The problem:
I need a device agnostic (e.g. HTML5) solution for storing and querying 250,000+ rows of data offline on a phone or tablet type device (e.g. iOS/Android). The idea being I have people working in remote areas without any cellular data connection and they need to run queries on this data and edit it while offline. Partly it will be geo-location based so if there are assets in the area they are in (uses GPS) then it will show those assets and let them be edited. When they return to the office they can sync the data back to the office server.
The reason that I'm approaching this from a web standard point of view is basically to save money and time by writing it once in HTML5 and then it works across multiple platforms rather than writing it twice in Objective C and Java. Also if you write something that's platform agnostic then you're not locked in and don't go down with the ship when everyone moves to a newer one. We had a similar app written for Windows Mobile 5, now it's useless as that platform is dead.
The offline database on the device needs to be:
Options:
HTML5 local storage:
Fine for small amounts of data <5,000 key/values, you can even store arrays/objects in it if you convert it to JSON.
Cons:
Web SQL Database:
Cons:
IndexedDB:
Key/value object store similar to local storage except with indexes.
Cons:
This leaves the only option of implementing the deprecated Web SQL method which may only work for another year or so. IndexedDB and local storage are unusable at present.
I'm not sure how Mozilla and Microsoft got the Web SQL Database standard deprecated and why the W3C let it happen. Supposedly between them they have 77% of the desktop browser market. On advanced mobile devices Mozilla and Microsoft have nearly zero influence as Safari, Opera and Android have over 90% of the market share. How Mozilla & Microsoft can dictate which standard should be used in the mobile market which is where offline storage is most likely to be used doesn't make any sense.
In the comments from Mozilla about why they wanted to go with IndexedDB instead are mainly about 'developer aesthetics' and they don't like the idea of running SQL in JavaScript. I'm not buying it.
Currently the proposed standard is inferior and an extremely basic NoSQL implementation that is slow and doesn't even support the advanced features people need in a database. There is a lot of boilerplate code to establish the database and get data out but they claim people will write some nice abstraction libraries over the top of it that will provide more advanced features. As of Oct 2011 they're nowhere to be seen.
They've deprecated the existing Web SQL standard which actually works and is implemented in the main mobile/tablet browsers. Whereas their 'new' and 'better' standard is not available in the major mobile browsers.
What are we as developers supposed to use for the next 3-5 years which is when the IndexedDB specification might get around to being standardised, have more features, implemented in the main mobile/tablet browsers and there's some nice libraries to make things easier?
The W3C should keep the Web SQL Database standard running in parallel and just fix the issues. It already has support for the major mobile platforms and it works pretty well. The fact that Mozilla and Microsoft as the two players with the most desktop browser share were able to get this standard scrapped is pretty dubious and could be seen as an attempt to hinder progress on the mobile web platforms until they are able to catch up and offer competing solutions against iOS/Safari and Android.
In conclusion does anyone have a solution for my problem that will work for iOS/Android for phone/tablet devices. Maybe a nice wrapper API that can use multiple database implementations in the background with querying capability and it lets you choose which database has priority. I've seen things like lawnchair but I'm pretty sure it only lets you use local storage by default and falls back to the to the others. I think I'd rather it used Web SQL (by default) then the slower options.
Any help for a solution much appreciated, thanks!
I would checkout CouchBase Mobile. It's a full featured implementation of CouchDB that runs on Android and iOS.
If you wrapped your App in something like PhoneGap you could create native HTML 5 apps for both platforms and you'd only have to do a tiny bit of Android/iOS specific programming to implement CouchDB.
Pros:
Cons:
I would tell you to use Corona for it . It's a private Platform used for crossed-mobile applications which has support to SQLite .
Pros
Cons
I paste here what they say about it:
Corona includes support for SQLite databases on all platforms. This is based on the built-in sqlite support on the iPhone, and a compiled version of SQLite on Android. Note that this increases the size of the Android binary by 300K.
SQLite is available in all versions of Android, iPhone, and iPad, as well as in the Corona Simulator...
Why not write a simple storage engine in javascript (which covers the "standards-based" part)? Apparently you don't need anything very fancy, so it should not take too much effort to have it working.
I would do the following:
This solution is only feasible if the database is simple enough. But I think it might work -- javascript support is good on mobile devices.
For inspiration here is a Btree+ implementation in javascript.
To read the local files you will need the file API, which can be used to access local files. It is supported in most modern browsers, even Safari 6. I have not been able to determine if current iPhone browsers support this API though.
Well, I`m a developer so I approach it from development point of view. Why not have a RoR server running locally on the tablets and use something like SQLite, then when the workers come to the office, take all those SQLite files and sync them with a master?
I am trying to add resume functionality to html5 file uploader.
I need to be able to resume after browser was closed (and reopened) and I lost the file object, I do not want the user to drag/open the file again.
Until now I used java applet to do it but I was hoping to find an html5 solution for this problem.
I thought about saving the files in local storage but they are too big.
Is there a way to save only the file object the path or any other information that might help me reopen the file without asking the user to reopen the file?
How about using FileReader to read in the file and store it to a variable.
Then use XMLHttpRequest() to send the file. If it fails, ask the user if they would like to try again, using the data from the saved variable instead of selecting a file again?
As for resuming a failed upload. One way I can think of doing it would be to chop the upload into manageable parts, keeping a track of which part was just sent, so you know where to start from if you have to resume.
On the server, you would have to store the partial uploads in a session variable until finished.
sorry, it is not possible. The link between the file and the browser, that you can access with javascript (the FileURL) is destroyed after closing the window (and for sure, when closing the browser). You could save the name of the file and the amounts/parts uploaded and request the user to upload that file again, continuing from where he left off, but not automatically, without the users concent. I am actually quite stunned security wise, that this should be possible with javaapplets..
When repeatedly drawing anything (apparently with a low alpha value) on a canvas, regardless of if it's with drawImage() or a fill function, the resulting colors are significantly inaccurate in all browsers that I've tested. Here's a sample of the results I'm getting with a particular blend operation:

For an example and some code to play with, check out this jsFiddle I worked up:
The top set of data is a result of a test that you can customize by editing iters and rgba at the top of the JS code. It takes whatever color your specify, RGBA all in range [0, 255], and stamps it on a completely clean, transparent canvas iters number of times. At the same time, it keeps a running calculation of what the standard Porter-Duff source-over-dest blend function would produce for the same procedure (ie. what the browsers should be running and coming up with).
The bottom set of data presents a boundary case that I found where blending [127, 0, 0, 2] on top of [127, 0, 0, 63] produces an inaccurate result. Interestingly, blending [127, 0, 0, 2] on top of [127, 0, 0, 62] and all [127, 0, 0, x] colors where x <= 62 produces the expected result. Note that this boundary case is only valid in Firefox and IE on Windows. In every other browser on every other operating system I've tested, the results are far worse.
In addition, if you run the test in Firefox on Windows and Chrome on Windows, you'll notice a significant difference in the blending results. Unfortunately we're not talking about one or two values off--it's far worse.
I am aware of the fact that the HTML5 canvas spec points out that doing a drawImage() or putImageData() and then a getImageData() call can show slightly varying results due to rounding errors. In that case, and based on everything I've run into thus far, we're talking about something miniscule like the red channel being 122 instead of 121.
As a bit of background material, I asked this question a while ago where @NathanOstgard did some excellent research and drew the conclusion that alpha premultiplication was to blame. While that certainly could be at work here, I think the real underlying issue is something a bit larger.
Does anyone have any clue how I could possibly end up with the (wildly inaccurate) color values I'm seeing? Furthermore, and more importantly, does anyone have any ideas how to circumvent the issue and produce consistent results in all browsers? Manually blending the pixels is not an option due to performance reasons.
Thanks!
Edit: I just added a stack trace of sorts that outputs each intermediate color value and the expected value for that stage in the process.
Edit: After researching this a bit, I think I've made some slight progress.
In Chrome14 on Win7 the resulting color after the blend operation is gray, which is many values off from the expected and desired reddish result. This led me to believe that Chrome doesn't have an issue with rounding and precision because the difference is so large. Instead, it seems like Chrome stores all pixel values with premultiplied alpha.
This idea can be demonstrated by drawing a single color to the canvas. In Chrome, if you apply the color [127, 0, 0, 2] once to the canvas, you get [127, 0, 0, 2] when you read it back. However, if you apply [127, 0, 0, 2] to the canvas twice, Chrome gives you [85, 0, 0, 3] if you check the resulting color. This actually makes some sense when you consider that the premultiplied equivalent of [127, 0, 0, 2] is [1, 0, 0, 2].
Apparently, when Chrome14 on Win7 performs the blending operation, it references the premultiplied color value [1, 0, 0, 2] for the dest component and the non-premultiplied color value [127, 0, 0, 2] for the source component. When these two colors are blended together, we end up with [85, 0, 0, 3] using the Porter-Duff source-over-dest approach, as expected.
So, it seems like Chrome14 on Win7 inconsistently references the pixel values when you work with them. The information is stored in a premultiplied state internally, is presented back to you in non-premultiplied form, and is manipulated using values of both forms.
I'm thinking it might be possible to circumvent this by doing some additional calls to getImageData() and/or putImageData(), but the performance implications don't seem that great. Furthermore, this doesn't seem to be the same issue that Firefox7 on Win7 is exhibiting, so some more research will have to be done on that side of things.
Oh geez. I think we just stepped into the twilight zone here. I'm afraid I don't have an answer but I can provide some more information at least. Your hunch is right that at least something is larger here.
I'd prefer an example that is drastically more simple (and thus less prone to any sort of error - I fear you might have a problem with 0-255 somewhere instead of 0-1 but didnt look thoroughly) than yours so I whipped up something tiny. What I found wasn't pleasant:
<canvas id="canvas1" width="128" height="128"></canvas>
<canvas id="canvas2" width="127" height="127"></canvas>
+
var can = document.getElementById('canvas1');
var ctx = can.getContext('2d');
var can2 = document.getElementById('canvas2');
var ctx2 = can2.getContext('2d');
var alpha = 2/255.0;
ctx.fillStyle = 'rgba(127, 0, 0, ' + alpha + ')';
ctx2.fillStyle = 'rgba(127, 0, 0, ' + alpha + ')'; // this is grey
//ctx2.fillStyle = 'rgba(171, 0, 0, ' + alpha + ')'; // this works
for (var i = 0; i < 32; i++) {
ctx.fillRect(0,0,500,500);
ctx2.fillRect(0,0,500,500);
}
Yields this:

See for yourself here:
It seems that if your surface area is too small (not the fillRect area, but the canvas area itself) then the drawing operation will be a wash.
It seems to work fine in IE9 and FF7. I submitted it as a bug to Chromium. (We'll see what they say, but their typical M.O. so far is to ignore most bug reports unless they are security issues).
I'd urge you to check your example - I think you might have a 0-255 to 0-1 issue somewhere. The code I have here seems to work just dandy, save for maybe the expected reddish color, but it is a consistent resultant color across all browsers with the exception of this Chrome issue.
In the end Chrome is probably doing something to optimize canvases with a surface area smaller than 128x128 that is fouling things up.
Setting globalCompositeOperation to "lighter" (the operation where overlapping pixels values are added together, it is not the default operation for many browsers) yields same color and results in ie9, chrome 14 and latest firefox aurora:
Expected: [126.99999999999999, 0, 0, 63.51372549019608]
Result: [127, 0, 0, 64]
Expected: [126.99999999999999, 0, 0, 63.51372549019608]
Result: [127, 0, 0, 64]
edit: you may learn what the different composite operations mean here:
https://developer.mozilla.org/en/Canvas_tutorial/Compositing#globalCompositeOperation
for example, "copy" was useful to me when I needed to do fade animation in certain parts of a canvas
Both IE9 and Chrome14 log TBODY as the tagName of the element inside the <table>
The HTML5 spec on <table> clearly states :
followed by either zero or more tbody elements or one or more tr elements
Furthermore. The HTML5 spec on <tr> clearly states :
As a child of a table element, after any caption, colgroup, and thead elements, but only if there are no tbody elements that are children of the table element.
Why are browsers corrupting my DOM and injecting a <tbody> when
The answer of "backwards compatiblity" makes absolutely zero sense because I specifically opted in for a HTML5 doctype.
The answer of "backwards compatiblity" makes absolutely zero sense because I specifically opted in for a HTML5 doctype.
However, browsers don't differentiate between versions of HTML. HTML documents with HTML5 doctype and with HTML4 doctype (with the small exception of HTML4 transitional doctype without URL in FPI) are parsed and rendered the same way.
I'll quote the relevant part of HTML5 parser description:
8.2.5.4.9 The "in table" insertion mode
...
A start tag whose tag name is one of: "td", "th", "tr"
Act as if a start tag token with the tag name "tbody" had beenseen, then reprocess the current token.
You're completely missing the part in the HTML5 spec that specifies how the tree is constructed.
The spec allows you to write a table without the tbody element as it's implied. Just like if you skip the html, head or body opening or closing tags, your page can still be correctly rendered.
I assume you'd like the DOM to contain a body for your content should it be left out for any reason. The same goes for tbody. It's added in because it explicitly assumes you forgot to add it yourself.
A start tag whose tag name is one of: "td", "th", "tr"
Act as if a start tag token with the tag name "tbody" had been seen, then reprocess the current token.
From my experience, browsers don't differentiate between HTML5 and HTML4 documents. They behave the same for both. The <!doctype html> doesn't trigger any special behavior in browsers.
And also <!doctype html> is not reserved for "HTML5 documents" - it's just the simplest possible doctype which triggers standards mode.
This is for "historical reasons" (i.e. backwards compatibility, something which is very important to HTML):
For historical reasons, certain elements have extra restrictions beyond even the restrictions given by their content model.
A
tableelement must not containtrelements, even though these elements are technically allowed insidetableelements according to the content models described in this specification. (If atrelement is put inside atablein the markup, it will in fact imply atbodystart tag before it.)
Please note that this quote is from the "HTML Syntax" section. This section applies only to documents, authoring tools, and markup generators and explicitly not to conformance checkers (which need to use the HTML parsing algorithm).
So: The specification says that using tr outside tbody is allowed as per the content model and the parsing specification, but anything that generates HTML (including YOU) should use tbody.
Much of this comes about because HTML5 merges the successor to HTML 4 and XHTML 1.x into a single specification.
When XHTML 1.0 was introduced and browsers started to experiment with using an XML parser, they hit a problem. Authors were used to writing <table>s without <tbody>s. Since an XML parser isn't allowed to infer tags like HTML parsers did, the best way to help authors to transition to XHTML (which seemed like a good idea at the time) was to get the tables to render properly by allowing <tr>s to be the direct children of <table> inside the DOM. (The DOM is as much as possible the same, regardless of whether it originated from an HTML parse or an XML parse.) So the browsers implemented support for this.
Now the HTML5 content model is shared between the HTML and XHTML serializations of HTML5, so it has to allow for both arrangements, i.e. with or without tbody.
On the other hand, in the section on "The HTML Syntax" (which does not apply to the XML parser), it makes clear that an HTML parse will infer the tbody tags.
When <table><tr><td>my text</td></tr></table> is served as text/html the table structure created in the DOM will have the tr as a direct child of a tbody which is the direct child of the table. The HTML5 content model says this is OK.
When <table><tr><td>my text</td></tr></table> is served as application/xhtml+xml the table structure created in the DOM will have the tr as a direct child of the table. The HTML5 content model says this is also OK.
It is also possible to create a tr as a direct child of table through scripting. For the same reason, browsers will treat this as a table row as most people expect it to.
Backwards compatibility is not just about the doctype, scripts might rely on a tbody element being there.
I am making an app that deals with songs being dragged to the app. When I use the file.size to get the size of the file it takes approx 1500ms (avg) to get this value. Is there any faster way? I understand why it takes time (and memory) but since I am new to dealing with files in HTML5, maybe there is something that I don't know of which can make the process faster.
The same stands true for the file system API. If I call in the file through it and call for file.size, it takes similar time.
PS I got to this conclusion by adding console.time() in my code.
EDIT
Here is the code (massively stripped down)
fileSystem.root.getFile(id, {}, function(fileEntry) {
fileEntry.file(function(audioTemp) {
console.time(1);
console.log(audioTemp.size);
console.timeEnd(1)
});
});
This is the file system API example. This (obviously) needs the file named id to be there for it to work. Below is the D&D file input code
function onChangeAddSongsInput() {
var files = document.getElementById('addSongsInput').files;
for(var i=0; i<files.length; i++) {
console.time(1);
console.log(files[i].size);
console.timeEnd(1)
}
}
EDIT 2
I am on an AMD equiv of core two duo, 2.7 GHz, 2 gigs of ram, win7 x64. The specs i believe are actually decent enough. So if something does take long enough on my machine i will take it as a no-go.
This is a blocker for a major bug fix in my app. I would really like to ship the with a fix for this long time included. I cannot set a bounty (yet) maybe there is a minimum time before a bounty is set.
EDIT 3
I did some testing and as it turns out, it takes so long because chrome calculates the size instead of just reading it from some metadata. Here is the test result.
The bigger the file, the longer it takes and if called second time it uses some cache and does not load the file. So now.. how can i reduce this time? Size is an important info in my app but probably not important enough to slow user's upload rate by about 1.5 seconds for every file! I am planning on importing libraries and it would really help to reduce this time when adding 100 or so songs. This time then will be a major bump to app's response time.
Here's a quasi-educated guess:
Looking at the definition of the HTML5 File interface shows that a File is a Blob and that the size attribute is actually part of the Blob interface.
Since a Blob is an abstraction over a raw chunk of data, accessing the size attribute might actually cause the implementation to load the whole file into memory. You could write an experiment to see if the delay varies with the size of the file or if the delay only occurs on the first read of the size attribute.
EDIT:
I really feel like this inefficiency is a problem with the browser's implementation of the File interface, but here're two workaround ideas about how to avoid latency when loading large files into memory:
Web workers(MDN reference, WHATWG Webapps Standard) would allow you to put the slow loading of the files essentially into another thread. This, I think, is your best bet.
Another approach would be to use the slice method of the Blob interface to load up small portions of the File. If the implementation of slice only loads the needed portion of the file, it should go faster. You'll have to load multiple slices for every file and you'll need to detect when you get to the end of a file by paying attention to the size of the Blob returned by slice. You'll detect the end of the file by getting back a blob smaller than you expected-- from the spec:
The slice method MUST clamp on values of size if index arithmetic exceeds the bounds of size. In particular, this means that for a given slice call:
If start + length > size then a user agent MUST return a Blob object as if slice(start, size-start) was called.
If start > size then a user agent MUST return a Blob object of size 0
Unfortunately, the spec also mentions the possibility of throwing exceptions when you request a slice outside of a Blob's buffer size-- on any implementations that do that, you'll have to catch an exception to detect the end of file.
if you increase the time set under Console.Time(), it will givw you more performance. You need to make sure that this time is not timing out till the file is being loaded and displayed.
I have webpage with a video element nested in a div class="video-container" along with a div class="video-control-bar" which I am using JQuery to animate. I am also using setInterval to query the currentTime of the video element and reflect that in the progress bar contained in the video-control-bar.
JavaScript:
$(function(){
$(".video-container").each(function(){
player_init($(this))
})
})
function player_init(self)
{
setInterval(function(){
var video = self.find("video")[0]
self.find(".video-control-bar").find(".video-position").find("input").val(video.currentTime / video.duration)
self.find(".video-control-bar").find(".video-position").find("progress").val(video.currentTime / video.duration)
}, 500)
self.hover(function(){
self.find(".video-control-bar").stop().animate({bottom: "0px"}, 25)
}, function(){
self.find(".video-control-bar").stop().animate({bottom: "-39px"}, 350)
})
}
Problem? Well, in Chrome, if I load the page, my setInterval function gets called every 500ms like expected, until I mouse over the player, causing the control-bar animation. After that no further calls are made to my setInterval function.
HOWEVER if I hit refresh, the page reloads and I can mouse over it all I want and everything continues working correctly. But only if I load the page via a refresh.
This doesn't happen in Firefox. I suspect it may be a bug in Chrome, as it is similar to a problem I submitted here.
I really have no idea if it's a problem with the way I'm doing things, an issue with JQuery or a bug in Chrome. I really don't care who's bug it is, I just want things to work.
Thanks.
self.hover() might be returning when finished thus ending the player_init()
Try something that separates the timeout function from the hover function, like this:
$(function(){
$(".video-container").each(function(){
$this = $(this); //small optimization
hover_init($this);
player_init($this);
});
});
function player_init(self){
var a = self.find(".video-control-bar .video-position");
var video = self.find("video")[0]
setInterval(function(){
a.find("input").val(video.currentTime / video.duration)
a.find("progress").val(video.currentTime / video.duration)
}, 500)
}
function hover_init(self){
selfhover(
function(){
self.find(".video-control-bar").stop().animate({bottom: "0px"}, 25)
}, function(){
self.find(".video-control-bar").stop().animate({bottom: "-39px"}, 350)
});
}
self.hover(function(){
self.find(".video-control-bar").stop().animate({bottom: "0px"}, 25)
}, function(){
self.find(".video-control-bar").stop().animate({bottom: "-39px"}, 350)
})
replace or remove stop(). That might fix it.
I have ghost text in textfields that disappear when you focus on them using HTML5's placeholder attribute:
<input type="text" name="email" placeholder="Enter email"/>
I want to use that same mechanism to have multiline placeholder text in a textarea, maybe something like this:
<textarea name="story" placeholder="Enter story\n next line\n more"></textarea>
But those \ns show up in the text and don't cause newlines... Is there a way to have a multiline placeholder?
UPDATE: The only way I got this to work was utilizing the jQuery Watermark plugin, which accepts HTML in the placeholder text:
$('.textarea_class').watermark('Enter story<br/> * newline', {fallback: false});
The specification does not allow line feed or carriage return characters.
The placeholder attribute represents a short hint (a word or short phrase) intended to aid the user with data entry. A hint could be a sample value or a brief description of the expected format. The attribute, if specified, must have a value that contains no U+000A LINE FEED (LF) or U+000D CARRIAGE RETURN (CR) characters.
Apparently, the recommendation is to use a title attribute for anything longer.
For a longer hint or other advisory text, the title attribute is more appropriate.
The html5 spec expressly rejects new lines in the place holder field. Versions of Webkit /will/ insert new lines when presented with line feeds in the placeholder, however this is incorrect behaviour and should not be relied upon.
I guess paragraphs aren't brief enough for w3 ;)
I do not think that is possible with html/css alone. Might be possible using JavaScript or some other kind of hack - extra spaces to push the text to the next line, etc.
My one of relative who started to learn Web Development asked me this question.
Why <script src="min.js"></script> but <link rel="stylesheet" href="min.css"> why not <style href="min.css"></style> why we use link tag to add external css in the page but when we link css to page but we use <style>...</style> when we write css inside <head>?
I told him that it's because of Specification. Is there any more info to give to him?
It's historical... coincidence? You can recommend him reading part about Past of diveintohtml5.ep.io, where there are some interesting stories, actually mail correspondences, between web developers. Web developers means they were, in fact, developing the Web we see nowadays ;)
I.e. <img> tag we are used to:
<IMG SRC="file://foobar.com/foo/bar/blargh.xbm">
could be:
<ICON name="NoEntry" href="http://note/foo/bar/NoEntry.xbm">
or
<A HREF="..." INCLUDE>See photo</A>
or
<INCLUDE HREF="...">
but finally devs decided to stick with <img>, which was already implemented:
We?re not prepared to support INCLUDE/EMBED at this point. ? So we?re probably going to go with (not ICON, since not all inlined images can be meaningfully called icons). For the time being, inlined images won?t be explicitly content-type?d; down the road, we plan to support that (along with the general adaptation of MIME). Actually, the image reading routines we?re currently using figure out the image format on the fly, so the filename extension won?t even be significant.
I don't know direct answer to your question, but I'm pretty curious about <link> tag, too. Finding answer would probably include some web archives digging.
There is a difference, at least from the W3C's point of view.
A <style> element introduces a block of CSS rules that apply to the current document. However, external style sheets are actually considered as whole documents related to the current page, and user agents are free to ignore such documents, depending on the type and media attributes of the link. For instance:
<link rel="stylesheet" type="text/css" media="screen" href="screen.css" />
<link rel="stylesheet" type="text/css" media="print" href="print.css" />
In this situation, user agents would typically only follow one of the links, either the screen one (for normal rendering) or the print one (for, well, printing). The idea was to preserve bandwidth by only downloading the appropriate resource, instead of fetching everything and filtering on the media type later.
This is mentioned in the specification:
When the
LINKelement links an external style sheet to a document, thetypeattribute specifies the style sheet language and themediaattribute specifies the intended rendering medium or media. User agents may save time by retrieving from the network only those style sheets that apply to the current device.
They both have a basically identical meaning, and you have spotted a sort of inconsistency in HTML. The cause of this is that the standards were based on the implementations of different browsers. Different browsers came up with the attributes in the different tags, and the W3C just decided to keep some of the inconsistencies in order to maintain backwards compatability.
Elements that use src: script img iframe input video frame
Elements that use href: a link base
The <link> tag is used to "link" other documents to the current one, and describe it's relationship, or rel, with it.
You can also use <link> to link other things to the document. For example, favicons:
<link rel="shortcut icon" href="favicon.ico" />
This might explain things, I guess: http://www.w3.org/TR/html4/struct/links.html
The javascript has the cross origin issue so that the javascript in one site cannot access the object in another script in another site. The css has no related issue. So browser currently has no sense of the css of the target site or another site.
But I still think what you propose is a good idea since the cross origin css attacks has been found in 2002. One way to defend this attack is to check the format of the cross origin css file.
Using the same video twice in the same page seems to force an unnecessary media reload.
Compare loading a video to loading an image:
<img src="image.png"/>
<img src="image.png"/>
<video src="video.webm"></video>
<video src="video.webm"></video>
According to the Firefox 5 web console, this loads the image once, but the video twice.
I understand from http://www.w3.org/TR/html5/video.html#dom-media-mediagroup that the spec's authors expected a single reload in both cases ("Multiple media elements referencing the same media resource will share a single network request"), but that is not happening to me.
I have tried to play around with server cache parameters (I'm using vanilla web.py), to no avail, and I suspect that's barking at the wrong tree. Is there anything specific I should be looking at? HTML meta elements?
Note that this is the opposite of common issues with having multiple sources for the same video. Here I am concerned with having multiple video elements with the same source playing side by side (e.g. at different points in time).
If you check the size of the downloaded video, are they both downloading the full video?
In my tests, most browsers download a small chunk (enough to display the thumb) and then the full video when needed - so I'm wondering if you are counting that as two full downloads, when it is actually only one full download and one partial.
I did some tests in June with the help of Bruce Lawson and we discovered that some browsers perform even more loads than the two I've described above.
You could of course put the videos in thumbnails and have them load when someone clicks on them, it might help if you can't find something else.
I'd like to log when users listen to an audio element for more than 5 seconds. How can I detect this with HTML5?
I would handle the play event, and then use a setTimeout call track when they're done. Something like this (pseudo code):
var timeHandler = null;
// if they stop listening, don't give them the alert
myAudioElement.addEventListener('stop', function() {
if (timeHandler) clearTimeout(timeHandle);
});
// when they start to play, set an event to pop up 5 seconds later
myAudioElement.addEventListener('play', function() {
timeHandler = setTimeout(5000,function() {
// here I would make some kind of ajax call to log the event
alert("it's been 5 seconds!");
});
As always, this could get far more complex depending upon your needs. You could also just use the ontimeupdate event to track where the playhead is currently sitting. For a reference on html5 audio events, check out this page:
https://developer.mozilla.org/en/DOM/Media_events
Good luck!
I have an HTML 5 app that runs on mobile devices including the iPad. I want to create a link to a non-HTML file, and have the proper application open to handle the file. The files are .acsm files, to be opened in Bluefire.
If I create the link as a simple <a href="url"> tag, it works.
If instead I use Javascript to set the window.location, it doesn't work. The iPad pops an alert that says, "Download failed: This file cannot be downloaded".
I've experimented with other file types, and haven't found anything conclusive. What's the difference between the simple link and the Javascript technique? Can I make the Javascript code do the same thing as the link?
In case the specific Javascript details matter, I do it like this with jQuery:
$('.native-launch').live('click', function (evobj) {
var there = $(evobj.target).attr('href');
window.location.href = there;
return false;
});
and the HTML looks like:
<span class="catalog-list-button native-launch" href="url">Read in another app</span>
(Note that this is a span with an href, I can change the HTML if that would help.)
create a new a tag and click it using jquery:
$("<a />").attr("href", there).click();
the a tag in this case will not be added to DOM, will only be used to simulate the click.
Try window.open, passing in "_self" as the target window name.
window.open(there, "_self");
Using "_self" is the critical part here, otherwise the popup blocker would intercept it. I'd test this, but I don't have a link to an acsm file.
Edit: Two more ideas:
Add a form to your page with a method of "GET" and an action of your acsm file. Exclude form fields unless they map appropriately to your URL.
<form id="acsm" method="GET" action="http://myserver.com/myfile.acsm"></form>
Then just submit your form with form.submit():
document.forms.acsm.submit();
And the other idea: Create a page on your server that does a server-side redirect to your acsm file. Then just use the usual location.href = url to that server page.
It seems like a Safari bug to me. If you write window.location : Safari is expecting an html file or any type of file it can actualy display.
Whereas when you click a link it reads the content-type and then decide to open it in the same window or open an application for it.
I think you should try to open a popup window with the url. It should theoretically work.
With the JS-function window.location the browser want to open the file with the Browser and not with any other program. But with the A-Tag you link to something. This can be any file. If the browser didn't know the typ of the file the browser alert a popup for download the file. If the file is for example a HTML-File the browser open the file and show it.
For downloading a File with JS here is a link.
I would think a link was better in case some type of screen reader was trying to parse your page. If your navigation was in javascript, something like that would fail to tell visually impaired users what's going on.
Btw, instead of return false; from your event handler. do evobj.preventDefault(), it's the preferred way to stop bubbling for the event.
According to the HTML5 spec, span element can have only the global attributes, which doesn't include href. So the value fetched from the attribute may be malformed or incompatible with the type accepted by window.location.href. I'm not sure if this could be related to the issue.
Did you try assigning a constant string like window.location.href = "http://example.com/file"?
You may want to try one of these methods: http://www.phpied.com/files/location-location/location-location.html
If this is a bug with iOS, simulate a click on a link. Unlike memical's solution, this will not bubble:
var a = document.createElementNS("http://www.w3.org/1999/xhtml", "a");
a.href = your_url_here;
var click = document.createEvent("Event");
click.initEvent("click", false /*bubbles*/, true /*cancellable*/);
a.dispatchEvent(click);
What is the best site to find the default CSS properties of HTML elements?
Many of the HTML elements come with some default CSS properties which can sometimes result in unknown/unwanted behaviour. For example Input boxes are displayed differently in different browsers. I'm looking for a place that covers the new CSS3 properties and the new HTML5 elements. I've seen in other (much older) questions (such as Browser's Default CSS) answers that suggest a solution of CSS reset. This solution is sometimes not wanted, often I would actually like to keep some of the basic properties (such as the highlighting of input boxes in Chrome). In other words: I don't want to get rid of things just because I don't know what they do.
So, Is there a site that can give me all this information (or perhaps most)?
It's different for each browser, so:
resource://gre-resources/ and look at html.css.As suggested by @robertc, you can also look at the HTML5 Boilerplate stylesheet, which "normalizes the display of a lot of stuff without being a reset in the traditional sense". It also fixes quite a few bugs/inconsistencies.
The title basically says it all. I'm aware this can't be done using traditional means. I'm not aware of any way to do it using Web Sockets, though I've never built anything more than toy apps with them.
It is fine if the solution is browser-specific (even on the client-side; i.e. peer-to-peer communication would also be awesome). For instance, is there any way to accomplish this using Chrome's NaCl?
Furthermore, if this isn't possible now, is there any fleshed-out specification for how it will work in the future? For instance, Chromium-based browsers are experimenting with a "P2P Javascript API" which appears to be currently entirely undocumented.
Here's the HTML5 spec on it: http://www.whatwg.org/specs/web-apps/current-work/multipage/video-conferencing-and-peer-to-peer-communication.html#peer-to-peer-connections, though its status is unclear.
Sorry if this question is a bit haphazard; I'm basically interested in the current status of all in-browser APIs that could be used for p2p communication.
Edit: I'm not interested in Flash p2p. I'm aware it can be done, and is definitely a solution to current p2p problems, however I'm interested in new technology.
There's Opera Unite but I'm not aware of any cross-browser standardization effort based on that. I think by default it proxies through Opera's servers for DNS, but you can set it up for direct connections.
On aminutewithbrendan, brendan eich makes an off hand comment implying that serving scripts as
<script type='text/javascript'></script>
is not correct because "text/javascript" is not a valid MIME type and he states "application/javascript" is a valid MIME type.
I only care about serving HTML5 as the doctype.
<script> defined in the html5 W3C specification ?"text/javascript" and "application/javascript" ?type at all?Literal Quote from brendan: (1:48)
... or script type equals application/javascript or application/ecmascript, those are the official MIME types or either one of those made-up ones from HTML4 like text/javascript ...
Related:
The union of the related resources doesn't really answer all three questions.
Where are the MIME types for
<script>defined in the html5 W3C specification ?
Nowhere, it has a list (which includes some experimental and deprecated ones) but states that you can use any MIME type you like. MIME types are defined by IANA and text/javascript is officially marked as obsolete in favour of application/javascript
What is browser support like for "text/javascript" and "application/javascript" ?
Not good enough. There are still plenty of browsers around that don't recognise the latter. (This is, however, only a problem with the type attribute, you can set the HTTP Content-Type header correctly without worrying).
Which should be used ? Alternatively should we just not set type at all?
Since you only care about HTML 5, just omit the type attribute entirely. It is optional and the default language is JavaScript.
I think Brandon is (at least) partially wrong. The latest editor's draft of HTML5 (15 Aug 2011) says:
The type attribute gives the language of the script or format of the data. If the attribute is present, its value must be a valid MIME type. The charset parameter must not be specified. The default, which is used if the attribute is absent, is "text/javascript".
So if you do not include a type attribute, the default value is "text/javascript". If that is the default value, it must be a valid MIME type.
What are the other valid MIME types? The spec doesn't seem to give an example list, but it does specify the required format when it says:
A string is a valid MIME type if it matches the media-type rule defined in section 3.7 "Media Types" of RFC 2616
Which you can have the joy of reading here:
http://www.ietf.org/rfc/rfc2616.txt
Edit: Quentin is right: For HTML5, there's no need to include a type attribute, assuming you're using Javascript.
HTML5 has a new global attribute, hidden, which can be used to hide content.
<article hidden>
<h2>Article #1</h2>
<p>Lorem ipsum ...</p>
</article>
CSS has the display:none rule, which can also be used to hide content.
article { display:none; }
Visually, they are identical. What is the difference semantically? Computationally?
What guidelines should I consider on when to use one or the other?
TIA.
EDIT: Based on @newtron's responses (below), I did more searching. The hidden attribute was hotly contested last year and (apparently) barely made it into the HTML5 spec. Some argued it was redundant and had no purpose. From what I can tell, the final evaluation is this: If I'm targeting only web browsers, there is no difference. (One page even asserted that web browsers used display:none to implement the hidden attribute.) But if I'm considering accessibility (e.g., perhaps I expect my content to be read by screen-readers), then there is a difference. The CSS rule display:none might hide my content from web browsers, but a corresponding aria rule (e.g., aria-hidden="false") might try to read it. Thus, I now agree that @newtron's answer is correct, though perhaps (arguably) not as clear as I might like. Thanks @newtron for your help.
The key difference seems to be that hidden elements are always hidden regardless of the presentation:
The hidden attribute must not be used to hide content that could legitimately be shown in another presentation. For example, it is incorrect to use hidden to hide panels in a tabbed dialog, because the tabbed interface is merely a kind of overflow presentation ? one could equally well just show all the form controls in one big page with a scrollbar. It is similarly incorrect to use this attribute to hide content just from one presentation ? if something is marked hidden, it is hidden from all presentations, including, for instance, screen readers.
http://dev.w3.org/html5/spec/Overview.html#the-hidden-attribute
Since CSS can target different media/presentation types, display: none will be dependent on a given presentation. E.g. some elements might have display: none when viewed in a desktop browser, but not a mobile browser. Or, be hidden visually but still available to a screen-reader.
Is there any way to get facebook's crappy open graph meta tags to validate if my doctype is <!DOCTYPE html> (HTML5)?
Other than facebook's opengraph meta tags, my document validates perfectly.
I really don't want to use <!DOCTYPE html PUBLIC "-//W3C//DTD XHTML+RDFa 1.0//EN" "http://www.w3.org/MarkUp/DTD/xhtml-rdfa-1.dtd"> as that creates a whole new set of problems.
Here is an example of one of the validation errors in question...
Error Line 11, Column 47: Attribute property not allowed on element meta at this point.
<meta property="og:type" content="website" />
Any help would be appreciated... I have been searching off and on for days to no avail.
I would be inclined to say don't worry about validation, I don't believe having invalid mark up will hurt your search engine ranking. e.g. googles technical recommendations do not mention standards. http://www.google.com/support/webmasters/bin/answer.py?answer=35769#2 . Html5 allows you provide more information to search engines which they can then use, but I can't see them down ranking based on not validating.
However if you feel it helps you to validate you can use
<script>document.write('<meta property="og:type" content="website" />')</script>
to have these tags present and have a html file that will pass validators.
Bad solution for the meta tags. If you wrap those in Javascript then the Facebook Linter won't find them. That's the same as not putting them in at all.
Wrapping like buttons and such in script works to help validate against XHTML 1.0 but not HTML5.
These meta tags are only required when facebook scans the page for these tags.
<?
if(eregi("facebookexternalhit", $_SERVER['HTTP_USER_AGENT'])){
echo '<meta property="og:type" content=xxxxxxxxxxxxx';
// continue with the other open graph tags
}
?>
The said tags will only be present when facebook needs them - this method with PHP removes them completely for all other instances including W3C validation.
Although it will cut off non-Javascript users, I've used this
<script type="text/javascript">
//<![CDATA[
document.write('<fb:like href="" send="false" layout="button_count" width="100" show_faces="true" font=""></fb:like>')
//]]>
</script>
and it validated perfectly. It shows and works fine with Firefox, Opera, IE, Chrome, Safari on Windows, and with Firefox, Opera, Safari on Mac.
Bre.ad has this background where it keeps moving and there is an illusion of a baker's truck moving on the road. I was wondering how that was done and can it be done so that the image is moving vertically instead of horizontally?
The entire background is this long png file, and the city scapes and clouds are transparent background pngs that are layered over it in multiple divs.
Background (Town):

The relevant HTML from the page source:
<div id="bread-world">
<div id="puffyclouds" style="background-position: 0 -75px"></div>
<div id="cityscape" style="background-position: 0 105px;"></div>
<div id="ocean"></div>
<div id="town" style="background-position: 0 0;"></div>
<div id="truck"></div>
</div>
and the relevant CSS from all.css
#town{
background:url('//bread-images.s3.amazonaws.com/invite/town.png?1308363721')
repeat-x 542px 0px;
width:5806px;
left:0;
bottom:0;
height:599px;
position:absolute
}
and similarly for the other divs. The repeat-x property is used to repeat the background so as to mimic the effect of continuous scrolling. Also, the left end of the image and the right end line up, so as to give a smooth transition.
The animation is done by homepage.js which slowly shifts the background-position linearly. The relevant lines are:
function r(){
m.css({backgroundPosition:"0 -75px"}).animate({backgroundPosition:q+"px -75px"},{duration:n,easing:"linear"}),
k.css({backgroundPosition:"0 0"}).animate({backgroundPosition:o+"px 0"},{duration:n,easing:"linear"}),
l.css({backgroundPosition:"0 105px"}).animate({backgroundPosition:p+"px 105px"},{duration:n,easing:"linear",complete:r})
}
Multiple divs are used, with each div having its own background. Stacking them up forms the illusion of a layered background. That way, each layer can move separate from the others giving the illusion that some are farther away than others. JavaScript is used to slowly shift the background-position property of each div element. The speed at which this is done is different for each layer.
This has been created by animating the background-position of a large image. You can switch to vertical movement by animating the vertical position of the background-image. This way you only show part of the image at once.
You can use jQuery or a similar javascript library to animate this property.
Is it possible to generate a constant sound stream with javascript/html? For example, to generate a perpetual sine wave, I would have a callback function, that would be called whenever the output buffer is about to become empty:
function getSampleAt(timestep)
{
return Math.sin(timestep);
}
(The idea is to use this to make an interactive synth. I don't know in advance how long a key will be pressed, so I can't use a fixed length buffer)
Cross-browser generative sustained audio using JavaScript and the audio element isn't currently possible, as Steven Wittens notes in a blog post on creating a JavaScript synth:
"...there is no way to queue up chunks of synthesized audio for seamless playback".
The Web Audio API was designed to facilitate JavaScript audio synthesis. The Mozilla Developer Network has a Web Based Tone Generator that works in Firefox 4+ [demo 1]. Add these two lines to that code and you have a working synth with generative sustained audio upon keypress [demo 2 - works in Firefox 4 only, click the 'Results' area first, then press any key]:
window.onkeydown = start;
window.onkeyup = stop;
The BBC's page on the Web Audio API is worth reviewing too. Unfortunately, support for the Web Audio API doesn't extend to other browsers yet.
To create a cross-browser synth at present, you'll likely have to fall back on prerecorded audio by:
audio elements and starting and stopping them upon keypress.Web Audio API is coming to Chrome. See http://chromium.googlecode.com/svn/trunk/samples/audio/index.html
Follow the directions in "Getting Started" there, and then check out the very impressive demos.
I noticed a blog post from Google that mentions the ability to paste images directly from the clipboard into a Gmail message if you're using the latest version of Chrome. I tried this with my version of Chrome (12.0.742.91 beta-m) and it works great using control keys or the context menu.
