worker does not Interrupt the user and the web page stays responsive

because they are running the tasks in the background.



</>

code4sp HTML5 Web Workers

Web workers are specially useful for performing a time-consuming task. So, Iin the first, example,
a simple JS task that counts from zero to 100 000 will be created (name of the file should be

worker.|s), as follows:

2 function countNumbers() {
if(i < 1e8eee) {
| i1 =1+ 1;

postMessage(l);

e

—_— B . — e e e o e e R [ — - - = = = = = _— e e - R ——
— p— P I
b e G e = - = — o ok

il

|
(=]

I

|

I

setTimeout ("countNumbers(}", 588);
18 | }

11 countNumbers();
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So, now that the web worker file has been created, it is time to start the web worker
from an HTML document that runs the code inside the file named "worker.js" In the
background and gradually shows the result on the web page. It should be noted that
the number In the right will always be growing until it reaches 100,000.

<IDOCTYPE html> 16
<html lang="en">»
<head> |

<meta charset="utf-8"»
<title»Using HTMLS Web Workers</title>
<script»
if(window.Worker) {
/{ Create a new web worker
var worker = new Worker("/examples/js/worker.js"};

{/ Fire onMessage event handler
worker.onmessage = function{event) {
document.getElementById( "result”).innerHTML = event.data;
¥
} else {
alert("Sorry, your browser do not support web worker.");

</script>
</head>»
<body>
<div id="result"»
¢!--Received messages will be inserted here--»
</div>
</body>»
</html>
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* Now explaining what Is going on the example from above, the statement
var worker = new Worker("worker.js"), creates a new web worker object,
which Is used to communicate with the web worker. When the worker posts
a message, It triggers the onmessage event handler (line 14) that permits
the code to receive messages from the web worker.

 The event.data element comprises the message sent from the web worker.
For the record, the code that a worker runs Is always stored Iin a separate
JavaScript file to prevent web developer from writing the web worker code
that makes an attempt to use global variables or directly open the elements
on the web page.
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It IS also possible to put an end to a running worker in the middle of the

operation, following the example below:

< 1DOCTYPE html:
<html lang="en"» -
cheads T . Web Worker Demo

<meta charset="utf-8"»
<title>Start/Stop Web Worker in HTML5</title>
{scripts

/1 Set up global variable

var worker;

| Start web worker || Stop web worker |

function startlorker() {
// Initialize web worker
worker = new Worker("/examples/js/worker.js");

// Run update function, when we get a message from worker
worker.onmessage = update;

// Tell worker to get started
worker.postMessage(“start");

}

function update(event) {
// Update the page with current message from worker
document.getElementById("result”).innerHTML = event.data;
}

function stopliorker() {
// Stop the worker
worker.terminate();
"
<fscript>
</head>
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HTML5 Server-Sent Events

This section will be useful for understanding
how to use the HTML5 server-sent events
feature to make a unidirectional and permanent

connection between a web page and a server.



HTML5 Server-Sent Events

HTML5 server-sent event is an innovative way for the web pages to communicate with
a web server. Nevertheless, there are some circumstances where web pages need a
longer-term connection to the web server, for example, on stock quotes on finance
websites where price updated automatically or game tickers running on various sports
websites.

Such things are feasible with the HTMLS5 server-sent events, as it makes available for
a web page to hold an open connection to a web server, in a way that the web server
can send a new response mechanically at whatever time. At this point, there Is no
need to reconnect and run the same server script from the beginning repeatedly.

For a better understanding of the aforementioned concepts, a PHP file named
"server time.php" and type the following script into it. This file will merely report the
present time of the web server's built-in clock in regular intervals:
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BE -

2 header({"Content-Type: text/event-stream”);

- Py -
]

header("Cache-Control: no-cache™);

> fcurrentTime = date("h:i:5", time()):;
echo "data: " . $currentTime . “\n\n";
18 tlush();

NOTE: A PHP file is a plain-text file which contains code written in the PHP programming language. Since PHP is a server-side
(back-end) scripting language, the code written on it is executed on the server. In fact, a PHP file may contain plain text, HTML tags,
or code as per the PHP syntax. PHP is often used to develop web applications that are processed by a PHP engine on the web
Server.



