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UkAzkY HTML CANVAS

@ http://www.effectgames.com/demos/canvascycle/
@ http://www.sinuousgame.com/
@ https://lab.hakim.se/trail/03/

@ http://kennethjorgensen.com/blog/2014/canvas-trees — zmacknéte
F5

@ https://code.tutsplus.com/articles/
21-ridiculously-impressive-html5-canvas-experiments—--net-14210
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DEFINICE CANVAS

<canvas width="250" height="120" id="draw"></canvas>

const DRAW_CANVAS = document.getElementById("draw");
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KRESLENT CANVAS

const DRAW_CANVAS = document.getElementById("draw") ;
const DRAW_CONTEXT = DRAW_CANVAS.getContext ("2d");
DRAW_CONTEXT.fillRect (25, 25, 200, 60);
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.getContext ("2d")7? A co 3d?
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.getContext("2d")? A co 3d? — WebGL
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.getContext("2d")? A co 3d? — WebGL
Trochu jiny vesmir ...

Filip Leitner HTML5 Canvas Pocitacova grafika 5/19



OBDELNIKY

DRAW_CONTEXT.rect(x, y, width, height)
DRAW_CONTEXT.fillRect(x, y, width, height)
DRAW_CONTEXT.strokeRect(x, y, width, height)
DRAW_CONTEXT.clearRect(x, y, width, height)
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BARVY — FILL, STROKE

DRAW_CONTEXT.fillStyle
DRAW_CONTEXT.strokeStyle

"#rrggbb";

"#rrggbb" ;
Nastavi barvy pro dalsi kresleni.
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FILL — PRIKLAD

const DRAW_CANVAS = document.getElementById("drau");
const DRAW_CONTEXT = DRAW_CANVAS.getContext("2d");
DRAW_CONTEXT.fillStyle = "#£f£0000";
DRAW_CONTEXT.fillRect (25, 25, 200, 60);

Filip Leitner HTML5 Canvas Pocitacova grafika 8/19



STROKE — PRIKLAD

const DRAW_CANVAS = document.getElementById("drau");
const DRAW_CONTEXT = DRAW_CANVAS.getContext("2d");
DRAW_CONTEXT.strokeStyle = "#00ff00";
DRAW_CONTEXT.strokeRect (25, 25, 200, 60);

Filip Leitner HTML5 Canvas Pocitacova grafika 9/19



CLEAR

const DRAW_CANVAS = document.getElementById("draw");
const DRAW_CONTEXT = DRAW_CANVAS.getContext("2d");
DRAW_CONTEXT.fillStyle = "#£f£0000";
DRAW_CONTEXT.fillRect (25, 25, 200, 60);
DRAW_CONTEXT.clearRect (50, 50, 75, 75);
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REFERENCE

@ http://www.w3schools.com/tags/ref_canvas.asp
@ http://diveintohtml5.info/canvas.html
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CANVAS PATH

£i11()

stroke ()
beginPath()
moveTo ()
closePath()
1lineTo ()

clip()
quadraticCurveTo()
bezierCurveTo ()
arc()

arcTo()
isPointInPath()
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BEGINPATH
https://www.w3schools.com/tags/canvas_beginpath.asp

const DRAW_CANVAS = document.getElementById("draw");
const DRAW_CONTEXT = DRAW_CANVAS.getContext("2d");

DRAW_CONTEXT . beginPath() ;
DRAW_CONTEXT.lineWidth="5";
DRAW_CONTEXT.strokeStyle="green";
DRAW_CONTEXT .moveTo (0,75) ;
DRAW_CONTEXT. lineTo(200,75) ;
DRAW_CONTEXT.stroke () ;

DRAW_CONTEXT.beginPath () ;
DRAW_CONTEXT. strokeStyle="purple";
DRAW_CONTEXT.moveTo (50,0) ;
DRAW_CONTEXT.1ineTo(50,110);
DRAW_CONTEXT. stroke () ;
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KruH

const DRAW_CANVAS = document.getElementById("draw");
const DRAW_CONTEXT = DRAW_CANVAS.getContext("2d");

const CX

DRAW_CANVAS.width / 2;

const CY = DRAW_CANVAS.height / 2;

const R = 70;
DRAW_CONTEXT.
DRAW_CONTEXT.
DRAW_CONTEXT.
DRAW_CONTEXT.
DRAW_CONTEXT.
DRAW_CONTEXT.
DRAW_CONTEXT.

beginPath() ;

arc(CX, CY, R, 0, 2 * Math.PI, false);
lineWidth = 3;

strokeStyle = '#000000';

stroke();

fillStyle = 'green';

£il11(Q);
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1. UKoL

Nakreslete snéhuldka v canvas.
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CLICK EVENTY

const DRAW_CANVAS = document.getElementById("draw");
DRAW_CANVAS.addEventListener('click', function(evt) {
““Ialert (" ${evt.offsetX} ${evt.offsetY} );

b;

Pokud byste potfebovali podporovat starsi prohlizece, doprucuji tento navod:
http://wuw.quirksmode.org/js/events_properties.html#position
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2. UKOL

@ Vytvorte 'mapovi aplikaciu' ktorad bude obsahovat

» SVG mapové pole (externé SVG)
* 14 a viac oblasti
* Jedinecné (zemie
» Dynamicky generovanovany histogram kombinovany s klasifikacnym
nastrojom
» Infobox - ndzov tzemia + 2 [ubovolné charakteristiky

o Cast bodov aj za vysledny vizual
@ 3 tydny na vypracovani — 4.5.2022 vletne
@ mozno ziskat az 60 bodi

@ (kol odevzdavejte jako archiv .zip
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HISTOGRAM A KLASIFIKACGNY NASTROJ

@ Histogram

Dynamicky generovany podla dat

10 tried

Rozmery dynamicky odvodené od velkosti grafu
Popis Y osi

vV vy VvYy

@ Kilasifikacny nastroj

» 4 - 7 klasifika¢nych tried. Pocet tried bude mozné menit.

» Pociato¢ny stav = 6 tried definovanych na zaklade smerodatne;j
odchylky, velkost intervalu 0.5std

» Hranice intervalov sa vykreslia do histogramu ako zvislé 'Ciary’ ktorymi
bude mozné pohybovat

» Hranice intervalov budi mat popisky s hodnotou klasifikovaného javu
(pocet obyvatelov)

» Vypoditana klasifikacia bude nasledne aplikovana na SVG mapu.
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Diky za pozornost!
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