From that behavior I need to assume that the latest version of webkit used in Chrome is able to deal with images in the Javascript paste event, but I have been unable to locate any references to such an enhancement. I believe ZeroClipboard binds to keypress events to trigger its flash functionality and as such wouldn't work through the context menu (also, ZeroClipboard is cross-browser and the post says this works only with Chrome).
So, how does this work and where the enhancement was made to Webkit (or Chrome) that enables the functionality?
I spent some time experimenting with this. It seems to sort of follow the new Clipboard API spec. You can define a "paste" event handler and look at event.clipboardData.items, and call getAsFile() on them to get a Blob. Once you have a Blob, you can use FileReader on it to see what's in it. This is how you can get a data url for the stuff you just pasted in Chrome:
// window.addEventListener('paste', ... or
document.onpaste = function(event){
var items = event.clipboardData.items;
console.log(JSON.stringify(items)); // will give you the mime types
var blob = items[0].getAsFile();
var reader = new FileReader();
reader.onload = function(event){
console.log(event.target.result)}; // data url!
reader.readAsDataURL(blob);
}
Once you have a data url you can display the image on the page. If you want to upload it instead, you could use readAsBinaryString, or you could probably put it into an XHR using FormData (I haven't tested this yet).
Here's a smooth jQuery plugin wrapping up the whole deal (basically the same principles as Nick's answer): http://strd6.com/2011/09/html5-javascript-pasting-image-data-in-chrome/
It's got a live demo, annotated source code, and everything.
Wow, that's cool. I haven't dived into the gmail source to figure it out yet (I did with the drag-out functionality), but I'm guessing that it's an extension of the drag/drop API that chrome has already extended. There's a decent write-up on how the drag-to-desktop feature works: http://www.thecssninja.com/javascript/gmail-dragout that may at least point you in the right direction.
Modernizr is great but the example test for position:fixed is quite incomplete:
I found another test based on the Modernizr test but with iOS detection added: https://gist.github.com/855078/109ded4b4dab65048a1e7b4f4bd94c93cebb26b8. It isn't really future proof since the upcoming iOS 5 does support position fixed.
Can you guys help me find a way to test position fixed in iOS without browser sniffing?
// Test for position:fixed support
Modernizr.addTest('positionfixed', function () {
var test = document.createElement('div'),
control = test.cloneNode(false),
fake = false,
root = document.body || (function () {
fake = true;
return document.documentElement.appendChild(document.createElement('body'));
}());
var oldCssText = root.style.cssText;
root.style.cssText = 'padding:0;margin:0';
test.style.cssText = 'position:fixed;top:42px';
root.appendChild(test);
root.appendChild(control);
var ret = test.offsetTop !== control.offsetTop;
root.removeChild(test);
root.removeChild(control);
root.style.cssText = oldCssText;
if (fake) {
document.documentElement.removeChild(root);
}
return ret;
});
I wrote this test for iOS: http://mnobeta.no/2011/09/test-position-fixed-for-iphone/
It is a bit messy, but seems to work. Android is still a problem because of its "fake" position:fixed.
I have found that you need to insert some hacks to get a functional positionFixed test. For example i have inserted a hack into my test that returns true for iOS deviced running v.5 or above:
/*iPhone/iPad Hack*/
if(navigator.userAgent.match(/iPad|iPhone/i) !== null){
/*Check if device runs iOS 5 or higher*/
isSupported = navigator.userAgent.match(/[5-9]_[0-9]/) !== null;
}
I'm not sure how "clean" this code is, but it does the trick for me.
I've been doing lots of work in getting a few web apps to work offline on iOS using the HTML5 manifest. I've ran across the typical problems everyone else has and fixed them and everything seems to be working fine?except in the case where I save the web app to the desktop on my iPhone 4.
If I do this and then enable airplane mode, I get the following alert when trying to access the app via the home screen: "your-app-name could not be opened because its not connected to the internet." Accessing the app via Safari browser works fine while offline.
If anyone knows if this is an error on my part, or even the slim possibility of a work around, do tell.
Even downloading the new Financial Times web app (very well done with extensive localStorage support) results in an error when accessing it offline from the home screen.
Technical specs: Running iPhone 4 with iOS 4.3.3 (but also saw the issue in 4.3.2)
After reading the comments (especially Rowan's) I ran more tests and found the answer:
No, Apple did not disable HTML5 offline capability for web apps saved to the home screen, it works - for the most part. There is a bug that will make it not work. It doesn't seem to have anything to do with your manifest setup (unless perhaps it downloaded a bad manifest or incomplete manifest at one point.) We don't know how widespread it is but the fix is to clear your Mobile Safari Cache.
Here's the steps:
It should now work offline. If it doesn't then its probably a separate manifest issue in your app. Looks like a weird bug with the browser cache - or perhaps the cache was completely full? Who knows, but that's the answer. Thanks guys.
add this to your html:
http://jonathanstark.com/blog/2009/09/27/debugging-html-5-offline-application-cache/
I found it massively useful - even though I've created my manifest file and compared it to other people's manifests this JavaScript debugging script gave me the clue I would have never found otherwise. I apparently had syntax error in my manifest ... long story short I had to remove everything and add the paths to each file/image one by one. The end result was the same however it worked... how weird!!! does whitespace / comments affect the syntax of the file?
I'm looking for a DOM event that I can listen to with JavaScript for when a select element that has been opened (but no options changed) is then closed by clicking off the select element, somewhere (anywhere) else on the page.
It's not the blur event of the select, because the select retains focus. Likewise, it's not the focus event of some other element or the document, or a mousedown or click on the window, document or body.
It's not the change event of the select, since no option within the select has been changed.
I'm not concerned about legacy Internet Explorers - just something to work in standards compliant modern browsers. Proprietary hacks could be worth knowing though.
I've created a JSFiddle to demonstrate the problem: http://jsfiddle.net/premasagar/FpfnM/
So the question is: What JavaScript could be added, to get an event logged when clicking off the selectbox?
(I've asked a similar, but different question here:
JavaScript on iOS: opening an HTML select element)
Unfortunately there's no standard event for knowing when a select box is closed or open, so your code is going to be pretty hairy with accommodations for different browsers. That said, I think it can be done, and I've gotten something working for you in Firefox using the mouseup event:
In Firefox (and I'm assuming Chrome), you're going to need to track the state of that select pretty carefully. When an escape key is pressed or blur event occurs, you need to update the state to identify it as closed. I haven't implemented that in my demo, and you can see what happens if you hit escape instead of clicking off the select.
Things were easier in Safari, where a mousedown event on the select signifies opening the select, and any close of the select is signified by a click event.
If you find a browser where none of these events fire, you can try one additional trick. Because form widgets like select and textarea are often rendered by the OS and not inside the browser it's possible that you could interact with them and certain messages might not get down to the browser's event handler. If you were to position a transparent textarea covering the screen at a lower z-index when the select box is open, you might be able to use it to track that close click. It may be able to capture events that a browser DOM element may miss.
Update: Chrome sees a mousedown on the select when it opens and a mouseup on the document when the page is clicked with a select open. Here's a version that works with Chrome:
Again, you'll need to do some browser detection to handle the right behavior in each one. One catch with Chrome, in particular, is that no event is fired when you click on the select a second time to close it. You can detect the page click, however.
Quick Summary:
Chrome/Safari: select.mousedown on open, document.mouseup on close
Firefox: select.click on open, document.mouseup on close
IE8/IE7: select.click on open, document.mouseup on close
There are an awful lot of edge cases for other events that will signify a close (escape keypress, blur, etc.), but these are the minimum to handle the scenario where a user clicks the select box and then clicks off into the document area.
Hope this helps!
I got the following events by following the directions on your JSFiddle to the letter:
BODY, mousedown, STRONG
#document, mousedown, STRONG
window, mousedown, STRONG
SELECT, blur, SELECT
BODY, click, STRONG
#document, click, STRONG
window, click, STRONG
These are all events that were triggered when I clicked "HERE" after the select menu was already in focus and expanded. This was in the latest version of Chrome.
Shouldn't any one of these suffice for your purposes?
Edit: If you want to make sure it's your Select element that's losing focus, set a global Javascript variable, 'selectFocused', and set it to False. Set it to True when your Select menu receives focus, and set it to False when any of the above events occurs. 'selectFocused' can now be used anywhere in your code to detect whether or not your Select element currently has focus, and when it changes values, you know your Select element has been selected or unselected.
My first instinct is a little roundabout in its way to achieve this, it would be to use the code you normally use for closing a (custom) dropdown menu on press outside:
function clickInBody(){
functionToCallOnBlur();
}
function clickInBodyStop(event){
event.stopPropagation();
}
Then on your body tag you add onClick="clickInBody()" and on your select item you add onClick="clickInBodyStop(event)". This should call the event every time you click on the page, but if you click on the select tag it will stop the propagation and not call functionToCallOnBlur()
precondition: using jQuery! This will probably only solve part of your problem, but if you are looking for an event to fire when you click off an element, you can use an overlay div.
When the user clicks on the select box:
$('#mySelectBox').click(function () {
var myOverlayDiv = $('<div id="overlayDiv" class="overlayDiv"></div>')
.click(function () {
// call your "select lost focus" function here
// which should include $('#overlayDiv').remove() somewhere!
})
.show()
.appendTo(document.body);
});
Style for the overlay div:
.overlayDiv {
position:absolute;
top:0;
left:0;
width:100%;
height:100%;
opacity:0;
z-index:1000;
}
You need to make sure that your select box menu is a higher Z-index so when the user clicks on the menu they get the menu and not the overlay div :)
I have been working on an experiment to render HTML into a canvas image, by having javascript read all the necessary information from the loaded DOM. As canvas lacks many of the standard parts of CSS, especially when it comes to text formatting, a lot of work arounds and performance intense processes need to be done (letter-spacing for one). The intent is and never will be to make a fool proof HTML renderer, as it simply won't be possible, but instead try and make as accurate as it can be.
For the sample pages, Google Chrome usually loads them significantly faster than FF. However, for some pages (usually the bigger ones), Chrome completely freezes, where as Firefox loads them fine. Now, I have been trying to pinpoint where exactly things go haywire, but haven't had much luck as it doesn't end up outputting anything in Chrome.
Does Chrome have some limit of how many canvas draws can be performed within a certain time span, or how much system resources a page can use? How can I start untangling the bottleneck if I can't get any sort of feedback from the page at all (as it just hangs up)?
Examples (what it should do, is render a canvas image on top of the page, which should look more or less same than the actual HTML page. You can toggle the canvas image (show/hide) by clicking it. Please don't open them either if you got unsaved work in your browsers, as it may end up hanging them as well.):
simple test, works fine in FF/Chrome
another simple test, works fine in FF/Chrome
Complete page, works fine in FF/Chrome
Complete page, only works in FF < 4, Chrome freezes
They all use the same js which can be found here.
I am not looking for a blazing fast script, as with the type of emulation this renders the images, I don't think it could even be done. Simply trying to find ways to make it perhaps slightly more efficient, without losing any of its current functionality.
Where to begin?
Break it down.
Use the same example and cut how much you do it it (your rendering code) in half. Does it still not work? In half again, etc. Did it work? Put back half of what you took out.
As in, get rid of all attempted text rendering, or all border/padding code. Just comment it out. Does it work then?
Or try just commenting out ctx.drawImage(img,x,y); on line 199 and nothing else. Does it work then?
If you're lucky you'll be able to determine a critical point where Chrome is spending a lot of time doing something.
Have you tried using Chrome's built-in performance profiler?
The problem appeared to be with the css attribute background-repeat, and specifically repeat-x. Commenting out
for(bgx=(x+background_position_left);bgx<=w;){
drawImage(image,bgx,(y+background_position_top));
bgx = bgx+image.width;
}
Fixed the issue at least for chrome, and looking at that it most likely was an endless loop as Kinlan proposed, but why exactly it gets stuck only on newer versions of FF and chrome is something I'll need to look more in detail (most likely not having the image.width available yet, or something similar).
How does the Google Analytics Site Speed feature, _gaq.push(['_trackPageLoadTime']), work? Is there any documentation about how it works?
Edit: As of November 16th, the _trackPageLoadTime function has been deprecated and its functionality has been set as a default setting. (Functionally speaking, it has gone from being an opt-in feature to being an opt-out feature.)
_setSiteSpeedSampleRate is the new function for setting the sample rate on this feature; its default value is 1 (as in 1%). To opt out of using this the Site Speed feature, you have to pass a "0" to this function:
_gaq.push(["_setSiteSpeedSampleRate", "0"]);
From the Google Analytics Help Center:
This report currently supports the following browsers: Chrome, Internet Explorer 9 and previous versions of Internet Explorer with the Google Toolbar installed. More specifically, the Site Speed reports require browsers that support the HTML5 NavigationTiming interface or have the Google Internet Explorer toolbar installed
So, it doesn't implement its own timer, like many prior homeback solutions had, to figure out how long it takes a page to load. Instead, it uses a new HTML5 feature, currently only supported in the above listed cases, called NavigationTiming.
EDIT: This is now supported in Firefox 7
(Important to note that it doesn't run on every load; instead, it currently samples around 2% of pageviews, though it is configured to try to track all page loads on 10% of visits; as more browsers support the NavigationTiming API, you can expect the total sampled percentage to begin to get closer to 10%.)
This interface is accessed under the DOM object window.performance (or, in earlier versions of Chrome, window.webkitPerformance), using the timing attribute (so, window.performance.timing). The object stores measured values of all of the key page load event times, and Google Analytics subtracts 2 of the more important outer values to judge page load speed.
For a load of Mashable.com without cache, here's an example of what it measures (in Chrome 11):
timing = {
connectEnd: 1306677079337,
connectStart: 1306677079337,
domComplete: 1306677083482,
domContentLoadedEventEnd: 1306677081765,
domContentLoadedEventStart: 1306677081576,
domInteractive: 1306677081576,
domLoading: 1306677079478,
domainLookupEnd: 1306677079337,
domainLookupStart: 1306677079337,
fetchStart: 1306677079337,
loadEventEnd: 1306677083483,
loadEventStart: 1306677083482,
navigationStart: 1306677079337,
redirectEnd: 0,
redirectStart: 0,
requestStart: 1306677079394,
responseEnd: 1306677079669,
responseStart: 1306677079476,
secureConnectionStart: 0,
unloadEventEnd: 0,
unloadEventStart: 0
}
Those numbers are epoch milliseconds, or milliseconds since January 1, 1970. I have not seen any documentation as to which values they subtract to generate their values, but from a cursory inspection of the ga.js, it looks like it is loadEventStart-fetchStart:
h&&h[c]!=k&&h.isValidLoadTime?b=h[c]:e&&e[a]&&(b=e[a].loadEventStart-e[a].fetchStart);
For the above sample, that means it would record 4.14 seconds in the _trackPageLoadTime call.
If the new resource is to be fetched using HTTP GET or equivalent, fetchStart must return the time immediately before the user agent starts checking any relevant application caches. Otherwise, it must return the time when the user agent starts fetching the resource.
This attribute must return the time immediately before the load event of the the current document is fired. It must return zero when the load event is not fired yet.
For curious parties, the ordering appears to be as follows:
connectStart, connectEnd, domainLookupStart, domainLookupEnd, fetchStart, navigationStart, requestStart, responseStart, domLoading, responseEnd, domContentLoadedEventStart, domInteractive, domContentLoadedEventEnd, domComplete, loadEventStart, loadEventEnd
For the 0 values listed:
unloadEventStart and unloadEventStart show the times for the previous page load's unloading (but only if that page has the same origin as the current one.)
redirectEnd and redirectStart measure the latency added if there was an HTTP redirect in the page load chain.
secureConnectionStart appears to be an optional measurement for measuring the SSL connection time.
Filing this under the either the I Can't Believe No One Noticed This Before or the I Must Be Missing Something categories:
It appears that if you do a simple window.history.pushState on iOS, the location bar doesn't update unless it is in response to a user gesture. The state itself does get pushed (as you can see by hitting the back button button).
Here's is the tiniest test-case I could come up with recreate the issue:
http://thelink.is/history-api-ios-bug
On a desktop browser that supports the History API, you should see the URL in the location bar change to /0, /1, etc., every second. On iOS ? tested with iPhone (running iOS 4.3) and iPad (running iOS 4.3.3) ? the location bar doesn't update but hitting the back button will take you the correct previous location (which will 404 on the test-case since there's no back-end logic to handle those URLs).
Thoughts? Workarounds? A shoulder to cry on and hugs?
So the bottom line is that iOS has added it's own security around the history API, meaning that you can't use script to change the url. Only a user action can allow the history API to change the url - i.e. a click - as per Aral's example.
The workaround is to uses a hash (aka fragment identifier) on the url.
Instead of the history.pushState we'll just change the location:
var i = 0;
var locationUpdateInterval = setInterval(function(){
window.location.hash = i;
i++;
}, 1000);
To capture the event either when something changes the that location in the iOS app or if they have permalink to a particular page/panel in your app:
// named function on purpose for later
function hashchange() {
var pageId = location.hash.substr(1); // drop the # symbol
// do something with pageId
}
window.onhashchange = hashchange;
// onload - if there's a hash on the url, try to do something with it
if (location.hash) hashchange();
It's pretty poor that we can't use the pushState/popState on iOS, but it's the same security as not being able to trigger fullscreen video unless the user initiates the action, which is the same as downloading video or audio content on iOS - you can't script it, the user must start it (somehow or another).
Just as a note about Android - the problems are pretty similar, so this (should) also work as a workaround for Android.
If you want desktop support, most browsers support onhashchange but, yep, you guessed, IE is lacking behind - so you can polyfill that bad boy in (though requires jQuery...): http://benalman.com/projects/jquery-hashchange-plugin/
Hope that helps.
Works fine for me when using: https://github.com/balupton/history.js - this also fixes many other cross browser bugs with the HTML5 History API.
As of v1.7, here are the bugs it solves:
- History.js solves the following browser bugs:
- HTML5 Browsers
- Chrome 8 sometimes does not contain the correct state data when traversing back to the initial state
- Safari 5, Safari iOS 4 and Firefox 3 and 4 do not fire the
onhashchangeevent when the page is loaded with a hash- Safari 5 and Safari iOS 4 do not fire the
onpopstateevent when the hash has changed unlike the other browsers- Safari 5 and Safari iOS 4 fail to return to the correct state once a hash is replaced by a
replaceStatecall / bug report- Safari 5 and Safari iOS 4 sometimes fail to apply the state change under busy conditions / bug report
- Google Chrome 8,9,10 and Firefox 4 prior to the RC will always fire
onpopstateonce the page has loaded / change recommendation- Safari iOS 4.0, 4.1, 4.2 have a working HTML5 History API - although the actual back buttons of the browsers do not work, therefore we treat them as HTML4 browsers
- None of the HTML5 browsers actually utilise the
titleargument to thepushStateandreplaceStatecalls- HTML4 Browsers
- Old browsers like MSIE 6,7 and Firefox 2 do not have a
onhashchangeevent- MSIE 6 and 7 sometimes do not apply a hash even it was told to (requiring a second call to the apply function)
- Non-Opera HTML4 browsers sometimes do not apply the hash when the hash is not
urlencoded- All Browsers
- State data and titles do not persist once the site is left and then returned (includes page refreshes)
- State titles are never applied to the
document.title
(Update: Just saw that Remy answered too ? read his in-depth answer, above, instead.)
Remy provided a workaround for this issue on Twitter.
Basically, if you change the location.hash, the address in the location bar updates. However, this does create a separate entry in the history (which doesn't work for what I'm trying to achieve). The workaround I'm implementing is to use hash-bang URLs for iOS and regular ones for other platforms until the iOS bug is fixed. This is definitely not ideal and I hope that Mobile Safari on iOS will start behaving like Chrome, Firefox and Safari on desktop.
I found a hack that kinda works. It turns out that if you change the hash right after history.pushState the location bar gets updated. Like:
window.history.pushState(data, title, 'a/new/url');
window.location.hash = 'new';
changes the location bar to http://example.com/a/new/url#new. Which introduces another problem because the hash becomes it's own history entry. So you'll need to listen to onHashChange anyway.
It's a bit complicated, but there are some people who really, really hate hashbang urls and are very vocal about it. So it's worth it.
Here's what I found:
When the pushed location contains a hash symbol, the adressbar will be updated. So this will work:
window.history.pushState(data, title, 'a/new/url#');
But the window.location object will not be updated so you need to save the pushed url into a variable and use that instead of window.location if you need the pushed location.
Tested on Safari for Android.
So I'm not sure if this is the best way to handle this, but I was dealing with this issue and figured out a hack way around it. I'm using history.js but I'm sure you could get it to work without it.
History.pushState();
window.location.hash = 'whatevergoeshere';
window.history.back();
So push the state, add a hash, fake the back button to remove the hash. The beauty of this is that now the user can press the back button and will never hit a hash state.
The only issue is that then if the user hits "forward", iOS Safari will start spamming a bunch of errors saying: "Result of expression 'a' [null] is not an object."
Anyone know how to fix that bit?
Taken from a tutorial at: http://www.joecritchley.com/demos/slanted-nav/
I can't for the life of me get this to work in ANY version of IE. It only displays the navigation as a normal bulleted list, but I know it must be possible based on some findings from http://css3please.com/ such as:
-ms-transform: rotate(20deg); /* IE9 */
filter: progid:DXImageTransform.Microsoft.Matrix(/* IE6?IE9 */
M11=0.9396926207859084, M12=-0.3420201433256687, M21=0.3420201433256687, M22=0.9396926207859084, sizingMethod='auto expand');
zoom: 1;
Here is the setup that is working in almost all other browsers:
JS Fiddle link: http://jsfiddle.net/zumajoe/9ukdm/
CSS
#main-nav > ul
{
margin-top:50px;
overflow:hidden;
}
#main-nav > ul > li
{
float:left;
font-size:18px;
margin-left:-35px;
overflow:hidden;
padding:20px;
}
#main-nav > ul > li:first-child
{
border-radius:10px;
margin-left:0;
}
#main-nav > ul > li > a
{
-moz-transform:rotate(20deg);
-o-transform:rotate(20deg);
-webkit-transform:rotate(20deg);
background:#bbb;
border-left:1px solid #FFF;
color:#444;
display:block;
height:150px;
margin-bottom:-100px;
margin-top:-70px;
overflow:hidden;
text-decoration:none;
}
#main-nav > ul > li:first-child > a
{
border-left:0;
border-radius:10px;
}
#main-nav > ul > li > a > span
{
-moz-transform:rotate(-20deg);
-o-transform:rotate(-20deg);
-webkit-transform:rotate(-20deg);
display:block;
margin-top:57px;
overflow:hidden;
padding:0 20px;
}
#main-nav > ul > li > a:hover
{
background:#aaa;
}
#main-nav > ul > li.current > a
{
background:#000;
color:#fff;
}
HTML
<nav id="main-nav">
<ul>
<li class="current"><a href="#"><span>Home</span></a></li>
<li><a href="#"><span>News</span></a></li>
<li><a href="#"><span>About</span></a></li>
<li><a href="#"><span>Work</span></a></li>
<li><a href="#"><span>A longer menu item</span></a></li>
<li><a href="#"><span>Contact</span></a></li>
</ul>
</nav>
EDIT: Well half the problem comes from IE not understanding the HTML5 "Nav" tag, so changing the <Nav> to <Div> will at least get it to display as normal rectangles in IE.
EDIT #2: The further I get along with this, i'm realizing it could just be easier to use the "skew" CSS3 property. Skew the container, then skew back the span (same as how this rotation is setup). Still have issues with IE 8,7, & 6 however.
I would suggest simply using this: CSS3 Transform to Matrix Filter Converter and put the resulting code in an IE only stylesheet.
I've used it myself and found it works quite well.
As for the <nav> element, well you can use the HTML5 Shiv script to get HTML5 elements to work in IE.
In addition to the <nav> element being unsupported in IE, which you already found out, I would say your best bet is conditional comments. Thus:
<!--[if lt IE 9]>
<style type="text/css">
#main-nav ul li a span{
margin-top: 40px;
}
#main-nav ul li {
margin-left: -45px;
}
</style>
<![endif]-->
Adding that to the code you posted in your question makes it look acceptable, though clearly less sexy than the rotated version.
This isn't as simple as it seems. Basically, using CSS manipulators for this is tricky and always very limited.
However, there is a very alternative method called "spiffy". I personally don't use this and for such cases as in your question, I would simply use images. This was my official answer.
First spiffy slant menu script I came across was Stu Nicholls "Slat Menu". I styled it as in your example: http://jsfiddle.net/hobobne/LsVyY/ However, changing the angle of the corners is very very tricky and I basically gave up on that. If you understand the concept, and you choose to use this, then you can invest some time in it. Also, this seems not to work in IE8 (probably not in < IE's either.) So basically it fails.
Here are some links to some alternative slanted menus related articles:
Can you confirm my understanding of HTML5's <script async> attribute?
For example, my script references might appropriately look like:
<script src="jquery..." /> <!-- async not used - ensure that this is loaded before JQuery UI and my code -->
<script src="jquery.ui..." /> <!-- async not used - ensure that this is loaded before my code -->
<script src="my_code1.js" async /> <!-- async used, for page load performance -->
<script src="my_code2.js" async /> <!-- async used, for page load performance -->
$(document).ready(function () { } block, I can be assured that all async script have already loaded.Do I have this right?
As with all new HTML5 features, I think the best way to find answers is to test them on as many current browsers as we can. As a general rule, old browsers should completely ignore the async flag, so code should work as expected, parsed from top to bottom in order.
As long as browsers are inconsistent in handling them, you should avoid using them in production code if you're not sure they will work.
The main question with this feature is, browsers that do support it, in what order do events get fired, for example if you define a jQuery ready function in an async loaded script, is it going to get fired? Does your ready event fire before or after async scripts have loaded?
I have created a couple of test files, you are quite welcome to have a play with them on different browsers to see how they behave.
About @Dave's assumption:
For any code in a
$(document).ready(function(){}block, I can be assured that all async script have already loaded.
It doesn't look like it so far, it's pretty inconsistent. In Chrome the main ready event fires before the async file has loaded, but in Firefox it fires after it.
jQuery developers will have to make up their minds about this, if they will (and can) support it in the future or not.
My test script spits out a string which shows you in what order were different parts of it executed. It can be built by the following:
D: It means the script block in the main file got executed. It can be followed by :ok if the function in the async loaded script if defined, or :undefined if it's not.
R: It means the jQuery ready event in the main file got executed. It can be followed by :ok if the function in the async loaded script if defined, or :undefined if it's not.
L: Async loaded script file has been executed.
AR: jQuery ready event in the async loaded script has been executed.
Browsers supporting async:
Google Chrome 11.0.696.68: D:undefined R:undefined L AR
Firefox 4.0.1: D:undefined L R:ok AR
Browsers supporting async but tested without async (expecting same results):
Google Chrome 11.0.696.68: L D:ok AR R:ok
Firefox 4.0.1: L D:ok AR R:ok
Browsers NOT supporting async (expecting same results):
Internet Explorer 9: L D:ok AR R:ok
Opera 11.11: L D:ok AR R:ok
test.html
<!DOCTYPE HTML>
<head>
<title>Async Test</title>
<script type="text/javascript">
var result = "";
</script>
<script type="text/javascript" src="http://ajax.googleapis.com/ajax/libs/jquery/1.6.1/jquery.min.js"></script>
<script type="text/javascript" src="test.js" async></script>
<script type="text/javascript">
try{
myFunc();
result += "D:ok ";
} catch(ex) { result += "D:undefined "; }
$(function(){
try{
myFunc();
result += "R:ok ";
} catch(ex) { result += "R:undefined "; }
$('body').text(result);
});
</script>
</head>
<body>
</body>
</html>
test.js
// Fires straight away when this file is loaded.
result += "L ";
$('body').text(result);
// A test function to see if it's defined in certain parts of the main file.
function myFunc(){
return;
}
// A ready function to see if it fires when loaded async.
$(function(){
result += "AR ";
$('body').text(result);
});
I'm using file api and xhr2 spec. I created an uploader (backed by flash for older browsers) that was using FormData and $.ajax(options) where the FormData object with File was part of options.data object. Everything was working.
Now I decided to remove FormData because of weak browser support. And I can't figure a way to upload the file other than
var xhr = new XMLHttpRequest();
xhr.setRequestHeader("Cache-Control", "no-cache");
xhr.setRequestHeader("X-Requested-With", "XMLHttpRequest");
xhr.setRequestHeader("X-File-Name", file.name);
xhr.send(file);
Which doesn't return Promise that I can use in the recursion function.
My code is like this :
startUpload: function() {
var that = this;
that.recurseSend(that.queue);
},
_initProgressListener: function (options, file) {
var that = this;
var xhr = $.ajaxSettings.xhr();
options.contentType = 'multipart/form-data';
options.processData = false;
options.type = 'POST';
// WHAT TO DO HERE TO avoid FormData???? What ever I put into options.data - fails
/* THIS WOULD WORK
var formData = new FormData();
formData.append('file', file);
options.data = formData;
*/
if (xhr.upload && xhr.upload.addEventListener) {
xhr.upload.addEventListener('progress', function (e) {
that._onProgress(e, file);
}, false);
options.xhr = function () {
return xhr;
};
}
},
recurseSend: function (queue) {
var file = queue.pop();
if(file != undefined) {
var that = this;
var options = that.options;
that._initProgressListener(options, file);
var send = function() {
jqXHR = ($.ajax(options)).done(function(result, textStatus, jqXHR) {
that._onDone(result, textStatus, jqXHR, file);
queue.stats['successful_uploads']++;
}).fail(function(jqXHR, textStatus, errorThrown) {
that._onFail(jqXHR, textStatus, errorThrown, file);
queue.stats['upload_errors']++;
}).always(function(result, textStatus, jqXHR) {
that._onAlways(result, textStatus, jqXHR, file);
queue.stats['files_queued']--;
that.recurseSend(queue);
});
return jqXHR;
};
this._beforeSend(file);
return send();
}
},
To make it short, $.ajax(options) resolves into xhr.send(formData) if options.data = FormData but how do I make it resolve into xhr.send(file) ?
EDITED: I was playing with it and if I set options.data = file; then $.ajax(options) executes xhr.send(theFile); but with error Error: INVALID_STATE_ERR: DOM Exception 11
and the request is sent as POST multipart/form-data request, but without the multipart body with file in it
And if I put it into options.data = {file: file}; it is serialized no matter if processData property is set to true or not.
You can manually generate the MIME data for the upload from the HTML5 file data read using FileReader or similar APIs. Check out: https://github.com/coolaj86/html5-formdata . This will do more or less that, although it depends on getAsBinary() -- changing it to also be able to use FileReader and readAsBinaryString() would probably be more cross-browser-compatible.
Note that this still won't work at all in IE7/8, and as others have said, there is no way to do it without resorting to Flash or iframes. That being said, if you're using File, presumably you don't care about IE7 or IE8 anyway...
How can I upload files asynchronously with JQuery?
And hey! Bam. Instant expert.
It seems you can't do this without going through an iFrame. There seem to be working snippets in the answer i linked, and several plugins that do it for you.
Cross browser support for Ajax (like) file upload with progress is damn near impossible.
I usually use SWFUpload.
I know, it's flash, but it works. The only browsers that it will always fail for are Apples mobile browsers, but they don't support uploads anyway.
I my self have used valums ajax uploader. You can get it from here: http://valums.com/ajax-upload/. It works pretty nicely. I don't know the exact implementation details, but here's a very short description:
"This plugin uses XHR for uploading multiple files with progress-bar in FF3.6+, Safari4+, Chrome and falls back to hidden iframe based upload in other browsers, providing good user experience everywhere."
So it sounds like its very close to what you want. Here's another bit of info describing the way it works from the servers point of view (from server/readme.txt):
For IE6-8, Opera, older versions of other browsers you get the file as you normally do with regular form-base uploads.
For browsers which upload file with progress bar, you will need to get the raw post data and write it to the file.
So it requires special handling on the server side. Luckily it comes with several reference server side implementations (perl, php and java) so that shouldn't be too much of hassle. Happy ajax uploading :)
Whenever you are dealing with uploading arbitrary data from a users machine, the answer is usually "no, and if you can, that's a bug".
This strikes me as something that would fall under the umbrella of security violations. You can't change the value of the file input control or do many other things to it including read the true path of the file or its contents. Furthermore, on some platforms you don't have even the file size (IE, I'm looking at you) without some security dialog popping up (via an activex control). Given all of these problems I would probably be tempted to say that even if you did find a solution, it would be potentially viewed as a bug in the future and removed or changed.
In other words, I don't think it's a safe thing to do unless you find a reputable source explicitly supporting it ... like the chromium dev blog.
I am playing around with history API on Android phones but I can't seem to get it to work completely.
What is really bugging me is that I can't get the URL to change with pushState. Many more sites that i've seen have the same problem but one (at least that I know) has nailed it -github with their tree slider (e.g. https://github.com/ender-js/Ender). Any idea how to implement pushState so it works in that way on Android?
For a great tutorial the Mozilla Developer Network page on this functionality is all you'll need: https://developer.mozilla.org/en/DOM/Manipulating_the_browser_history
Unfortunately, the HTML5 History API is implemented differently in all the HTML5 browsers (making it inconsistent and buggy) and has no fallback for HTML4 browsers. Fortunately, History.js provides cross-compatibility for the HTML5 browsers (ensuring all the HTML5 browsers work as expected) and optionally provides a hash-fallback for HTML4 browsers (including maintained support for data, titles, pushState and replaceState functionality).
You can read more about History.js here: https://github.com/balupton/History.js
For an article about Hashbangs VS Hashes VS HTML5 History API, see here: https://github.com/balupton/history.js/wiki/Intelligent-State-Handling
If web page has doctype as HTML5.
<!doctype html>
Which render mode is it for IE6?
The document.compatMode tells CSS1Compat. It looks Standard mode, not quirks mode. But, is it true? IE6 is released before HTML5 term is coined. How can IE6 recognize HTML5 doctype?
The HTML5 doctype was specifically chosen because it was the shortest doctype string possible that triggered standards mode in all browsers (starting with IE6). This was a deliberate decision based on what what would work in browsers that were already in use.
In other words, if you specify <!doctype html>, IE6 should go into standards mode, not quirks mode.
The reason it works is because IE6 (and others) are actually quite lenient on the doctype; they're making the assumption that if there's a doctype there, the developer probably intended to be in standards mode. If they don't recognise it, they're assuming that either the developer made a typo or there's been a new doctype invented that wasn't around when the browser was released; either way, the browser attempts to make the best of it and work in standards mode. The HTML5 team discovered that html was the shortest doctype string possible which triggered this behaviour, hence its use as the HTML5 doctype.
What the HTML5 doctype doesn't do of course is trigger old browsers like IE6 to actually support any of the new HTML5 features. This is obvious really. Products like Modernizr and HTML5Shiv can help with that, but only up to a point.
What is the best way for element creation on the fly and being able to move it around? Let's say I want to create rectangle, circle and polygon then I want to select the objects and move it around
And how is the performance of those three while in use for showing a web page? Let's say I want to create three visually identical web page and have header, footer, widget and text content in them. The first one is created using full canvas, the second is created using svg, and the third is created using plain div html and css.
Thanks in advance
The short answer is that SVG would be easier for you, since selection and moving it around is already built in. DIVs are okay but clunky and have awful performance loading at large numbers.
The long answer:
HTML5 Canvas is simply a drawing surface for a bit map. You set up a draw (Say with a color and line thickness) , draw that thing, and then the Canvas has no knowledge of that thing: It doesn't know where it is or what it is, it's just pixels. If you want to draw rectangles and have them move around or be selectable then you have to code all of that from scratch, including the code to remember that you drew them.
SVG on the other hand must maintain references to each object that it renders and slows down significantly with a ton of objects. Every SVG/VML element you create is a real element in the DOM. By default this allows you to keep much better track of the elements you create and makes dealing with things like mouse events easier by default.
...but those references mean that some of the footwork of dealing with the things you draw is done for you. And SVG is faster when rendering really really large objects.
A game would probably be faster in Canvas. A huge map program would probably be faster in SVG. If you do want to use Canvas, I have some tutorials on getting movable objects up and running here.
Canvas would be better for faster things and heavy bitmap manipulation (like animation), but will take more code if you want lots of interactivity.
I've run a bunch of numbers on HTML DIV-made drawing versus Canvas-made drawing. I could make a huge post about the benefits of each, but I will give some of the relevant results of my tests to consider for your specific application:
I made Canvas and HTML DIV test pages, both had movable "nodes." Canvas nodes were objects I created and kept track of in Javascript. HTML nodes were movable Divs.
I added 100,000 nodes to each of my two tests. They performed quite differently:
The HTML test tab took forever to load (timed at slightly under 5 minutes, chrome asked to kill the page the first time). Chrome's task manager says that tab is taking up 168MB. It takes up 12-13% CPU time when I am looking at it, 0% when I am not looking.
The Canvas tab loaded in one second and takes up 30MB. It also takes up 13% of CPU time all of the time, regardless of whether or not one is looking at it.
Dragging on the HTML page is smoother, which I suppose is expected, since the current setup is to redraw EVERYTHING every 30 milliseconds in the Canvas test. There are plenty of optimizations to be had for Canvas for this. (canvas invalidation being the easiest, also clipping regions, selective redrawing, etc.. just depends on how much you feel like implementing)
I did that test a long time ago, and I am confident that you can get Canvas to be just as fast as divs, and of course far faster in the load time. Drawing/loading alone is far faster in Canvas and has far more room for optimizations, too (ie, excluding things that are off-screen is very easy).
Conclusion:
For your purposes, I recommend using SVG, since you get DOM events, like mouse handling, including drag and drop, included, you don't have to implement your own redraw, and you don't have to keep track of the state of your objects. Use Canvas when you have to do bitmap image manipulation and use a regular div when you want to manipulate stuff created in HTML. As to performance, you'll find that modern browsers are now accelerating all three, but that canvas has received the most attention so far. On the other hand, how well you write your javascript is critical to getting the most performance with canvas, so I'd still recommend using SVG.
I agree with Simon Sarris's conclusions:
I have compared some visualization in Protovis (SVG) to Processingjs (Canvas) which display > 2000 points and processingjs is much faster than protovis.
Handling events with SVG is of course much easer because you can attach them to the objects. In Canvas you have to do it manually (check mouse position, etc) but for simple interaction it shouldn't be hard.
There is also the dojo.gfx library of the dojo toolkit. It provides an abstraction layer and you can specify the renderer (SVG, Canvas, Silverlight). That might be also an viable choice although I don't know how much overhead the additional abstraction layer adds but it makes it easy to code interactions and animations and is renderer-agnostic.
Here are some interesting benchmarks:
Is there a way to write the Html5 placeholder using @Html.EditorFor, or should I just use the TextBoxFor extension i.e.
@Html.TextBoxFor(model => model.Title, new { @placeholder = "Enter title here"})
Or would it make sense to write our own custom extension that can maybe use the 'Description' display attribute via DataAnnotations (similar to this)?
Of course, then the same question applies to 'autofocus' as well.
As smnbss comments in Darin Dimitrov's answer, Prompt exists for exactly this purpose, so there is no need to create a custom attribute. From the the documentation:
Gets or sets a value that will be used to set the watermark for prompts in the UI.
To use it, just decorate your view model's property like so:
[Display(Prompt = "numbers only")]
public int Age { get; set; }
This text is then conveniently placed in ModelMetadata.Watermark. Out of the box, the default template in MVC 3 ignores the Watermark property, but making it work is really simple. All you need to do is tweaking the default string template, to tell MVC how to render it. Just edit String.cshtml, like Darin does, except that rather than getting the watermark from ModelMetadata.AdditionalValues, you get it straight from ModelMetadata.Watermark:
~/Views/Shared/EditorTemplates/String.cshtml:
@Html.TextBox("", ViewData.TemplateInfo.FormattedModelValue, new { @class = "text-box single-line", placeholder = ViewData.ModelMetadata.Watermark })
And that is it.
As you can see, the key to make everything work is the placeholder = ViewData.ModelMetadata.Watermark bit.
If you also want to enable watermarking for multi-line textboxes (textareas), you do the same for MultilineText.cshtml:
~/Views/Shared/EditorTemplates/MultilineText.cshtml:
@Html.TextArea("", ViewData.TemplateInfo.FormattedModelValue.ToString(), 0, 0, new { @class = "text-box multi-line", placeholder = ViewData.ModelMetadata.Watermark })
You may take a look at the following article for writing a custom DataAnnotationsModelMetadataProvider.
And here's another, more ASP.NET MVC 3ish way to proceed involving the newly introduced IMetadataAware interface.
Start by creating a custom attribute implementing this interface:
public class PlaceHolderAttribute : Attribute, IMetadataAware
{
private readonly string _placeholder;
public PlaceHolderAttribute(string placeholder)
{
_placeholder = placeholder;
}
public void OnMetadataCreated(ModelMetadata metadata)
{
metadata.AdditionalValues["placeholder"] = _placeholder;
}
}
And then decorate your model with it:
public class MyViewModel
{
[PlaceHolder("Enter title here")]
public string Title { get; set; }
}
Next define a controller:
public class HomeController : Controller
{
public ActionResult Index()
{
return View(new MyViewModel());
}
}
A corresponding view:
@model MyViewModel
@using (Html.BeginForm())
{
@Html.EditorFor(x => x.Title)
<input type="submit" value="OK" />
}
And finally the editor template (~/Views/Shared/EditorTemplates/string.cshtml):
@{
var placeholder = string.Empty;
if (ViewData.ModelMetadata.AdditionalValues.ContainsKey("placeholder"))
{
placeholder = ViewData.ModelMetadata.AdditionalValues["placeholder"] as string;
}
}
<span>
@Html.Label(ViewData.ModelMetadata.PropertyName)
@Html.TextBox("", ViewData.TemplateInfo.FormattedModelValue, new { placeholder = placeholder })
</span>
I'm using Copperlicht, and I want to create a usable FPS. The demo controls shows why the browser environment makes this a pain.
In order to implement FPS camera control, you need to track the relative mouse position - in other words, its motion, not its absolute screen coordinates. The mouse can leave the browser at any time (rightfully so) and can't be tracked, unless the user initiates a drag event inside the page. Click events change focus and prevent the application from using mouse data as input.