HTML5 Server-Sent Events

The first two line of the PHP script sets two crucial headers. Number one, it sets the MIME type to text/event-stream, which is needed by

the server-side event standard. The second line informs the web server to turn off caching or else the output of the script may be cached.

Every message send through HTML5 server-sent events must start with the text data: followed by the actual message text and the new

line character sequence (\n\n).

And lastly, the PHP flush() function has been used to ensure that the data is sent immediately, rather than buffered until the PHP code is

complete.

Regarding on how to process messages in a web page, the EventSource object is used to receive server-sent event messages. In the
example below, learners will see how a HTML document simply receives the current time reported by the web server and displays it to the
web page visitors. For a better understanding, an HTML document named “demo_sse.htim” will be created and furtherly placed in the

same project directory where “server time.php” is located.
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<IDOCTYPE html>

<html lang="en">»

<head:>

<title>Using Server-Sent Events«</title>»

<script»
window.onload = function() {
var source = new EventSource( " server_time.php™);
source.onmessage = ftunction(ewvent) {

document.getElementEyId({ " result™).innerHTML +=

from web server: + event.data + "<br>";

s
¥s
</script>
</head>
<body >
<div id="result™>
<l--Server response will be inserted here-->»
</div>
</body>
</html>

"Mew time received




HTML5 Geolocation

Through this subtopic, learners will get a few insights on how to use HTML5 geolocation feature for detecting
user’s location. This feature lets the programmer find out the geographic coordinates (latitude and longitude) of
the website visitor's current location. It is especially useful for providing the best browsing experience for the

visitor, since, for instance, this tool can show search results that are physically close to the user’s location.

Receiving the position information of the website visitor using the HTML5 geolocation API is not difficult. It
exploits the three methods that are packed into the navigator.geolocation object — getCurrentPosition(),

watchPosition() and clearWatch().

After the user agrees to let the browser tell the web server about his/her position (web browsers will not share
the visitor location with a webpage unless the user agrees to do so), the geolocation process should occur as In

the image on the next slide.
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<!DOCTYPE himl»
¢html lang="en"»
¢head>
¢meta charset="utf-8"»
¢titleGet Visitor's Location Using HTMLS Geolocation</title»
¢scripty
function showPosition() {
if(navigator.geolocation) {
navigator.geolocation.getCurrentPosition(function{position) {
var positionInfo = "Your current position is (" + "Latitude: " +
position.coords.latitude + ", " + "Longitude: " + position.coords.longitude + ")";
document.getElementById("result”).innerHTML = positionInfo,

Rk
}else {
alert("Sorry, your browser does not support HTMLS geolocation.”);
}
!
{/scripts
¢/head>
<body>»

¢div id="result">
¢!--Position information will be inserted here--»
¢fdivy
<button type="button" onclick="showPosition();"»Show Position</button:
¢/body>
¢ /html>

|

Your current position 15 (Latitude: 410079309, Longitude: -8.6270736)
Show Position |




HTML5 Geolocation

* In case a user does not Intend to share his/her location
data with the website, the programmer can supply two
functions when calling the getCurrentLocation() function.
First function Is called Iin case geolocation attempt IS
successful, whereas the second Is called If the

geolocation attempt fails.



</>

code4sp HTML5 Geolocation

< DOCTYPE html »
chtml lang="cm"=
« hoad
oncta charsct="utf -8~
ctitlesHandlimg the Goolocaticom Errors and Aojoctions< ftitles
cscripts
S5 =t up glaobal wariable
var rosult:

function shesPosition) |
FF Stoeec the cloment whore the page displays the reswlt
result = docunont . getElomwmentBy Id] “reswlt™)

fF IT goolocation is awailable, try to got the wisitor®s position
if{mavigator goolacation] |
mawigator. goalocation. gotCurrentPosition]sucoessCallback, crrarCal lback);
result  inmerHTML = "Gotting the position imformatiom. . J5;
T} el=sc {
alort] “Sorry, your browscr doos not support HTMLS goalocation. ™) ;
I3

% -
For

F& Dofine callback function far swoocssful sttompt

function successCallback{position) |

result_ dmnerdHTEL = “Yowr curront position is {9 + “Latituede: © & position. coords.latitwde + ¥, f o+ “Longitudc: + position.coords. lomgitude + 515 ;
%
|

