JavaScript

JavaScript is client side scripting. There are many ways that JavaScript can greatly benefit your sites. Dreamweaver enables you to rapidly add scripts even if you don’t have scripting experience via combination of panels and menu items.

Designers can work in the Behaviors Panel This accessed via Window> Behaviors of Shift+F3. Adding a behavior is a simple process: click inside the  a tag in Code view and use the drop-down menu under the [+] sign to add JavaScript event, such as pop-up windows and rollovers. One thing to remember is JavaScript is always case sensitive. In our case study we are going to integrate some “cut and paste” scripts into the website.

Front page random image

The image you’ve used on the case study front page is fine, but it might look boring after a while. Therefore, we’re going to replace it with a random image from a selection When visitors enter the site. They’ll see one from a selection of images, and when the page is refreshed, a new random choice from the selection will be displayed. Random content can make pages look like they’re updated more often than they are, and provide immediate access to a selection of content that otherwise wouldn’t be seen until later. It also enables a designer to show a selection of items rather than limiting the choice to one.

You can find “extensions” for JavaScripted random images and many other web features, in the Adobe Exchange for Dreamweaver. There you will find plenty of extensions to provide you with more functionality, from JavaScript to Shopping Carts. Many are free and some are for purchase with wide range of costs. You simply download the extension that you want to try and in Dreamweaver, on the toolbar, select Commands>Manage Extensions. In the resulting dialog box, click on the icon for Install and you will be prompted to locate the downloaded file. The Dreamweaver extension is .mpx. Once the Extension Manager has loaded the extension, you will need to quit and restart Dreamweaver to see the extension in the toolbar or insert panel. If you are not sure how to activate the feature, go back to Manage Extensions, select the one you are investigating and in the description box, you should find the specifics on where the extension will display in the Dreamweaver interface and any other info on using it.

Open the Iceland.js file in the js folder. We will examine the JavaScript used for our random image and understand better what you will need to make it work on your own website.

This is the JavaScript function and is found in the iceland.js file:

// random splash generator

function randomSplash()

{

var splashImage=new Array()

// location of images in this array

splashImage[1]="images/glaciers_1.jpg";

splashImage[2]="images/glaciers_10.jpg";

splashImage[3]="images/golden_circle_1.jpg";

splashImage[4]="images/landscapes_1.jpg";

splashImage[5]="images/landscapes_5.jpg";

splashImage[6]="images/reykjavik_1.jpg";

splashImage[7]="images/reykjavik_5.jpg";

splashImage[8]="images/waterfalls_5.jpg";

var splashCaption=new Array()

// captions

splashCaption[1]="Distant glacier";

splashCaption[2]="Ice on the beach";

splashCaption[3]="&THORN;ingvellir in winter";

splashCaption[4]="Snow road";

splashCaption[5]="The harbour";

splashCaption[6]="Sun voyager";

splashCaption[7]="Summer at midnight";

splashCaption[8]="Black falls";

var getRan=Math.floor(Math.random()*splashImage.length)

if (getRan==0)

getRan=1

document.write('<p><img src=\"'+splashImage[getRan]+'\" alt=\"\" title=\"Images from Iceland.\" width=\"400\" height=\"300\" \/>');

document.write('<p>'+splashCaption[getRan]+'<br \/>');

document.write('View more images in the <a href=\"gallery.html\">gallery<\/a><\/p>');

}

This is where the JavaScript function is called and belongs in the html page where you want the random image to appear.

<div id="photoarea"><!-- InstanceBeginEditable name="photo" --><script type="text/javascript" language="JavaScript">

<!--  

randomSplash() 

//-->

</script><!-- InstanceEndEditable --></div>

You may edit the script to add more or have fewer images. The two Arrays must have the same number in their lists. You will substitute your image name and location and it’s corresponding caption for each number in the Array as highlighter for the first one in each. The alt text will be empty since the photo is described by the caption text. The images need to all be sized the same for this script. You will replace the width and height measurements as highlighted. Do not try to copy the code from this Microsoft document, since there is formatting which will break the script.

The Gallery

This is the JavaScript that appears in the iceland.js file that controls the swapping of the photo when you click on the thumbnail:

// swap image and caption 

function swapPhoto(photoSRC,theCaption,thePrice) {


var displayedCaption = document.getElementById("caption");


displayedCaption.firstChild.nodeValue = theCaption;

    document.images.imgPhoto.src = "images/" + photoSRC;

}

This is what you put in your html for each thumbnail link:

<a href="javascript:swapPhoto('glaciers_1.jpg','Distant glacier')"><img src="images/t_glaciers_1.jpg" alt="Photo of distant glacier" width="44" height="33" border="0" /></a>

The highlights show where you will edit for the specifics of your own large photo, caption text, thumbnail images (with alt text and measurements). You must make sure the placeholder large photo has the name imgPhoto in the Properties Panel
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