The mouse position can be tracked during drag, but this requires the user to hold down their left mouse button. This isn't good since left clicking is usually used for other things. Holding the button down is also tiring and cumbersome.
The only thing I can think of is automating the middle mouse button. A middle mouse button press keeps focus in the browser, and keeps left/right click events outside the browser window in the browser's focus. Is it possible to cause middle mouse button to stay pressed using javascript?
If not, is there a "pure" solution to this ? I'd rather not go to flash or java or a plugin as an answer.
How about making the window fullscreen and then pausing the game if the cursor moves out of the window? I know this doesn't really solve the problem, but it's the best I can think of, without using a plugin of some sort.
This thread is a nice reading on this topic. It seems like prototypes for this functionality are at least suggested for Firefox and Chrome.
I found this example code at http://bitdaddys.com/javascript/example3run.html
<html>
<head>
<title>JavaScript Example of Mouse Position Tracking</title>
<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">
</head>
<body>
<form name=thisform>
<table border=0>
<tr><td colspan=2>Position Of Cursor</td></tr>
<tr><td>X <input type=text name=x value=""></td>
<td>Y <input type=text name=y value=""></td>
</tr>
</table>
</form>
<script type=text/javascript>
var isIE = document.all?true:false;
if (!isIE) document.captureEvents(Event.MOUSEMOVE);
document.onmousemove = getMousePosition;
function getMousePosition(mp) {
var _x;
var _y;
if (!isIE) {
_x = mp.pageX;
_y = mp.pageY;
}
if (isIE) {
_x = event.clientX + document.body.scrollLeft;
_y = event.clientY + document.body.scrollTop;
}
document.thisform.x.value=_x;
document.thisform.y.value=_y;
return true;
}
</script>
</body>
</html>
We need the window to be able to capture the mouse, as it is seen with some browser plugins, maybe in Java. Flash doesn't have this ability, AFAIK.
As a sidenote, when captured to "get the mouse back" you have to press ESC, and this can be annoying when the app doesn't inform the user properly.
It's kind of cheating, but going to about:flags in Chrome and enabling "FPS counter" works for me, :) (but it's not doing it for all browsers nor inside your WebGL app).
(this is the only solution i've seen so far could work for my game project, doing an FPS too)
Implement a Plugin for each browser you intend to support. AFAIK, this is the way they solved the problem with "Quake Live".
Chrome / Chromium -> PPAPI
Firefox & Opera -> NPAPI
IE -> ActiveX
Safari -> Safari plugin development
Btw, the link Daniel Baulig gave you has a nice pointer and solves this problem (on the long run).
At this point in time (Oct 2011) the only way to get real First Person Shooter-style controls is via a browser plugin. Depending on your needs you might also be able to get away with a simple click-and-drag scheme like I'm currently using in my Quake 3 demo, but if you are building an actual game and not a pretty tech demo this is probably not sufficient.
(Note: That's actually what Google did for their GWT port of Quake 2. You have to use the CTRL key to fire, since clicking is used to move your view.)
In the near future, however, we should be receiving a "MouseLock" API that is basically custom-built for this purpose. You can read up on it's progress at Seth Ladd's Blog. Once that comes out we'll have a lot more options for game controls available to us. (Would also help with things like RTS games)
do you know any CDN for modernizr-1.7.min.js?
UPDATE
Microsoft is now serving Modernizr on AJAX CDN http://www.asp.net/ajaxlibrary/cdn.ashx
Here is the direct link :
http://ajax.aspnetcdn.com/ajax/modernizr/modernizr-1.7-development-only.js
I've found CDN JS to be pretty good for semi-less main stream libraries that are still good, but not offered by the Google CDN.
Since they adopted it into Asp.Net MVC, the Microsoft CDN now supports modernizer.
Some days ago I installed the ASP.NET MVC 3 Tools Update for Visual Studio 2010.
Just now I went to create a new ASP.NET MVC 3 application and I see that there's a new option on the New ASP.NET MVC 3 Project dialog:
use HTML5 semantic markup
What does selecting this checkbox change in the newly created app compared to not selecting it, other than the literally obvious?
When would you definitely not want to use it, only to keep compatibility with old browsers?
Look at the _Layout.cshtml. You will notice HTML5 tags such as <header> and <section>. It also includes the modernizr javascript plugin to the project.
When would you definitely not want to use it, only to keep compatibility with old browsers?
If you don't want to use HTML5 specific tags. Anyway, it's just a checkbox generating a bunch of default markup that you could modify at any moment if you will. So you are not engaging yourself with anything that cannot be undone subsequently. If you are starting a new project, go ahead and check it :-)
The answer somewhat depends on which project template you select. (Empty, Internet Application, or Intranet Application)
If you select Empty, the checkbox adds the following two lines to the <head> section in your _Layout.cshtml.
<meta charset="utf-8" />
<script src="@Url.Content("~/Scripts/modernizr-1.7.min.js")"
type="text/javascript"</script>
If you select Internet or Intranet Application, then in addition to the two lines above, you will see HTML5 semantic markup tags instead of divs in your _Layout.cshtml markup shown below:
HTML5 Box Checked vs. Not Checked
<header> <div id="header">
<nav> <div id="menucontainer">
<section id="main"> <div id="main">
<footer> <div id="footer">
I see no reason not to check it, but it does not really matter. As mentioned by Darin, the checkbox value is just for determining which markup is generated for you. The value is not stored in your project.
You can read more in Scott Gu's blog post:HTML5 Improvements with the ASP.NET MVC 3 Tools Update
The check box dictates the inclusion of Modernizr with your views, I don't believe there is anything else different than when not checked.
Hey everyone — HTML5 Boilerplate and HTML5 Reset are two HTML, CSS, and JavaScript templates with a lot of modern best practices built-in. Their goals are largely the same:
Obviously, they're very similar in function. In what ways are their implementations different (for example, perhaps IE-specific CSS fixes are achieved using different techniques)? Are they at all different in scope? It seems like HTML5 Boilerplate is a bit larger (build tools, server configuration, etc.), but it's hard to know where it goes beyond HTML5 Reset when it comes to the actual site that people will see.
In general, both projects set out to provide a solid starting point for developers working on web projects. They both get rid of a lot of the tedious, some-what error-prone boilerplate that many developers find themselves re-creating for each project. The details in how they go about it are slightly different, but for the most part, they achieve the same results.
HTML5Boilerplate has, as you noted, added in some build-script pieces to help developers follow best practices to speed up their pages in terms of server-side items, such as far-future expires headers, etc. where-as the HTML5Reset project is more focused on the semantics, content, and styling. For example, HTML5Reset has more example structure for the content of the page in HTML5 (to help show people how to use some of the new elements), whereas HTML5Boilerplate does not.
The response-time and page speed parts that HTML5Boilerplate includes get more and more important as more users find themselves on mobile platforms, and as Google increases the effect page response times have on page rank. There are lots of papers that show a small increase in the page response time has a measurable negative impact on how your site is used and perceived (especially in an eCommerce setting...often a 100ms slower page will get percentage less things sold).
On the CSS front, the majority of the reset style section for both projects is very much the same, with some minor differences in what the baseline is set to. The IE specific fixes, however, are largely the same, with HTML5Boilerplate asserting a bit more control than HTML5Reset over how IE styles some things like form elements (ie. check box / radio buttons and valid / invalid states)
Two major CSS areas that HTML5Boilerplate covers that HTML5Reset does not are common helper classes to assist with making sites more accessible, such as .hidden and .visuallyhidden, as well as some substantial adjustments to the print styles that serve to both make printing more similar across browsers, as well as some cost-savings and accessibility things like making background images transparent (to not waste toner), and adding the actual URL to links and the title to abbreviations.
I would highly suggest reading through both projects' info and how they do things in a side-by-side comparison because the similarities, and also the differences (and the reasoning behind them) is quite informative and has helped me to better decide what parts of each I wanted to use.
Ultimately, just like any "library" sort of project, you as the developer need to understand what you are doing and probably should tweak your baseline to meet the particular needs of the project.
I work in an environment where previous developers roped the company into using both JQuery and Prototype....and it's a mess. Not only do we have to work out of compatibility mode, but just think of the extra overhead that it causes. When debugging, Prototype "hijacks" debug messages in Firebug, which leads to even more work. And the maddening part is that I've been undoing this mess for months and am just starting to get close to being done with it....and just when I'm about to pull the plug on Prototype I always seem to find another section that relies on it.....
It's for this reason that I argue every time against combinations of frameworks that have similar purposes. For example, no matter how cool you might think YUI Grids is, if you load the entire YUI Framework you best not be doing Jquery, Moo, or Prototype. You'd be just needlessly bogging yourself down. It kills the load time (which wrecks the user experience) and just gives developers headaches and needless work.
Look at this phase of your site like building the foundation. You have the opportunity to use anything you want to use, but you have to be careful not to "paint yourself into a corner" so to speak. So, use purpose-built and best in class tools that are available based on your resources. Don't just use something to be cute! We're lucky in that many very high quality tools are free, so we have a choice. But know that you're steering the direction of your site for the future, and you might be the person like me who has do deal with the consequences if your decisions are hastily made.
So, unless you're NEVER going to use another framework, I endorse Reset....or even just doing top quality standards complaint CSS.
You can use either one...
Like @murtaugh said (http://5by5.tv/bigwebshow/45) you don't need to learn anything when u first start with Reset. In my experience, working in an R&D department, when you need to demo or do quick iterations you can use the Reset (or Boiler if u already know it). When I need to build the product for deployment I turn to Boiler just because has more stuff. Works for me but now because I know both I can easily use either one.
This question is about toolkits which draw graphs (those things composed of vertices and edges), not generic plots.
The tool mus be able to get a set of vertices and edges, calculate their layout, and display them either using the canvas tag, or SVG, that is be compatible with HTML5.
Flash-based tools and java applets are out.
to serve as unified benchmark, please measure and report how long it takes for the toolkit to layout and draw a Barabasi-Albert graph with 100 vertices and 5 edges per node.
This python lybrary shows how to generate it and exports it to many formats:
http://networkx.lanl.gov/tutorial/tutorial.html#graph-generators-and-graph-operations
please indicate browser and CPU
JavaScript InfoVis Toolkit is awesome and i have not seen a competitor to it.
Canviz is a pure Javascript renderer of the excellent graphviz. Graphviz is used on the server to generate the layout, but rather than generating an image it can be rendered with canviz on the client instead.
Data Driven Documents (d3.js) http://mbostock.github.com/d3/ is quite good in my experience as it scales up quite good; can easily handle 100 nodes (or more?) without any stall
We produce mxGraph, it is a entirely client-side graph visualization library. We optimise precisely for this one domain, not just general drawing, so we've quite a speed advantages that part-time projects in this field won't be able to implement.
Is there an HTML filter like HTML Purifier that is HTML5 compliant?
plzsendtehcodez bounty
Recurring question, not sufficiently documented yet. None of the other HTML cleanup solutions for PHP has complete HTML5 support yet. HTMLPurifier is probably the best option still. But crafting an encompassing configuration for HTML5 support is not that easy. So the question is, what's a sensible way to do so?
HP can be configured to recognize new tags with:
// setup configurable HP instance
$config = HTMLPurifier_Config::createDefault();
$config->set('HTML.DefinitionID', 'html5 draft');
$config->set('HTML.DefinitionRev', 1);
$config->set('Cache.DefinitionImpl', null); // no caching
$def = $config->getHTMLDefinition(true);
// add a new tag
$form = $def->addElement(
'article', // name
'Block', // content set
'Flow', // allowed children
'Common', // attribute collection
array( // attributes
)
);
// add a new attribute
$def->addAttribute('a', 'contextmenu', "ID");
This is clearly a bit of work, since there are a lot of new HTML5 tags and attributes to be added. And new global attributes should be registered with each existing html4 tag (is there an easy way to do that?). So obviously there should be a useful format/array structure to feed that configuration including tag and context information (inline/block/empty/flow/..).
And of course not all new HTML5 tags are fit to be allowed unrestricted. HTMLPurifier is all about content filtering, and to not undermine that the dangerousness of tags and attributes should be taken into consideration. <canvas> for example might not be that big of a deal when it appears in user content, as it's useless at best without Javascript (which HP already filters out). But other tags and attributes might be undesirable; so a flexible configuration structure is imperative, so it's easy to enable/disable tags and their associated attributes.
Another subproblem here is to find a useable list of new HTML5 stuff to add:
(And yes, I think we are all aware that HTML5 is still a draft. It's however as important to be aware of that it's in use already anyway.)
# mostly confused about how to extend existing tags:
$def->addAttribute('input', 'type', "...|...|...");
# or how to allow data-* attributes (if I actually wanted that):
$def->addAttribute("data-*", ...
I hope the third bounty +500 is enough to ignite some configuraton coding here, or make someone investigate how to approach this cleverly.
The php tidy extension can be configured to recognize html5 tags. http://tidy.sourceforge.net/docs/quickref.html#new-blocklevel-tags
im using a fix for wordpress but maybe this can help you too (at least for the array part)
http://nicolasgallagher.com/using-html5-elements-in-wordpress-post-content/
http://hybridgarden.com/blog/misc/adding-html5-capability-to-wordpress/
also:
http://code.google.com/p/html5lib/ A Python and PHP implementations of a HTML parser based on the WHATWG HTML5 specification for maximum compatibility with major desktop web browsers.
You can build your own with codemirror 2, or look at one of their examples and paste your code into it. You can also try jsfiddle.
Gallery Role has an experimental HTML5 parser that is based on HTMLPurifier:
I'm just starting to use HTML5 and CSS3 in my documents. I understand the need for JavaScript to bring Internet Explorer up to speed with these new tags and styles, but I don't know which to use and when!
My plan was to use html5shiv and IE9.js to look after the HTML5 tags as well as the transparent pngs (and whatever other pesky errors they fix) but then Modernizr and CSS3 Pie were brought to my attention.
My question is, if I use Modernizr, does it look after my need for html5shiv as well as IE9.js? Or should I include these as well? What is the overlap, if any?
And what does CSS3 Pie do that Modernizr or the others doesn't? Or vice versa?
I appreciate your guys help. Let me know what you do!?
I've got extensive experience with all of these, having used them for a few years each.
Modernizr
Includes HTML5shiv functionality Also does a lot more ? if you don't use the other features, then don't use it, it does slow down page loads, but is worth it if you need it!
HTML5shiv
Very small, just fixes html5 elements in IE, nothing else.
CSS3PIE
Lets you use border-radius, gradients and box shadow in older versions of IE. Also can allow PNGs in IE 6. Adds a noticeable delay to page load.
ie7.js (and ie9.js)
Gives you many CSS3 selectors, min and max width, multiple classes and fixed positioning. Also can have a png fix if you like. Doesn't seem to slow things down much.
Conclusion
My advice would fall into two categories:
If you are just using the new (is 2 years new on the internet?!) elements, and CSS3 selectors, then use ie9.js + the html5shiv. This is lightweight, and just lets you get on with things without having to remember that IE6 doesn't support anything.
If you are using a lot of CSS3 stuff, then CSS3PIE will sort out border-radius and box-shadow. The gradient support seems a little flaky, so I've always used a fallback image instead. Modernizr lets you easily deliver different properties to browsers with different support. I've mainly used this for determining whether a browser has CSS transitions and transforms, as they are useful for any image sliders or content carousels. It's worth using the customisation tool to only include the functionality that you want ? the webforms stuff shows a textbox with 50 in it for a couple of milliseconds, so it's worth disabling if you don't want it.
Hope that's helpful!
I would recommend you use only what you need. Build your app in a browser that supports the features you are using, and periodically test in other browsers that you support. If something isn't working correctly, find the appropriate fix, whether it be html5shiv, IE9.js, Modernizr, or CSS3 Pie. You are not going to use all of the new features in HTML5 and CSS3 all in one page, so you don't need to include every polyfill library in existence. Wait until you find problems with the features you're trying to use, then try and find the library necessary to do that.
I've used mainly CSS3Pie...it works great. But this afternoon i tested it on my laptop with I.E8 and there was an problem with it...it was disabling some css lines...when i removed the css3pie code my site gained twice the speed...then i came accross the posts with people arguing about the css3 slowdown...So at the moment i'm busy to find another way for IE7 & IE8 to have border-radius and shades.
If you want to use it...please test alot as it is NON-official fixes
I'm writing an HTML5 based game that runs as a stand-alone application. It is distributed via the web, but there are no other server requirements?no database, etc.?everything is "in-app". This is by design since additional servers would raise the cost of distribution.
So given that it's just a static html file with a lot of JavaScript, what's to keep someone from hosting the file on their own site? Are there any techniques that can be used to help mitigate this?
My concern is not the odd user, it's the identity theft committed by the other site. Non-additional server solutions would be preferred, but any ideas would be appreciated.
There's not a whole lot you can do if everything is run client side. You can try obfuscating the JavaScript but that's not a very effective solution. What you need to do is tie it to the backend in appealing ways, such as
Give them a reason to come back to you by providing a superior experience.
Finally actively seek out and protect your intellectual property. When you find a site that is ripping you off, do everything in your power to shut it down.
First of all, as you are distributing the source-code of your application, any one who has a bit of technical knowledge should be able to understand how it works.
But you can make things harder -- typically, using Obfuscation (so meaningful variables names, such as 'hero_score' are replaced by non-meanningful ones, such as 'a45')
For Javascript code, take a look at the YUI Compressor
Make sure you have a clear copyright in your code. You can't win this fight on technical grounds alone.
Obfuscating and compressing your code is the best technical solution, as Pascal says.
Consider linking to the server for login or something. Something like Google AppEngine makes it really easy and cheap to run a scalable server.
I suggest adding a javascript function to test where it is behing played, and then protect your code, in the web you can find a lot of info on obfuscating/encrypting javascript.
EDIT: What I would do in this case, and knowing that stealing/re-editing javascript even obfuscated, can be done:
I would have a server-side page to hold the file, and some core variables would be written via the server-side.
The tough part is to programm this in a way that can't be done exclusively in javascript (without the server-side).
Then, maybe some items could be constructed/placed via the server-side also, this way it would be difficult for the pirate to remake everything.
Also, the script for the domain check could be done via the server-side.
The title pretty much explains it.
Now that we have a dedicated <nav> tag,
Is this:
<nav>
<ul>
<li><a href="#foo">foo</a></li>
<li><a href="#bar">bar</a></li>
<li><a href="#baz">baz</a></li>
</ul>
</nav>
any better than the following?
<nav>
<a href="#foo">foo</a>
<a href="#bar">bar</a>
<a href="#baz">baz</a>
</nav>
I mean, assuming that I don't need an extra DOM level for some CSS positioning/padding, what is the preferred way, and why?
At this point, I'd keep the <ui><li> elements, reason being that not all browsers support HTML5 tags yet.
For example, I ran into an issue using the <header> tag - Chrome and FF worked like a charm, but Opera borked.
Until all browsers support HTML completely, I'd stick them in, but rely on the old ones for backwards compatibility.
the nav element and the list provide different semantical information:
The nav element communicates that we're dealing with a major navigation block
The list communicates that the links inside this navigation block form a list of items
At http://dev.w3.org/html5/spec/Overview.html#the-nav-element you can see that a nav element could also contain prose.
So yes, having a list inside a nav element does add meaning.
No, they are equivalent. Remember, HTML 5 is backwards compatible with HTML 4 lists, so you can feel free to use them in the same regard. The trade off is less code for the 2nd version.
If you are concerned about backwards compatibility with respect to browsers, make sure to include this shim to provide functionality of tags such as <nav> and <article>.
If we're talking "by the book", then no; you don't need to use lists to mark up your navigation. The only real advantage they offer is to provide a better degree of flexibility when styling.
It's up to you really. If you usually used an unordered list to markup your navigation menu, then I'd say continue to do so within the <nav> element. The point of the <nav> element is to identify the navigation of the site to a computer reader for example, so whether you use a list or simply links is immaterial.
I'd keep the <ul><li> tags, because the new tags (<nav>, <section>, <article> and so on) are just more semantic versions of <div>s.
For the same reason you wouldn't just have a load of links in a <div>, they should also be structured inside a <nav> tag.
I have a web application where I'm specifying an input field to be a number using the HTML5 property type="number".
<input type="number" value="123456" />
By specifying the type, Chrome automatically formats the value to include a comma (123,456). In other browsers it does not format the number, but it also does not prevent non-numeric characters.
In this case, I don't want the comma to be added. Is there any way to turn off localized formatting?
This is occurring because of the behavior associated with the HTML5 number input type in Chromium, and you are definitely not the only one that doesn't care for this.
I have worked around this issue in the past by using the text type. For example, this has worked well (tested just now in Chrome 11.0.696.71):
<input type="text"
placeholder="Enter Text"
name="inputName"
pattern="[0-9]*">
This behavior of the number type (to me, at least) is definitely a bug, because the HTML5 standard specifies the number should have the following value when formatted for display:
The algorithm to convert a number to a string, given a number input, is as follows: Return a valid floating point number that represents input.
And the standard defines a "valid floating point" number here, and as far as I can see, including grouping characters is not expected.
I've isolated the issue to the following code down in the guts of WebKit. I've included the line that fixes the issue here as well:
// From LocalizedNumberICU.cpp
String formatLocalizedNumber(double number, unsigned fractionDigits)
{
NumberFormat* formatter = numberFormatter();
if (!formatter)
return String();
UnicodeString result;
formatter->setMaximumFractionDigits(clampToInteger(fractionDigits));
formatter->setGroupingUsed(FALSE); // added this line to fix the problem
formatter->format(number, result);
return String(result.getBuffer(), result.length());
}
You can see the original code here.
I'm on vacation next week, but plan on submitting this patch to the WebKit team when I return. Once they (hopefully) accept the patch, Chromium should pull it in as part of its normal refresh process.
There are a couple of extra properties that you can check including valueAsNumber.
Chrome attempts to provide you with the best input method possible based on the input type. In this case, number also has some extra abilities such as toggle up and down.
The point of this, is if the number isn't valid, you will be able to detect that there are errors and also set the styling input[type=number]:invalid { background-color: red; }
You could try ...
<input type="text" pattern="[0-9]*" value="123456" />
which will enforce the entry of 0-9 on Firefox 4 on the desktop as well as an iPhone; I don't have Chrome at hand to try it on, but it should do the same.
Number is one of the new HTML5 input types. There are loads of these - email, date, time, url, etc. However, I think only Chrome has implemented them so far. The others fall back to using the default type (text).
For more info about HTML5 input types: http://diveintohtml5.ep.io/forms.html
If you want to disable it on Chrome, you could leave as text and change it to number if the user device is a handheld. Since it's not a usability killer if the user device sniffing gives the wrong result, you shouldn't have any problems.
How do I style the html 5 form validation error messages with css?
Chrome provides a native look and feel for their validation error speach bubbles. The error bubble is made up of four containing elements that are not normative elements. These four elements are stylable via pseudo-elements that apply to separate sections of the bubble:
::-webkit-validation-bubble
::-webkit-validation-bubble-arrow-clipper
::-webkit-validation-bubble-arrow
::-webkit-validation-bubble-message
Currently, there is no way to style those little validation tooltips. The only other option, which is what I have chosen to do, is to disable the browser validation all together for now and rely on my own client-side validation scripts.
According to this article: http://blog.oldworld.fr/index.php?post/2010/11/17/HTML5-Forms-Validation-in-Firefox-4
"The simplest way to opt out is to add the novalidate attribute to your <form>. You can also set formnovalidate on your submit controls."
Use pseudo selectors, as easwee said. For example, to make the form element green when valid, and red when invalid, do something like this:
:invalid {
background: #ffdddd;
}
:valid{
background:#ddffdd;
}
If you need a full reference of these, head to Mozilla's reference.
P.S. Sorry if I'm doing these answers wrong, I'm new to this community.
I've got the following HTML5 form: http://jsfiddle.net/nfgfP/
Currently when I hit enter when they're both blank a popup box appears saying "Please fill out this field" how would I change that default message to "This field cannot be left blank"?
EDIT: Also note that the type password field's error message is simply *****. To recreate this give the username a value and hit submit.
EDIT: I'm using Chrome 10 for testing. Please do the same
Use setCustomValidity:
$(document).ready(function() {
var elements = document.getElementsByTagName("INPUT");
for (var i = 0; i < elements.length; i++) {
elements[i].oninvalid = function(e) {
e.target.setCustomValidity("");
if (!e.target.validity.valid) {
e.target.setCustomValidity("This field cannot be left blank");
}
};
}
})
I changed to jQuery from Mootools because I know jQuery better, but you should be able to work out the Mootools equivalent if necessary.
--edit
I've updated the code here as setCustomValidity works slightly differently from what I though when I originally answered. If setCustomValidity is set to anything other than the empty string it will cause the field to be considered invalid - therefore you must clear it before testing validity, you can't just set it and forget. The code would also benefit from more idiomatic jQuery event handling, but I'll leave that as an exercise for the reader.
If you feel that the validation string really should not be set by code, you can set you input element's title attribute to read "This field cannot be left blank". (Works in Chrome 10)
title="This field should not be left blank."
See http://jsfiddle.net/kaleb/nfgfP/8/
And in Firefox, you can add this attribute:
x-moz-errormessage="This field should not be left blank."
Both WebSockets and Server-Sent Events are capable of pushing data to browsers. To me they seem to be competing technologies. What is the difference between them? When would you choose one over the other?
Websockets and SSE (Server Sent Events) are both capable of pushing data to browsers, however they are not competing technologies.
Websockets connections can both send data to the browser and receive data from the browser. A good example of an application that could use websockets is a chat application.
SSE connections can only push data to the browser. Online stock quotes, or twitters updating timeline or feed are good examples of an application that could benefit from SSE.
In practice since everything that can be done with SSE can also be done with Websockets, Websockets is getting a lot more attention and love, and many more browsers support Websockets than SSE.
However, it can be overkill for some types of application, and the backend could be easier to implement with a protocol such as SSE.
HTML5Rocks has some good information on SSE. From that page:
Server-Sent Events vs. WebSockets
Why would you choose Server-Sent Events over WebSockets? Good question.
One reason SSEs have been kept in the shadow is because later APIs like WebSockets provide a richer protocol to perform bi-directional, full-duplex communication. Having a two-way channel is more attractive for things like games, messaging apps, and for cases where you need near real-time updates in both directions. However, in some scenarios data doesn't need to be sent from the client. You simply need updates from some server action. A few examples would be friends' status updates, stock tickers, news feeds, or other automated data push mechanisms (e.g. updating a client-side Web SQL Database or IndexedDB object store). If you'll need to send data to a server, XMLHttpRequest is always a friend.
SSEs are sent over traditional HTTP. That means they do not require a special protocol or server implementation to get working. WebSockets on the other hand, require full-duplex connections and new Web Socket servers to handle the protocol. In addition, Server-Sent Events have a variety of features that WebSockets lack by design such as automatic reconnection, event IDs, and the ability to send arbitrary events.
Opera, Chrome, Safari supports SSE, Chrome, Safari supports SSE inside of SharedWorker Firefox supports XMLHttpRequest readyState interactive, so we can make EventSource polyfil for Firefox
I recently came across Phonegap. Have anyone of you tried it. Its an incredible tool which claims that developers can use HTML 5 based framework like Sencha touch and Jquery at the same time having access to native features on phone. Also the code is portable from Android to Iphone with some effort. Before I plunge into it I want to know what is forum's experience with Phonegap. What are the pain points and is it really scalable for enterprise level application development.
I've built a couple of applications using PhoneGap, and for what it provides, it's great. There are a couple of quick notes I would like to point out, which might help you.
Disable device-based features you're not using The accelerometer, geolocation features are by default turned on. If you're not using them, I would turn them off, as your app will load faster (initialize) and run smoother.
onDeviceReady - This is the method that's called once phonegap has loaded and is ready. $(document).ready or whatever you're used to, doesn't really apply here - unless you're only doing interface/hard-coded HTML stuff. If you're interacting with iPhone features, like GeoLocation, you will need to do everything after onDeviceReady has been called.
Pick a UI/library There are a ton of options for the interface/libraries, jquery-mobile, sencha touch, jqtouch, etc.. These each offer a unique approach, and feature-set. Do some research and use one, but avoid combining. You can read about some more options, tools here: http://www.phonegap.com/tools/
Also, more on just mobile development in general, with PhoneGap If you're looking to build apps, that are distributed through the Android market and iPhone App Store, I would read through their exhaustive lists for guidelines on how to develop your app. For example, in the tools link above, there is a "tool/plugin" called Easy APNS - while this is useful for Android - and technically doable on the iPhone, it violates the development agreement, as it states you must use the Apple notification network, etc.. This is just an example, but reading up on that stuff will save you a lot of headaches, if that's your end goal.
All in all, it's great for lightweight apps, especially if you come from a web development background. LocalStorage, GeoLocation, etc.. works really well. I hope this helps a little... and feel to ask questions.
Additional Edit:
I really think it comes down to what you want to do, and what you know how to do. Matt pointed out that developing native apps, for iOS is better, etc.. Yeah, if you have the time and knowledge to learn that - of course native will be better. But PhoneGap is made for web developers that can take their existing skillset and build apps. Also, PhoneGap allows you to build apps quickly, for iOS, Android, Symbian, Palm, Blackberry. With minor adjustments to your codebase for each.
Before expressing my opinion of Phonegap, I need to issue a little disclaimer saying that I am, by no means, a web developer. For me, writing JavaScript and CSS is like pulling teeth. That said, I don't like Phonegap.
There are a few very appealing aspects of the framework, mainly the "Write-Once-Run-Anywere" appeal and the "I-Don't-Have-To-Learn-Objective-C?" appeal. The framework can even give you access to some of the hardware features like the accelerometer. All of these are valid, to a certain extent.
That said, none of the great iOS apps are built using any kind of cross platform framework. There are so many subtle and elegant UI interactions that are handled for you by the native UIKit controls that many users and developers take for granted until they're missing, like the slew of incredibly detailed view animation curves and scrolling bounces that aren't there in the web-view based UI. You could toil to reproduce them perfectly, but for that time investment, why not just go native?
A second point to note is that the support community for Phonegap-built iOS applications is drastically smaller than natively developed applications. If you're one to rely on the community during projects, this should also give you pause.
In the end it comes down to the quality of experience you want to deliver. The upper bound is lower with Phonegap. If you're ready to accept a less-than-excellent user experience in exchange for reduced development times and increased portability, than it is a very viable framework.
As subtext for any who are interested, Marco Arment and Dan Benjamin recently discussed this topic. You can listen to it here.
Here are all the best Performance guides I've read for PhoneGap... there is alot to be weary of to ensure you have solid, stable performance... but you can pick it all up in just one evening of reading.
Here are the best nuggets:
PhoneGap/Mobile Web Performance Tips
* How Diary.com increased the performance of their PhoneGap app running Sencha: http://www.phonegap.com/2011/06/21/building-the-diary-com-ios-app-using-pg-sencha-touch/
* http://floatlearning.com/2011/03/developing-better-phonegap-apps/
* http://jslint.com/ - to debug your javascript
* http://zeptojs.com/ and http://xuijs.com/ - minimal alternative frameworks to jquery and jqtouch
* Disable the accelerometer and location http://blogs.nitobi.com/jesse/2009/10/28/running-jqtouch-in-phonegap/
* set ?EnableAcceleration? to false in PhoneGap.plist
* set "AutoRotate" to false in PhoneGap.plist
* http://mir.aculo.us/2010/06/04/making-an-ipad-html5-app-making-it-really-fast/
* http://cubiq.org/remove-onclick-delay-on-webkit-for-iphone
* Demo: http://cubiq.org/dropbox/clickdelay.html
* FastClick v TouchStart: http://groups.google.com/group/phonegap/browse_thread/thread/f5f5c78e26513821?pli=1
* http://forum.jquery.com/topic/ontouch-instead-of-onclick-event
* http://wiki.phonegap.com/w/page/16494809/Performance-tips-for-device/
* http://www.developer.nokia.com/Community/Wiki/JavaScript_Performance_Best_Practices
* http://evolvingwe.com/building-an-iphone-app-part-3-7-dev-tips/
* http://evolvingwe.com/upgrading-to-phonegap1-0/
* VIDEO Performance Tips for Sencha Touch: http://vimeo.com/17882927
* It covers performance features in Sencha, which are great principles we can reapply. We may even be able to cut code from certain pieces of Sencha to reapply for Skej.
* It states that we MUST destroy anything that is not visible on the DOM. And that the DOM must be kept as small as possible at all times, with as few listeners as possible. (I.e attach one listener to the parent item of a list, rather than to each list item.)
* It also has practical CSS3 tips for me to apply... Basically, dont use many of the new transitions and shadows/round corners because the currently use CPU, and not yet GPU.
* Event Delegation in Sencha Touch: How to design lists with a single listener, and not one on every line. http://www.sencha.com/blog/event-delegation-in-sencha-touch/
* Optimizing DOM Memory Usage in Sencha Touch: Sliding from a List to a Details panel and killing the list, and then sliding from Details to a List and killing the details panel. Minimizing elements on your screen, your DOM. http://www.sencha.com/blog/sencha-touch-optimizing-memory-usage/
* DESTROY ANYTHING THAT IS NOT VISIBLE ON YOUR DOM!
* Use CSS Animations instead of jQuery
* http://nyroo.com/l/B7UN5c
* http://www.ferretarmy.com/css-animation-examples/
* Be careful... these are tricky when they don't leverage the GPU, and bog down the CPU.
Enabling New Functions
* Enable Retina Display: http://evolvingwe.com/create-retina-display-images-in-mobile-web-themes-and-phonegap-apps/
* Swipe to delete: http://www.codesta.com/blog/2011/5/23/sencha-touchphonegap-tips-and-tricks.html
* Disable accelerometer and location: http://iamcam.wordpress.com/2009/10/29/phonegap-up-to-speed/
* Cut jQuery and Hand-code: http://cubiq.org/do-you-really-need-jquery-for-mobile-dev
* Display Contact List in Mobile Safari: http://cubiq.org/contact-list-on-webkit-for-iphone
* iScroll4: Create a header, scroll within a fixed size div, pinch and zoom, pull up/down refresh. http://cubiq.org/iscroll-4 (Includes tips on rubber-band effect.)
* PhoneGap's GitHub repo: Includes interesting examples like DatePicker, SMSComposer, ApplicationPreferences, Splashscreen, NetworkActivityIndicator... https://github.com/phonegap/phonegap-plugins
Architecture
Architecting your App in Ext JS 4: http://www.sencha.com/learn/architecting-your-app-in-ext-js-4-part-2
The installation procedure involves a number of packages (Java, Apache Ant, Ruby, iOS SDK, Android SDK and PhoneGap itself), which all have to be correctly installed and set up. This can be a major effort. To be fair, they have something called PhoneGap Build in beta that should make this much easier.
We use it with NS Basic/App Studio to produce apps which qualify for app stores.
If you don't need any of the hardware features or performance beyond what HTML5 and Phonegap provide, an encapsulated web app (plus some limited access to other features) is a great solution.
Many enterprises deploy large scale web apps. Phonegap (or just a plain web view control with embedded content) will allow you to run these web apps offline (except, of course, for any online data required).
I'm experiencing a strange issue with an app I'm working on... Whenever the user highlights text on a div that's been translated down the page a bit, the browser will instantly start scrolling up. It is really hard to describe so I've made an example page that exhibits the issue...
http://riskable.com/files/scroll_problem.html
I've also uploaded the text to pastebin for easy viewing (and if I ever take that URL down later):
If you--by means of JavaScript--translate() both div1 and div2 back to their default positions the problem does not exhibit itself inside div1. It only occurs inside div2 and only when it is in front of the user (e.g. it has been transformed by a "translate()").
I honestly think this might be a browser bug but I'm not certain since I'm not an ECMAScript or DOM expert. Any ideas?
EDIT: I have updated the HTML to work in both Firefox 4+ and Opera 11+ (-moz-transform and -o-transform, respectively). I have also created a new pastebin link for the updated script (the link has been updated). The problem doesn't appear to exhibit itself in either of those browsers so it appears to definitely be a Chrome bug.
EDIT 2: I have opened a bug report for this issue on the Chromium site: http://code.google.com/p/chromium/issues/detail?id=74318
It is probably a bug in Webkit but I'll let the Chromium folks find out if that is the case.
FWIW, Ithe problem seems to be the browser's code responsible for detecting when you are selecting over the pre's bounds (i.e., when it should scroll to go with that selection) isn't getting the updated position after translate. When you start selecting, it sees you are selecting, and your cursor is half a screen up from where it believes the pre to be, so it scrolls up really fast. Conversely, to make it scroll down you need to go to the bottom of the container while selecting, where your pre's bottom was before translate().
That said, I obviously have no idea how to solve it, but I'm almost positive it's a browser bug.
For the new project, I have been searching for a framework with support of HTML5 and runs on mobile, that is IPhone, IPads. I found out these:
The main thing for me is HTML5. Although I went over the features they offer, I just wanted to know your experience if any with them.
Which one should I go for when looking for:
It depends on what your target audience is and how interactive the site you are building is.
jQTouch:
heavy on the CSS, light on the JavaScript, MIT license
For a framework that provides a quick start, but not a lot of documentation unfortunately, use jQTouch. It requires very little to get started and coding is fairly straight forward. It uses CSS classes for detecting the appropriate animations and interactions.
Sencha Touch:
almost completely JavaScript, GPL not for use on commercial sites without a license
If you are building a complex enterprise application with a lot of visual interactions, I would strongly recommend Sencha Touch, it is heavily documented, with a strong professional team providing support.
M-Project:
MIT license, heavy on the JavaScript, appears to be in Alpha, may be buggy
Although I have never worked with M-Project myself (thanks for pointing it out) it does appear to be a very robust, and the coding style appears to be very similar to Sencha Touch, which is based on ExtJS, so if your team already has experience with ExtJS, it might be wise to consider one of these frameworks.
Nimblekit:
This appears to be for iOS only, not a good thing if you ever decide to expand your application to Android or some other platform.
Wink Toolkit:
appears to be MIT, or some variation there of In my opinion, wink seems to have plenty going for it, but the documentation feels cold
jQuery Mobile:
Dual license MIT or GPL 2, just the right mixture of JavaScript and CSS
I will let someone with more experience talk about the merits, but jQuery mobile (though it is in alpha as well) is backed by a strong team and a community of supporters by extension of the core jQuery library. Probably the best choice for anything except the most enterprise centric applications.
Titanium:
Titanium is not an HTML5 mobile framework, it is a javascript based interface to native code modules included in the framework. It is a fairly straight forward framework, but I would consider the documentation sparse.
Bottom Line:
1. jQuery mobile - as long as your app is not enterprise centric
2. Sencha Touch - if your application is enterprise centric or heavy on user interactions
3. jQTouch - if what you are looking for is a simple framework to get started with quickly, but you don't need a lot of gusto.
4. Titanium - if you are more concerned with having actual native controls in your application
jQuery Mobile is better and have nice support!!
Stick with jQuery mobile. It faster then jQtouch. It also has better documentation then senchas. Senchas initial load time is slow. Overall, jQuery mobile wins my bet.
This framework I recommended here is quite new, but you may want to try it in the future: Mobl - HTML5 for mobile appliccation.
Actually, it's a DSL (Domain specific language) to build HTML 5 application on mobile. It's constructed by Zef Hemel as part of his Ph.D thesis, and allow a very easy way to build an HTML5 application quickly
About your request:
Quick start: yes, it's very simple to start developing with Mobl. Just add an Eclipse add-on and change some configuration.
Documentation: the tutorial is good enough, but it lacks the navigation, I mean, a comprehensive structure. I hope they will add it soon.
Similar web-development: I don't think it is. As a DSL, Mobl has different structure (similar syntax to javascript, though) comparing to web scripting language (HTML, Javascript,...). But it doesn't take much time to understand them.
Support: This thing is not good. At this early stage, Mobl community is very restricted.
jQuery mobile is a good option to opt, it has Good documentation and support also here is a good article, you'll get some idea which one to choose...
There is also http://zeptojs.com, which is aiming at small footprint, < 5Kb with most jquery core features.
I would start with HTML 5 boiler plate. It's a little bit heavy but you can add or remove as much as you want from it. Definitely the most complete HTML5 template I've found. Then I would go with jQuery Mobile. It's not out of alpha yet, so it's expectedly a little bit buggy but there's a great community behind it and it has a good structure for creating plugins.
You may also want to take a look at PhoneGap (opensource). It also has a free build service in the cloud that will pump out native apps for most of the popular phones from a single source code base. I haven't tried it myself but it sounded intriguing.
I would also consider Skeleton.
Docs / demo site here: http://www.getskeleton.com/
W3Schools.com and I'm pretty sure I remember seeing W3C.org state that <menu> should be used for Toolbar menus and listing form control commands.
So, which one should I use for my main menu? Nav, or Menu? Does it matter?
After doing some more reading, I've not found a direct answer, however it is pretty clear now.
On http://www.w3.org/TR/html-markup/nav.html W3C states that
The nav element represents a section of a document that links to other documents or to parts within the document itself; that is, a section of navigation links.
And on http://www.w3.org/TR/html5/interactive-elements.html#menus they say
The menu element is used to define context menus and toolbars.
So based off of that, I think the <nav> element would be more suited to a Main Menu. Unless the Main Menu contains Context Menu's and a list of form control commands, in which case a <menu> element would be a better fit. Hmm. I can feel my brain going around and around in circles again.
nav is used for groups of internal links (a elements). Generally this means the links should travel to separate pages, or change content in the case of an AJAX page. Expect some sort of content change when clicking on a nav item.
menu is used for groups of controls (a, input, button). Generally this means the inputs should perform a function within the page. Expect some sort of javascript interaction when clicking on a menu item.
nav: the navigation for the site.
menu: the menu for a web application.
Here's an HTML5Doctor post on nav with a section on how it's different from menu(basically, use it in actual apps). Looks like you want nav.
Is there a particular reason why Firefox does not support playback of mp3 files in <audio> elements, only ogg format?
Is it a licensing issue?
Are there any plans made for possible future implementation?
Is it possible to develop an addon to support mp3 playback in <audio> elements?