A4 Define callback functicen for faidlosd attomot
function crrorCallback{crraor} {

if{crror.code == 1) {
result  inmeerHTML = "vou'we decided mot to share yowr position, bet it's DF . e won“t ask you agadm. ®;
I} clsc if{crror.oode == 2} {
result  inmeerHTML = " The noteork is down o the positioning sorvice can't be rcached.
I} clsc if{crror.oode == 2) {
result  inneerHTML = " The attompt timcd oot before it could got the location data.™;
F clsc {
result  immeerHTML = “Soclocation fadlosd dee o unknocssn crroe. ™
I3
¥
i scripts
o o] =
o bodys
div id="rcsult"
wl Positiocn imformatiocon will B insertbosd here >
« fdiws
<uttan typo="burtton® onclick="shoePFasition(}; “>Shoa Position: fbwettons
o oy s

o el s




HTML5 Geolocation

 There are many Iinteresting functions to explore with geolocation data, as showing the user’s location
on Google Maps. Based on the latitude and longitude data retrieved through the HTML5 geolocation

feature, this example shows the reader’s current location. This simply shows a static image showing

user’s location, although an interactive Google maps with dragging, zoom in/out and other features,

as this example shows.

« All the aforementioned examples have been based on the getCurrentPosition() method.

Nevertheless, the geolocation function has another technique —watchPosition() that allows to track

the visitor's movement by returning the updated position as the location changes. watchPosition()
has the same Input parameters as getCurrentPosition(). Yet, watchPosition() may activate the
success function multiple times — when it gets the location for the first time, and again, every time it

Spots a new position, as this example suggesits.



https://www.tutorialrepublic.com/codelab.php?topic=html5&file=show-geolocation-on-google-map-image
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=show-location-on-google-map
https://www.tutorialrepublic.com/codelab.php?topic=html5&file=get-current-geolocation-data

HTMLS Drag and Drop

* |t Is a common procedure In the online daily routine to drag
and drop an element to another location In a website.

« The HTML5 Drag and Drop feature allows to do so, and any
element can be dragged and dropped.

 This example sets a simple drag and drop example learners

may try to get more familiar with this concept. Even though the

code seems difficult to understand, it Is quite simple and logic:


https://www.w3schools.com/html/tryit.asp?filename=tryhtml5_draganddrop

HTMLS5 Drag and Drop

e Firstly, to make an element draggable, the draggable attribute must be true:
<img draggable="true">

e Then, it should be specified what should happen once the element is dragged. In
the example given above, the ondragstart attribute calls a function (drag (event))
that specifies what data will be dragged. The dataTransfer.setData() process sets
the data type and the value of the dragged data:

Functiondrag(ev){ev.dataTransfer.setData("text",ev.target.id);}

* In this example, the data type Is “text”’, being the value the id of the draggable

element ("drag1”).



HTMLS5 Drag and Drop

. ondragover event stipulates where the dragged data can be dropped. By default,
data/elements are unable to be dropped in other elements. To permit a drop, the web designer
should prevent the default handling of the element, by calling the event.preventDefault() technique

for the ondragover event:
event.preventDefault()

e As soon as the dragged data is dropped, a drop event happens. In the example given previously,

the ondrop attribute calls a function, drop(event):

function drop(ev) {

ev.preventDefault();
var data=ev.datalransfer.getData("text”);

ev.target.appendChild{document.getElementById(data));
t




HTML5 Drag and Drop

v'Call preventDefault() to prevent the browser default handling of the data

(default Is open as a link on drop);

v The programmer gets the dragged data with the dataTransfer.getData()
technique. This technique will return any data that was set to the same type In
the setData() technigue;

v'The dragged data is the id of the dragged element ("dragl1")

v The programmer should also attach the dragged element into the drop

element.



LET'S PRACTICE!

Open the following link In order to practice some of
the concepts acquired so far:

e Nttps://www.etutorialspoint.com/index.php/exercise/h
tml-practice-exercises-with-solutions


https://www.etutorialspoint.com/index.php/exercise/html-practice-exercises-with-solutions
https://www.etutorialspoint.com/index.php/exercise/html-practice-exercises-with-solutions

</>

THANK YOU!

Co-funded by the
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