Thank you
Licensing issues: HTML5 video and H.264 ? what history tells us and why we?re standing with the web and Mozilla defends Firefox's HTML5 support for only Ogg Theora video (despite their titles, they both also talk about MP3 licensing, albeit briefly).
All you can do is fall back to Flash and play them through that.
Taken from Wikipedia, for MP3:
MPEG-1 or MPEG-2 Audio Layer 3 (or III), more commonly referred to as MP3, is a patented digital audio encoding format using a form of lossy data compression.
Taken for Ogg:
Ogg is a free, open standard container format maintained by the Xiph.Org Foundation. The creators of the Ogg format state that it is unrestricted by software patents and is designed to provide for efficient streaming and manipulation of high quality digital multimedia.
Mozilla doesn't want patent issues, so Ogg was chosen as the better candidate.
It is possible to make such an implementation, so that Firefox can play mp3 in <audio> tag, but this won't be done because of issues I mentioned.
Sometimes politics, and other real world issues, dictate what gets implemented and what doesn't.
I believe that the Mozilla developers decided against implementing MP3 support, in order to avoid paying for patent licences from a number of organisations (Technicolor/Thomson Consumer Electronics, the Fraunhofer Institute, Alcatel-Lucent, Sisvel and potentially others, from what I can gather).
Google's "Report a Bug" or "Feedback Tool" lets you select an area of your browser window to create a screenshot that is submitted with your feedback about a bug.
screenshot by Jason Small, posted in a duplicate question.
How are they doing this? Google's JavaScript feedback API is loaded from here:
https://ssl.gstatic.com/feedback/api.js
Their overview of the feedback module will demonstrate the screenshot capability:
http://www.google.com/tools/feedback/intl/en/learnmore.html
Thanks for your help!
JavaScript can read the DOM and render a fairly accurate representation of that using canvas. I have been working on a script which converts html into an canvas image. Decided today to make an implementation of it into sending feedbacks like you described.
The script allows you to create feedback forms which include a screenshot, created on the clients browser, along with the form. The screenshot is based on the DOM and as such may not be 100% accurate to the real representation as it does not make an actual screenshot, but builds the screenshot based on the information available on the page.
It does not require any rendering from the server, as the whole image is created on the clients browser. The HTML2Canvas script itself is still in a very experimental state, as it does not parse nearly as much of the CSS3 attributes I would want it to, nor does it have any support to load CORS images even if a proxy was available.
Still quite limited browser compatibility (not because more couldn't be supported, just haven't had time to make it more cross browser supported).
For more information, have a look at the examples here:
http://hertzen.com/experiments/jsfeedback/
edit The html2canvas script is now available seperately here and some examples here.
I don't think it's done within browser only. It's captured on the server.
My experiment:
It's obvious that Google can't access your image from localhost or intranet, thus failed to render an image not reachable from its server.
Why there's a canvas in the DOM tree then? It's used for highlight and black out areas. Try this:
Now you can see the whole gray overlay with all highlight and black out areas moved 200px to the right.
Elliott Sprehn wrote in a Tweet few days ago:
@CatChen That stackoverflow post is not accurate. Google Feedback's screenshot is done entirely client side. :)
How do I add data-* html attributes using TextboxFor?
This is what I currently have:
@Html.TextBoxFor(model => model.Country.CountryName, new { data-url= Url.Action("CountryContains", "Geo") })
As you see, the - is causing a problem here data-url. Whats the way around this?
You could use underscore (_) and the helper is intelligent enough to do the rest:
@Html.TextBoxFor(
model => model.Country.CountryName,
new { data_url = Url.Action("CountryContains", "Geo") }
)
And for those who want to achieve the same in pre ASP.NET MVC 3 versions they could:
<%= Html.TextBoxFor(
model => model.Country.CountryName,
new Dictionary<string, object> {
{ "data-url", Url.Action("CountryContains", "Geo") }
}
) %>
What is the best and most comprehensive HTML5 book? Is it necessary to study HTML4 after/before the HTML5 book?
If there is no goo HTML5 book yet, what is the best HTML book in general?
A good start to get the basics is to read Dive Into HTML5 by Mark Pilgrim. You can even try before you buy because it's free. Another suggestion is Pro HTML 5 Programming: Powerful APIs for Richer Internet Application Development (not free).
For the most comprehensive read I recommend the HTML5 specifications which goes into all the tiny details.
Introducing HTML5 By Remy Sharp and Bruce Lawson, HTML5 for Web Designers By Jeremy Keith, HTML5: Up and Running by Mark Pilgrim (The content of which is freely available on Dive Into HTML5) - it really depends what you want from the books. Pragmatic are releasing an HTML5/CSS3 book, as are Apress and I've no doubt that Sitepoint will do too. The WHATWG's HTML Living Standard is the most up-to-date.
As for the 'best' HTML book generally, it depends on what you want. Reference? HTML & XHTML: The Definitive Guide from O'Reilly or The Ultimate HTML Reference from Sitepoint, with the latter being essentially freely available online. Other than that, the W3C reference materials are pretty complete!
Head First HTML5 Programming is by far the best book I have ever seen for newbie front-end developer. It goes on to introduce Javascript for foundation. Then it shows all the magic combining HTML5 and Javascript.
(It is also good book if one wants to move ahead and learn some JS libraries like jQuery, dojo, prototype etc.)
I think you're better starting off with HTML4/xHTML1.0 beforehands since HTML5 builds up on that base. Also, in order to get the best of HTML5, learning Javascript would really help you since the power of HTML5 mostly is in its Javascript API.
A good starting point for HTML4/xHTML1.0 would be w3schools which offer free web tutorials that are very easy to follow and interactive: http://www.w3schools.com/
You can also learn Javascript using w3schools, but I think books achieve more when it comes down to Javascript. Here's a book that I highly recommend and it should be easy to follow for beginners : Simply JavaScript by Kevin Yank and Cameron Adams
As of HTML5, I really liked this book, its really easy to follow and its very good if you're learning. It lacks a bit as reference material though: Introducing HTML5 (Voices That Matter) by Bruce Lawson and Remy Sharp
For HTML5 Multimedia I'm going to cheekily suggest my own HTML5 Multimedia: Develop and Design.
I am a middle school student trying to dive into the world of web designing and developing.
I have been interested in (using) the web since I was little, but now I want to be in the "creating" side. After researching about web design and development, I believe it is better to start from markup languages before script languages. And I was wondering, should I start from learning the new HTML5/CSS3 or should I stick with current version of HTML/CSS first? Are HTMl5/CSS3 something that beginners should definitely avoid? Or it doesn't really matter which one I start with? And it would be also great if you can recommend me a good book on HTML(5)/CSS(3) or a website about them!
Thank you very much in advance :).
For the most parts (and especially if you start learning), it holds, that HTML 4 is a subset of HTML 5 and likewise CSS 2 of 3. Therefore my suggestion is to start learning the ?old? techniques first. This is especially motivated by the fact that the HTML5 and CSS3 specifications are way larger than their older counterparts. (In the News: This just in: "HTML" is the new "HTML5".)
There is another problem with HTML5 tutorials: They pop up like daisies on a soft spring morning, which is per se a good thing. But as rookie you will have difficulties to decide if a given document aims at beginners or, more likely indeed, at people with experiences in (X)HTML, who want to learn the differences. It is easier to get confused by such an HTML5 intro, than by an HTML4 tutorial (there was not really a big difference between HTML 3 and 4, apart from paradigms [table-based layout, font tag, stuff like that was discussed then]).
Everyone is different in her/his learning behaviour, so let me summarize the way I came to web development.
I didn?t have anything in mind with web development until I was a Physics undergrad student. Then I thought: ?Well, it would be nice to have a customized start page for my browser.? It was 2004, and iGoogle wasn?t invented back then. That?s it. You have a small project and you start to work on it.
I had the luck, that in the German speaking world there is a great resource for getting started with HTML: SelfHTML. Unfortunately, the site hasn?t had much updates since back then and their English counterpart went even out of business. Please don?t use the aforementioned W3Schools. However, I can?t point you to any good English tutorial apart from the specifications (see below). You might have luck finding a good course in the School of Webcraft, which is a joint venture of Mozilla and P2PU.
After finishing my browser start page, I created a homepage for our RPG group. It was several HTML pages and I quickly found out about CSS, and that you can have a single stylesheet to apply to more than one HTML pages. This is where I first started to think about the structure of the many files that had accumulated (in terms of ?in which folder comes which file?).
Apart from that, you will find, that you have to learn a lot more accompanying technologies:
I wanted a private area for our group and learned about HTTP Authentication.
Having files lying in sub-directories brings you very fast to the matter of URLs and relative and absolute paths.
For our FAQ section I wanted to have some interactivity: Clicking on a question should display the previously hidden answer. That was my entry point to JavaScript. My experience is, that I benefit now much from having learned ?real? and basic JavaScript and not just copy and pasted jQuery snippets that I googled. (Well, it was Prototype, back then).
The next logical step is to move from static HTML files to something generated on the server. I took a very good beginner?s course in PHP and MySQL (it?s IMHO the simplest server-side technology to get started with) and got a bit of PHP-enabled web space at our university. A good ?Hello World? project was a guest book for the RPG website back then (well, today you?d just throw in a Disqus link).
Now I came to the frontiers of tutorials and references. I first really looked in and began to read the original specifications. It started with the official PHP manual and went on to the HTML 4 specification, single definitions of CSS properties in the W3C?s CSS 2 spec and so on. In hindsight this is another point I?d like to emphasize: read the specs as soon as possible. There will be parts that you don?t understand yet, but there is no better source than the source.
From there on it was a constant learning with many new technologies that require at least a bit of attention, but sometimes also a fundamental understanding: the DOM, CGI, SVG, XML, the difference between XHTML and HTML, Regular Expressions, Python, mod_rewrite, nginx, XSLT, PDF, RSS, RDF, Bash, SSH, Git, SVN, XSS, Unicode, Web Fonts, Dublin Core, JSON, SQLite, ... (all links go to Wikipedia).
Finally you will come to a stage, where you need to specialize. The range goes roughly from "I?m a designer. I don?t touch no nasty code ever." to "B2B JSON is the best thing since JBoss and Hibernate. Good, that I don?t need Photoshop for this." I?m still trying to follow the naive approach to keep up to date in as many areas as possible, but I can foresee, that this strategy won?t be successful for long. In less than 5 years from now (and even today) you will find job descriptions for ?canvas developers,? ?multimedia markup strategists,? ?cross-platform user experience experts,? ?specialists for legacy Flash code and table-based HTML Email templates,? ?offline cache security gurus,? ?web storage database engineers? and so on. However, having at least a basic understanding in areas around your main interest will help to keep you flexible enough for new ideas and approaches (and, more important, old and tested ideas and approaches to problems you think are new).
Please, I don?t want to discourage you, when I say, that there?s a lot more to learn than HTML and CSS. I see it more as a wonderland of opportunities and technologies that lie at my finger tips to be used to create cool stuff. And the more you learn, the more powerful your projects will be.
When you have found a direction, that interests you most, you should start learning the backgrounds of your chosen path. This might seem a bit contradicting to what I said above about keeping a broad overview, but it is more a completion.
For example, if you tend to be a back-end developer, start looking into different algorithms, parser theory, cryptography, profiling code, building compilers and so on. The topics you encounter there might have no direct relation to your day-to-day problems, but they build the foundation of what you use today. As such, many problems were solved before, that re-occur today in slightly different form.
If you become a markup specialist, look into text-manipulation tools. The Unix tools like sed, awk and grep have got a bad name as being old, arcane cruft, but this is totally unjustified. They, too, solve problems, that you will face in your work.
For becoming a web designer you have to get into color theory, typography (both macro and micro), grid theory (which existed way before the web) and, at least, basic psychology.
The problem is learning from the wrong resources. I?d suggest, if you are in doubt, ask here on StackOverflow for opinions (better perhaps, ask over at chat.stackoverflow.com. And basically, the closer to the source a doc is, the better.
A personal warning: Leave your hands from WYSIWYG editors and such, like Dreamweaver. You may use an IDE or any editor with additional support (Eclipse comes to mind), but my travel went the other way round (from GoLive to Notepad++ to finally Vim). That?s a matter of taste. But if you have the slightest thought, that the software hides something from you or auto-creates anything that you haven?t told it explicitly to, leave it alone.
A basic measurement is, if your software let?s you choose the encoding of the file (ISO-8859-1, UTF-8, ...) and if or not to put a BOM in front of an UTF-8 file.
Again, don?t get discouraged, if you get completely confused by any of the following resource. There are documents linked here, that professionals use as daily references.
W3.org - The organization, that standardizes HTML and CSS
developer.mozilla.org - The developer resource of Mozilla, the Firefox organization. There are some good tutorials on HTML, CSS and cutting-edge web development, too, and IMHO the best JavaScript reference currently available online.
msdn.microsoft.com - The HTML/CSS docs from Microsoft
Safari Reference Library - Very Apple and Safari centered, but may have the one or other good reading, too.
Opera Web Curriculum - Thanks to @What?s answer for this one. Opera?s Web Curriculum is a good summary of important technologies.
Validator - A validator checks your code for errors. The one here is from the W3C and is one of the most important tools in a web developer?s toolbox.
HTML5 Boilerplate - A project that is aimed to allow fast bootstrapping of web sites and web applications based on HTML5, jQuery, and so on. It?s worthwhile to read through the source code, since there are lots of best practices bundled together
A List Apart - THE publication aimed at web developers and people around them. A lot of useful and important methods and practices to work with HTML and CSS were published here.
Dive into HTML5 - the website accompanying the book of the same name. It?s especially targeted to teaching HTML5, so perhaps it?s from time to time hard to follow for a newbie. But it?s well-written and accurate.
CSS Zen Garden - "A demonstration of what can be accomplished visually through CSS-based design." This site shows astonishing examples of HTML 4 and CSS 2 in action.
24 Ways - The web developer?s Advent calendar. Very interesting articles of well-known people are collected in packs of 24 each year.
quirksmode.org - A site dedicated to browser and compatibility tests. If your page looks all different in Firefox, IE and Opera, you should stop here.
History of the WWW - a nice to read introduction of the W3C, how the early years of the web (up to 1995) went by
zvon.org - If you look through the ?references? and ?tutorials? sections, you will find stuff, that is not easy to follow but therefore it?s quite accurate
Jacob Nielsen?s Alertbox - Although not un-criticized this page offers a huge set of usability studies by Jacob Nielsen.
Periodic Table of HTML Elements - A very nice and intuitive display of all elements in HTML5
CSSPlay - Stu Nicholls? playground for many cutting-edge CSS tricks.
w3.org/TR/html4 - The official HTML 4 specification with description of all elements and attributes. Might be useful, but defer to HTML5 specification for most up-to-date reference on how modern browsers interpret them.
WHATWG.org is where the most active and live version of the HTML5 specification exists.
w3.org/TR - A list of all specifications under the roof of the W3C (mostly related to XML, HTML and CSS)
w3.org/TR/CSS2 - The official CSS 2.1 specification
CSS3 & others - The current work being done on Stylesheet standards.
ECMAScript Specification - ECMAScript is the name of the standardized version of JavaScript. Frankly, I hardly ever looked in it. Mostly I use the reference on mozilla.org. There is an annotated web version at es5.github.com.
Likewise for the DOM. The official specifications lie scattered at the W3C, but in the dark ages Netscape and IE implemented their own versions.
RFC 1738 - defines, how URLs are composed
RFC 1945 - defines HTTP 1.0, the transmission protocol that delivers pages over the internet. RFC 2616 defines its successor HTTP 1.1
php.net - The homepage, together with the official documentation, of PHP
Unicode Consortium - If you leave the ASCII world and enter multi-language terrain, you will inevitably make acquaintance with UTF-8 and Unicode. Better be friends with them ASAP.
Smashing Magazine - I often find interesting articles about web design and frontend development here
JSFiddle - This site let?s you play around with HTML, CSS and JavaScript and shows you the result instantly. Perfect for testing and if you want to share short snippets of code (e.g., for a StackOverflow question)
XAMPP - A simple way to create an Apache[*] (web server), MySQL and PHP environment on Windows or Mac OSX
Microformats.org - This is a bit advanced: Microformats try to express machine- and human-readable data at once in HTML. It sounds scarier than it really is, and from looking at how they try to accomplish things, you can learn much of how HTML elements and attributes should be used.
CSS Resetr - CSS resets are quite en vogue since ~2007. These are small CSS stylesheets, that revert most of the default styles browsers give to elements (like the large, bold text and the margin of h1 elements). CSS Resetr let?s you play with different reset stylesheets of certain fame. I list it here, because it may give you a nice insight in what CSS rule affects which elements.
FontSquirrel @font-face generator - That?s a nice way to play with the @font-face property of CSS 2.1. Look at the source, that gets generated for inspiration. Apart from that, you can use the Google WebFonts Directory for production.
When can I use... - Shows in charts CSS3 and other properties that are cutting-edge, and the browser versions that support them.
FireBug - If you develop in Firefox, you won?t go ever without this addon. Trust me (and thousands of others).
The Elements of Typographic Style Applied To The Web - A website, that expresses the hints and the wisdom of "The Elements of Typographic Style" (Robert Bringhurst, warmly suggested reading) in terms of CSS and applied to web technologies.
Actually, I?ve never used a book to learn HTML or CSS. But then, HTML 4 and CSS 2 are much more light-weighted than their newer counterparts. Quite blindly I can suggest books published by O?Reilly. The dozen or so (bash, Python, XSLT, ...) I have from them are all well-written and technologically correct.
HTML5 For Web Designers by Jeremy Keith
CSS3 For Web Designers by Dan Cederholm
jQuery: Novice to Ninja by Earle Castledine, Craig Sharkie
PHP In Action by Dagfinn Reiersol, Marcus Baker and Chris Shiflett
Smashing CSS by Eric A. Meyer
The Web Designer?s Idea Book Vol. 2 by Patrick McNeil
Designing Brand Identity by Alina Wheeler
I am constantly learning new things and improving and deepening my knowledge of already learned technologies. If you start with HTML and CSS, and if you want to do it seriously, you will find many problems on your road. You?ll see code, where you have no clue, what it does, or how it even is valid. After some time you will have your first experience with security and its holes (and I?ll wish you these to be soft and not related to credit card details ;-) ).
But if you keep your eyes open, utilize often and early the "view Source" menu item, and ask questions (here, as a comment below an interesting blog post, ?ask Google?), you will be a the top of people, who build the way the world is experiencing its information. And, over all, it?s fun!
[*] I remember, that one of the things that costed most of my time when setting up a web server for the first time, was figuring out, which web address to enter at the location bar. Usually, it?s localhost.
Interesting question.
I think the main point is that for the foreseeable future, whatever you create must be backwards compatible. Creating websites always involves providing fallbacks and backwards compatibility on several layers.
As such, I do believe it helps to build up your knowledge from the bottom. Start with bare bones HTML 4. Add some CSS 2. Move on to add HTML 5 and CSS 3 elements, see what they offer and how they degrade. Add some Javascript. Add more Javascript using HTML 5 APIs, make sure it degrades. Add some careful server side processing. Start to build up your knowledge about server side programming and build more and more complex things...
There's nothing wrong with picking up HTML5 and CSS3 as you learn the languages. Whatever the generation of HTML and CSS, still one of the most important things to remember is to know how, and when, to use the different HTML elements and CSS styles. For example, it isn't appropriate to use <p> to mark up a navigation list; you would use <nav> (HTML5) in conjunction with <ul> and <li> instead.
Also bear in mind that, because HTML5 and CSS3 are relatively new and continuously-developing technologies, you'll face more browser inconsistencies with them than with the long-standing HTML ? 4.01 and CSS ? 2.1 specifications. More often than not, it's these browser inconsistencies that can stump some beginners (I speak from personal experience); however, if you know your stuff you should be able to handle them just fine.
You should probably start with HTML4 - HTML5 isn't implemented fully in all major browsers yet, so there's still a lot of vendor prefixes and inconsistencies.
Opera has an excellent and comprehensive tutorial for learning about HTML/CSS and web standards, which also covers HTML5 (which is covered after everything else - looks like Opera recommends leaving it until after you've learnt HTML4).
There are some good answers here, but it's also easy to get overwhelmed. My approach many many years ago was to re-do a site I liked which was well made. You can look at their css, scripts and most often their html. That way you can ease into it in a practical way.
If you at the same time use the resources in one of the great large answers here as resources, and learn about float layouts, xhtml and css2 first and foremost, you will have a great platform to expand on.
I'd recommend learning html 4.1 first, and, from that base-point, then learn html 5. This is mainly because of the lag between a standard reaching candidate/recommendation stage and being properly implemented.
As for CSS 3; much as with CSS 2, there will, again, be a delay between recommendation and implementation (though the familiar story of IE being partially, if at all, compliant should, however, be a thing of the past from IE 9 onwards).
Truthfully, I think the best way to begin is to dive in with a small project, something you enjoy and want to create. So, using HTML5 or CSS3 would depend on what you need, and if you need the elements those bring into play. Otherwise, your basic page/site/app is going to be founded on and built with earlier, standard, HTML and CSS anyway.
Since Daniel already pointed you to W3Schools, always the best, I'll suggest you also try SitePoint for some really good in-depth tutorials for everything from html to css to php to javascript - pretty much any web tech you could need, for beginners all the way up to professionals.
Okay, well you were like me. I would recommend diving into the world of HTML 4 because, although a bit messy, will teach you the basics and is also the most widely supported. Sure, you can go use some nice CSS3 properties, but do not rely on it to do everything, because as of now, it isn't too widely supported. Later you might want to try delving into the more advanced HTML5 and maybe some JavaScript.
==MAP==
Basics » HTML 4.01 » CSS2.1 » HTML5 + CSS3
Hopefully that helps.
It's a good idea to learn HTML5/CSS3 directly, but it's always better to know the basics of HTML/CSS.
It would help you to understand the differences between the two, and pros/cons of using each one. So you can understand how web development has progressed over the years.
I would actually recommend starting directly with html5.
Why use:
<div id="header">
when you can use:
<header>
and make it work in almost all browsers except IE with javascript disabled?
html5 gives you more possibilities to structure your page semantically without hardly any drawbacks.
The obvious drawbacks are IE without javascript and the absence of local validator plugins (I miss the HTML validator plugin for firefox when using the new elements...). A third drawback could be that a lot of html5 books assume html knowledge, but that could just be the books I use.
Well this is a very thought out question, and I'm glad you are taking an interest in these things. I see no reason why you couldn't start with HTML 5 or XHTML. This is now a personal choice.
Just a thought, HTML 5 is great and "the future" but also note the increasing mobile browsing trend, these mobile browsers are more or less "older" versions of html, so basically you might need to do both. It is not that different actually, just you get new stuff with the 5th version. So I'd say start with XHTML and work up to html 5. W3school is a great place to find tutorials and basic understanding.
I'd recommend this course from Opera guy Chris Mills.
to define charset for html5 doctype, which notation should I use?
a) short:
<meta charset='utf-8'>
b) Long:
<meta http-equiv='Content-Type' content='Type=text/html; charset=utf-8'>
In HTML5, they are equivalent. Use the shorter one, it is easier to remember and type. Browser support is fine since it was designed for backwards compatibility.
Both forms of the meta charset declaration are equivalent and should work the same across browsers. But, there are a few things you need to remember when declaring your web files charset as UTF-8:
meta charset (like above)Apache servers are configured to serve files in ISO-8895-1 by default, so you need to add the following line to your .htaccess file:
AddDefaultCharset UTF-8
This will configure Apache to serve your files in UTF-8 encoding, but your files must also be saved in UTF-8 (without BOM) to begin with.
If you want a good text editor that will save your files in UTF-8, I recommend Notepad++. On the program menu bar, select "Encoding > Encode in UTF-8 without BOM". You can also open files and resave them in UTF-8 using "Encoding > Convert to UTF-8 without BOM".
More on the Byte Order Mark (BOM) at Wikipedia.
Another reason to go with the short one is that it matches other instances where you might specify a character set in markup. For example:
<script type="javascript" charset="UTF-8" src="/script.js"></script>
<p><a charset="UTF-8" href="http://stackoverflow.com/">Stack Overflow</a></p>
Consistency helps to reduce errors and make code more readable.
Note that the charset attribute is case-insensitive. You can use UTF-8 or utf-8, however UTF-8 is clearer, more readable, more accurate.
Also, there is absolutely no reason at all to use any value other than UTF-8 in the meta charset attribute or page header. UTF-8 is the default encoding for Web documents since HTML4 in 1999 and the only practical way to make modern Web pages.
Also you should not use HTML entities in UTF-8. Characters like the copyright symbol should be typed directly. The only entities you should use are for the 5 reserved markup characters: less than, greater than, ampersand, prime, double prime. Entities need an HTML parser, which you may not always want to use going forward, they introduce errors, make your code less readable, increase your file sizes, and sometimes decode incorrectly in various browsers depending on which entities you used. Learn how to type/insert copyright, trademark, open quote, close quote, apostrophe, em dash, en dash, bullet, Euro, and any other characters you encounter in your content, and use those actual characters in your code. The Mac has a Character Viewer that you can turn on in the Keyboard System Preference, and you can find and then drag and drop the characters you need, or use the matching Keyboard Viewer to see which keys to type. For example, trademark is Option+2. UTF-8 contains all of the characters and symbols from every written human language. So there is no excuse for using -- instead of an em dash. It is not a bad idea to learn the rules of punctuation and typography also ... for example, knowing that a period goes inside a close quote, not outside.
Using a tag for something like content-type and encoding is highly ironic, since without knowing those things, you couldn't parse the file to get the value of the meta tag.
No, that is not true. The browser starts out parsing the file as the browser's default encoding, either UTF-8 or ISO-8859-1. Since ISO-8859-1 is a subset of UTF-8, the browser can read just fine either way ... it is the same. When the browser encounters the meta charset tag, if the encoding is different than what the browser is already using, the browser reloads the page in the specified encoding. That is why we put the meta charset tag at the top, right after the head tag, before anything else, even the title. That way you can use UTF-8 characters in your title.
You must save your file(s) in UTF-8 encoding without BOM
That is not strictly true. If you only have ISO-8859-1 characters in your document, you can Save it as ISO-8859-1 and serve it as UTF-8, because it is a subset. But if there are UTF-8 characters, you are correct, you must Save without BOM.
If you want a good text editor that will save your files in UTF-8, I recommend Notepad++.
On the Mac, use Bare Bones TextWrangler (free) from Mac App Store, or Bare Bones BBEdit which is at Mac App Store for $39.99 ... very cheap for such a great tool. In either app, there is a menu at the bottom of the document window where you specify the document encoding and you can easily choose "UTF-8 no BOM". And of course you can set that as the default for new documents in Preferences.
But if your Webserver serves the encoding in the HTTP header, which is recommended, both [meta tags] are needless.
That is incorrect. You should of course set the encoding in the HTTP header, but you should also set it in the meta charset attribute so that the page can be Saved by the user, out of the browser onto local storage and then Opened again later, in which case the only indication of the encoding that will be present is the meta charset attribute. You should also set a base tag for the same reason ... on the server, the base tag is unnecessary, but when opened from local storage, the base tag enables the page to work as if it is on the server, with all the assets in place and so on, no broken links.
AddDefaultCharset UTF-8
Or you can just change the encoding of particular file types like so:
AddType text/html;charset=utf-8 html
A tip for serving both UTF-8 and Latin-1 (ISO-8859-1) files is to give the UTF-8 files a "text" extension and Latin-1 files "txt."
AddType text/plain;charset=iso-8859-1 txt
AddType text/plain;charset=utf-8 text
Finally, consider Saving your documents with Unix line endings, not legacy DOS or (classic) Mac line endings, which don't help and may hurt, especially down the line as we get further and further from those legacy systems. An HTML document with valid HTML5, UTF-8 encoding, and Unix line endings is a job well done. You can share and edit and store and read and recover and rely on that document in many contexts. It's lingua franca. It's digital paper.
<meta charset='utf-8'> is new in HTML5, so Browsers like IE 7 don't know it.
But if your Webserver serves the encoding in the HTTP header, which is recommended, both are needless.
Edit: According to comments: <meta charset='utf-8'> is actually supported in older browsers, like IE 6. See http://code.google.com/p/doctype/wiki/MetaCharsetAttribute and http://lists.w3.org/Archives/Public/public-html/2007Jul/0550.html
I don't think the short one will be recognized by non-html5 aware browsers so your better off using the long one to ensure that older browsers get the message. HTML 5 is still pretty new and there are bound to be a large number of people still using browsers that don't support HTML5.
Note that you actually placed a typo into your 'long' example, it should be:
<meta http-equiv="Content-Type" content="text/html; charset=utf-8" />
Update
As others have pointed out the short form does appear to work in IE8 at least, and is likely to work in older versions of IE.
I tested with the following minimal html
<html>
<head>
<meta charset='iso-8859-1'>
</head>
<body>
<h1>£££</h1>
</body>
</html>
I'm looking for javascript libraries and code that can simulate localStorage on browsers that do not have native support.
Basically, I'd like to code my site using localStorage to store data and know that it will still work on browsers that don't natively support it. This would mean a library would detect if window.localStorage exists and use it if it does. If it doesn't exist, then it would create some sort of fallback method of local storage, by creating its own implementation in the window.localStorage namespace.
So far, I've found these solutions:
I understand that Flash and Silverlight can be used for local storage as well, but haven't found anything on using them as a fallback for standard HTML5 localStorage. Perhaps Google Gears has this capability too?
Please share any related libraries, resources, or code snippets that you've found! I'd be especially interested in pure javascript or jquery-based solutions, but am guessing that is unlikely.
I use PersistJS, which handles client-side storage seamlessly and transparently to your code. You use a single API and get support for the following backends:
Any of those can be disabled—if, for example, you don't want to use cookies. With this library, you'll get native client-side storage support in IE 5.5+, Firefox 2.0+, Safari 3.1+, and Chrome; and plugin-assisted support if the browser has Flash or Gears. If you enable cookies, it will work in everything (but will be limited to 4 kB).
have you seen the polyfill page on the Modernizr wiki?
https://github.com/Modernizr/Modernizr/wiki/HTML5-Cross-browser-Polyfills
look for the webstorage section on that page and you will see 10 potential solutions (as of July 2011).
good luck! Mark
I personally prefer amplify.js. It has worked really well for me in the past and I recommended it for all local storage needs.
supports IE 5+, Firefox 2+, Safari 4+, Chrome, Opera 10.5+, iPhone 2+, Android 2+ and provides a consistent API to handle storage cross-browser
JStorage works well. It used LocalStorage when it can, and uses UserData on older browsers.
I think a common method is to use cookies and a database. The cookie stores a small user id or something unique to every user, which references to data stored in your database.
This means there is nothing large or important stored within cookies, but still has the benefit of using cookies.
There is realstorage, which uses Gears as a fallback.
The MDN page for DOM storage gives several workarounds that use cookies.
I am by no means an expert at Javascript, but I have been reading Mark Pilgrim's "Dive into HTML5" webpage and he mentioned something that I would like a better understanding of.
He states:
Finally, you use the double-negative trick to force the result to a Boolean value (true or false).
function supports_canvas() {
return !!document.createElement('canvas').getContext;
}
If anyone can explain this a little better I would appreciate it!
A logical NOT operator ! converts a value to a boolean that is the opposite of its logical value.
The second ! converts the previous boolean result back to the boolean representation of its original logical value.
From these docs for the Logical NOT operator:
Returns false if its single operand can be converted to true; otherwise, returns true.
So if getContext gives you a "falsey" value, the !! will make it return the boolean value false. Otherwise it will return true.
The "falsey" values are:
falseNaNundefinednull"" (empty string)0Javascript has a confusing set of rules for what is considered "true" and "false" when placed in a context where a Boolean is expected. But the logical-NOT operator, !, always produces a proper Boolean value (one of the constants true and false). By chaining two of them, the idiom !!expression produces a proper Boolean with the same truthiness as the original expression.
Why would you bother? Because it makes functions like the one you show more predictable. If it didn't have the double negative in there, it might return undefined, a Function object, or something not entirely unlike a Function object. If the caller of this function does something weird with the return value, the overall code might misbehave ("weird" here means "anything but an operation that enforces Boolean context"). The double-negative idiom prevents this.
In javascript, using the "bang" operator (!) will return true if the given value is true, 1, not null, etc. It will return false if the value is undefined, null, 0, or (I think) an empty string.
So the bang operator will always return a boolean value, but it will represent the opposite value of what you began with. If you take the result of that operation and "bang" it again, you can reverse it again, but still end up with a boolean (and not undefined, null, etc).
Using the bang twice will take a value that could have been undefined, null, etc, and make it just plain false. It will take a value that could have been 1, "true", etc. and make it just plain true.
The code could have been written:
var context = document.createElement('canvas').getContext;
var contextDoesNotExist = !context;
var contextExists = !contextDoesNotExist;
return contextExists;
The first ! coerces the variable to a boolean type and inverts it. The second ! inverts it again (giving you the original (correct) boolean value for whatever you are checking).
For clarity you would be better off using
return Boolean(....);
It's to do with JavaScript's weak typing. document.createElement('canvas').getContext is a function object. By prepending a single ! it evaluates it as a boolean expression and flips the answer around. By prepending another !, it flips the answer back. The end result is that the function evaluates it as a boolean expression, but returns an actual boolean result rather than the function object itself. Prepending !! is a quick and dirty way to typecast an expression to a boolean type.
! casts "something"/"anything" to a boolean.
!! gives the original boolean value back (and guarantees the expression is a boolean now, regardless to what is was before)
document.createElement('canvas').getContext may evaluate to either undefined or an object reference. !undefined yields true, ![some_object] yields false. This is almost what we need, just inverted. So !! serves to convert undefined to false and an object reference to true.
If document.createElement('canvas').getContext isn't undefined or null, it will return true. Otherwise it will return false.
I'm about to develop a major touch-enabled mobile WebKit application.
I'm looking for any hints or advices about things that differ from a standard desktop-based browser(s).
For example:
on iOS click events do not propagate upward to the body element over elements, except for some cases (links, inputs, elements with attached events, etc.).
Android WebKit does not emit events for multi-touch.
I know about these. Are there some other problems? Do you know about some list of known problems?
I don't know of a compiled list, but I can list a few:
Just some quick observations.
I've found a few things out in my recent endeavors with the iPad.
1: Version 4.2 iOS has a bug where running to many document.getElementById('foo'); will cause the browser to lag, and thus not execute commands correctly. To remedy this you need to create variables to hold this information and only make the selection commands when needed. Version 4.3 of the iOS does fix this though, as I've tested it on my iPad.
2: When working with positioning, I have found that when creating your own video controller (for html5), if you try and resize the video container by using position: relative or position:absolute, you no longer will see a video, but a nice black screen (with sound!). In order to remedy this, simply target the parent frame and you're good to go.
3: If you're using iScroll be sure to put a timeout on having it load; especially if you have a few other javascripts on the page as even though the document has it loading when 'the page is loaded' via:
// Load iScroll when DOM content is ready.
document.addEventListener('DOMContentLoaded', loaded, false);
I've had this fail, and couldn't figure out for the life of me why my div wasn't sizing correctly showing me all elements but the last two and not scrolling. Instead I simply did a
$(function(){
//other page loaded items to do
//the iScroller init
setTimeout('iScrollerInit();',200);
});
and it fixed the problem very quickly.
4: If you find your clicks aren't quite working correctly, I've found that many of the mobile SDK's out there are binding items on everything, making it difficult to achieve clicks to things normally you want. So to fix this you can do something like:
$("#yourId").unbind("click").click(function(){
//what to do when clicked
});
and I've found this to work most brilliantly.
Hopefully these findings help others as I've struggled through each of these problems for multiple hours scratching my head :)
position: fixed doesn't work.
The mobile section of QuirksMode will probably come in very handy.
Well, there is a annoying bug in Android where setting the caret or selection with Javascript has no actual effect on where the input happens.
I asked a question about it and the conclusion was that it was a browser bug :(, it happens in 2.2 and 2.3.
Two "features" I've run into:
Input boxes do not respond to touch events (ontouchstart, ontouchmove, ontouchcancel), which also means ontouchmove="event.preventDefault()" will not prevent page scroll if you're creating a fixed-page, non-scrollable app. (It's possible to create a klunky workaround using hidden divs.)
It is impossible to use autofocus or element.focus() on any form field in WebKit, either on Android or iOS. The element will receive a cursor, but the keyboard will not appear. I'm still trying to construct a workaround for this, but for the moment it is a known, intentional limitation. :(
I recently wrote a blog post about some of the cotchas with using an html5 framework - in my case Sencha Touch to build a native app wrapped in PhoneGap.
http://www.moneytoolkit.com/2011/05/the-problem-with-sencha-touch-and-phonegap/
I'm trying to use the HTML5 multiple attribute on a file field in a nested form.
The models are as follows:
class Album < ActiveRecord::Base
has_many :album_images
has_many :images, :through => :album_images
accepts_nested_attributes_for :images
end
class Image < ActiveRecord::Base
has_many :album_images
has_many :albums, :through => :album_images
mount_uploader :filename, ImageUploader
validates_presence_of :filename
end
The view:
<%= semantic_form_for @album, :url => upload_path do |f| %>
<%= f.inputs do %>
<%= f.input :name, :label => 'Album title' %>
<% end %>
<%= f.input :images, :as => :file, :input_html => {:multiple => true} %>
<%= f.buttons do %>
<%= f.commit_button 'Upload' %>
<% end %>
<% end %>
When I use for the file field:
<%= f.input :images, :as => :file, :input_html => {:multiple => true} %>
I get:
<input id="album_images" multiple="multiple" name="album[images][]" type="file">
Which doesn't doesn't seem right since I think I want to set the filename on the object directly, but I'm not sure about this. When I try to upload with this field, the incoming params look like:
"album"=>{"name"=>"2011-01-09", "images"=>["IMG_0052.JPG", "IMG_0053.JPG", "IMG_0054.JPG", "IMG_0055.JPG"]}
However, I get the following error:
ActiveRecord::AssociationTypeMismatch (Image(#2157004660) expected, got String(#2151988680)):
OK, that error is probably due to the fact that it just received a filename and not an image object. So instead, I use for the file field:
<%= f.input :images, :as => :file, :input_html => {:multiple => true, :name => 'album[images][][filename]'} %>
for which Formtastic generates:
<input id="album_images" multiple="multiple" name="album[images][][filename]" type="file">
The incoming params look like:
"album"=>{"name"=>"2011-01-09", "images"=>[{"filename"=>"IMG_0052.JPG"}, {"filename"=>"IMG_0053.JPG"}, {"filename"=>"IMG_0055.JPG"}]}
But then I get this error:
Image(#2153868680) expected, got ActiveSupport::HashWithIndifferentAccess(#2158892780)
So how does one go about setting up this multiple file input filed mapping in Rails?
Thanks.
You need to include :html => { :multipart => true } in your form_for (or in your case semantic_form_for) call so that your <form> tag is set to support file uploads.
Then revert back to your original syntax for f.input and you should be right then.
My UI has an unordered list on the left. When a list item is selected, a div appears on the right of it. I'd like to have a curved outer corner where the <li> and the <div> meet. Some people call this a negative border radius or an inverted corner. See the white arrow in the image below.

To extend the blue <li> to the edge of the <ul>, I'm planning to do something like this:
li {
right-margin: 2em;
border-radius: 8px;
}
li.active {
right-margin: 0;
border-bottom-right-radius: 0;
border-top-right-radius: 0;
}
Is there a better way to extend the <li> to the edge of the <ul>? Obviously, I'll include the webkit and mozilla border radius CSS as well.
The main thing I'm unsure about is that outer corner underneath the bottom right corner of the active <li>. I have some ideas, but they seem like hacks. Any suggestions?
NOTE that the <ul> is indicated in grey, but it would be white in the real design. Also, I'm planning to use Javascript to position the <div> correctly when an <li> is selected.
Well, as it turns out, I managed to solve the problem myself. I hacked together a demo -- check it out.
Essentially, several additional DOM elements are required and a fair amount of CSS. And as mentioned in the link provided by @Steve, a solid background is required. I don't believe there is any way to do this over a gradient background or other pattern.
I ended up with HTML like this:
<ul class="selectable">
<li>
<dl>
<dd class="top"></dd>
<dt>Title</dt>
<dd class="bot"></dd>
</dl>
</li>
<li class="active">
<dl>
<dd class="top"></dd>
<dt>Title</dt>
<dd class="bot"></dd>
</dl>
</li>
<li>
<dl>
<dd class="top"></dd>
<dt>Title</dt>
<dd class="bot"></dd>
</dl>
</li>
</ul>
<div class="right">
<div class="content">This is content</div>
</div>
And here's the CSS. Notice that I'm using negative margins in some places. There's probably some way to do it without that, but it was easiest.
ul.selectable {
padding-top: 1em;
padding-bottom: 1em;
width: 50%;
float: left;
}
ul.selectable li {
margin: 0 3em 0 4em;
border-radius: 8px;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
}
ul.selectable li.active {
margin-right: 0;
}
ul.selectable li.active dl {
background-color: #4f9ddf;
}
ul.selectable li dt {
background-color: #dfd24f;
padding: 1em;
margin-left: -2em;
margin-right: -2em;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
border-radius: 8px;
}
ul.selectable li dd {
padding: 0.25em;
background-color: #fff;
}
ul.selectable li.active dt {
background-color: #4f9ddf;
margin-right: 0;
-webkit-border-top-right-radius: 0;
-webkit-border-bottom-right-radius: 0;
-khtml-border-top-right-radius: 0;
-khtml-border-bottom-right-radius: 0;
-moz-border-radius-topright: 0;
-moz-border-radius-bottomright: 0;
border-top-right-radius: 0;
border-bottom-right-radius: 0;
}
ul.selectable li.active dd.top {
-webkit-border-bottom-right-radius: 8px;
-khtml-border-bottom-right-radius: 8px;
-moz-border-radius-bottomright: 8px;
border-bottom-right-radius: 8px;
}
ul.selectable li.active dd.bot {
-webkit-border-top-right-radius: 8px;
-khtml-border-top-right-radius: 8px;
-moz-border-radius-topright: 8px;
border-top-right-radius: 8px;
}
div.right {
float: left;
padding-top: 3em;
width: 50%;
}
div.content {
height: 15em;
width: 80%;
background-color: #4f9ddf;
padding: 1em;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
border-radius: 8px;
}
I haven't optimized any of the CSS as I just hacked it together. But perhaps it will help someone else. I've only tested this in Google Chrome on Mac OSX.
I came up with a solution that requires less markup. In summary, instead of using margins it uses white rounded borders, then we position the active li behind the white rounded borders to achieve the inverted border-radius effect.
<ul class="selectable">
<li>
<a href="#">Title</a>
</li>
<li class="active">
<a href="#">Title</a>
</li>
<li>
<a href="#">Title</a>
</li>
<li>
<a href="#">Title</a>
</li>
</ul>
<div class="right">
<div class="content">This is content</div>
</div>
And less CSS too! (this is mind bending):
a { color: #000; text-decoration: none;}
ul.selectable {
padding: 1em 1em;
width: 40%;
float: left;
}
ul.selectable li {
margin: -1em 0 0 0;
border-radius: 8px;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
border: solid #fff 1em;
position: relative;
}
ul.selectable li a {
background-color: #dfd24f;
padding: 1em;
display: block;
border-radius: 8px;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
}
ul.selectable li.active {
margin: -1em -1em -1em 1em;
border: solid #4f9ddf 1em;
border-left: solid #fff 1em;
background-color: #4f9ddf;
position: static;
}
ul.selectable li.active a {
margin: 0 0 0 -1em;
border-left: solid #4f9ddf 1em;
background-color: #4f9ddf;
position: static;
text-indent: -1em;
}
div.right {
float: left;
padding-top: 3em;
width: 50%;
margin-left: -1em;
}
div.content {
height: 15em;
width: 80%;
background-color: #4f9ddf;
padding: 1em;
-webkit-border-radius: 8px;
-khtml-border-radius: 8px;
-moz-border-radius: 8px;
border-radius: 8px;
}
To tell you the truth I'm not sure it's a better version, it does make gradient/image backgrounds easy (for non active li's, at least) but you can't apply an image/gradient background to the body. It's also "bad magic" en the sense that it works in a non-intuitive way.
Not really, sorry, per
To do this over a non-solid bg, I don't think you can do it with CSS, but you could use canvas or SVG to the same effect - not exactly what you asked for, though.
However, there does appear to be a proposal for negative border radius that would solve the problem. Maybe some day, right.
I guess it is not possible to set stroke property such as CSS which is quite easy. With CSS we have dashed, dotted, solid but on canvas when drawing lines/or strokes this doesn't seem to be an option. How have you implemented this?
I've seen some examples but they are really long for such a silly function.
For example:
Fun question! I've written a custom implementation of dashed lines; you can try it out here. I took the route of Adobe Illustrator and allow you to specify an array of dash/gap lengths.
For stackoverflow posterity, here's my implementation (slightly altered for s/o line widths):
var CP = window.CanvasRenderingContext2D && CanvasRenderingContext2D.prototype;
if (CP && CP.lineTo){
CP.dashedLine = function(x,y,x2,y2,dashArray){
if (!dashArray) dashArray=[10,5];
var dashCount = dashArray.length;
this.moveTo(x, y);
var dx = (x2-x), dy = (y2-y);
var slope = dy/dx;
var distRemaining = Math.sqrt( dx*dx + dy*dy );
var dashIndex=0, draw=true;
while (distRemaining>=0.1){
var dashLength = dashArray[dashIndex++%dashCount];
if (dashLength > distRemaining) dashLength = distRemaining;
var xStep = Math.sqrt( dashLength*dashLength / (1 + slope*slope) );
x += xStep
y += slope*xStep;
this[draw ? 'lineTo' : 'moveTo'](x,y);
distRemaining -= dashLength;
draw = !draw;
}
}
}
If anyone knows of a way to access the current point of a canvas context path, I'd love to know about it, as it would allow me to write this as ctx.dashTo(x,y,dashes) instead of requiring you to re-specify the start point in the method call.
This simplified version of Phrogz's code utilises the built-in transformation functionality of Canvas and also handles special cases e.g. when dx = 0
var CP = window.CanvasRenderingContext2D && CanvasRenderingContext2D.prototype;
if (CP.lineTo) {
CP.dashedLine = function(x, y, x2, y2, da) {
if (!da) da = [10,5];
this.save();
var dx = (x2-x), dy = (y2-y);
var len = Math.sqrt(dx*dx + dy*dy);
var rot = Math.atan2(dy, dx);
this.translate(x, y);
this.moveTo(0, 0);
this.rotate(rot);
var dc = da.length;
var di = 0, draw = true;
x = 0;
while (len > x) {
x += da[di++ % dc];
if (x > len) x = len;
draw ? this.lineTo(x, 0): this.moveTo(x, 0);
draw = !draw;
}
this.restore();
}
}
I think my calculations are correct and it seems to render OK.
Mozilla has been working on an implementation of dashed stroking for canvas, so we may see it added to the spec in the near future.
There is currently no support in HTML5 Canvas specification for dashed lines.
check this out:
http://davidowens.wordpress.com/2010/09/07/html-5-canvas-and-dashed-lines/
or
Check out the Raphael JS Library:
Phroz's solution is great. But when I used it in my application, I found two bugs.
Following code is debugged (and refactored for readability) version of Phroz's one.
// Fixed: Minus xStep bug (when x2 < x, original code bugs)
// Fixed: Vertical line bug (when abs(x - x2) is zero, original code bugs because of NaN)
var CP = window.CanvasRenderingContext2D && CanvasRenderingContext2D.prototype;
if(CP && CP.lineTo) CP.dashedLine = function(x, y, x2, y2, dashArray){
if(! dashArray) dashArray=[10,5];
var dashCount = dashArray.length;
var dx = (x2 - x);
var dy = (y2 - y);
var xSlope = (Math.abs(dx) > Math.abs(dy));
var slope = (xSlope) ? dy / dx : dx / dy;
this.moveTo(x, y);
var distRemaining = Math.sqrt(dx * dx + dy * dy);
var dashIndex = 0;
while(distRemaining >= 0.1){
var dashLength = Math.min(distRemaining, dashArray[dashIndex % dashCount]);
var step = Math.sqrt(dashLength * dashLength / (1 + slope * slope));
if(xSlope){
if(dx < 0) step = -step;
x += step
y += slope * step;
}else{
if(dy < 0) step = -step;
x += slope * step;
y += step;
}
this[(dashIndex % 2 == 0) ? 'lineTo' : 'moveTo'](x, y);
distRemaining -= dashLength;
dashIndex++;
}
}
I found properties mozDash and mozDashOffset in Mozilla specification:
http://mxr.mozilla.org/mozilla-central/source/dom/interfaces/canvas/nsIDOMCanvasRenderingContext2D.idl
They're probaly used to control dashes, but i haven't used them.
I'm wondering if, with the new File API exposed in Chrome (I'm not concerned with cross-browser support at this time), it would be possible to write back to files opened via a file input.
You can see an example of what I'm trying to accomplish here: http://www.grehz.com/ide.
I know I can use server side scripts to dynamically create the files and allow the user to download them normally. I'm hoping that there's a way to accomplish this purely client side. I had read somewhere that you can write to files opened via a file input. I haven't been able to find any examples of this, though I have seen passing references to a FileWriter class.
I would be completely not surprised if this wasn't possible though (it seems likely that there are security issues with this). Just looking for some guidance or resources.
UPDATE:
I was reading here: http://dev.w3.org/2009/dap/file-system/file-writer.html
As I was playing around in Chrome, it looks like FileSaver and FileWriter are not implemented, but BlobBuilder is. I can call getBlob() on the BB object, is there any way I can then save that without FileSaver or FileWriter?
UPDATE2:
I found this issue in the Chromium project: http://code.google.com/p/chromium/issues/detail?id=65615&q=FileSaver&colspec=ID%20Stars%20Pri%20Area%20Feature%20Type%20Status%20Summary%20Modified%20Owner%20Mstone%20OS
So it's clear that it hasn't been implemented in any version yet (however, no mention of FileWriter - although I believe FileWriter depends on FileSaver).
Moving away from that, I'm considering a server-side solution. When a user clicks save, the contents of the textarea is posted to a script that then writes to a page and is sent back as plaintext or whatever mime-type would be appropriate for the user to download. Any other suggestions? This solution is fine for a "save as" but it's a little clunky as a general purpose save button.
No way that I know of to save until those apis are implemented - which may be some time off.
From: http://code.google.com/p/chromium/issues/detail?id=58985#c7
FileSystem is really the right place to store big files (which is what it sounds like you're doing) and is available in Chrome 9. I suggest you look at these alternatives.
Note the not-extensions label at the top left. It sounds like this may just be for Chromium OS. I emailed Jeremy, the developer who made this comment for clarification.
Update: Jeremy replied that extensions actually will get access to File API including writes, but that it will be confined to a sandbox. He also linked to some undeployed docs on the matter: http://code.google.com/p/html5rocks/source/browse/www.html5rocks.com/content/tutorials/file/filesystem/index.html?spec=svn1cbb2aab2d6954a56f3067d2d3b9e997215be441&r=1cbb2aab2d6954a56f3067d2d3b9e997215be441
Firefox appears to be refusing to style an html element if i use the <address> element in the CSS selector.
Example:
<footer>
<address>
<ul>
<li id="email_address">email@website.com</li>
<li id="phone_number">(555) 555 - 5555</li>
</ul>
</address>
</footer>
address li { color: #0000ff; } /* fails */
#phone_number { color: #ff0000; } /* works as expected */
I'm seeing this on FF 3.6.12, works as expected in Safari 5.0.3
Any idea why this is happening?
The reason for this is actually quite simple. Firefox 3.6 does not conform to the HTML5 draft specifications yet. Inspecting the <address> element with Firebug, we can see what Firefox sees:
<footer>
<address>
</address><ul>
<li id="email_address">email@website.com</li>
<li id="phone_number">(555) 555 - 5555</li>
</ul>
</footer>
As you can see, Firefox has somehow interpreted your HTML as shown above. The <address> element is now empty, and thus the <li> elements are not styled.
But why? Looking through the HTML4 specifications, we can see that the <address> element is an inline element (as stated by Alohci in the comments) should only contain inline elements.
<!ELEMENT ADDRESS - - (%inline;)* -- information on author -->
<!ATTLIST ADDRESS
%attrs; -- %coreattrs, %i18n, %events --
>
Since Firefox 3.6 does not conform to the HTML5 specifications, to Firefox at least, the HTML you used above is not valid, and the way browsers deal with unspecified behavior is that they break, as shown above.
There's no way to fix this - HTML5 is only in the drafting stages, and browsers are not required to conform to them by any means. You may wish to submit a bug report to Mozilla's Bugzilla bug tracking system.
It looks like that is not allowed to containing any block elememt into <address> in Firefox, <address><span></span></address> is working well, maybe Firefox defines <address> an inline element in default. You can wrap a <div class="address"> to the <address>, even though it's ugly.
You could get around if you just target an id for the address. But as to why this is happening, if you open up the rendered source in Firebug, you'll notice that this is the rendered HTML:
<footer> <address> </address> <ul> <li id="email_address">email@website.com</li> <li id="phone_number">(555) 555 - 5555</li> </ul> </footer>
The ul tag elements are rendered outside of the address tag, therefore the css fails.
I'm thinking of combining these two technologies for a new project.
Is this bad idea? Are there any recommended alternative grid systems to use with html5 boilerplate?
Actually, I mixed them both and they worked well together.
All I had to do is modifying <div id="container"> with <div class="container" id="container">
You can try Code Kick Off, you can combine Boilerplate with any of these grids:
A bit late replying here, but you could look at BlueTrip which is Blueprint on steroids
I've done that as well. And a few of my own mods as well as kinda tweaking it into my own "starter kit" for new sites. Performance is VERY good so far, but the site has a long way to go...
I'm writing a web app to be used offline on iOS. I've created a manifest, am serving it up as text/cache-manifest, and it usually works fine, when running inside Safari.
If I add it as an app to my home screen, then turn on Airplane mode, it can't open the app at all -- I get an error and it offers to close the app. (I thought this was the entire purpose of an offline app!)
When I load the app a first time when online, I can see in my logs that it's requesting every page listed in the manifest.
If I turn off Airplane mode, and load the app, I can see the first file it's requesting is my main.html file (which is both listed in the manifest, and has the manifest=... attribute). It then requests the manifest, and all my other files, getting 200's for all (and 304's for anything requested a second time during this load).
When I load the page in Chrome, and click around, the logs show the only thing it's trying to reach on the server is "/favicon.ico" (which is a 404, and which I don't think iOS Safari tries to load, anyway). All of the files listed in the manifest are valid and served without error.
The Chrome inspector lists, under "APPLICATION CACHE", all the cached files I've listed which I expect. The entire set of files is about 50 KB, way under any limit on offline resources that I've found.
Is this supposed to work, i.e., am I supposed to be able to create an offline iOS app using only HTML/CSS/JS? And where do I go about figuring out why it's failing to work offline?
(Related but doesn't sound quite the same to me, since it's about Safari and not a standalone app: "Can't get a web app to work offline on iPod")
I found debugging HTML5 offline apps to be a pain. I found the code from this article helped me figure out what was wrong with my app:
http://jonathanstark.com/blog/2009/09/27/debugging-html-5-offline-application-cache/
Debugging HTML 5 Offline Application Cache by Jonathan Stark
If you are looking to provide offline access to your web app, the Offline Application Cache available in HTML5 is killer. However, it?s a giant PITA to debug, especially if you?re still trying to get your head around it.
If you are struggling with the cache manifest, add the following JavaScript to your main HTML page and view the output in the console using Firebug in Firefox or Debug > Show Error Console in Safari.
If you have any questions, PLMK in the comments.
HTH,
j
var cacheStatusValues = [];
cacheStatusValues[0] = 'uncached';
cacheStatusValues[1] = 'idle';
cacheStatusValues[2] = 'checking';
cacheStatusValues[3] = 'downloading';
cacheStatusValues[4] = 'updateready';
cacheStatusValues[5] = 'obsolete';
var cache = window.applicationCache;
cache.addEventListener('cached', logEvent, false);
cache.addEventListener('checking', logEvent, false);
cache.addEventListener('downloading', logEvent, false);
cache.addEventListener('error', logEvent, false);
cache.addEventListener('noupdate', logEvent, false);
cache.addEventListener('obsolete', logEvent, false);
cache.addEventListener('progress', logEvent, false);
cache.addEventListener('updateready', logEvent, false);
function logEvent(e) {
var online, status, type, message;
online = (navigator.onLine) ? 'yes' : 'no';
status = cacheStatusValues[cache.status];
type = e.type;
message = 'online: ' + online;
message+= ', event: ' + type;
message+= ', status: ' + status;
if (type == 'error' && navigator.onLine) {
message+= ' (prolly a syntax error in manifest)';
}
console.log(message);
}
window.applicationCache.addEventListener(
'updateready',
function(){
window.applicationCache.swapCache();
console.log('swap cache has been called');
},
false
);
setInterval(function(){cache.update()}, 10000);
No offline web app (as of iOS 4.2) can run without an internet connection (which means Airplane mode, too) when using <meta name="apple-mobile-web-app-capable" content="yes" /> in the html head section. I have verified this with every example I've seen and the ones that use Safari to render the site work fine, but when you throw in that meta tag, it won't work. Try your app without it and you'll see what I mean.
Sometimes an application cache group gets into a bad state in MobileSafari ? it downloads every item in the cache and then fires a generic cache error event at the end. An application cache group, as per the spec, is based on the absolute URL of the manifest. I've found that when this error occurs, changing the path to the manifest (eg, cache2.manifest, etc) gives you a fresh cache group and circumvents the problem. I can vouch that all of our web apps work offline in full-screen with 4.2 and 4.3.
I have found that clearing the Safari cache after enabling Airplane mode to be an effective way of testing whether the app is really functioning offline.
I have sometimes been fooled into thinking that the application cache was working when it wasn't.
I confirm that name 'cache.manifest' solved the offline caching problem in IOS 4.3. Other name simply did not work.
I have one potential workaround for this - it seems a bit crazy, but here goes... I work with the cache.manifest and full screen apps a lot (here's a test if you need: http://www.mrspeaker.net/2010/07/12/argy-bargy/ - add to home screen then turn on flight mode and it launches - at least, as of iOS 4.2.1)
One weird thing I found is that sometimes it seems that some kind of "meta" information in files can mess them up from being cached - Have you ever noticed that in bash that if you do a "ls" some files (depending on your colour settings) are highlighted for no apparent reason? Files can have meta data that the operating system (I think) adds automagically - and there are ways to remove it... I can't remember why but here's some more details: Strip metadata from files in Snow Leopard
After tearing my hair out one day - and refusing to give up because I knew it SHOULD have worked... Chrome was saying it loaded all the files, but ended with a generic error. In the end I recreated the project structure with blank files and copy/pasted the contents over. It worked - started caching as it was supposed to!
When I looked at the files I noticed there was some meta info. I tried scrubbing this info and the original project worked again. I'm not sure this was the reason it worked again - perhaps it was just a coincidence.
Because it worked, I didn't think too much about it. The same problem happened again some months later and the copy/paste trick worked again. I was busy, so I didn't investigate further - but vowed I would get to the bottom of it the next time it happened.... but I haven't had to yet.
Phew. Anyway, glad I got to write that down somewhere...
[UPDATE: months and months later - I've not been able to reproduce this, so I don't think it's the metadata]
After days of messing with getting offline web apps to work on an iPhone/iPod Touch using the Webserver's HTTP authentication, I discovered these useful nuggets:
Make sure Safari is at the URL root of the web app when tapping "Add to Home Screen". I used jQuery Mobile and was sometimes adding the link with"/#pageId". Caused trouble.
Run your Ajax calls in serial. This might only be important if your web app is using HTTP authentication, but my app was firing a whole slew of Ajax calls on page load in parallel and it caused the app to hang on the "apple-touch-startup-image".
Ajax calls are "successful" when offline (at least using Prototype.js). Test for an actual piece of data in the Ajax response, not just on the HTTP status. I used this to test for displaying cached (SQL) or live data.
In the manifest use "NETWORK:\n*\n". From what I could muster, this is a catch-all statement for anything not explicit in the "CACHE:" section. Use Chrome to make sure your manifest is correct. Look at Chrome's console for errors.
Not directly related, but tripped me up for a bit, openDatabase.transaction() calls are ASYNCHRONOUS! Meaning, the line of JS code after transaction (execute(), error(), success()) will execute BEFORE the success() function.
Good luck!
I have several working offline and on/offline web apps.
When I turn off airport mode, I get a request for the manifest and some other files.
I don't get requests for images, JavaScript, CSS or cached AJAX files.
If you see requests for your resources, IOS doesn't have them cached.
Safari in general is more picky with manifests.
I suggest you try Safari on your computer.
I see the same issue regardless of the tag. The browser is always requesting the favicon.ico file. Looking at network traffic using fiddler, if the manifest has been changed I get a 200 result on the manifest file, followed by a 200 on the favicon file, followed by the loading of the manifest cache listed files. I then do a page refresh and see a 304 on the manifest file (expected) followed by a 200 on the favicon file. The favicon is in the manifest so it should not be making a server request. Is there some way of disabling the request for the favicon in the meta tags?
I have run into the same problem today on iOS 4.3. I was able to fix the problem by adding a favicon.ico file and also adding it to the manifest.
I've written an offline app that still seems to work in 4.2 and 4.2.1; the post is a little dusty, but the code still runs:
http://kentbrewster.com/backchannel/
Remy Sharp has a newer post with code that also works, here:
http://remysharp.com/2011/01/31/simple-offline-application/
His app:
I had struggled with this iOS 4.3 "no offline cache" problem since I updated my iPad to 4.3.1 from 4.2. I saw in another post in this site that it was working again in 4.3.2. So I updated by iPad again, now to iOS 4.3.3. But still couldn't get the offline caching to work until I renamed my manifest file to "cache.manifest". Then the caching started working again and I could run my HTML5 offline app from the Home Screen. I did not need to put the favicon.ico in to the cache manifest. And I also had full screen going (setting the "apple-mobile-web-app-capable" to "yes").
I found this solution that seemed to work for me, since I also ran into this problem during my development. This fix has worked fine for me so far and also for other people that I've asked to test it with, and I'm able to get it running offline (in airplane mode) and off the home screen after caching and whatnot. I've written a post about it on my site:
http://www.offlinewebapp.com/solved-apple-mobile-web-app-capable-manifest-error/
Please let me know if this works for you also! Good luck!
I've written an app and it works fine through the mobile browser, but when adding the desktop... Doesnt work. I guess apple have given up on IOS4 and all efforts are now on OS5. Shame :(
I'm wondering how
<input type="text" x-webkit-speech speech />
leveraging speech recognition technology as in this example:
http://slides.html5rocks.com/#slide24
Is there a speech recognition enging built into Chrome or is it accessing an underlying speech recognition facility in the operating system?
Yup, Chrome does speech recognition via Google's servers. But there's no reason that other browsers couldn't choose to implement it differently (for example using some speech recognition facility in the OS).
Balu, your link is actually a bit out of date. The latest Google proposal can be found here: http://www.w3.org/2005/Incubator/htmlspeech/2010/10/google-api-draft.html
Although speech recognition has been available in the Chrome dev channel for some time, it has not shipped yet and we're not yet sure when it will ship. We definitely want people to play with the API and offer feedback on it, but we don't think it's quite ready for prime time yet.
They are using there own api for speech recognition. Ex: sending a post request to there servers.
reference: speech_recognition_request.cc
According to the code it sends the audio data as a POST request to:
https://www.google.com/speech-api/v1/recognize?client=chromium&lang=??&lm=??&xhw=??&maxresults=3
lm is grammar in the code, xhw is hardware_info which is optional according to a comment. The audio appears to be speex, x-speex-with-header-byte:
// Encode the frame and place the size of the frame as the first byte. This
// is the packet format for MIME type x-speex-with-header-byte.
It looks like it would be pretty trivial to modify the chrome code to use in your own app.
Speech recognition is a proposal by Google. https://docs.google.com/View?id=dcfg79pz_5dhnp23f5
The feature ships with Chrome 8+ and it looks like it sends the data to google servers to perform the actual recognition.
There is also a working group that produced http://www.w3.org/TR/xhtml+voice/ but I don't believe this is implemented in any browser except Opera (see http://dev.opera.com/articles/voice/). Sorry, I'm not sure if this relates to the Google webkit implementation.
I just confirmed this on my Chrome Cr-48, it works.
This feature now works on chrome 11 beta.
check this out..
This might be of interest https://github.com/taf2/speech2text ruby bindings for the google speech to text API
Yes, Chrome does have built-in speech support through WebKit; just look at the Google homepage (which now has a microphone to the right of the search box). I wonder, however, if the Chrome team is working on Omnibox speech support. After all, Chrome is a WebKit-based browser!
I have a page where we're positioning a bunch of elements using CSS, and changing their "top and left" positions using JS.
I've had reports that these things have been misaligned, but a user has motive to lie about this to "cheat", so i'm not exactly sure whether they're telling the truth. I'm trying to find a way to figure out whether they're lying or not, and to have some "proof".
I know that Canvas has a method to copy image information from an image element, or another canvas element (kind of a BitBlt operation).
Would it be possible to somehow, with Canvas (or with something else, Flash, whatever), take a "picture" of a piece of the page?
Again, i'm not trying to take information from an <image>. I'm trying to copy what the user sees, which is comprised of several HTML elements positioned absolutely (and I care mostly about those positions), and somehow upload that to the server.
I understand this can't be done, but maybe i'm missing something.
Any ideas?
Thank you very much
Daniel
Take a look at this: Take a screenshot of a webpage with javascript?
Somebody asked a question earlier that's somewhat similar to this. Scroll to the bottom of Youtube and click the "Report a Bug" link. Google's Feedback Tool (Javascript driven), essentially does what you described. Judging by what I looked at of its code, it uses canvas and has a JavaScript-based JPEG encoder which builds a JPG image to send off to Google.
It would definitely be a lot of work, but I'm sure you could accomplish something similar.
If a commercial solution is an option, Check out SnapEngage. Click on the "help" button in top-right to see it in action. Here is a screenshot:-
Setup is pretty straight-forward you just have to copy and paste a few lines of javascript code.
SnapEngage uses a Java Applet to take screenshots, Here is a blog post about how it works.
I don't think that you can do that. However, you could recursively fetch clientHeight, clientWidth, offsetTop and offsetLeft to determine the positions of all elements on the page and send it back to the server.
On Firefox, you can create an AddOn that uses canvas.drawWindow to draw web content to a canvas. https://developer.mozilla.org/en/Drawing_Graphics_with_Canvas#Rendering_Web_Content_Into_A_Canvas
I don't think there's a way to do that on WebKit at the moment.
One thing you're missing is the over-engineering of the solution to a fairly simple problem. I assume the person is considering this a bug and - though they could be misleading you - they at least have to appear under that guise. Offer to watch their screen over join.me or another one of those really quick and simple screensharing free-conference sites. If they resist, tell them it will help you fix the bug quicker and that with the plethora of browser options available, it's hard to get the same experience as them. If they fight you over it, they're lying.
I want to put a red rectangular <div> element over my webpage so that it would look not only transparent, but also like blended in Photoshop?s Multiply mode.
The <div> would have position: fixed, so the content below it would change quickly.
Is that possible with any HTML5 / CSS3 / canvas / SVG trick?
I have created a separate, lightweight, open-source library for perform Photoshop-style blend modes from one HTML Canvas context to another: context-blender. Here's the sample usage:
// Might be an 'offscreen' canvas
var over = someCanvas.getContext('2d');
var under = anotherCanvas.getContext('2d');
over.blendOnto( under, 'screen', {destX:30,destY:15} );
See the README for more information, including the currently-supported blend modes.
You could use this to perform multiply from one canvas to another, but not over standard HTML elements.
This isn't HTML5, but it's as close as I can find for what you're asking.
Javascript blending modes (OpenGL).
I don't think "blend modes" like Photoshop could be emulated with just pure HTML, unless the language took a sharp turn in another direction. But it would be great to see some easier way of doing this.
This is the closest I have seen, and yes, all assets have to be in the canvas. Note that Internet Explorer starts supporting canvas in version 9 which is not out yet, so if you have to support IE<9 you'll have to use a workaround.
I am also very interested in doing that. Many layouts that I coded for visual designers could have used that. Aside from the other posts in this thread, there is a way to do this, currently only in Firefox 4, without using OpenGl or Canvas. It's trough the use of SVG filters. Aparrently it's on nighties from Webkit and Chrome also, but I couldn't see anything working yet.
Here are some demos and explanations:
IMHO something anyware close to blend modes are too much hard to achieve right now. It's very hard to find any references on feConvolveMatrix, feSpecularLighting, or feColorMatrix, and the examples are just impossible to figure out for me. They could work but I don't know how.
I wish something like EffectGames suggested:
div.sprite {
position: absolute;
z-index: 2;
composite: add;
}
This would be a way better approach. Maybe some ninja there skiled in mathematics could make us a lib to do that.
EDIT: There is an easier SVG spec to do exactly blend modes. But no browser that I tested have this working (FF4, IE9, Opera11, Webkit Nightly): http://dev.w3.org/SVG/modules/compositing/master/SVGCompositingPrimer.html - But I also don't know if this will be possible to use in HTML-DOM elements.
You can also look at this demo: http://media.chikuyonok.ru/canvas-blending/ to see how to do this with canvas.
Check the source for blending modes' formulae and how to apply them (formulae are much more readable than in pixastic or context-blender).
What are good resources for learning HTML 5 WebSockets?
HTML5 WebSockets
WebSockets is a technology providing for bi-directional, full-duplex communications channels, over a single Transmission Control Protocol (TCP) socket. It is designed to be implemented in web browsers and web servers but it can be used by any client or server application. The WebSocket API is being standardized by the W3C and the WebSocket protocol is being standardized by the IETF. Since ordinary TCP connections to ports other than 80 are frequently blocked by administrators outside of home environments it can be used as a way to overcome these restrictions and provide similar functionality with some additional protocol overhead while multiplexing several WebSocket services over a single TCP port.
Used source: Wikipedia
You can find the official W3C documentation about HTML5 Websockets here.
This technology enables programmers to create interactive real-time web applications, quickly and reliably.
Browser support
Used source: Stackoverflow
caniuse.com has an up-to-date table of WebSockets support in browsers.
Source: HTML5 Cross browser Polyfills
These links will report WebSockets support:
This Javascript will report if your browser supports HTML5 WebSockets:
if (window.WebSocket) {
alert("WebSockets is supported in your browser.");
} else {
alert("WebSockets is NOT supported in your browser.");
}
Used source: Pro HTML5 Programming (book)
Simple JavaScript Example
if ("WebSocket" in window) {
var ws = new WebSocket("ws://echo.websockets.org/");
ws.onopen = function() {
console.log("WebSockets connection opened");
ws.send("a test message");
}
ws.onmessage = function(e) {
console.log("Got WebSockets message: " + e.data);
}
ws.onclose = function() {
console.log("WebSockets connection closed");
}
} else {
alert("No WebSockets support");
}
Existing WebSocket servers
Tutorials and references
Websocket vs ..
Demo's
Video's
Useful books
Q&A's on Stackoverflow
HTML5 Web Sockets and Proxy Servers
WebSocket connections use standard HTTP ports (80 and 443), which has prompted many to call it a "proxy server and firewall-friendly protocol." Therefore, HTML5 Web Sockets do not require new hardware to be installed, or new ports to be opened on corporate networks--two things that would stop the adoption of any new protocol dead in its tracks. Without any intermediary servers (proxy or reverse proxy servers, firewalls, load-balancing routers and so on) between the browser and the WebSocket server, a WebSocket connection can be established smoothly, as long as both the server and the client understand the Web Socket protocol. However, in real environments, lots of network traffic is routed through intermediary servers.
A picture is worth a thousand words. Figure 1 shows a simplified network topology in which clients use a browser to access back-end TCP-based services using a full-duplex HTML5 WebSocket connection. Some clients are located inside a corporate network, protected by a corporate firewall and configured to access the Internet through explicit, or known, proxy servers, which may provide content caching and security; while other clients access the WebSocket server directly over the Internet. In both cases, the client requests may be routed through transparent, or unknown, proxy servers (for example, a proxy server in a data center or a reverse proxy server in front of the remote server). It is even possible for proxy servers to have their own explicit proxy servers, increasing the number of hops the WebSocket traffic has to make.

Figure 1?Web Sockets architecture with explicit and transparent proxy servers
Unlike regular HTTP traffic, which uses a request/response protocol, WebSocket connections can remain open for a long time. Proxy servers may allow this and handle it gracefully, but they can also throw a monkey wrench in the works.
Can I suggest a section for third party tools? I've been using pusherapp which is currently in public beta and so far have had nothing but a fantastic experience with it. It makes writing real time web apps super easy.
HTML5 Web Sockets by example : whiteboard
Here are a couple of tutorials using Autobahn WebSockets which is Python/Twisted based:
http://www.tavendo.de/autobahn/tutorials.html
The Atmosphere framework (http://atmosphere.java.net/) also implements a WebSocket server.
HLL WebSocket Server Demonstration (Java) : Includes online and downloadable framed browser based GUI for testing server interaction.
I cannot seem to get audio media to play in Mobile Safari on iOS 4.2.1 in any situation other than the handler of a click event performed by the user. Even then, if player.play() is called in any asynchronous fashion (ajax, setTimeout, etc) it doesn't work.
I've tried calling player.load() before player.play(). I've tried triggering a click event on a dom element whose handler calls player.play(). I've tried using both audio and video tags.
All the loopholes that worked prior to iOS 4.2.1 seem to be closed. Any ideas?
There is one way to play the video/audio file automatically on 4.2.1. Create an iframe and set its source to the media file's URL and append the iframe to the body. It'll be autoplay.
var ifr=document.createElement("iframe");
ifr.setAttribute('src', "http://mysite.com/myvideo.mp4");
ifr.setAttribute('width', '1px');
ifr.setAttribute('height', '1px');
ifr.setAttribute('scrolling', 'no');
ifr.style.border="0px";
document.body.appendChild(ifr);Starting from iOS 4.2.x, the download of media will not be started if there isn?t a user-input event, like touchstart.
So the answer is no, there is no method to autoplay media by JavaScript or something else.
As a workaround, I tried tying the load()/play() code to a click event, and then triggering the click event programmatically. This approach worked in Desktop Safari, but not Mobile Safari.
This worked on the iPad until last nights 4.2 upgrade:
$(function() {
var Beep = document.createElement('audio');
Beep.setAttribute('src', 'beep-23.mp3');
Beep.load();
Beep.play();
}
My Beep.play(); still works for a click event, but the initial Beep.play() stopped working...
Please Try this Code it is working both version, you need to add the audio control dynamically in page. it is working.
var isiPad = false;
if (navigator.userAgent.match(/iPad/i) || navigator.userAgent.match(/iPhone/i) || navigator.userAgent.match(/Android/i) || navigator.userAgent.match(/webOS/i)) {
isiPad = true;
}
$(function() {
if (isiPad) {
var audioElement2 = document.createElement('audio');
audioElement2.setAttribute('src', 'img/bgsound.mp3');
audioElement2.controls = true;
audioElement2.loop = true;
audioElement2.load();
audioElement2.play();
}
});
This is not real autoplay but maybe useful to simulate it.
I've tried to see if there's a way to record audio with HTML5 to no avail. I tried using this example but it didn't work. I'm guessing he really meant it when he said that it is not supported by any browser yet.
Am I missing something? perhaps it is already possible? What are my options to record audio on a browser-based application?
Open Source only please :)
You might wanna have a look at HTML Media Capture and its API.
Ericsson labs already achieved this, see: here (Note: Note that the device element and the related APIs are not available in any browser yet, and the APIs may change before this happens.) But it gives you a rough idea about how it's done.
I am currently working on something like this myself, see: here.
Until HTML5 catches up, here is an open-source solution for Flash-enabled browsers:
https://code.google.com/p/wami-recorder/
This does not require a Flash media-server back-end.
The audio element is for playing audio streams and does not do recording.
Does anyone know how to implement voice/video over IP in a webapplication using HTML5 websockets?
It would be nice if I could implement this with PHP or Python since I (unfortunately) don't know any other programming language at the moment.
A good tutorial will do, as well as an already-build-solution which I have to pay for.
Update1:
Added video because it's not only audio/voip related.
Update2:
First HTML5 Video Conference App is already created. See my own answer
If you want to go with HTML5 only, you will need a browser implementing the HTML Media Capture draft (available here) in order to access the raw data from the microphone.
Once you have this data in hand, you need to send it over the network. Websockets would be the HTML5 option to have fast enough round trips with the server (sending local audio data and receiving remote audio data at the same time)
Since you mention python, I would recommend looking around the twisted implementation of websockets.
You can have all your clients "register" on the websocket server with a callerID, so the server knows where to find a given callerID.
Then your server will need an "invite" API where caller1 "invites" caller2.
Once the call is setup and each client starts sending its audio data, the server will be able to send this audio data to the other party.
Upon receiving audio data, the browser will need to play this audio data on the speakers, probably using the HTML5 audiotag.
To do this, you may be forced to use a "trick" : instead of having the websocket server forward the raw audio data to the client, you may need to simulate 2 "infinite" files :
caller1 browser would add caller2.wav in the audio.src attribute once the call is setup (caller1 would be informed of this event via websocket) and hopefully if the python server appends the raw audio data to the caller2.wav as it receives it, it would start playing.
This sounds like a cool prototype you're going to hack up !
Good luck on your journey,
Jerome Wagner
Seems like Ericsson created the first HTML5 Video Conference App.
See: labs.ericsson.com:
Video on YouTube: Beyond HTML5: Conversational Voice and Video demo | Ericsson Labs
Unfortunately Ericsson doesn't want to share device_dialog.js (yet).
Chrome and Firefox have HTML Geolocation implemented.
My question is: how does it work? Do they have a Database locally and get the information from the provider then try to match it?
Where is the DB stored ? Can it be accessed ?
Update1: the only downside to geolocation is the browser has to ask the user for permission and this is really a bad thing for usability. I understand the security issue but still I don't see how this will become a popular solution.
Update2 : Firefox is using a Google WebService to detect the location. Now this seems very strange considering they are competitors now. Also this behavior it's really unexpected for me... I hopped each browser will have it's on (maybe offline) solution.
Update3 : So the browsers actually sniff for routers using your wireless network card?
Update4 : In the end what informations is the browser sending to the the google webservice ? The detected SSID seems ok ( and it makes sense that if they are tracked by google based on their physical position to make a lookup in the database for matching informations ) but how does it work so well in country where google didn't scanned this ? The other info your browser is sending is your ip but this is not enough to pin point your exact location right ?
Regarding other browsers that might implement this. How should they do it ? The api is not documented only the old deprecated GEAR api gives some clue. So this is not really public.
Try this in Chrome.
Here is your answer. Click on "How Google Chrome determines your location".
From that page:
If you allow Google Chrome to share your location with a site, the browser will send local network information to Google Location Services to get an estimate of your location. The browser can then share your location with the requesting site. The local network information used by Google Location Services to estimate your location includes information about visible WiFi access points, including their signal strength; information about your local router; your computer's IP address. The accuracy and coverage of Google Location Services will vary by location.
Google Chrome saves your location information so that it can be easily retrieved. This information is periodically updated; the frequency of updates depends on changes to your local network information.
Also, I believe that Google Location Services contains a database built from data collected by Google Street View vans as they match locations with WiFi signals from routers (or at least used to).
As for the database (Google Location Services), this SO question will help you access it.
In Firefox open a new tab and type in the address about:config. Go past the warning message and type geo.wifi.uri into the filter box, you are now looking at the web service Firefox uses for determining your location.
For what it's worth, the API specification itself is agnostic to the geolocation implementation. So while it's true that Mozilla Firefox and Google Chrome both rely on network-enabled geolocation via Google's Location Service database, that's not a requirement of the standard. For example, Mobile Safari on your iPhone will in some cases use GPS rather than WiFi-triangulation or cell-site geolocation, depending on what location service is most accurate and accessible at a given moment.
And we can hope that future browsers will provide some choice of the location provider. I agree that it would be good for user privacy and functionality if browsers supported geolocation technologies that didn't require sending a list of WiFi IDs to a third party; I suspect that as GPS sensors are more often integrated into smartphones and laptops, we'll see browsers that let you use GPS sensing for the W3C Geolocation API. It might also be nice to have a feature for desktop computers where the location can be manually specified in browser settings, this would also be compatible with the current spec.
I am very new to the world of webdevelopment and jumped into the bandwagon because I find the concept of HTML5 very interesting. I am fairly confident on working with canvas and would now like to move over to websockets part of it. I have come to understand socket.io is by far the framework to work with, when we want to work with web sockets.
Any pointers on what tutorial and examples to refer to for a total dummy would be very appreciated!
Thanks :)
To start with Socket.IO I suggest you read first the example "How to use (Node.JS)" on the main page:
On the server side, read the "How to use" on the GitHub source page:
https://github.com/LearnBoost/Socket.IO-node
And on the client side:
https://github.com/LearnBoost/Socket.IO
Finally you need to read this great tutorial:
http://howtonode.org/websockets-socketio
Hint: At the end of this blog post, you will have some links pointing on source code that could be some help.
I found these two links very helpful while I was trying to learn socket.io:
This might be what you are looking for
http://blancer.com/tutorials/69066/start-using-html5-websockets-today/
Enjoy
The Silverlight strategy has shifted to Windows Phone, and for cross-platform web development, it's HTML 5.
http://www.zdnet.com/blog/microsoft/microsoft-our-strategy-with-silverlight-has-shifted/7834
I'm just starting to get comfortable with the idea of developing desktop line-of-business apps with Silverlight out-of-browser (over WPF), but I'm not sure what this strategic shift means for the desktop.
Should I shift back to considering WPF instead, thinking that when HTML5 matures, they might abandon Silverlight eventually?
Also mentioned was this quote:
Silverlight also has some ?sweet spots? in media and line-of-business applications, he said.
News media frequently twist facts, or mention only selected facts, as a way of making the story better. Silverlight is not dying off, and the HTML5 spec has not been ratified.
One could also draw the conclusion from that article that MS are doing their best to manipulate the HTML5 spec to suit themselves and we will end up with a situation like we had in the past: everyone implements the same spec in a different way and you need to code workarounds for each major browser. Because of this wrangling (which other vendors will no doubt also be doing) it may take a long time for the spec to be fully ratified.
Having said that, WPF is not subject to any of this uncertainty - but it still isn't cross platform. So you have to ask yourself these questions:
LOB apps tend to be quite tightly spec'd and controlled to specific setups, so a long term change of focus for Silverlight may not affect you that much at all.
EDIT: the day after i answered this question, Colin Eberhardt wrote this very good blog post: Does HTML5 mean the end is in sight for Silverlight? which covers this exact news story / quote. Colin also references this follow up blog post from Bob Muglia1 which elaborates on what he was quoted as saying. I think you can safely conclude that it is absolutely fine to develop your LOB app in Silverlight if you want to :)
1 President of the Server and Tools Division at Microsoft
I think it will all boil down to a choice... reachability vs. fast development. And naturally this may not be an easy answer for any project because of a lot of factors.
If I have to go for reachability, probably I will not go with Silverlight. But the moment, I will think of fast development, applications that take some load off the server, complex reporting, code that could easily run on the client, I would think of plugins like SL or Flash... and since I prefer .NET, I would choose SL. HTML 5 has a long way to go, and things aren't going to change overnight [or overyears, if there is such a word :p].
I can't ask people to upgrade their browsers to IE9 that easily... but getting them a SL plugin is a lot easier. Besides, I will be "almost" sure about my application's performance when I use SL plugin. This might not be true if I choose to work with browsers. For instance, IE 9 gives uses hardware acceleration and can give me an output in the range of 50-60 fps, while chrome may suffer with around 5-10 fps!
For consumer and/or wide-distribution products, HTML5 is very compelling. But for LOB applications where - by definition - you have a technically captive audience with mandatory platform configuration and tightly controlled distribution channels, WPF/Silverlight is far more economical. So that's where the activity will be for the vast majority of LOB applications.
Silverlight won't be running on non-Microsoft mobile apps anytime soon. I'd put my money on HTML 5 - simple and open win.
Update: html5lib (bottom of question) seems to get close, I just need to improve my understanding of how it's used.
I am attempting to find an HTML5-compatible DOM parser for PHP 5.3. In particular, I need to access the following HTML-like CDATA within a script tag:
<script type="text/x-jquery-tmpl" id="foo">
<table><tr><td>${name}</td></tr></table>
</script>
Most parsers will end parsing prematurely because HTML 4.01 ends script tag parsing when it finds ETAGO (</) inside a <script> tag. However, HTML5 allows for </ before </script>. All of the parsers I have tried so far have either failed, or they are so poorly documented that I haven't figured out if they work or not.
My requirements:
Input:
<script id="foo"><td>bar</td></script>
Example of failing output (no closing </td>):
<script id="foo"><td>bar</script>
Some parsers and their results:
Source:
<?php
header('Content-type: text/plain');
$d = new DOMDocument;
$d->loadHTML('<script id="foo"><td>bar</td></script>');
echo $d->saveHTML();
Output:
Warning: DOMDocument::loadHTML(): Unexpected end tag : td in Entity, line: 1 in /home/adam/public_html/2010/10/26/dom.php on line 5
<!DOCTYPE html PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN" "http://www.w3.org/TR/REC-html40/loose.dtd">
<html><head><script id="foo"><td>bar</script></head></html>
Source:
<?php
header('Content-type: text/plain');
require_once 'FluentDOM/src/FluentDOM.php';
$html = "<html><head></head><body><script id='foo'><td></td></script></body></html>";
echo FluentDOM($html, 'text/html');
Output:
<!DOCTYPE html PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN" "http://www.w3.org/TR/REC-html40/loose.dtd">
<html><head></head><body><script id="foo"><td></script></body></html>
Source:
<?php
header('Content-type: text/plain');
require_once 'phpQuery.php';
phpQuery::newDocumentHTML(<<<EOF
<script type="text/x-jquery-tmpl" id="foo">
<td>test</td>
</script>
EOF
);
echo (string)pq('#foo');
Output:
<script type="text/x-jquery-tmpl" id="foo">
<td>test
</script>
Possibly promising. Can I get at the contents of the script#foo tag?
Source:
<?php
header('Content-type: text/plain');
include 'HTML5/Parser.php';
$html = "<!DOCTYPE html><html><head></head><body><script id='foo'><td></td></script></body></html>";
$d = HTML5_Parser::parse($html);
echo $d->saveHTML();
Output:
<html><head></head><body><script id="foo"><td></td></script></body></html>
Re: html5lib
You click on the download tab and download the PHP version of the parser.
You untar the archive in a local folder
tar -zxvf html5lib-php-0.1.tar.gz
x html5lib-php-0.1/
x html5lib-php-0.1/VERSION
x html5lib-php-0.1/docs/
... etc
You change directories and create a file named hello.php
cd html5lib-php-0.1
touch hello.php
You place the following PHP code in hello.php
$html = '<html><head></head><body>
<script type="text/x-jquery-tmpl" id="foo">
<table><tr><td>${name}</td></tr></table>
</script>
</body></html>';
$dom = HTML5_Parser::parse($html);
var_dump($dom->saveXml());
echo "\nDone\n";
You run hello.php from the command line
php hello.php
The parser will parse the document tree, and return a DOMDocument object, which can be manipulated as any other DOMDocument object.
I added comment tags (<!-- ... -->) in my jQuery template blocks (CDATA blocks also failed) and DOMDocument did not touch the internal HTML.
Then, before I used the jQuery templates, I wrote a script to remove the comments.
$(function() {
$('script[type="text/x-jquery-tmpl"]').text(function() {
// The comment node in this context is actually a text node.
return $.trim($(this).text()).replace(/^<!--([\s\S]*)-->$/, '$1');
});
});
Not ideal, but I wasn't sure of a better workaround.
FluentDOM uses the DOMDocument but blocks loading notices and warnings. It does not have an own parser. You can add your own loaders (For example one that uses the html5lib).
I am looking into using the HTML5 History API to resolve deep linking problems with AJAX loaded content, but I am struggling to get off the ground. Does any one know of any good resources?
I want to use this as it seems a great way to allow to the possibility of those being sent the links may not have JS turned on. Many solutions fail when someone with JS sends a link to someone without.
My initial research seems to point to a History API within JS, and the pushState method.
For a great tutorial the Mozilla Developer Network page on this functionality is all you'll need: https://developer.mozilla.org/en/DOM/Manipulating_the_browser_history
Unfortunately, the HTML5 History API is implemented differently in all the HTML5 browsers (making it inconsistent and buggy) and has no fallback for HTML4 browsers. Fortunately, History.js provides cross-compatibility for the HTML5 browsers (ensuring all the HTML5 browsers work as expected) and optionally provides a hash-fallback for HTML4 browsers (including maintained support for data, titles, pushState and replaceState functionality).
You can read more about History.js here: https://github.com/balupton/History.js
For an article about Hashbangs VS Hashes VS HTML5 History API, see here: https://github.com/balupton/history.js/wiki/Intelligent-State-Handling
I benefitted a lot from 'Dive into HTML 5'. The explanation and demo are easier and to the point. History chapter - http://fortuito.us/diveintohtml5/history.html and history demo - http://fortuito.us/diveintohtml5/examples/history/fer.html
You may want to take a look at this jQuery plugin. They have lots of examples on their site. http://www.asual.com/jquery/address/
You could try Davis.js, it gives you routing in your JavaScript using pushState when available and without JavaScript it allows your server side code to handle the requests.
if jQuery is available, you could use jQuery BBQ
If your site is dependant on JS you're doing it wrong: see http://adactio.com/journal/4346/ and http://isolani.co.uk/blog/javascript/BreakingTheWebWithHashBangs
Use Ajax unobtrusively.
I'd like to develop a web sample application that can send and read audio on the fly.
The idea is to develop a website with HTML5/JS. So, the admin part (in php or whatever server side language) will allow me to send audio from a mic.
Then, on the client side, the user can listen to the stream with the <audio> tag for example.
Is it possible? Did anybody use a strong (open/free) solution doing that?
Thank you,
Regards.
Pretty much any solution you choose will suffer from bad acceptance on one device or another, and web-based solution is even worse (as extensively pointed out by everybody).
If you want to cover the largest audience possible, set up a streaming server like Icecast and broadcast over MP3 and/or OGG (both is better). Pretty much every internet connected device with reasonable capabilities will be able to play streaming audio, so let the user pick the appropriate player or its favorite one.
There is a specification for interacting with devices, such as microphones, but it is early days and I'm not aware of any support for it.
If you want something that can interact with a mic today, look to Adobe Flash.
I don't think that you can do something like this with just JavaScript and HTML5. And if we could, we would most likely have to wait a long while before clients could use it in there browser. Like David said, Flash would work, the problem with that is: A) a lot of devices wouldn't support it and B) Flash is far from free. There are other ways of doing what you described but they would require other programming or at least other plugins. The only other alternative I can think of is Silverlight from Microsoft, free and not overly hard to use, it does have mic support, not sure how great it is though. Hope this helps.
The HTML audio tag does not specify any particular codec, so browser vendors are free to choose their own. Currently, none support a streaming format, although that could happen. As to recording, I'm not sure you'd really want to support unlimited recording from the browser, because you'd have concurrency issues? Would you really allow everybody to record at once?
It seems to make more sense to have a limited access to recording a streaming media session on the server, and then allow archived access to that through the browser. The retrieval could be easily performed with the HTML AUDIO tag, but essentially we've just invented the podcast.
It would be possible to manipulate audio tags to "stream" content, but there'd have to be a buffer of a couple seconds (at least). Re-set the source of the tag to a URL which provides the next couple seconds every couple seconds (not static files of course, but served dynamically from the stream). Admin side I think you're stuck with a plugin since you need mic access.
I think that what you are proposing is doable in theory, but in practice web clients and standards are still not really mature enough yet. For instance, check out this interesting blog about audio synthesis in JavaScript.
Now, for the theory:
Alternative 1: Wait for browsers to add support for a streaming audio format (typically, the audio tag currently supports WAV, OGG and/or MP3).
Alternative 2: Implement streaming yourself...
For the server side (the "mic" audio input thing) I assume you are free to do pretty much whatever you want. For instance, it should be possible to not actually connect the mic to the server, but rather let the server run some sort of transcoder process from another source/server. Then you can have a CGI/FastCGI application that web clients connect to to get the latest stream window (part of the stream, say 1-5 seconds?).
On the web client side, you can probably use the audio tag and control it from JavaScript to update it periodically with new stream windows. Queuing of audio samples is not supported, so you would have to come up with some sort of custom synchronization mechanism. One solution could be to use two simultaneous audio samples that cross-fade (thus minimizing clicks & hickups resulting from inaccurate timing).
This document on the Apple website might be what you are looking for. It recommends using HTTP Live Streaming for devices like the iPad, iPhone and the iPod Touch: http://developer.apple.com/library/ios/#documentation/networkinginternet/conceptual/streamingmediaguide/introduction/introduction.html
Might be what you are after.
http://web.psung.name/zeya/ - this app transcodes your music on the fly and streams it using HTML5. Maybe this will help a little bit ;)
I have a site which is primarily for mobile users but desktop too.
On Mobile Safari, using <input type="number"> works great because it brings up the numerical keyboard on input fields which should only contain numbers.
In Chrome and Safari however, using number inputs displays spin buttons at the right side of the field, which looks like crap in my design. I really don't need the buttons, because they are useless when you need to write something like a 6-digit number anyway.
Is it possible to disable this with -webkit-appearance or some other CSS trick? I have tried without much luck.
Just discovered a second portion of the answer to this.
The first portion helped me, but I still had a space to the right of my type=number input. I had zeroed out the margin on the input, but apparently I had to zero out the margin on the spinner as well.
This fixed it:
input[type=number]::-webkit-inner-spin-button,
input[type=number]::-webkit-outer-spin-button {
-webkit-appearance: none;
margin: 0;
}
Not sure if this is the best way to do it, but this makes the spinners disappear on Chrome 8.0.552.5 dev:
input[type=number]::-webkit-inner-spin-button {
-webkit-appearance: none;
}
It seems impossible to prevent spinners from appearing in Opera. As a temporary workaround, you can make room for the spinners. As far as I can tell, the following CSS adds just enough padding, only in Opera:
noindex:-o-prefocus,
input[type=number] {
padding-right: 1.2em;
}
I'm starting the development of a web app with offline database storage requirements. Long story short, the app should be able to run on:
So the question is which technology to choose: IndexedDB or Web SQL Database?
Regarding Web SQL Database, on one hand, it is ready to be used in any of the above scenarios. On the other, Mozilla has stated Firefox will never implement it, and acording to the HTML5 working draft the specification has reached an impasse:
This specification has reached an impasse: all interested implementors have used the same SQL backend (Sqlite), but we need multiple independent implementations to proceed along a standardisation path. Until another implementor is interested in implementing this spec, the description of the SQL dialect has been left as simply a reference to Sqlite, which isn't acceptable for a standard. Should you be an implementor interested in implementing an independent SQL backend, please contact the editor so that he can write a specification for the dialect, thus allowing this specification to move forward.
IndexedDB is the alternative advocated by Mozilla, but it will only come in Firefox 4. Microsoft is interested and Chrome will support it as well. I know nothing of Apple's plans regarding IndexedDB.
I'm personally inclined to choose Web SQL Database, but just because I'm used to SQLite, I like the power and expressiveness of SQL, and I understand the relational model. IndexedDB, for me, is an uncertainty.
That said, I'm afraid of betting on the wrong horse. Is it safe to assume support for Web SQL Database will continue to exist, even if IndexedDB becomes the standard?
(A note on CouchDB: do you also see it as an alternative?)
Well, as with all things computing, the game is "abstraction".
If you can come up with an adequate layer that works on both a SQL store and a key/value store, then, ideally you're isolated from the problem and can support the appropriate implementation on the particular browser. If your data model and access patterns don't fit with the lowest common denominator (i.e. a k/v store), then that pretty much solves your problem right there.
If you can use either store, then work on a decent access layer and approach the problem from that direction.
Mind, just because you have a k/v store on the back end doesn't mean you have to model your data as only a k/v model. Essentially all a DB is on the backend is a k/v store. If you don't have an insane amount of data, you can do many things. With a large amount of data the hoops you might have to jump through may cost you in performance that you may well not see with a smaller amount of data. All depends.
Considering only WebSQL supports all three requirements you have listed, shouldn't your choice be simple? You have no insight into the development roadmap for Safari or Android, so use what you have available.
Are your database needs significantly beyond key/value stores? If not, I've found a number of javascript packages for local browser-based database abstraction. One such package is jStore:
http://code.google.com/p/jquery-jstore/
I recently used it to add local key/value storage. It's well-documented and the integration time was negligible -- it supports an array of storage backends, including flash local storage, through its API.
CouchDB is an excellent solution -- for a problem that is not quite congruent with yours. Check out couchone mobile. Not for strictly 'web apps' but it may provide a database foundation you could run with, if you have some flexibility with the specification.
If so, does anybody know which version it's scheduled to be supported in (in built-in Chrome Lite browser)? Also, is it currently supported on any of the alternative browsers for Android like FireFox or Opera Mini?
Will Android support WebSockets in an upcoming version?
Probably, given Google's HTML5 emphasis.
If so, does anybody know which version it's scheduled to be supported in (in built-in Chrome Lite browser)?
Google does not publish that sort of detail in advance of releases. Hence, you'll know about it when it ships, not sooner.
Also, is it currently supported on any of the alternative browsers for Android like FireFox or Opera Mini?
Firefox Mobile's FAQ does not list it among the HTML5 features it presently supports. I have no idea about other browsers.
The iOS 4.2 beta currently has WebSockets support: http://twitpic.com/2yiygv
Come November when iOS 4.2 actually ships, if it still has WebSockets turned on (it has been in a previous beta and been turned off before shipping), then you can be sure that google won't be far behind.
Regardless, I predict that it will arrive with Gingerbread (the next one) since they are making such as big for other HTML5 features in that version: http://www.shoutpedia.com/what-is-next-to-froyo-android-2-3-might-be-released-by-fall-of-2010-3457/
Opera Mobile, Opera Mini and Firefox Mobile do not currently (Feb 2010) support WebSockets and won't do so until a change to the specification has been made. This is because a security issue was found in November 2010 in the underlying protocol: http://www.ietf.org/mail-archive/web/hybi/current/msg04744.html
I imagine WebKit support is also on hold until it's safe again, but it's not clear when that will be.
Even BlackBerry 6.1+ supports Websockets, but not Android. Google was first in HTML5 among desktop browsers and seemingly last one among mobile platforms.
Firefox Mobile 7(Aurora) support WebSocket(renamed to MozWebSocket): console.log(window.MozWebSocket.prototype)
I want to associate some custom data with some HTML nodes. I was going to use the new HTML5 style 'data-*' attributes. e.g.: <tr class="foo" data-typeid="7">?, and then I was going to select this HTML node and show/hide it etc. by reading the value with $(node).attr("data-typeid").
However this web page needs to work with older browsers aswell. I'm not using the data-* attribute as a special attribute, but I'd like to know if older browsers will ignore, wipe, or make inaccessible this attribute since it's not valid HTML4.
There isn't really, they're not 100% correct/valid usage in HTML4 of course....but they don't cause problems either, so they're still a great way to solve the "I need an attribute for this" problem.
If it helps, I've used these while supporting IE6 and have had zero issues thus far, and I can't recall a single SO question reporting any either.
Internet Explorer and Microsoft has added several custom attributes that are not valid HTML4. Browsers don't check the element attributes against a specification, you can name an attribute roryscoolinfo="hello" if you like (though you shouldn't).
The Dojo Toolkit adds its custom dojo* attributes.
It's fine to use data- today, with a HTML5 doctype.
I know it will be 'finalized/made official' in 2012 (and something to do with it being given 'Recommendation status' in 2022), but I'm wondering if it's a good idea to make a site using HTML5 now.
A simple portfolio sorta site? Given that most users (most people using IE) won't have support for it, although IE9 (shock) will be shipping with support.
There is no one monolithic HTML5. HTML5 is being developed as a single large (oh so very large) document, yes, but that doesn't reflect reality(*).
That is to say, HTML5 is a collection of loosely related incremental improvements to HTML4. Some of those new features are widely implemented already. Some of them you can safely use knowing that they'll degrade usefully for old browsers. Some of them you can use as long as you add explicit fallback code. Some of them will be shutting out some browsers for the foreseeable future. Some of them will only ever have minority support. Some of them may never be implemented at all, or may yet be edited out of the standard. And many new features that are often regarded as being ?HTML5? aren't in HTML5 at all, but other standards (CSS3, ECMA262-5, DOM extensions, WebSocket...).
You will have to pick and choose which the features of the New Web you want individually, judging by current and apparent future support. There's not a switch for ?using? vs ?not using? HTML5, other than merely the doctype itself (which doesn't get you any new behaviour).
*: This was a big mistake, in my opinion. It would have been better to quickly standardise the bits that were already supported by everyone?like HTML3.2 did after the HTML3.0 fiasco (XHTML2, anyone?)?and then add new features in a more modular fashion. But that's not what happened, and it's too late to do much about it now.
It is a good idea to prepare your website for HTML5, but please be backwards compatible to allow users with a browser that is not yet "ready" for HTML5 to be able to view your site, event if that means limited functionality. That way, users with the latest browsers will reap full benefits, but those of us who are not on the bleeding edge will still be able to view content. As you can see, I feel somewhat strongly about this topic, but hey, I'm a realist.
Also, keep in mind that there are technologies like Silverlight and Flash, today, that can support rich functionality, if you want to allows non-HTML5 compatible browsers to also view such content.
Certain bits of HTML5, sure. Almost all new elements introduced in HTML5 can be used already, thanks to the html5shiv, and if you provide a suitable fallback you could be using <video> and <audio> as well. Those, along with the more advanced scripting features (local storage, etc.) are the features that will take time to implement.
Also, while Mark Pilgrim's Dive into HTML5 mostly discusses features that won't be available for some time (at least not in IE, i.e. the majority of web users), the chapter on semantics is both interesting and applicable.
Also keep in mind what your target audience is; if most of your visitors are from the designer community (or whatever), most of them probably have a browser with HTML5 capabilities. WebKit browsers already support much of the HTML5 draft.
There are people that wanna be progressive, those are the ones that bring the change, and I figure your one of them. So my advice would be, sure, cool, use it, just with care that users whose browsers don't support it also have decent experience.
Things that might help: http://code.google.com/p/html5shiv/
("Public repo for the latest HTML5 JavaScript shiv for IE to recognise and style the HTML5 elements. ")
Also, as new user i can't post more than one link, but look for css3pie:
("PIE makes Internet Explorer 6-8 capable of rendering several of the most useful CSS3 decoration features.")
Once IE 9 is released, all major browsers vendors will support a large subset of HTML5. http://caniuse.com is a very useful site for answering the question "Which HTML5 related feature can I use now (or in the near future)?"
Updated (to address @Crusader's comment):
By some measures the market share of browsers without at least some HTML5 support (i.e. IE 6,7,8) is now lower than 50%. In other words, the era of HTML5 has already arrived.
With the arrival of IE 9 soon, I predict the share of browsers with no-HTML5 support will fall to less than 25% in the next 12 months. And for those who refuse to upgrade (or can't because of corporate policy), Chrome Frame allows easy use of HTML5 in IE 6,7, and 8 for sites that need to support those browsers.
Or consider: the only reason MS is implementing HTML5 features in IE 9 (instead of continuing to put all its eggs in the Silverlight basket) is because they know HTML5 has already arrived and they are late to the party.
Realize that html5 is a blanket term. Using the doctype is just the start. I wouldn't start including advanced webkit animations in all your sites, but using border-radius and box-shadow will work with most(minus ie) browsers and degrade gracefully.
The thing you should understand is that html5 is not ONE big thing, it is a lot of bits and parts that you will start to use envtually here is a extract from Dive into HTML5
- It?s not one big thing
You may well ask: ?How can I start using HTML5 if older browsers don?t support it?? But the question itself is misleading. HTML5 is not one big thing; it is a collection of individual features. So you can?t detect ?HTML5 support,? because that doesn?t make any sense. But you can detect support for individual features, like canvas, video, or geolocation.
You may think of HTML as tags and angle brackets. That?s an important part of it, but it?s not the whole story. The HTML5 specification also defines how those angle brackets interact with JavaScript, through the Document Object Model (DOM). HTML5 doesn?t just define a tag; there is also a corresponding DOM API for video objects in the DOM. You can use this API to detect support for different video formats, play a video, pause, mute audio, track how much of the video has been downloaded, and everything else you need to build a rich user experience around the tag itself.
If you are really interested you will find this very interesting!
No, it's too soon. If you want rich client functionality use the more mature options, Adobe Flex or Silverlight (JavaFX possibly soon).
Gartner:
The choice among these technologies is not ?all or none?. One approach that many, if not most, organizations might end up pursuing is a hybrid approach ? sometimes known as ?islands of RIA? or supporting ?hot spots of interactivity?. In the near term, this requires a plug-in based approach, such as Flash, Silverlight or Java. Over the long-term (5 or 10 years), HTML5 may fit the bill.
So as they say, I'd wait 5-10 years and check in.
For storing data offline WebApp can use:
But apparently there is no File Storage. Of course, there is a manifest-based caching, but it's just a cache and is not supposed to be used as a user data storage.
Does it mean that the user of WebApp is forced to use some sort of a cloud file storage?
Is there any way to save large files on user's local machine? Or maybe some way to select a local folder web application can use to store user data?
Edit. Security. HTML5 already has the ability to write big portions of data to user's local machine. I don't see any security issues if a browser will provide another, file-based abstraction to store data. It can be some virtual machine, virtual filesystem, whatever.
Hm, I think, it is possible to write JS filesystem and store it as a blob in SQL...
Update: Hm... recently I've found this and this. Maybe it is what I'm looking for... Yes, it is! See the answer below.
Why not use localStorage while the user is editing a document and the FileWriter API when they want to save it to disk? Most people are used to seeing a save dialog pop up when saving a document.
The only scenario I can think of that warrants userless access to the FileWriter API is an autosave feature, but autosaving to localStorage can be just as good.
At last, I've found it! Here's the answer:
I?ll have the DOMFileSystem with a side of read/write access please wrote:
Eric Uhrhane of Google has been working on the working draft of the File API: Directories and System specification which defines a set of APIs to create a sandboxed filesystem where a web app can read and write data to.
Wow! I'm so excited!
There is a way to save relatively large files to a users hard drive if you are willing to use Flash. Look into Downloadify:
http://www.bitrepository.com/downloadify-client-side-file-generation.html
Downloadify allows you to send data to a SWF and have that SWF create a file on the users machine. My recommendation would be to store the data via one of the methods you listed, Webstorage, sqlite database, etc. Put all your assets, including the SWF in the manifest file so everything is cached locally to the browser. You can then pull information from your db or webstorage and use the SWF to create the files you need.
I'm not sure if you will be able to read these files back into your web application.
Another option to save data is by using link tags with the data URI scheme. However, I'm not sure if it is supported in all the major browsers at the moment.
For security reasons you can't write files to a user's local filesystem in case it gets used for nefarious purposes by evil people.
That's not likely to change, and that's a good thing.
The HTML5 FileSystem API started landing in Chrome 8 and is fairly complete as of now (Chrome 11).
There's a nice tutorial on it here: http://www.html5rocks.com/tutorials/file/filesystem/
I'm looking to build my first HTML5 site and have been looking at working with IE.
There is html5shiv, Dean Edwards ie7-js and then Modernizr. Are these all largely the same? I'm confused about which route to go.
No, they're not the same at all; they do completely different things.
html5shiv allows you to use the new HTML5 tags in versions of IE that don't understand them. Without it, IE will choke on these tags, so you need this if you intend to use the tags. Don't expect it to make the tags actually do anything in IE though! It just stop the browser complaining about them.
modernizr sets a bunch of classes in your HTML, depending on the available features, which you can use to change your layout according to what the browser supports. It also allows you to use the new HTML5 tags in IE, like html5shiv.
ie7.js (as well as ie8.js and ie9.js) uses Javascript to retro-fit some missing functionality to IE.
As far as I'm aware there's no cross-over between them (aside from html5shiv/modernizr), so you can use any combination of them, depending on what features you need to implement.
While I'm on the subject, and since you're asking about tools to make IE more compatible with other browsers, I suggest you also look into CSS3Pie, which will make your life much happier if you plan to use rounded corners on your site (plus one or two other features).
This also has no cross-over with the other three products you mentioned, though they are all aiming to make IE slightly easier to work with.
they are somewhat the same, and which way to go is ATM as good a guess either way, and for the record, there's one you missed, http://html5boilerplate.com/ This is sort of a repeat of some years ago when prototype and jQuery were fighting in the same space. I'd personally hazard that jQuery won but for now there's no telling which one of these will win this particular fight. I don't think I could recommend dean edwards ie7-js as it mostly deals with just getting IE7 to act like other more intelligent and likable browsers as opposed to leveraging the whole HTML5 thing as much as the other frameworks.
Easiest way to start a new HTML5 project is using initializr. It will guide and let you build, download your HTML5 project files.
Go to http://www.facebook.com/facebook?v=wall, then click on the info tab. The content will be loaded, and the address bar now becomes http://www.facebook.com/facebook?v=info but the webpage didn't reload.
At first I think it is Ajax, but my question is, how do you change the address bar without reloading? I know I can change anchor (#wall) using JS but querystring (?v=wall), how?
It's using HTML5's new history.pushState() feature to allow the page to masquerade as being at a different URL to that from which it was originally fetched.
This seems only to be supported by WebKit at the moment, which is why the rest of us are seeing ?v=wall#!/facebook?v=info instead of ?v=info.
The feature allows dynamically-loaded pages to be properly bookmarked, exchanged etc between JS-supporting and non-JS-supporting user agents. Because if you as a JS user linked someone to ?v=wall#!/facebook?v=info and their browser didn't support JS and XMLHttpRequest, the page wouldn't work for them. The #! is also used as a tip to search engines to download the non-AJAX version.
@Snoob - I'd appreciate it if you accepted @bobince's answer instead, he's was on the right track about the specifics first here. Since I can't delete/remove this until it's unaccepted I'll update it to be as correct as possible.
At the moment it's a WebKit (Chrome, Safari, etc.) specific thing you're seeing (or rather, not seeing), as @bobince points out in other browsers you can see the real URL in the bar:
http://www.facebook.com/facebook?v=wall#!/facebook?v=info\
Where Chrome just shows:
http://www.facebook.com/facebook?v=info
It makes a bit of sense, given this is how you make AJAX Content crawlable with the Google search engine, so their browser recognizes where the content comes from as well.
Correction on the specifics: Webkit browsers are showing the shortened URL facebook wants using the HTML 5 history features you can see the code here (take a look at the HistoryManager) in this case specifically they're using .replaceState() to replace the URL you went to with the direct one available.
Note: This answer may not be valid later (the WebKit specific bit), as other browsers support HTML5 features more and more this may become outdated quickly.
For MooTools developers I recommend checking out cpojer's mootools-history plugin which provides support for the native history API when available, with a fallback to hashes.
I don't have Facebook so I can't check. But I'm 95% sure that it has to be a full page request, the location bar is unwritable because this would be a very useful feature to absure for phishing websites (instead of http://fakeonlinebank.com it rewrite to http://yourtrustybank). It's probably just so fast that your browser appears to only load that part?
But I'm curious to see if someone will correct me on this, because that would mean they have the answer you do want to hear ;)
We are looking for a nice javascript-based library for a web charting application we have been asked to do. The charts will be accessible and should actually be nice to interact with via mobile devices (iOS, Android, and the like). The user will be able to drill-down into some datasets, so the snappier (both processing graphics and loading data) and the more interactive, the better.
Nowadays, there are countless options out there, and many aspects to look at. Based on my research, I have put together the following list. Apologies beforehand for any mistake, it is not intended to be 100% complete or accurate.. but I think that still useful:
https://spreadsheets.google.com/pub?key=0As7T_22rXSbtdF9YeklwcUVXSEdwQnN0a0FvcWpoU2c&output=html
What is your opinion? Do you have any experiences in such kind of application? Maybe some candidate I am missing?
We are narrowing down the choice, but I am still not sure as for what choice is the best bet. Some questions that pop-up in my mind:
first of all, if mobile support is a must-have for you, discard SVG as a solution. It's not widespread supported. Canvas in the other hand, is not supported by old versions of IE, but can be simulated via VML with the exCanvas.js library.
About making it looking good, CSS has nothing to do with these libraries. CSS affects DOM elements, and canvas content is binary data. Canvas is, as the word says, a blank canvas for you to draw in via a Javascript API. Once you draw a line in a canvas element, that information is just pixels in the canvas.
BTW, is a good list the one you collected, and I'm pretty sure it's quite complete. The only intruder in it is Dundas. First of all, is a .Net library, and generates the charts in the server. Second, is deprecated. Dundas is no longer selling components, they're totally engaged with their dashboards solution.
Hope I'd help.
You might look at some of the jquery or prototype charting solutions. A blog that seems to do a descent summary of some of the more popular ones are here
I've chosen Flot for several projects now and it has worked well. It's well documented with lots of examples, configurable, looks great, and is extensible. It is dependent on jQuery.
You missed out Sencha Touch
Don't kill me just yet, I'm asking out of pure curiosity.
Elements like <section>, <nav>, <article>, <aside> etc all seem completely pointless. Sure they make everything have its own little place (and seo'd)... but it is possible to over-organize things. There are some cases where things don't fit in any of the categories too. It also increases time spent trying to code these things. I just don't see any real purpose for moving to add these new elements.
What do we (developers and people who view the webpages alike) have to gain from adding them?
These elements are important for things like screen readers for the blind and eBook readers like Kindle. It helps them know what to show/read and when.
Have read of this article, as it points out various advantages such as:
There are several advantages to using these elements. When used in conjunction with the heading elements (h1 to h6), all of these provide a way to mark up nested sections with heading levels, beyond the six levels possible with previous versions of HTML.
and
By identifying the purpose of sections in the page using specific sectioning elements, assistive technology can help the user to more easily navigate the page. For example, they can easily skip over the navigation section or quickly jump from one article to the next without the need for authors to provide skip links. Authors also benefit because replacing many of the divs in the document with one of several distinct elements can help make the source code clearer and easier to author.
HTML5 styled CSS is also somewhat easier to read:
div#header
div#content .article
div#content .article h1
div#content .article h1+h2
div#footer
vs
header
section#content
section#content article
section#content article hgroup h1
section#content article hgroup h2
footer
(not using advanced selector)
And as keyboardP hinted through the quote it is easier to navigate a page for non human vistors. It adds semantics. But I do agree with you, that sometimes it can be hard to figure out which element to use section, article or good old div. IMO, this makes the semantic less strong. But lets see what happens.
It's all about semantics!
But I agree with you that to some people these new may tags seem pointless. A frequently asked question is why these particular tags and not any others were chosen, especially as some of the tags are very blog specific (article, section etc) but didn't include other commonly used names, such as product or content. As you can see in the comments below, it's a hotly debated topic!
So for using these new tags it really depends on how you write your markup, and there is no right or wrong way for how go about it. Take lists for example, you may use them for your navigation and not want them styled and also use them in your main content and need them styled. You could either add extra classes to specify which lists are styled or you could use your markup and target styles from the tags alone:
and in your CSS:
Allowing heading scope is the main benefit. See http://diveintohtml5.ep.io/semantics.html#header-element.
Briefly: in HTML5, it?s much easier to mark up an outline of your document (which is useful for screen readers) without worrying about whether to use <h2> or <h3> or whatever (which gets really complicated when you include components in different places on different pages).
They couldn?t have done that with <div>s, because there are billions of web pages that have used <div>s and headings already, without necessarily intending heading scope.
Admittedly, <section> and <hgroup> would have been sufficient for this purpose.
ok, which one sounds more productive and easy to read:
<div id="nav">list of links</div>
<div id=header>
<div id=section>content is good
</div>
</div>
<div id=footer>copyright</div>
vs
<nav>list of links</nav>
<header>
<section>content is good</section>
</header>
<footer>copyright</footer>
It would be so much easier to scan for section and header and dialog in the midst of DIV junkyard. It also improves accessibility for the blind since would clearly tell the screenreader what it is. Same with article tag. Additionally, it improves structure and provide more meaning to the tags.
Some web browsers don't support CSS styling on unknown elements and to me, that's incredibly shortsighted.
The visual benefit of using the new HTML5 markup tags might be hidden from users but users may unwittingly benefit because these tags may have provided them with a better search result. I think once HTML5 becomes a standard the usage of these markup tags will become extremely important for your sites SEO.
I'm piecing together a cheapo app that amongst other things "frames" some of our websites... Pretty simple with the WebViewClient... until I hit the video.
The video is done as HTML5 elements, and these work fine and dandy on Chrome, iPhones, and now that we fixed the encoding issues it works great on Android... in the native browser.
Now the rub: WebView doesn't like it. At all. I can click on the poster image, and nothing happens.
Googling, I found http://www.codelark.com/2010/05/12/android-viewing-video-from-embedded-webview/ which is close, but seems to be based on a 'link' (as in a href...) instead of a video element. (onDownloadListener does not appear to get invoked on video elements...)
I also see references to overriding onShowCustomView, but that seems to not get called on video elements... nor does shouldOverrideUrlLoading..
I would rather not get into "pull xml from the server, reformat it in the app".. by keeping the story layout on the server, I can control the content a bit better without forcing people to keep updating an app. So if I can convince WebView to handle tags like the native browser, that would be best.
I'm clearly missing something obvious.. but I have no clue what.
I answer this topic just in case someone read it and is interested on the result. It is possible to view a video element (video html5 tag) within a WebView, but I must say I had to deal with it for few days. These are the steps I had to follow so far:
-Find a properly encoded video
-When initializing the WebView, set the JavaScript, Plug-ins the WebViewClient and the WebChromeClient.
-Handle the onShowCustomView in the WebChromeClient object.
@Override
public void onShowCustomView(View view, CustomViewCallback callback) {
super.onShowCustomView(view, callback);
if (view instanceof FrameLayout){
FrameLayout frame = (FrameLayout) view;
if (frame.getFocusedChild() instanceof VideoView){
VideoView video = (VideoView) frame.getFocusedChild();
frame.removeView(video);
a.setContentView(video);
video.setOnCompletionListener(this);
video.setOnErrorListener(this);
video.start();
}
}
}
-Handle the onCompletion and the onError events for the video, in order to get back to the web view.
public void onCompletion(MediaPlayer mp) {
Log.d(TAG, "Video completo");
a.setContentView(R.layout.main);
WebView wb = (WebView) a.findViewById(R.id.webview);
a.initWebView();
}
But now I should say there are still an important issue. I can play it only once. The second time I click on the video dispatcher (either the poster or some play button), it does nothing.
I would also like the video to play inside the WebView frame, instead of opening the Media Player window, but this is for me a secondary issue.
I hope it helps somebody, and I would also thank any comment or suggestion.
Saludos, terrícolas.
mdelolmo's answer was incredibly helpful, but like he said, the video only plays once and then you can't open it again.
I looked into this a bit and here is what I found, in case any weary WebView travelers like myself stumble on this post in the future.
First off, I looked at the VideoView and MediaPlayer's documentation and got a better sense of how those work. I strongly recommend those.
Then, I looked at the source code to see how the Android Browser does it. Do a page find and go look at how they handle onShowCustomView(). They keep a reference to the CustomViewCallbackand to the custom view.
With all of that, and with mdelolmo's answer in mind, when you are done with the video, all you need to do is two things. First, on the VideoView that you saved a reference to, call stopPlayback() that will release the MediaPlayer to be used later elsewhere. You can see it in the VideoView source code. Second, on the CustomViewCallback you saved a reference to call CustomViewCallback.onCustomViewHidden().
After doing those two things, you can click on the same video or any other video and it will open like before. No need to restart the entire WebView.
Hope that helps.
I know this thread is several months old, but I found a solution for playing the video inside the WebView without doing it fullscreen (but still in the media player...). So far, I didn't find any hint on this in the internet so maybe this is also interesting for others. I'm still struggling on some issues (i.e. placing the media player in the right section of the screen, don't know why I'm doing it wrong but it's a relatively small issue I think...).
In the Custom ChromeClient specify LayoutParams:
// 768x512 is the size of my video
FrameLayout.LayoutParams LayoutParameters =
new FrameLayout.LayoutParams (768, 512);
My onShowCustomView method looks like this:
public void onShowCustomView(final View view, final CustomViewCallback callback) {
// super.onShowCustomView(view, callback);
if (view instanceof FrameLayout) {
this.mCustomViewContainer = (FrameLayout) view;
this.mCustomViewCallback = callback;
this.mContentView = (WebView) this.kameha.findViewById(R.id.webview);
if (this.mCustomViewContainer.getFocusedChild() instanceof VideoView) {
this.mCustomVideoView = (VideoView)
this.mCustomViewContainer.getFocusedChild();
this.mCustomViewContainer.setVisibility(View.VISIBLE);
final int viewWidth = this.mContentView.getWidth();
final int viewLeft = (viewWidth - 1024) / 2;
// get the x-position for the video (I'm porting an iPad-Webapp to Xoom,
// so I can use those numbers... you have to find your own of course...
this.LayoutParameters.leftMargin = viewLeft + 256;
this.LayoutParameters.topMargin = 128;
// just add this view so the webview underneath will still be visible,
// but apply the LayoutParameters specified above
this.kameha.addContentView(this.mCustomViewContainer,
this.LayoutParameters);
this.mCustomVideoView.setOnCompletionListener(this);
this.mCustomVideoView.setOnErrorListener(this);
// handle clicks on the screen (turning off the video) so you can still
// navigate in your WebView without having the video lying over it
this.mCustomVideoView.setOnFocusChangeListener(this);
this.mCustomVideoView.start();
}
}
}
So, I hope I could help... I too had to play around with video-Encoding and saw different kinds of using the WebView with html5 video - in the end my working code was a wild mix of different code-parts I found in the internet and some things I had to figure out by myself. It really was a pain in the a*.
Well, apparently this is just not possible without using a JNI to register a plugin to get the video event. (Personally, I am avoiding JNI's since I really don't want to deal with a mess when Atom-based android tablets come out in the next few months, losing the portability of Java.)
The only real alternative seems to be to create a new web page just for WebView and do video the old-school way with an A HREF link as cited in the Codelark url above.
Icky.
I know this is an very old question, but have you tried the hardwareAccelerated="true" manifest flag for your application or activity?
With this set, it seems to work without any WebChromeClient modification (which I would expect from an DOM-Element.)
Is there a consistent way across browsers to hide the new spin boxes that some browsers (such as Chrome) render for HTML input of type number? I am looking for a CSS or JavaScript method to prevent the up/down arrows from appearing.
<input id="test" type="number"/>
This CSS effectively hides the spin-button for webkit browsers (have tested it in Chrome 7.0.517.44 and Safari Version 5.0.2 (6533.18.5)):
input::-webkit-outer-spin-button,
input::-webkit-inner-spin-button {
/* display: none; <- Crashes Chrome on hover */
-webkit-appearance: none;
margin: 0; /* <-- Apparently some margin are still there even though it's hidden */
}
You can always use the inspector (webkit, possibly Firebug for Firefox) to look for matched CSS properties for the elements you are interested in, look for Pseudo elemnts. This image shows results for an input element type="number":

According to Apple's mobile Safari coding guide, you can use the following to display a numeric keyboard on the iPhone browser...
<input type="text" pattern="[0-9]*" />
You're using stuff that the specification is not final on, so I'd say that no, there's going to be a completely consistent, cross-browser way of fixing this.
just use input type="text", and use a form of javascript validation to make sure it's a number.
Not what you asked for, but I do this because of a focus bug in WebKit with spinboxes:
// temporary fix for focus bug with webkit input type=number ui
if (navigator.userAgent.indexOf("AppleWebKit") > -1 && navigator.userAgent.indexOf("Mobile") == -1)
{
var els = document.querySelectorAll("input[type=number]");
for (var el in els)
el.type = "text";
}
It might give you an idea to help with what you need.
Try using type="tel" instead. HTML5 compatible.
with javascript just change the type to text. Might need to insert a new element to match the old one tho, then remove the old one ...
I have just installed IE9 beta and on a specific site I created (HTML5) IE9 jumps to compatibility mode unless I manually tell it not to. I have tried removing several parts of the website but no change. Including removing all CSS includes. On some other website of me it goes just fine.
Also, don't set it manually because then IE9 remembers the user setting and you can't turn it back to automatic (or at least I haven't found how, not even via private browsing and emptying cache)
Anyway. The site where it jumps to compatibility mode: http://alliancesatwar.com/guide/
One where it renders correct: http://geuze.name/basement/ (I can't post more than 1 hyperlink)
Both use the same doctype and all. Those sites have a lot in common(apart from appearance) using the same basic template(encoding, meta tags, doctype and the same javascript)
It would be great if someone has an answer for me! An HTML5 website that renders in IE7-mode is pretty... lame.
Thanks in advance,
Rene Geuze
Works in IE9 documentMode for me.
Without a X-UA-Compatible header/meta to set an explicit documentMode, you'll get a mode based on:
You can change these settings from ?Tools -> Compatibility view settings? from the IE menu. Of course that menu is now sneakily hidden, so you won't see it until you press Alt.
As a site author, if you're confident that your site complies to standards (renders well in other browsers, and uses feature-sniffing to decide what browser workarounds to use), I suggest using:
<meta http-equiv="X-UA-Compatible" content="IE=Edge"/>
or the HTTP header:
X-UA-Compatible: IE=Edge
to get the latest renderer whatever IE version is in use.
To force IE to render in IE9 standards mode you should use
<meta http-equiv="X-UA-Compatible" content="IE=edge">
Some conditions may cause IE9 to jump down into the compatibility modes. By default this can occur on intranet sites.
The site at http://www.HTML-5.com/index.html does have the X-UA-Compatible meta tag but still goes into Compatibility View as indicated by the "torn page" icon in the address bar. How do you get the menu option to force IE 9 (Final Version 9.0.8112.16421) to render a page in Standards Mode? I tried right clicking that torn page icon as well as the "Alt" key trick to display the additional menu options mentioned by Rene Geuze, but those didn't work.
Looks fine to me:

You're sure you didn't on the settings globally or something? This is a clean installation of the beta on Windows 7. The developer tools report that the page is defaulting to IE9 Standard Mode.
I went with the solution of adding the X-UA-Compatible header/meta tag with ID=edge. It's still unclear to me why several users, including me, went into compatibility mode. Seems quite random going off the responses here.
It's not my favourite option but it's done now. I already updated the website with it. Also a great tip of pressing alt to get to the tools menu.(I'm usually not an IE user so some things are a mystery to me)
Thanks all!
I put
<meta http-equiv="X-UA-Compatible" content="IE=Edge"/>
first thing after
<head>
(I read it somewhere, I can't recall)
I could not believe it did work!!
Does anybody know if Internet Explorer supports the history.pushState() and history.replaceState() methods for manipulating browser history? Considering these are just being implemented in Firefox 4, I'm not holding my breath, but does anybody know if they're coming in IE9?
Summary - IE9: no, IE10: yes (as of platform preview 3)
The first Release Candidate of IE9 (released 10th Feb 2011) does not support history.pushState or history.replaceState. Generally no new features are added after a product gets to RC stage so it is very unlikely that the final IE9 will support these methods.
Microsoft have a good overview for developers of the features IE9 does have.
Update: Internet Explorer 9 was launched (on 14th March 2011) and definitely does not support history.pushState() or history.replaceState().
Update 2: The current platform preview of IE10 still does not support pushState / replaceState.
Update 3: Platform Preview 3 of IE10 does support the history API! Details
Probably the best site for browser compatibility information is CanIUse. The section on history currently shows IE9 as "Support unknown", so Microsoft haven't yet committed either way. CanIUse is updated regularly so it is a good place to check back for updates.
Update: Now the RC is out, it's very unlikely IE9 will get any new features, so it looks like it won't have the new history API :-(.
I've just tried the latest Platform Preview and the first Beta, and both give the error "Object doesn't support this property of method" when trying to use history.pushState(...).
IE9 and the current IE10 don't support it.
You can however use a work around using a Polyfill to get the functionality - History.js https://github.com/balupton/history.js.
Modernizr do a good job listing HTML 5 Polyfills here https://github.com/Modernizr/Modernizr/wiki/HTML5-Cross-browser-Polyfills.
The caveat is that it will add a query string to your URL in browsers that only support HTML 4 features.
Would be a good or bad idea to use localStorage for sensitive data (assuming the current HTML5 implementations)?
What methods can I use to secure the data so that it cannot be read by a person that has access at the client computer?
Bad idea.
localStorage is available to an attacker.If it needs to be secure, its best to not send it to the client. What is not in your control can never be secure.
Public Key Cryptography can be applied to prevent any kind of intrusion. Also, data integrity checks (such as CRC or hashes) may be used to make sure data is validated by the server.
Unlike Flash, if you develop an application in HTML5 using Canvas, since it uses JavaScript, doesn't that mean the code is wide open? Does using HTML5 mean the end of closed code on the web browser? Am I correct that a Flash application has a closed source?
I know that HTML and JavaScript has been open for a while (just view source right) but I thought really rich applications like in Flash had hidden source code. For those creating in Canvas and HTML5, doesn't that mean the end of hidden code for "rich" applications? And maybe losing money because of it?
edit: not trying to argue but hacking the code by decompiling or reverse engineering it is not what I mean. That code is not open by default. The person that makes something with HTML5 and canvas and JavaScript knows their code will be open. Perhaps this is a reason for many to stick with closed apps like Flash, Silverlight, etc. I don't know.
Open/closed source is not a difference in the architecture or techniques used, but in the license. You can still distribute applications that have their source code in plain sight and have them licensed as closed-source software. It doesn't change a thing form the legal point of view.
I am assuming that by "closed source" you mean that the source is not visible using "view source" rather than that is is not "open source licensed". If you meant the latter, you can let other people see your commercially licensed (closed source) code if you like. See Microsoft's Shared Source for example.
Just like JavaScript, I would expect a lot of real world HTML5 to rely on server side data and processing.
If you look at any of my pages, you can see all the JavaScript code but you will notice that a great deal of it is just making AJAX (or AJAJ) calls to somewhere else. Everything else is just display magic like turning buttons of class 'linkbutton' into links. If I wrote a chess app in HTML5 canvas, you could see the UX work but you would still not know how my AI engine worked.
That said, I am sure a lot more code will end up visible. Just not by people who do not want it seen.
As noted elsewhere, things like Flash and Silverlight can be decompiled.
UX = User experience
AI = Artificial intelligence
Flash code can be decompiled. It's a way to hack the code hidden in the swf file, so it's not so "closed".
It really makes no difference. Flash, Silverlight or Java can be decompiled, and rebuilt with modifications; a piece of client-side Javascript can also.
At most, writing it in Javascript makes it slightly easier (at worst, it's about the same; try reverse engineering some of Google's minified Javascript!).
All your assets (graphics, sound, video, fonts etc) are going to be steal-able anyway, in any of these cases; the browser will need to download them separately, or in an archive file which can be unpacked and have the files ripped off.
It's a losing battle trying to stop people from copyright theft of things which they can get access to anyway. You really just have to make them not WANT to.
I'd say it technically becomes "open source", but in fact it is not. You can only get the client side code "for free", but you can only guess what happens at the server side. Hence, you cannot take the system as a whole and use it somewhere else, since you have to rebuild all server side components.
I've created an HTML5 video player (very simple) that works perfectly on the iPad and the browser.
However, when I open it on the iPhone, I only get a play button which, when pressed, opens the native video player on a new window, on top of all my stuff.
That means I lose access to my custom controls and time tracking (written in Javascript), since the video is now running isolated.
Is there any way to override Apple's control of HTML5 video on the iphone and get it working like on the ipad?
Cheers
Right,
I was going nowhere with this and filed a bug with Apple.
After a couple of weeks they got back to me saying, very simply, that I should add "webkit-playsinline" to the video tag on the HTML, as well as adding the "allowsInlineMediaPlayback" property on the UIWebView.
So in the end, this is what it looks like:
HTML
<video id="player" width="480" height="320" webkit-playsinline>
Obj-C
webview.allowsInlineMediaPlayback = YES;
And all works just fine :)
Hope this helps someone, as it's virtually undocumented and the only place I could find a reference to "webkit-playsinline" was in the iAds reference, where it says: "iAds JS only".
Do you have an app created or is this for mobile safari? If you have an app and use UIWebView you should set UIWebView's allowsInlineMediaPlayback property..
Chrome seems to be very accurate in detecting my location. How does it do it? Can you point me to the source code?
Geolocation can be calculated based on:
See the W3C Geolocaton API and Google Gears API (which Chrome's/W3C Geolocation API is based on).
Chromium's geolocation source code can be viewed online.
Your location can be obtain using different services and hardware available on your device. The most common ones are: GPS, wifi information, cell towers. Alternatively there is also IP lookup, however this is not very accurate and does not involve anything special on your device.
In your case most likely information about your wifi network was used. There are huge databases which connect wifi networks to a location, created by cars with GPS & Wifi (e.g. Google Street View cars). The transmission from your computer to the server is done according to W3C Geolocation API Specs, which is part of HTML5.
Chrome Source for this? Here is a entry point to start off from. Or if you prefer the old fashioned file browser: http://src.chromium.org/svn/trunk/src/chrome/browser/geolocation/
Implementation files for localization via wifi:
I think they use your IP address and a geolocation service like http://www.ip2location.com/ or (more likely) their own geolocation database/service)
They look at several things: -> The unique identifiers (SSID) of wireless networks at your location and signal strengths. -> IP address (your public IP address) -> GPS (if available) -> Mobile network location data (if available)
Is there an example of a browser-based and preferably open source visual javascript application designer (using contenteditable or canvas or whatever), perhaps with support for embedded controls and so forth (checkboxes, buttons, etc., or ui controls for various javascript frameworks like jquery.ui, dojo, yui,...), OR else support for vector graphics and shapes and so forth (canvas/svg vector graphics designer).
One example is ckeditor which has support for inserting html form controls (see the buttons on top right of the editor here): http://ckeditor.com/demo
And dojo's dojox has an example of a crude vector graphics editor ('drawing' I think the library is called).
There are some non-open source, commercial tools or similar tools out there like extjs designer, mockingbird (from cappucino).
And then I've found a few attempts at such things that didn't get too far, like qooxit, blok (using joose), and opus-js.
I have found one nice browser-based designer that is even open source, linb/jslinb, but it is completely undocumented and very complex and server-dependent (and many features are still not implemented yet).
Just wondering if there are any other options/examples out there, too. Thanks.
Not sure if this is the same thing as what you're looking for but there is one called Bespin that Mozilla Labs is doing...I believe it's in beta and still has a ways to go but there it is...Bespin project
edit...
Could be TinyMCE: http://tinymce.moxiecode.com/
You can also add plugins to this WYSIWYG editor.
You're looking for something like the Forms designer from Visual Studio but for HTML? Sort of like Frontpage in Javascript?
I think you've enumerated the only two I know of in your question.
Check out these full fledged and free online development environments:
http://kodingen.com/
http://www.codeita.com/info.php
I'm using an '&' symbol with HTML5 and UTF-8 in my site's <title>. Google shows the ampersand fine on its SERPs, as do all the browsers in their titles.
http://validator.w3.org is giving me this:
& did not start a character reference. (& probably should have been escaped as
&.)
Do I really need to do &?
I'm not fussed about my pages validating for the sake of validating, but I'm curious to hear people's opinions on this and if it's important and why.
Yes. Just as the error said, in HTML, attributes are #PCDATA meaning they're parsed. This means you can use character entities in the attributes. Using & by itself is wrong and if not for lenient browsers and the fact that this is HTML not XHTML, would break the parsing. Just escape it as & and everything would be fine.
HTML5 allows you to leave it unescaped, but only when the data that follows does not look like a valid character reference. However, it's better just to escape all instances of this symbol than worry about which ones should be and which ones don't need to be.
Keep this point in mind; if you're not escaping & to &, it's bad enough for data that you create (where the code could very well be invalid), you might also not be escaping tag delimiters, which is a huge problem for user-submitted data, which could very well lead to HTML and script injection, cookie stealing and other exploits.
Please just escape your code. It will save you a lot of trouble in the future.
Validation aside, the fact remains that encoding certain characters is important to an HTML document so that it can render properly and safely as a web page.
Encoding & as & under all circumstances, for me, is an easier rule to live by, reducing the likelihood of errors and failures.
Compare the following: which is easier? which is easier to bugger up?
(with a grain of salt, please ;) )
volt & ampamp&voltvolt&??
HTML5 rules are different from HTML4. It's not required in HTML5 - unless the ampersand looks like it starts a parameter name. "©=2" is still a problem, for example, since © is the copyright symbol.
However it seems to me that it's harder work to decide to encode or not to encode depending on the following text. So the easiest path is probably to encode all the time.
I think this has turned into more of a question of "why follow the spec when browser's don't care." Here is my generalized answer:
Standards are not a "present" thing. They are a "future" thing. If we, as developers, follow web standards, then browser vendors are more likely to correctly implement those standards, and we move closer to a completely interoperable web, where CSS hacks, feature detection, and browser detection are not necessary. Where we don't have to figure out why our layouts break in a particular browser, or how to work around that.
Specifically, if HTML5 does not require using & in your specific situation, and you're using an HTML5 doctype (and also expecting your users to be using HTML5-compliant browsers), then there is no reason to do it.
Well, if it comes from user input then absolutely yes, for obvious reasons. Think if this very website didn't do it: the title of this question would show up as do i really need to encode ?&? as ?&??
If it's just something like echo '<title>Dolce & Gabbana</title>'; then strictly speaking you don't have to. It would be better, but if you don't no user will notice the difference.
If the user passes it to you, or it will wind up in a URL, you need to escape it.
If it appears in static text on a page? All browsers will get this one right either way, you don't worry much about it, since it will work.
Could you show us what your title actually is? When I submit
<!DOCTYPE html>
<html>
<title>Dolce & Gabbana</title>
<body>
<p>am i allowed loose & mpersands?</p>
</body>
</html>
to http://validator.w3.org/ - explicitly asking it to use the experimental HTML 5 mode - it has no complaints about the &s...
Yes, you should try to serve valid code if possible.
Most browsers will silently correct this error, but there is a problem with relying on the error handling in the browsers. There is no standard for how to handle incorrect code, so it's up to each browser vendor to try to figure out what to do with each error, and the results may vary.
Some examples where browsers are likely to react differently is if you put elements inside a table but outside the table cells, or if you nest links inside each other.
For your specific example it's not likely to cause any problems, but error correction in the browser might for example cause the browser to change from standards compliant mode into quirks mode, which could make your layout break down completely.
So, you should correct errors like this in the code, if not for anything else so to keep the error list in the validator short, so that you can spot more serious problems.
A couple of years ago, we got a report that one of our web apps wasn't displaying correctly in Firefox. It turned out that the page contained a tag that looked like
<div style="..." ... style="...">
When faced with a repeated style attribute, IE combines both of the styles, while Firefox only uses one of them, hence the different behavior. I changed the tag to
<div style="...; ..." ...>
and sure enough, it fixed the problem! The moral of the story is that browsers have more consistent handling of valid HTML than of invalid HTML. So, fix your damn markup already! (Or use HTML Tidy to fix it.)
I?ve researched this thorougly and wrote about my findings here: http://mathiasbynens.be/notes/ambiguous-ampersands
I?ve also created an online tool that you can use to check your markup for ambiguous ampersands or character references that don?t end with a semicolon, both of which are invalid. (No HTML validator currently does this correctly.)

It depends on the likley-hood of a semicolon ending up near your &, causing it to display something quite different.
For example, in user input (say, if you include the subject of a forum post in your title tags) then you never know where they might be putting random semicolons, and it might randomly display strange entities. So always escape in that situation.
For your own static html, sure, you could skip it, but it's so trivial to include proper escaping, I don't know why you would.
If you're really talking about the static text
<title>Foo & Bar</title>
stored in some file on the hard disk and served directly by a server, then yes: it probably doesn't need to be escaped.
However, since there is very little HTML content nowadays that's completely static, I'll add the following disclaimer that assumes that the HTML content is generated from some other source (database content, user input, web service call result, legacy API result, ...):
If you don't escape a simple &, then chances are you also don't escape a & or a or <b> or <script src="http://attacker.com/evil.js"> or any other invalid text. That would mean that you are at best displaying your content wrongly and more likely are suspectible to XSS attacks.
In other words: when you're already checking and escaping the other more problematic cases, then there's almost no reason to leave the not-totally-broken-but-still-somewhat-fishy standalone-& unescaped.
if & is used in html then you should escape it
If & is used in javascript strings e.g. an alert('This & that'); or document.href you don't need to use it.
If you're using document.write then you should use it e.g. document.write(<p>this & that</p>)
In HTML a & marks the begin of a reference, either of a character reference or of an entity reference. From that point on the parser expects either a # denoting a character reference, or an entity name denoting an entity reference, both followed by a ;. That?s the normal behavior.
But if the reference name or just the reference opening & is followed by a white space or other delimiters like ", ', <, >, &, the ending ; and even a reference to represent a plain & can be omitted:
<p title="&">foo & bar</p>
<p title="&">foo & bar</p>
<p title="&">foo & bar</p>
Only in these cases the ending ; or even the reference itself can be omitted (at least in HTML 4). I think HTML 5 requires the ending ;.
But the specification recommends to always use a reference like the character reference & or the entity reference & to avoid confusion:
Authors should use "
&" (ASCII decimal 38) instead of "&" to avoid confusion with the beginning of a character reference (entity reference open delimiter). Authors should also use "&" in attribute values since character references are allowed within CDATA attribute values.
Which HTML5 reset CSS do you use and why? Is there one that you've found to cover more cases?
I've started using HTML5 Doctor's: http://html5doctor.com/html-5-reset-stylesheet/ It seems to work, but I'm wondering if there is something better out there.
The reset.css used by Blueprint CSS framework works well and includes HTML5 elements. It gets included in their screen.css file.
Blueprint is a useful resource for rapid prototyping of new sites, and their source code is well organized and worth learning from.
The HTML5 spec includes recommended CSS declarations for CSS-capable browsers. For the fun of it I took them and reverted those, where it makes sense. You can view the result in this article.
However, I don't recommend using this in production. It's more a proof of concept and might better be used to give hints than to serve as an all-purpose-reset stylesheet. Any of the other suggestions before might be a better choice.
In addition to suggestion from stackoverflow users, I figured I post a link to the same question on doctype.com:
* {
margin: 0;
padding: 0;
}
simple yet entirely effective. perhaps throw in a:
body {
font-size: small;
}
for good measure.
I am currently investigating options for working with the canvas in a new HTML 5 application, and was wondering what is the current state of the art in HTML canvas JavaScript libraries and frameworks?
In particular, are there frameworks that support the kind of things needed for game development - complex animation, managing scene graphs, handling events and user interactions?
Also willing to consider both commercial and open source products.

I've been working on fabric.js ? a canvas library to help with exactly that ? manipulating objects on canvas, by handling events and user interactions. It's not released yet, but take a look at a simple preview demo.
You can also see it in action in this design editor, which it was originally created for.
Edit: The project is now available on github (open-sourced under MIT License)
To get started, check out:
I'm surprised no one has mentioned WebGL, and frameworks built on it. I would consider it high on the list for state-of-the-art for 3D GPU-accelerated graphics and complex animation on HTML canvas / javascript.
WebGL is a cross-platform, royalty-free web standard for a low-level 3D graphics API based on OpenGL ES 2.0, exposed through the HTML5 Canvas element as Document Object Model interfaces. ...
WebGL brings plugin-free 3D to the web, implemented right into the browser. Major browser vendors Apple (Safari), Google (Chrome), Mozilla (Firefox), and Opera (Opera) are members of the WebGL Working Group.
WebGL is very solid in its support for GPU-accelerated graphics. Check out these GLSL shader demos. :-) And see ChemDoodle as an example of user interaction.
I've been working on an app using Google's O3D framework, which manages the scene graph, and uses WebGL for rendering (it used to use its own plug-in). O3D is a work in progress, and its documentation is not completely up to date, but it is under active development, and there are some good demos out there. 3D Pool may be most up your alley. The Google developers are very responsive to questions in the discussion group.
There are a number of other frameworks built on WebGL; see here. Ones that mention game development and scene graphs include Copperlicht, SceneJS, X3DOM.
WebGL runs in recent development builds of several browsers, but not IE. I've been using Firefox ("Minefield") and Chromium with good results. You will need one of these to run the above demos. However if your requirements are that it must have no dependencies beyond HTML 5 canvas / js, WebGL may not be the right choice. It doesn't look like IE will support it anytime soon.
Take a look at the processingjs framework. Also the upcoming mootools version 2.0 has the art projekt to work with canvas
CAKE.js is no longer being maintained but is a fairly powerful framework - http://code.google.com/p/cakejs/
Demos here - http://glimr.rubyforge.org/cake/canvas.html, http://glimr.rubyforge.org/cake/missile_fleet.html
Raphael seems a pretty good canvas library; it's SVG-based (or VML-based in Internet Explorer), and thus supports a lot of user input events. It's fairly small (60kb gzipped), so isn't too large a dependency.
It seems to have a nice tweener too: http://raphaeljs.com/reference.html#animate (see here and here for examples).
For an example of what it can do, have a look at this clever little demo.
Hope this helps!
three.js, by mr. doob, is a fantastic 3d engine for javascript that includes scenegraph (both software and WebGL/hardware accelerated versions), shading, particles, skinned animation (i think), and lighting effects. Check it out, he is a super-talented fellow.
I should add that you are going to need the newest Google Chrome or equivalent to view most of the demos, one of my favorites is: http://mrdoob.github.com/three.js/examples/webgl_materials_cars.html
There is an interesting library that aims to improve some of the fundamentals of working with the canvas API called canto.js by David Flanagan, author of Javascript: The Definitive Guide.
If you want to use Javascript, Dojo is a great way to go. It has a compact, cross-platform (SVG, VML, Canvas, Silverlight) vector graphics API that is very powerful. You can find it in dojo.gfx and dojox.gfx.
We've used this to build an interactive physics tutor that allows students to draw vectors, ellipses, etc (even append images) and perform all sorts of transformations on them. You can see what we've done at http://gideon.eas.asu.edu/web-UI/login.html --just login with any username.
I've taken a look at fabric.js and dojox.drawing does a lot of the same things. If you look at the tests in the toolkit (once you've got it its dojox/drawing/tests/) you find examples of everything from vector graphics to images to programmatically created shadows.
Also, young, but not bad, Javascript framework, and it (complex animation, managing scene graphs, handling events and user interactions) all about it - jCanvaScript. May be, except 'managing scene graphs'.
Aves Engine is really really great: http://www.dextrose.com/en/projects/aves-engine
Also, Akihabara seems good: http://www.kesiev.com/akihabara/
Been working with bHive to produce graphs and moving site headers, seems impressive and powerful, unlike the others seems to be being developed. Adobe Edge is also worth a gander though strictly not Canvas.
and
I've talked to a lot of people recently who say they are expecting to stop writing native mobile apps and start writing web apps once HTML5 gets more fully baked in mobile OSs. I just finished my first HTML5 deep dive, and I'm not yet convinced.
Will HTML5 work as a replacement development platform for native apps, or are there certain things that require targeting the native runtime?
One thing which necessitates the native app is the access to more features on particular mobile devices; it's not guaranteed that that all the features of the device is exposed via javascript interfaces to HTML5. In that case, you are forced to use whatever native APIs available.
HTML 5 is not magic. it adds a lot of long awaited functionality to HTML and to traditional web applications, but still - many things are still out of it's scope. for example:
for those (and other) functions - you would still need to write vendor specific applications.
In short, no. HTML5 provides an appropriate toolset for a large range of applications, so I see it growing popular in this arena (for portability reasons). I except there will always be application developers (and users) that prefer the native look and feel though, and there will always be scenarios in which bare-metal coding is required, or a 3D engine is more practical to utilize using system level API's.
HTML5 is a compelling technology stack though, especially when coupled with some cross-platform API management (e.g., PhoneGap).
Native applications will continue be able to use new device features first, before they are eventually supported up through to the browser so for cutting edge development, native will still be the way to go.
There is also an issue with discovery - right now users are accustomed to using apps and can find them in their devices app store. Searching for a web app seems unnatural to a typical user and that wont change any time soon. That's why a lot of apps that would seem to make more sense as a web app are still being produced as native apps.
Conclusion: Native apps will continue to be necessary, but mobile web app development will grow and may well replace more native app development as time goes on.
It will make some native apps unnecessary but not all of them. Not really much more to say about it :)
How would I cleanly set the doctype of a file to HTML5 <!DOCTYPE html> via XSLT (in this case with collective.xdv)
The following, which is the best my Google foo has been able to find:
<xsl:output
method="html"
doctype-public="XSLT-compat"
omit-xml-declaration="yes"
encoding="UTF-8"
indent="yes" />
produces:
<!DOCTYPE html PUBLIC "XSLT-compat" "http://www.w3.org/TR/xhtml1/DTD/xhtml1-transitional.dtd">
I think this is currently only supported by writing the doctype out as text:
<?xml version="1.0" encoding="utf-8"?>
<xsl:stylesheet version="1.0" xmlns:xsl="http://www.w3.org/1999/XSL/Transform">
<xsl:output method="html" encoding="utf-8" indent="yes" />
<xsl:template match="/">
<xsl:text disable-output-escaping='yes'><!DOCTYPE html></xsl:text>
<html>
</html>
</xsl:template>
</xsl:stylesheet>
This will produce the following output:
<!DOCTYPE html>
<html>
</html>
Use doctype-system instead of doctype-public
You must use XHTML 1.0 Strict as the doctype if you want XHTML output consistent with HTML5, libxml2's xml serializer has a special output mode triggered by the XHTML 1.0 doctypes that ensures output is XHTML compatible, (e.g. <br /> rather than <br/>, <div></div> rather than <div/>). doctype-system="about:legacy-compat" does not trigger this compatibility mode
If you are happy with html output, then setting <xsl:output method="html"> should do the right thing. You can then set the doctype with <xsl:text disable-output-escaping="yes"><!DOCTYPE html></xsl:text>, though this will need plumbing in at the appropriate place as XDV does not support this yet.
This variation of Jirka Kosek's advice, via Advanced XDV theming on Plone.org seems to work for me in collective.xdv.
<?xml version="1.0" encoding="UTF-8"?>
<xsl:stylesheet version="1.0" xmlns:xsl="http://www.w3.org/1999/XSL/Transform">
<xsl:output
doctype-public="HTML"
doctype-system=""/>
</xsl:stylesheet>
To use the simple HTML doctype <!DOCTYPE html>, you have to use the disable-output-escaping feature: <xsl:text disable-output-escaping="yes"><!DOCTYPE html></xsl:text>. However, disable-output-escaping is an optional feature in XSLT, so your XSLT engine or serialization pipeline might not support it.
For this reason, HTML5 provides an alternative doctype for compatibility with HTML5-unaware XSLT versions (i.e. all the currently existing versions of XSLT) and other systems that have the same problem. The alternative doctype is <!DOCTYPE html SYSTEM "about:legacy-compat">. To output this doctype, use the attribute doctype-system="about:legacy-compat" on the xsl:output element without using a doctype-public attribute at all.
Sorry to only provide links but this was discussed among the WHATWG group but it's been many months since I've dealt with it. Here Ian Hickson and some XML experts discuss this:
http://lists.w3.org/Archives/Public/public-html/2009Jan/0640.html
http://markmail.org/message/64aykbbsfzlbidzl
and here is the actual issue number:
http://www.w3.org/html/wg/tracker/issues/54
and here's this discussion
http://www.contentwithstyle.co.uk/content/xslt-and-html-5-problems
This is a comment, but I do not have enough karma points to put it in the correct place. Sigh.
I appreciate this is probably the correct, standards driven way to accomplish what I want (I've upvoted it as such). But the former isn't supported (my processor falls over) and the latter still results in "http://www.w3.org/TR/xhtml1/DTD/xhtml1-transitional.dtd" in my doctype. As @Jirka Kosek suggested, I think my XSLT processor might be broken.
No, your XSLT processor is not broken, it's just that XDV adds:
<xsl:output method="xml" indent="no" omit-xml-declaration="yes" media-type="text/html" encoding="utf-8" doctype-public="-//W3C//DTD XHTML 1.0 Transitional//EN" doctype-system="http://www.w3.org/TR/xhtml1/DTD/xhtml1-transitional.dtd"/>
by default, so when you add a second <xsl:output doctype-system="about:legacy-compat"/> the previous doctype-public is not overwritten.
Note that XHTML 1.0 strict is listed as an obsolete permitted doctype string, so it is perfectly acceptable to use this doctype and still call it HTML5.
If i didn't need localStorage, my code would look like this:
var names=new Array();
names[0]=prompt("New member name?");
This works, however I need to store this variable in localStorage and its proving quite stubborn. I've tried:
var localStorage[names]=new Array();
localStorage.names[0]=prompt("New member name?");
Where am I going wrong?
localStorage only supports strings. Use JSON.stringify() and JSON.parse().
var names=[];
names[0]=prompt("New member name?");
localStorage['names']=JSON.stringify(names);
//...
var storedNames=JSON.parse(localStorage['names']);
The API is .setItem() and .getItem(), but it takes a string so you'll need to .join() and .split() when pulling it in/out, like this:
var names = new Array();
names[0] = prompt("New member name?");
localStorage.setItem("names", names.join('|||')); //some delimiter
alert(localStorage.getItem("names").split('|||')[0]); //whatever you entered
Use JSON.stringify() and JSON.parse() as suggested by no! This prevents the maybe rare but possible problem of a member name which includes the delimiter (e.g. member name "three|||lines").
@Nick C I just had to do this with a 2-d array (with jQuery): Set:
sessionStorage.setItem('item', $.map(a, function(l, i) {
return l.join("$$$");
}).join("|||"));
Get:
sessionStorage.getItem('item', $.map(a.split('|||'), function(l, i) {
return [l.split('$$$')];
}));
These palette cycle images are breathtaking: http://www.effectgames.com/demos/canvascycle/?sound=0
I'd like to make some (or all) of these into desktop backgrounds.
I could use an animated gif version, but I have no idea how to get that from the canvas "animation". Is there anything available yet that can do something along these lines (speficially for that link and generally speaking).
I have a solution but it is dependent on you being familiar with the Javascript Console in Firefox (install the Firebug plugin), Chrome or Safari.
In case you're not, google it, or try to just right click anywhere on the page, choose "Inspect Element" and look for "Console"...
What the code does:
It allows you to take 10 screen-grabs of the CANVAS element every 1/10th of a second. Both these values are easily modified since you can tweak to find the number of iterations you'd like to get. For the example you give, the canvas element ID is 'mycanvas'.
Once it has the screen-grabs it outputs the images into the page. At that point you can save the individual images.
Running the code
Paste in the following code into the Javascript Console:
var canvas = document.getElementById("mycanvas");
var shots = [];
var grabLimit = 10; // Number of screenshots to take
var grabRate = 100; // Miliseconds. 500 = half a second
var count = 0;
function showResults() {
//console.log(shots);
for (var i=0; i<shots.length; i++) {
document.write('<img src="' + shots[i] + '"/>\n');
}
}
var grabber = setInterval(function(){
count++;
if (count>grabLimit) {
clearInterval(grabber);
showResults();
}
var img = canvas.toDataURL("image/png");
shots.push(img);
}, grabRate);
and press CTRL-Enter to execute it.
It should take a few seconds to run so please be patient.
After that you should have all the necessary frames (any maybe more) to create an animated GIF via ImageMagick, this website MakeAGif.com, or other app.
Side Note
If for some reason you need to output as GIF of JPG instead of PNG just update, as needed, this:
var img = canvas.toDataURL("image/png");
to one of these:
var img = canvas.toDataURL("image/gif");
var img = canvas.toDataURL("image/jpg");
Support for output as gif or jpg may not be in all browsers (should be most).
(BIG) UPDATE #1
First, I'm keeping the code above intact rather than updating it because both approaches could be helpful to others.
Second, this new code DOES NOT SOLVE the problem. It kind-of does but one major drawback. It creates an animated GIF (Yipee!) but its in various shades of green (Boooo!). Not sure how/why, but maybe someone can take it from here and see what I've missed.
So here we go... same rules apply - copy and paste it into the Javascript Console of a browser (it lags in Firefox but Google Chrome its pretty fast... 10 seconds or so to run).
var jsf = ["/Demos/b64.js", "LZWEncoder.js", "NeuQuant.js", "GIFEncoder.js"];
var head = document.getElementsByTagName("head")[0];
for (var i=0;i<jsf.length;i++) {
var newJS = document.createElement('script');
newJS.type = 'text/javascript';
newJS.src = 'http://github.com/antimatter15/jsgif/raw/master/' + jsf[i];
head.appendChild(newJS);
}
// This post was very helpful!
// http://antimatter15.com/wp/2010/07/javascript-to-animated-gif/
var w = setTimeout(function() { // give external JS 1 second of time to load
console.log('Starting');
var canvas = document.getElementById("mycanvas");
var context = canvas.getContext('2d');
var shots = [];
var grabLimit = 10; // Number of screenshots to take
var grabRate = 100; // Miliseconds. 500 = half a second
var count = 0;
function showResults() {
console.log('Finishing');
encoder.finish();
var binary_gif = encoder.stream().getData();
var data_url = 'data:image/gif;base64,'+encode64(binary_gif);
document.write('<img src="' +data_url + '"/>\n');
}
var encoder = new GIFEncoder();
encoder.setRepeat(0); //0 -> loop forever, 1+ -> loop n times then stop
encoder.setDelay(500); //go to next frame every n milliseconds
encoder.start();
var grabber = setInterval(function(){
console.log('Grabbing '+count);
count++;
if (count>grabLimit) {
clearInterval(grabber);
showResults();
}
var imdata = context.getImageData(0,0,canvas.width,canvas.height);
encoder.addFrame(context);
}, grabRate);
}, 1000);
It uses some helpful code, pointers and JS files referenced in this blog post JavaScript to (Animated) GIF. I use some JS files directly but you should copy these locally if you're going to use it a lot.
The output for me was this GIF: 
So its something, but not what you need...
EDIT: Finally put that code to use, here's the result:

Imagick generated a large image, so I went ahead and optimized with gimp.
The client-side code is a modified version of Michael's code:
var canvas = document.getElementById("mycanvas");
var shots = [];
var grabLimit = 30; // Number of screenshots to take
var grabRate = 100; // Miliseconds. 500 = half a second
var count = 0;
function postResults() {
console.log("START---------");
for (var i = 0; i < shots.length; i++) {
document.write(shots[i]+"<br />");
}
console.log("END-----------");
}
var grabber = setInterval(function(){
count++;
if (count>grabLimit) {
clearInterval(grabber);
postResults();
}
var img = canvas.toDataURL("image/png");
shots.push(img.replace("data:image/png;base64,",""));
}, grabRate);
It will write a bunch of base64 strings to the screen. Copy them and save them into a text file and then upload it to your web server. Then run the other script (see below) and it will write the image to your web server. The resulting image will be large and possibly choppy, so open up GIMP and optimize for difference and GIF. When saving, force it to use the same delay for all frames so the animation is smooth.
May not be too hard using PHP.
Since michael already posted a nice JS solution, I'll add the server side code if you wish to automate it:
<?php
$imageData = array_map('rtrim', file('data.txt', FILE_IGNORE_NEW_LINES | FILE_SKIP_EMPTY_LINES)); //base 64 strings separated by newlines
$delay = 100;
$filename = 'coolmoviebro.gif';
$gif = new Imagick();
for($i = 0; $i < count($imageData); $i++) {
$tempImg = new Imagick();
$tempImg->readimageblob(base64_decode($imageData[$i]));
$gif->addImage($tempImg);
}
$gif->setFormat('gif');
$gif->setImageDelay($delay);
$gif->writeImages($filename, true);
?>
I haven't written much PHP for a year or two so be sure to double check everything and so on.
Sadly, according to the art creator, it is not quite possible to convert it to GIF animation due to different parts of the picture having different cycles.
I took a look at the code, and it seems like it should be possible with a little hacking.
By looking at the list of cycle objects in Palette.Cycles, you should be able to figure out the cycle length of each cycle with the cycle.high, cycle.low, and cycle.rate fields. That said, you'll need a different algorithm for each of the six possible values for cycle.reverse.
Once you know the length of each cycle in the list (in milliseconds, if I'm reading the code correctly), you can find the least common multiple of all of the cycle lengths, which would tell you the total length of the animation. In practice, though, you'd want to floor-divide them by your sample period first, (say, 100 milliseconds for ten frames a second) in order to get a lower common multiple.
Then rig the animate function in main.js to take a tickCount parameter and pass that into palette.cycle, instead of using anything based on real time. Increase the tick count by your sample period with each iteration.
From there, you should be able to modify the Bitmap class's render method, adding the necessary logic to rip the canvas to a file. There appear to be libraries that can manage this last bit for you. I would recommend saving the files using the tick count as the file name (with enough leading zeros to keep them in order.) Stitching all the images together into an animated GIF might be possible to execute as a batch job using the right software.
Of course, I haven't actually tried this. You might want to put in checks, for instance, to make sure that you don't stumble upon an animation with an epic cycle length and creation millions of images on your hard drive.
As an aside, you could also, with a little more work, figure out the exact time until the next update and take irregular samples, but you'd have to figure out how to store that delay information such that you could use it to assemble the completed GIF.
I have a doodling application in html5 canvas, and I'm trying to figure out the best way to implement an eraser control. First impulse was just to have the eraser draw the background color [white], but this is problematic because if the user moves an image or another layer to where they've previously erased, they see the white drawing where they erased.
Ideally, I'd like to have the erase control change the pixels to black transparent. I can't simply use lineTo to do this because, obviously, it just draws a black transparent line over it, and that leaves the original doodle untouched. Any ideas on how to do this?
Thanks.
If you want to draw a black transparent stroke, you probably want:
context.globalCompositeOperation = "destination-out";
context.strokeStyle = "rgba(0,0,0,0)";
Remember to save the previous globalCompositeOperation and then restore it later or transparency won't work properly!
Look into clearRect if your eraser is a rectangle. The clearRect function, as per the specification, will make pixels in the rectangle transparent black, as you want.
If you wish to have other eraser shapes [ie: circle?] you must manipulate pixel data. Note that if you want a feathering-like eraser, this becomes hellish.
Most helpful reference in the world: http://www.whatwg.org/specs/web-apps/current-work/multipage/the-canvas-element.html#the-canvas-element
Note that firefox 3.6/4.0 implement 'copy' by erasing the entire background first. The w3c docs aren't clear as to what should happen here. Chrome (webkit?) interprets the specs as 'only where pixels are actually drawn', for example the result of a stroke().
destination-out with "rgba(255,255,255,1.0)", sets background to transparent where pixels in the framebuffer are not transparent. leaving transparent background in both chrome and firefox.
copy the following page locally, and play with various colors/opacities for the blue box and red circle, and don't forget to make the background color of the page non-white! and
https://developer.mozilla.org/samples/canvas-tutorial/6_1_canvas_composite.html
You'll find browsers are wildly different.
I'm pretty sure the <![CDATA[ tags need to be used in XHTML5, but what about HTML5? Or correct me if I don't need to use them in either?
The CDATA structure isn't really for HTML at all, it's for XML. People sometimes use them in HTML inside script tags because it removes the need for them to escape certain special characters. It's by no means a requirement in either HTML 4 or 5, though.
Edit: This is where we open that really mouldy old can of worms from 2002 over whether you're sending XHTML as text/html or as application/xhtml+xml like you're 'supposed' to :-)
Perhaps see: http://wiki.whatwg.org/wiki/HTML_vs._XHTML
<![CDATA[...]]> is a a bogus comment.
In HTML, <script> is already protected -- this is why sometimes it must be written as a = "</scri" + "pt>", to avoid confusing the browser. Note that the code is valid outside a CDATA in HTML.
The spec seems to clear up this issue. script and style tags are considered to be "raw text elements." CDATA is not needed or allowed for them. CDATA is only used with "foreign content" - i.e. MathML and SVG. Note that there are some restrictions to what can go in the script tag -- basically you can't put something like var x = '</script>' in there because it will close the tag and needs to be split like pst noted in his answer. http://www.w3.org/TR/html5/syntax.html#cdata-rcdata-restrictions
Best practices?
How does this differ from HTML4 or XHTML1?
There's a lot of discussion going on over here: http://html5doctor.com/html-5-reset-stylesheet/
I'm wondering what other resources/discussion exists.
The comments on that post are crazy. You're certainly not going to find a more thorough discussion. I think you should delete unnecessary rules and deprecated tags from whatever reset you've been using and keep truckin. Paul Irish (jQuery core contributor, co-creator of Modernizr and now Googler) has a comment in the article you link to that has all the HTML5 specific CSS leveling you're likely to need:
article, aside, dialog, figure, footer, header, hgroup, nav, section { display:block; zoom:1; }
Google's using a simpler version in their base.css on HTML5Rocks.com:
section, article, header, footer { display: block; }
You'll still need to use Remy Sharp's simple, bare-bones HTML5 Shiv or Modernizr to run a JavaScript loop to enable styling of new HTML5 elements in IE. HTML5 Shiv just creates the elements to allow styling, Modernizr is a much more full-featured HTML5 and CSS3 detection/styling solution. There's another great post on HTML5 Doctor worth a look, How to use HTML5 in your client work right now from March 2010, co-written by Remy and Richard 8 months after the reset article. They mention using Modernizr "to detect Web Forms 2.0 and other HTML5-type support."
Also, Dion (from Ajaxian and now Palm) tweeted about css3pie that will render visual elements like border-radius, box-shadow, and gradients in IE. Can't vouch for it myself.
(I had more links in here but had to remove all but one b/c my rep. is < 10, if there's something you can't find. reply and I'll post it.)
HTML5 is still not widely supported. As such, I don't think you will find an HTML5 specific reset stylesheet yet. My recommendation would be to take Eric Meyer's and add the tags for HTML5. (e.g. nav, header, footer, etc)
I just use my variation of Eric Meyer's reset, with my own preferences. For HTML5 compatibility, I add the new elements in as needed.
One thing in particular is that new elements are unstyled by default, so you need to provide your own defaults. This is especially important for block elements like section, aside, and article. You need to ensure you specify display:block for those elements.
I modified Eric Meyers reset late last year for HTML5. Use it for every project, and it works great: CSS Reset Refreshed
It sets the new HTML5 block elements to display accordingly. This is not done in any mainstream browser today, and you will run into problems if you do not set this.
It also "resets" HTML5 element styles. Technically, the resetting is not yet needed as browsers do not natively style HTML5 elements, but your site will be future proofed for when they do.
There's a lot to it. You can't take one persons css rest as gospel. I recently made a custom reset sheet by revising parts of boilerplate, YUI, my preference and some other ppls methods. It's more down to preference & practicality. In terms of differentiating html5 css standards from xhtml & html4, don't bother compare you should aim to use html5 doc-types for all your new work unless your project specifically requires xhtml by request.
I've googled (without any luck) for open source software that can convert doc, ppt, and pdf to HTML5. (Exactly what Scribd does) Are there open source equivalents to the type of conversion Scribd does?
If anyone knows of a paid service, that would also work. Scribd has an API, but that's for use with the flash viewer. Also, I would like to host my own content as I need further control over it.
You're unlikely to find a single offering that does all this, especially in the open source world. It's more likely that you'll end up relying on a mishmash of things, and may even need to chain some converters in order to get to HTML. (Eg PDF -> ps -> HTML)
OpenOffice supports conversion to HTML, and can be called from the command line.
http://pdftohtml.sourceforge.net/ looks reasonably good at converting pdf to html.
For Doc that is Word ML or OpenXML format it's conceivable that you could use XSLT transforms since both input and output formats are XML. I've seen some stylesheets floating around the net that do this, but YMMV.
Incidentally, why is there a specific requirement for open source? MS Powerpoint already supports save-as-HTML for example.
Open Office will convert pdf to html but you'll take a hit to design quality.
I suggest either: Crocodoc as a paid service or waiting for an official Adobe tool (it's in the works)
http://wvware.sourceforge.net/
wvHtml: convert your Word document into HTML4.0.
Possibly: http://www.abisource.com/ but in this case it looks like "open doc" > "export html" manually, maybe plugins help. Not shure, what do you mean: "source software that can convert".
I've got a bit of a problem, I'm about to start a 4-6 month project which will need offline support. AppCache is awesome and accepted as the standard but the big browsers are still undecided about the database implementation with Opera, Safari and Chrome opting for WebSQL (SQLite) and Mozilla and supposedly IE backing IndexDB.
I know that Chrome will also develop an IndexDB option in the future but I could not find any info about any release dates etc.
Now, in 4-6 months, lets call it November I want to have a system that supports most (does not have to be all) latest version browsers (assuming IE9 is out, FF4, and Chrome 6). I don't really want to have a indexdb/websql dual implementation. The thought of using localStorage as a big ugly blob database gives me the shivers and I would love not to use Gears.
What do you, my esteemed colleagues recommend I do, what path should I follow? Which pill to take?
Thanks All
Guido
i would indeed go for (a.o.) localstorage. I wrote a small proof of concept of such an offline web-app earlier this year (cfr. this blogpost and the offline-enabled webapp here), the basic approach being;
Another option that is relatively well proven is Adobe Air. http://www.adobe.com/products/air/
Example of apps using it here http://balsamiq.com/ and here http://www.tweetdeck.com/
No it's not standards based, but it does offer probably the best out of the box functionality for an application like you describe.
If you only had to worry about Firefox and Webkit browsers, what CSS would you use to make the footer in the following HTML not rise above the bottom or the screen (and go lower if the body content pushed it)? Note: I don't want to add any of markup to the page.
<html>
<body>
<header>...</header>
<article>...</article>
<aside>...</aside>
<footer>...</footer>
</body>
</html>
Here is some copy paste html. How do I need to modify the css to make it work?
<!DOCTYPE html>
<html>
<head>
<style type="text/css">
* {
margin: 0;
padding: 0;
}
ul {
list-style: none;
}
p {
margin-bottom: 10px;
}
article {
display: inline-block;
height: auto;
width: 69%;
}
aside {
display: inline-block;
height: auto;
width: 30%;
}
footer {
height: 30px;
}
</style>
</head>
<body>
<header>
<h1>Lorem Ipsum</h1>
</header>
<article>
<p>Lorem ipsum dolor sit amet, consectetur adipiscing elit. Nullam eu viverra mauris. Fusce at erat risus. Class aptent taciti sociosqu ad litora torquent per conubia nostra, per inceptos himenaeos. Sed tincidunt orci eget justo ornare vel iaculis mauris commodo. Ut id leo ipsum. Donec nunc est, convallis sit amet vehicula eget, laoreet id odio. Proin vitae purus magna. Maecenas lorem lacus, convallis ac imperdiet in, ullamcorper sed leo. Maecenas suscipit justo at arcu placerat eu ultricies orci placerat. Etiam vel erat in metus porttitor tristique vel ultricies ante. Aliquam sed porttitor nunc. Sed venenatis, sapien lacinia laoreet facilisis, lectus turpis iaculis leo, nec rhoncus tellus erat bibendum felis. Integer cursus malesuada sem id vehicula. Duis venenatis pellentesque nisi ut vulputate. Nunc elit sapien, pulvinar blandit suscipit ut, imperdiet ut neque. Cras odio dolor, commodo vitae malesuada sed, tempus sed neque.</p>
<p>Sed nec ornare libero. Vivamus ut risus at ligula dignissim lobortis. Pellentesque dignissim iaculis fringilla. Quisque porta sagittis massa eu euismod. Vivamus nunc lectus, iaculis vitae tincidunt et, placerat at risus. Nunc elementum massa at ligula blandit quis volutpat nulla malesuada. Nunc felis massa, placerat at vehicula non, gravida a nibh. Fusce adipiscing magna et nisl aliquet vehicula posuere tortor tempor. Aliquam erat volutpat. Duis eu enim sit amet lacus hendrerit elementum vitae a purus.</p>
<p>Phasellus porttitor congue tellus, eget rhoncus eros consequat a. Donec faucibus lorem at sapien aliquam tempus. Sed sed vulputate magna. Proin eros felis, eleifend vitae posuere vel, dictum ut purus. Pellentesque id felis sit amet neque consectetur porta. Donec non tellus augue, a sollicitudin libero. Nullam blandit hendrerit lacus. Quisque ac libero sapien. Etiam luctus tellus non sapien fringilla ultrices. Aliquam ut erat ut sapien mattis rhoncus nec eu enim. Aenean elementum dui in ligula fermentum nec egestas dui luctus. Praesent sed purus id tellus lacinia aliquam. Donec luctus, metus ut pulvinar bibendum, sapien dui aliquet est, volutpat cursus enim massa non sapien. Quisque mollis nisl a arcu ullamcorper porta. Nunc dapibus pellentesque dui in varius. Donec et eros ut lacus commodo vehicula.</p>
</article>
<aside>
<ul>
<li>One</li>
<li>Two</li>
<li>Three</li>
<li>Four</li>
<li>Five</li>
</ul>
</aside>
<footer>
<span>Made by me.</span>
</footer>
</body>
</html>
Given the requirements of no extra markup and not caring about IE (does work in IE8), I present this solution (which does require the use of a fixed height header). I did have to use float rather than display: inline-block as my Safari 4.0 did not display it with min-height for this solution:
<style type="text/css">
* {
margin: 0;
padding: 0;
}
html {
height: 100%;
}
body {
height: 100%;
/*below for illustration only*/
background: yellow;
}
#Header {
position: relative;
z-index: 1;
height: 60px;
margin-bottom: -60px;
/*below for illustration only*/
background: red;
opacity: .8;
}
#Article {
float: left;
min-height: 100%;
width: 69.9%;
vertical-align: top;
margin-bottom: -30px;
/*below for illustration only*/
background: blue;
}
#Aside {
float: left;
min-height: 100%;
width: 30%;
vertical-align: top;
margin-bottom: -30px;
/*below for illustration only*/
background: green;
}
#Article:before,
#Aside:before {
content: ' ';
display: block;
height: 60px;
width: 100%;
}
#Article:after,
#Aside:after {
content: ' ';
display: block;
height: 30px;
width: 100%;
}
#Footer {
position: relative;
z-index: 1;
height: 30px;
margin-top: -30px;
clear: left;
/*below for illustration only*/
background: pink;
opacity: .8;
}
</style>
HTML is just:
<body>
<div id="Header">Header</div>
<div id="Article">Article</div>
<div id="Aside">Aside</div>
<div id="Footer">Footer</div>
</body>
Here is the link, http://files.nextscreen.com/test.html . The code in the head section is below.
I think I figured this out:
<!--[if lt IE 9]>
<script src="http://html5shiv.googlecode.com/svn/trunk/html5.js"></script>
<![endif]-->
<link rel="stylesheet" type="text/css" href="http://yui.yahooapis.com/3.1.1/build/cssreset/reset-min.css">
<style type="text/css">
html {
background-color: orange;
height: 100%;
}
body {
background-color: yellow;
height: auto;
min-height: 100%;
position: relative;
}
ul {
list-style: none;
}
p {
margin-bottom: 10px;
}
header {
background-color: red;
display: block;
}
article {
background-color: blue;
display: inline-block;
margin-bottom: 30px;
vertical-align: top;
width: 70%;
}
aside {
background-color: green;
display: inline-block;
margin-bottom: 30px;
vertical-align: top;
width: 30%;
}
footer {
background-color: pink;
bottom: 0;
height: 30px;
left: 0;
position: absolute;
width: 100%;
}
</style>
Here is my HTML5 footer example: http://blog.i18n.ro/test/html5-footer.html
WORKS:
DEGRADES on:
LIMITATIONS:
<article><aside><footer> structure. It would be nice to have a JS solution that does not require this structure.I did not include the code here because current wiki is not able to deal properly with HTML code.
This example is based on what Scott posted but solves the IE issues and adds HTML syntax.
I would really appreciate if you could find ways to improve this. Even if it does make minor improvements to the old browsers.
Version 1.1
CSS:
* {
margin: 0;
}
html, body {
height: 100%;
}
.wrapper {
min-height: 100%;
height: auto !important;
height: 100%;
margin: 0 auto -4em;
}
.footer, .push {
height: 4em;
}
HTML:
<html>
<head>
<link rel="stylesheet" href="layout.css" ... />
</head>
<body>
<div class="wrapper">
<div class="header"></div>
<div class="article"></div>
<div class="aside"></div>
<div class="push"></div>
</div>
<div class="footer">
<p>Copyright (c) 2008</p>
</div>
</body>
</html>
I think you're talking about the margin of 10-15 pixels below the footer. Try adding this code to your CSS;
body { margin-bottom:0px; }
The body has a default margin of 10-15 pixels so in order to remove it to flush your design to the top or bottom you have to tell the body to have a margin of zero.
Hope that helps.
* { display:block; }
You are going to have to change the display to inline in your wrapper after that though.
First of all, no matter what you do, you'll need a wrapper div for the entire page. I usually call it #page_container or something. If you think about it, having a div container for the whole page doesn't defeat the essence of css style sheets. On the other hand, if you had a bunch of wrappers scattered around the html page, it could potentially get pretty messy with all that extra markup. So, I always use a page_container on my layouts, even if I don't put any css styling on it, I always have one. Basically, it will just act like a body tag, only allow you to style it.
With that said, there are a couple solutions if your layout was refined to:
<html>
...
<body>
<div id='page_container'>
<div id='header'></div>
<div id='contents'></div>
<div id='footer'></div>
</div>
</body>
</html>
Only Firefox you say? Did I hear that right? I don't think I've ever heard anyone say that before. In that case, its fairly easy. The easiest solution would be:
<html>
<head>
<title>Test page</title>
<style>
body{
background-color:green;
margin:0px;
}
#page_container{
width:700px;
margin-left:auto;
margin-right:auto;
display:table;
height:100%;
}
#header{
background-color:red;
text-align:center;
font-size:25px;
font-weight:600;
height:75px;
display:table-row;
}
#contents{
background-color:yellow;
display:table-row;
}
#footer{
background-color:blue;
height:25px;
display:table-row;
}
</style>
</head>
<body>
<div id='page_container'>
<div id='header'>Title of your page</div>
<div id='contents'>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
</div>
<div id='footer'>This is a footer</div>
</div>
</body>
</html>
I've been experimenting with some other css styling, and I think I almost have a layout that could be cross-browser compatible. I'll post it if I'm not too late.
Okay, here is the alternative css that I was talking about. It works in Firefox, Safari, and Chrome. IE7/IE6 don't work, you'd probably have to a little tweaking to get that working. Opera has a small bug with the body margins. Other than that, it uses just basic CSS (unlike the display:table that isn't very compatible).
<html>
<head>
<title>Test page</title>
<style>
body{
margin:0px;
background-color:green;
margin-top:75px;
margin-bottom:25px;
}
#page_container{
max-width:700px;
margin-left:auto;
margin-right:auto;
position:relative;
height:100%;
padding-top:75px;
margin-top:-75px;
}
#header{
background-color:red;
text-align:center;
font-size:25px;
font-weight:600;
height:75px;
z-index:2;
position:absolute;
top:0px;
width:100%;
}
#contents{
background-color:yellow;
width:100%;
min-height:100%;
}
#footer{
background-color:blue;
height:25px;
}
</style>
</head>
<body>
<div id='page_container'>
<div id='header'>Title of your page</div>
<div id='contents'>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
Foo bar baz<br/>
</div>
<div id='footer'>This is a footer</div>
</div>
</body>
</html>
Wow, if you just tweaked it a little and made it IE6-7 compatible, you'd be famous. I think this is the first solution I've seen.
You could easily modify the use of this to work for you: Float div to bottom of screen
That post describes how to set a div to the bottom of the page on any circumstance. Just make the footer that div that you push down.
If you want a stick footer, you can look at how the css framework Compass does it. Or you can also use the multi browser support option, as describe here. The later has the advantage of having very simple and clear css and associated minimal html.
Since you mentioned that your solution worked except for IE, all you need to do is use JS to enable the styling of HTML 5 elements:
http://medero.org/finally.html
That would make the styles apply, but it still looks like, at least in IE6 it needs some extra help.
Is this close to what you need for IE?
Working and tested on:
Google Chrome
Safari
Opera
Internet Explorer
Firefox
EDITED CODE (added overflow:auto; to #aside and #Article to fix the overflow)
<!DOCTYPE html>
<html>
<head>
<style type="text/css">
html,body{height:100%;width:100%;margin:0;padding:0;background-color:red;}
#Header,#Article,#Aside,#Footer{position:absolute;}
#Header{top:0;left:0;width:100%;height:60px;background-color:blue;}
#Article,#Aside{top:60px;overflow:auto;bottom:30px;}
#Article{left:0;width:70%;background-color:green;}
#Aside{right:0;width:30%;background-color:yellow;}
#Footer{bottom:0;left:0;width:100%;height:30px;background-color:pink;}
</style>
</head>
<body>
<div id="Header">Header</div>
<div id="Article">Article</div>
<div id="Aside">Aside</div>
<div id="Footer">Footer</div>
</body>
</html>
PS: Background colors are illustrative, thus the css can me more compact by avoiding repeated attributes!
I was wondering if it it too early to use HTML5 for a production site. Should I rather wait 6-12 months until users have updated to compatible html5 browsers? This leads me to, how far back does the browsers support HTML5?
If everyone waits for others to start using, no-one will ever use it.
Why not help lead the way? Just stick to browser-supported features and help educate your users about updating their browser.
http://caniuse.com/ has an excellent overview of which features are available, on which browsers - and information on available Javascript/Flash workarounds.
http://www.modernizr.com/ is an excellent library to detect which features are supported on the client browser.
As for HTML5 itself, the term has become a portmanteau for a lot of specifications - new markup, CSS3, canvas?
You have to ask yourself the right questions:
<article>, <date>?)<canvas>, <video>), especially if you want your site to be accessible from smartphones. (Even with Android getting Flash, I suspect many users won't activate it if not forced in order to spare battery life)<video>, <canvas>) - but it will come at a price in site performance and design time.Short answer: As a hobbyist web designer (so don't take that advice as more than a barely informed piece of opinion), I do not think it is too early - if your website needs to be accessible on the iPhone and iPad, it will need HTML5 for some features. If your website needs to be accessible from people who are on IE6, then of course the set of available HTML5 functionality is quite limited (Heck IE6 barely supports CSS2.1) - but the most important bits (<video>, <canvas>) have workarounds available.
Depends on your target market and what subset of HTML5 you are planning on using.
For instance, there are workarounds for the HTML5 semantic tags on Internet Explorer. You can also use HTML5 video with a Flash fallback (best of both worlds). Features such as inline SVG and Canvas have no (non-plugin) fallback, so won't work on the IE side of the camp.
CSS3 is another problem, and can be partially mitigated using conditional includes and per-browser style sheets (yuck, but even without CSS3 you need this).
I suggest reading the DiveIntoHTML5 site.
I was wondering if it it too early to use HTML5 for a production site.
Maybe.
Should I rather wait 6-12 months until users have updated to compatible html5 browsers?
You mean 6-12 years, I assume?
This leads me to, how far back does the browsers support HTML5?
Some browsers have supported bits of HTML 5 for longer then anyone has been saying HTML 5 (the features are just now being standardized).
Some parts of HTML 5 see zero support in the market.
Don't just "use HTML 5". Look to see what parts of HTML 5 could be useful to you. Look to see what support is like for them and how it will degrade for browsers which don't support it. See if using those features is worth the cost in mature QA tools (like DTD validators).
A key point you must answer first is: what will HTML5 will bring to the new user? Upon answering find a middle ground:
Could you...
Sometimes we construct advanced features in a site for ourselves, the web masters, and forget that the user may not even notice our efforts (like the stupid flash animations that everybody skips).
I agree that we all should start pushing the users toward new standards (imagine if we all boycotted IE and all sites refused to serve IE content!), but do so without shooting yourself in the foot and having an amazing site that only you can see.
Good luck.
if you wait you will wait forever. write the html and css so it degrades gracefully, do your best and get ahead of the pack.
No - see http://articles.sitepoint.com/article/html-5-snapshot-2009 or http://www.smashingmagazine.com/2009/07/16/html5-and-the-future-of-the-web/
Depends on the HTML5 features you use. In general only Chrome and Safari (webkit-based browsers) support most of HTML5, the other browsers including IE8 and Firefox lack support for various features. See http://www.scriptol.com/xml/html-5-browsers.php
It is really a bit of a toss-up. Safari and Chrome support a pretty hefty chunk of the proposed HTML5. Firefox would come in after them with a reasonable amount of support. IE8 however, doesn't offer hardly any HTML5 support. There are some JS hacks that enable some elements, but its far from a solid solution. Just be aware of what you're getting into. check out this overview on Wikipedia
However, to get a bit of a hack-y feeling support for HTML5 in IE, you can check out Remy Sharp's HTML5shiv
There are however, a good amount of HTML5 elements you can implement in your projects now that are supported by most browsers, take a look at this video from nettuts "HTML5 Features you Should be Using Right Now"
Despite all the hype, in reality the HTML5 video tag has a bit of a problem. In order to use it and for it to be cross browser compatible, you have to include more than one format of the video. To target all supported browsers these formats are mp4 and ogg.
I was searching around for optimum settings for each format but unfortunately I couldn't find any. I'm using ffmpeg 0.6 which has the tagline "Works with HTML5". I'm no video expert so I was wondering if anyone could recommend decent settings for each format?
I ended up using ffmpeg and ffmpeg2theora.
I decided to go for the ipod640 preset because it means the video can be viewed nicely on an iPhone or iPod touch. Of course, you can change the settings around a bit, get rid of the '-vpre ipod640', change the resolution or quality. Anyway the command is:
ffmpeg -i video_source_file.ext -vcodec libx264 -vpre hq -vpre ipod640 -b 250k -bt 50k -acodec libfaac -ab 56k -ac 2 -s 480x320 video_out_file.mp4
This depends on you having ffmpeg2theora installed. Also, I have only tested it with the input file being the output file from the previous ffmpeg conversion. The command is:
ffmpeg2theora video_out_file.mp4 video_out_file.ogv
Here is one I'd recommend to help you. It has a good number of examples too.
In my forms, I'd like to use the new HTML5 form types, for example <input type="url" /> (more info about the types here).
The problem is that Chrome wants to be super helpful and validate these elements for me, except that it sucks at it. If it fails the built-in validation, there's no message or indication other than the element getting focus. I prefill URL elements with "http://", and so my own custom validation just treats those values as empty strings, however Chrome rejects that. If I could change its validation rules, that would work too.
I know I could just revert back to using type="text" but I want the nice enhancements using these new types offers (eg: it automatically switches to a custom keyboard layout on mobile devices):

So, is there a way to switch off or customise the automatic validation?
If you want to disable client side validation for a form in HTML5 add a novalidate attribute to the form element. Fx:
<form method="post" action="/foo" novalidate>...</form>
See http://www.w3.org/TR/html5/forms.html#attr-fs-novalidate
Instead of trying to do an end run around the browser's validation, you could put the http:// in as placeholder text. This is from the very page you linked:
Placeholder Text
The first improvement HTML5 brings to web forms is the ability to set placeholder text in an input field. Placeholder text is displayed inside the input field as long as the field is empty and not focused. As soon as you click on (or tab to) the input field, the placeholder text disappears.
You?ve probably seen placeholder text before. For example, Mozilla Firefox 3.5 now includes placeholder text in the location bar that reads ?Search Bookmarks and History?:
When you click on (or tab to) the location bar, the placeholder text disappears:
Ironically, Firefox 3.5 does not support adding placeholder text to your own web forms. C?est la vie.
Placeholder Support
IE FIREFOX SAFARI CHROME OPERA IPHONE ANDROID
· 3.7+ 4.0+ 4.0+ · · ·Here?s how you can include placeholder text in your own web forms:
<form>
<input name="q" placeholder="Search Bookmarks and History">
<input type="submit" value="Search">
</form>Browsers that don?t support the
placeholderattribute will simply ignore it. No harm, no foul. See whether your browser supports placeholder text.
It wouldn't be exactly the same since it wouldn't provide that "starting point" for the user, but it's halfway there at least.
I had a read of the spec and did some testing in Chrome, and if you catch the "invalid" event and return false that seems to allow form submission.
I am using jquery, with this HTML.
<input type="url" value="http://" />
<script type="text/javascript">
<!-- // suppress "invalid" events on URL inputs
$('input[type="url"]').bind('invalid', function() {
return false;
});
// -->
</script>
I haven't tested this in any other browsers.
I just wanted to add that using the novalidate attribute in your form will only prevent the browser from sending the form. The browser still evaluates the data and adds the :valid and :invalid pseudo classes.
I found this out because the valid and invalid pseudo classes are part of the HTML5 boilerplate stylesheet which I have been using. I just removed the entries in the CSS file that related to the pseudo classes. If anyone finds another solution please let me know.
I know the browser shares my IP address and details of nearby wireless networks to determine my location, but what sort of info does it know about nearby wifi networks?
For example, where I live are no public wireless networks, and from my home I can see about 5 private networks, yet my location is determined within 20 meters. With there being no open networks nearby, how does Google determine my location? The only way I can think of is that Google mapped the locations of all wireless networks when they mapped streets for Street View.
I've searched about online, but all I can't find any specific details.
The data sent by Firefox to Google is for all visible access points, public or private. For each access point detected, it sends the following data to https://www.google.com/loc/json:
"mac_address": "01-23-45-67-89-ab",
"signal_strength": 8,
"age": 0,
"SSID": "MyAccessPoint"
where
mac_address is the mac address of the WiFi node.signal_strength is current signal strength measured in dBm.age is the number of milliseconds since the WiFi node was detected.SSID is the name or ESSID of the WiFi node.The georeferenced WiFi data used to geocode your request was collected when Google was driving around taking pictures for StreetView.
It is important to note that, however, that this is how the HTML5 geolocation API is implmeneted on Firefox using Google's Geolocation Services. This is an implementation, not a specification. If your device has a built-in GPS, it is probably desirable that your HTML5 implementation queries the GPS directly, rather than using a geolocation service.
Even firefox implements this feature differently on Windows and Linux. Using a current Firefox on Windows, details of all visible WiFi nodes are sent to Google. Using a current Firefox on Linux, only details of the currently connected WiFi node is sent, due to the reliance on libiw for access point data.
As another answerer noted, Safari uses Skyhook Wireless's service which does much the same thing as Google's Location Services.
Data is gathered by Skyhook Wireless (Wikipedia), and they make no distinction between public and private wifi points - they log the locations of all of them. I wouldn't be surprised if the Google Street View vans also logged location data for access points.
Okay, so I'm trying to get into this whole HTML 5 thing, and this tutorial (http://www.webreference.com/authoring/languages/html/HTML5/) says that these tags should move the content around without any kind of CSS at all, but all I'm getting is a line of text that looks like this:
Header tag Nav tag Artical Section tags Aside tag footer tag
Here is the code:
<!DOCTYPE html>
<html lang="en">
<head>
<title>HTML5 test1</title>
<meta charset="utf-8" />
</head>
<body>
<header>
Header tag
</header>
<nav>
Nav tag
</nav>
<article>
<section>
Artical Section tags
</section>
</article>
<aside>
Aside tag
</aside>
<footer>
footer tag
</footer>
</body>
</html>
Firefox doesn't support HTML 5 sectioning elements yet. You'll have to manually style the tags to be block level:
article, aside, canvas, details,
figcaption, figure, footer, header,
hgroup, nav, section, summary, video {
display: block;
}
You won't need the HTML shim, however; that's just for IE.
These tags don?t work at all in Firefox 3.6.11 and Opera 11.0 ? regardless of the CSS display property, they simply don?t parse correctly. For example, if you insert paragraph tags in the above example, it falls apart. Here?s an example. You get the correct result in WebKit, Firefox 4, and Opera 11.11:

But you get this in Opera 11.0 and Firefox 3.6:

If you really need to test the HTML5 output in Firefox (I can't imagine why) you could activate it through "about:config" and setting html5.enable to true. Remember that they didn't switch it off for nothing. For real world work you will need CSS, so I suggest you get stuck in with that as well.
I'm trying to get an audio file to autoplay in Safari on an iPad. If I go to the page using Safari on my Mac, it's fine. On the iPad, autoplay does not work.
As of iOS 4.2.1, neither the fake click nor the .load() trick will work to autoplay audio on any iOS device. The only option I know of is to have the user actually perform a click action and begin playback in the click event handler without wrapping the .play() call in anything asynchronous (ajax, setTimeout, etc).
Someone please tell me if I'm mistaken. I had working loopholes for both iPad and iPhone before the most recent update, and all of them look like they've been closed.
I would like to also emphasize that the reason you cannot do this is a business decision that Apple made, not a technical decision. To wit, there was no rational technical justification for Apple to disable sound from web apps on the iPod Touch. That is a WiFi device only, not a phone that may incur expensive bandwidth charges, so that argument has zero merit for that device. They may say they are helping with WiFi network management, but any issues with bandwidth on my WiFi network is my concern, not Apple's.
Also, if what they really cared about was preventing unwanted, excessive bandwidth consumption, they would provide a setting to allow users to opt-in to web apps sounds. Also, they would do something to restrict web sites from consuming equivalent bandwidth by other means. But there are no such restrictions. A web site can download huge files in the background over and over and Apple could care less about that. And finally, I believe the sounds can be downloaded anyway, so NO BANDWIDTH IS ACTUALLY SAVED! Apple just does not allow them to play automatically without user interaction, making them unusable for games, which of course is their real intent.
Apple blocked sound because they started to notice that HTML5 apps can be just as capable as native apps, if not more so. If you want sound in Web Apps you need to lobby Apple to stop being anti-competitive like Microsoft. There is no technical problem that can be fixed here.
This is a hack and it's not working anymore on IOS 4.X and above. This one worked on IOS 3.2.X.
It's not true. Apple doesn't want to autoplay video and audio on IPad because of the high amout of traffic you can use on mobile networks. I wouldn't use autoplay for online content. For Offline HTML sites it's a great feature and thats what I've used it for.
Here is a "javascript fake click" solution: http://www.roblaplaca.com/examples/html5AutoPlay/
Copy & Pasted Code from the site:
<script type="text/javascript">
function fakeClick(fn) {
var $a = $('<a href="#" id="fakeClick"></a>');
$a.bind("click", function(e) {
e.preventDefault();
fn();
});
$("body").append($a);
var evt,
el = $("#fakeClick").get(0);
if (document.createEvent) {
evt = document.createEvent("MouseEvents");
if (evt.initMouseEvent) {
evt.initMouseEvent("click", true, true, window, 0, 0, 0, 0, 0, false, false, false, false, 0, null);
el.dispatchEvent(evt);
}
}
$(el).remove();
}
$(function() {
var video = $("#someVideo").get(0);
fakeClick(function() {
video.play();
});
});
</script>
This is not my source. I've found this some time ago and tested the code on an IPad and IPhone with IOS 3.2.X.
Try calling the .load() method before the .play() method on the audio or video tag... which will be HTMLAudioElement or HTMLVideoElement respectively. That was the only way it would work on the iPad for me!
This seems to work:
<html>
<title>
iPad Sound Test - Auto Play
</title>
</head>
<body>
<audio id="audio" src="mp3test.mp3" controls="controls" loop="loop">
</audio>
<script type="text/javascript">
window.onload = function() {
var audioPlayer = document.getElementById("audio");
audioPlayer.load();
audioPlayer.play();
};
</script>
</body>
</html>
See it in action here: http://www.johncoles.co.uk/ipad/test/1.html
As of iOS 4.2 this no-longer works. Sorry.
Autoplay doesn't work on the iPad or iPhone for either the video or the audio tags. This is a restriction set in place by Apple to save the users bandwidth.
Have puzzled over this whilst developing a quick prototype web app under iOS4.2 (dev build). Solution is actually quite simple. Note that you can't seem to already have the tag in your HTML page, you actually need to insert the tag into the document dynamically (note this example uses Prototype 1.7 for some extra Javascript snazziness):
this.soundFile = new Element("audio", {id: "audio-1", src: "audio-1.mp3", controls: ""});
document.body.appendChild(this.soundFile);
this.soundFile.load();
this.soundFile.play();
As you've not set a controller, there shouldn't be any need to do anything tricksy with CSS to hide it / position it off-screen.
This seems to work perfectly.
If you create an Audio element using:
var a = new Audio("my_audio_file.wav");
and add a "suspend" event listener via:
a.addEventListener("suspend", function () {console.log('suspended')}, false);
and then load the file into mobile Safari (iPad or iPhone), you'll see the 'suspended' get logged in the developer console. According to the HTML5 spec, this means, "The user agent is intentionally not currently fetching media data, but does not have the entire media resource downloaded."
Calling a subsequent a.load(), testing for the "canplay" event and then using a.play() seems like a suitable method for auto triggering the sound.
Apple does not support the standard completely, but there is a workaround. Their justification is cellular network congestion, maybe because you'll land on pages that play random audio. This behavior doesn't change when a device goes on wifi, maybe for consistency. By the way, those pages are usually a bad idea anyway. You should not be trying to put a soundtrack on every web page. That's just wrong. :)
html5 audio will play if it is started as the result of a user action. Loading a page does not count. So you need to restructure your web app to be an all-in-one-page app. Instead of a link that opens a page that plays audio, you need that link to play it on the current page, without a page change. This "user interaction" rule applies to the html5 methods you can call on an audio or video element. The calls return without any effect if they are fired automatically on page load, but they work when called from event handlers.
More or less this is a restriction set in place by Apple to avoid rendering their own Appstore obsolote (think about it: it's true!)
My solution is trigger from a real touch event in a prior menu. They don't force you to use a specific player interface of course. For my purposes, this works well. If you don't have an existing interface to use, afaik you're buggered. Maybe you could try tilt events or something...
I confirm that the audio isn't working as described (at least on iPad running 4.3.5). The specific issue is the audio won't load in an asynchronous method (ajax, timer event, etc) but it will play if it was preloaded. The problem is the load has to be on a user-triggered event. So if you can have a button for the user to initiate the playing you can do something like:
function initSounds() {
window.sounds = new Object();
var sound = new Audio('assets/sounds/clap.mp3');
sound.load();
window.sounds['clap.mp3'] = sound;
}
Then to play it, eg in an ajax request, you can do
function doSomething() {
$.post('testReply.php',function(data){
window.sounds['clap.mp3'].play();
});
}
Not the greatest solution, but it may help, especially knowing the culprit is the load function in a non-user-triggered event.
Edit: I found Apple's explanation, and it affects iOS 4+: http://developer.apple.com/library/safari/#documentation/AudioVideo/Conceptual/Using_HTML5_Audio_Video/Device-SpecificConsiderations/Device-SpecificConsiderations.html
It seems to me that the answer to this question is (at least now) clearly documented on the Safari HTML5 docs:
User Control of Downloads Over Cellular Networks
In Safari on iOS (for all devices, including iPad), where the user may be on a cellular network and be charged per data unit, preload and autoplay are disabled. No data is loaded until the user initiates it. This means the JavaScript play() and load() methods are also inactive until the user initiates playback, unless the play() or load() method is triggered by user action. In other words, a user-initiated Play button works, but an onLoad="play()" event does not.
This plays the movie: <input type="button" value="Play" onClick="document.myMovie.play()">
This does nothing on iOS: <body onLoad="document.myMovie.play()">
Is it possible to include the audio within an webapp and have mobile safari autoplay it?
Fa11enAngel: Looks good. But that is for video. Knowing nothing at all about javascriptI have tried to modify it for audio but without any luck.
<script type="text/javascript">
function fakeClick(fn) {
var $a = $('<a href="#" id="fakeClick"></a>');
$a.bind("click", function(e) {
e.preventDefault();
fn();
});
$("body").append($a);
var evt,
el = $("#fakeClick").get(0);
if (document.createEvent) {
evt = document.createEvent("MouseEvents");
if (evt.initMouseEvent) {
evt.initMouseEvent("click", true, true, window, 0, 0, 0, 0, 0, false, false, false, false, 0, null);
el.dispatchEvent(evt);
}
}
$(el).remove();
}
$(function() {
var audio = $("#someVideo").get(0);
fakeClick(function() {
audio.play();
});
});
</script>
and the HTML5 audio:
<audio src="http://files.me.com/ajk/r42ocn.mp3" controls id="someVideo" /><a href="http://files.me.com/ajk/r42ocn.mp3" type="audio/mpeg"> test </a></audio>
and the test site.
Without any extension library, is it possible to have multiple layers in the same canvas element?
So if I do a clearRect on the top layer, it will not erase the bottom one?
Thanks.
No, however, you could layer multiple <canvas> elements on top of each other and accomplish something similar.
<div style="position: relative;">
<canvas id="layer1" width="100" height="100"
style="position: absolute; left: 0; top: 0; z-index: 0;"></canvas>
<canvas id="layer2" width="100" height="100"
style="position: absolute; left: 0; top: 0; z-index: 1;"></canvas>
</div>
Draw your first layer on the layer1 canvas, and the second layer on the layer2 canvas. Then when you clearRect on the top layer, whatever's on the lower canvas will show through.
you may want to take a look at http://radikalfx.com/2009/10/16/canvas-collage/. he uses a sort of "layers" technique.
Some HTML1 closing tags are optional, i.e.:
</HTML>
</HEAD>
</BODY>
</P>
</DT>
</DD>
</LI>
</OPTION>
</THEAD>
</TH>
</TBODY>
</TR>
</TD>
</TFOOT>
</COLGROUP>
Note: Not to be confused with closing tags that are forbidden to be included, i.e.:
</IMG>
</INPUT>
</BR>
</HR>
</FRAME>
</AREA>
</BASE>
</BASEFONT>
</COL>
</ISINDEX>
</LINK>
</META>
</PARAM>
Note: xhtml is different from HTML. xhtml is a form of xml, which requires every element have a closing tag. A closing tag can be forbidden in html, yet mandatory in xhtml.
Are the optional closing tags
In other words, should i include them, or should i not include them?
The HTML 4.01 spec talks about closing element tags being optional, but doesn't say if it's preferable to include them, or preferable to not include them.
On the other hand, a random article on DevGuru says:
The ending tag is optional. However, it is recommended that it be included.
The reason i ask is because you just know it's optional for compatibility reasons; and they would have made them (mandatory | forbidden) if they could have.
Put it another way: What did HTML 1, 2, 3 do with regards to these, now optional, closing tags. What does HTML 5 do? And what should i do?
Some elements in HTML are forbidden from having closing tags. You may disagree with that, but that is the specification, and it's not up for debate. i'm asking about optional closing tags, and what the intention was.
1HTML 4.01
The optional ones are all ones that should be semantically clear where they end, without needing the end tag. E.g. each <li> implies a </li> if there isn't one right before it it.
The forbidden end tags all would be immediately followed by their end tag so it would be kind of redundant to have to type <img src="blah" alt="blah"></img> every time.
I almost always use the optional tags (unless I have a very good reason not to) because it lends to more readable and updateable code.
The reason i ask is because you just know it's optional for compatibility reasons; and they would have made them (mandatory | forbidden) if they could have.
That's an interesting inference. My reading of it is that just about any time a tag could be reliably inferred, the tag is optional. The design suggests that the intention was to make it quick and easy to write.
What did HTML 1, 2, 3 do with regards to these, now optional, closing tags.
The DTD for HTML 2 is embedded in the RFC which, along with the original HTML DTD, has optional start and end tags all over the place.
HTML 3 was abandoned (thanks to the browser wars) and replaced with HTML 3.2 (which was designed to describe the then current state of the web).
What does HTML 5 do?
HTML 5 was geared towards "paving the cowpaths" from the outset.
And what should i do?
Ah, now that is subjective and argumentative :)
Some people think that explicit tags are better for readability and maintainability by virtue of being in front of the readers eyes.
Some people think that inferred tags are better for readability and maintainability by virtue of not cluttering up the editor.
There are cases where explicit tags help, but sometimes it's needless pedantism.
For example you never need </body></html>. Nobody ever remembers to put <tbody> explicitly (to the point that XHTML made exceptions for it).
You don't need </head><body> unless you have DOM-manipulating scripts that actually search <head> (then it's better to close it explicitly, because rules for implied end of <head> could surprise you).
Nested lists are actually better off without </li>, because then it's harder to create errorneous ul > ul tree.
Valid:
<ul>
<li>item
<ul>
<li>item
</ul>
</ul>
Invalid:
<ul>
<li>item</li>
<ul>
<li>item</li>
</ul>
</ul>
And keep in mind that end tags are implied whether you try to close all elements or not. Putting end tags won't automatically make parsing more robust:
<p>foo <p>bar</p> baz</p>
will parse as:
<p>foo</p><p>bar</p> baz
It can only help when you validate documents.
What does HTML 5 do?
The answer to this question is in the W3C Working Draft: http://www.w3.org/TR/html5/syntax.html#syntax-tag-omission
And what should i do?
It's a matter of style. I try to never omit end tags because it helps me to be rigorous and not omit tags that are necessary.
I am adding some links here to help you with the history of HTML for you to understand the various contradictions. This is not the answer for your question but you will after reading these various digests.
Some excerpts from these links:
"The fact that ?broken? HTML markup still worked in web browsers led authors to create broken HTML pages. A lot of broken pages. By some estimates, over 99% of HTML pages on the web today have at least one error in them. But because these errors don?t cause browsers to display visible error messages, nobody ever fixes them.
The W3C saw this as a fundamental problem with the web, and they set out to correct it. XML, published in 1997, broke from the tradition of forgiving clients and mandated that all programs that consumed XML must treat so-called ?well-formedness? errors as fatal. This concept of failing on the first error became known as ?draconian error handling,? after the Greek leader Draco who instituted the death penalty for relatively minor infractions of his laws. When the W3C reformulated HTML as an XML vocabulary, they mandated that all documents served with the new application/xhtml+xml MIME type would be subject to draconian error handling. If there was even a single error in your XHTML page, web browsers would have no choice but to stop processing and display an error message to the end user.
This idea was not universally popular. With an estimated error rate of 99% on existing pages, the ever-present possibility of displaying errors to the end user, and the dearth of new features in XHTML 1.0 and 1.1 to justify the cost, web authors basically ignored application/xhtml+xml. But that doesn?t mean they ignored XHTML altogether. Oh, most definitely not. Appendix C of the XHTML 1.0 specification gave the web authors of the world a loophole: ?Use something that looks kind of like XHTML syntax, but keep serving it with the text/html MIME type.? And that?s exactly what thousands of web developers did: they ?upgraded? to XHTML syntax but kept serving it with a text/html MIME type.
Even today, many web pages claim to be XHTML. They start with the XHTML doctype on the first line, use lowercase tag names, use quotes around attribute values, and add a trailing slash after empty elements like > <br /> and <hr />. But only a tiny fraction of these pages are served with the application/xhtml+xml MIME type that would trigger XML?s draconian error handling. Any page served with a MIME type of text/html ? regardless of doctype, syntax, or coding style ? will be parsed using a ?forgiving? HTML parser, silently ignoring any markup errors, and never alerting end users (or anyone else) even if the pages are technically broken.
XHTML 1.0 included this loophole, but XHTML 1.1 closed it, and the never-finalized XHTML 2.0 continued the tradition of requiring draconian error handling. And that?s why there are billions of pages that claim to be XHTML 1.0, and only a handful that claim to be XHTML 1.1 (or XHTML 2.0). So are you really using XHTML? Check your MIME type. (Actually, if you don?t know what MIME type you?re using, I can pretty much guarantee that you?re still using text/html.) Unless you?re serving your pages with a MIME type of application/xhtml+xml, your so-called ?XHTML? is XML in name only."
"The people who had proposed evolving HTML and HTML forms were faced with two choices: give up, or continue their work outside of the W3C. They chose the latter, registered the whatwg.org domain, and in June 2004, the WHAT Working Group was born."
"The WHAT working group was quietly working on a few other things, too. One of them was a specification, initially dubbed Web Forms 2.0, which added new types of controls to HTML forms. (You?ll learn more about web forms in A Form of Madness.) Another was a draft specification called ?Web Applications 1.0,? which included major new features like a direct-mode drawing canvas and native support for audio and video without plugins."
"In October 2009, the W3C shut down the XHTML 2 Working Group and issued this statement to explain their decision:
When W3C announced the HTML and XHTML 2 Working Groups in March 2007, we indicated that we would continue to monitor the market for XHTML 2. W3C recognizes the importance of a clear signal to the community about the future of HTML.
While we recognize the value of the XHTML 2 Working Group?s contributions over the years, after discussion with the participants, W3C management has decided to allow the Working Group?s charter to expire at the end of 2009 and not to renew it.
The ones that win are the ones that ship."
I think the best answer is to include closing tags for readability or error detection. However, if you have lots of generated HTML (say, tables of data), you could save significant bandwidth by omitting optional tags.
Personally, I'm a fan of XHTML and, like ghoppe, "I try to never omit end tags because it helps me to be rigorous and not omit tags that are necessary."
but
If you're deliberately using HTML 4.n, one can't argue that including them makes it easier to consume the document, as the notion of well-formedness as opposed to validity is an XML concept, and you lose that benefit when you forbid certain close tags. So the only issue becomes validity... and if it's still valid without them... you might as well save the bandwidth, no?
In some curly bracket languages like C#, you can omit the curly braces around an if statement if its only two lines long. for example...
if ([condition])
[code]
but you can't do this...
if ([condition])
[code]
[code]
the third line won't be a part of the if statement. it hurts readability, and bugs can be easily introduced, and be difficult to find.
for the same reasons, i close all tags. tags like the img tag do still need to be closed, just not with a separate closing tag.
If it is superfluous, leave it out.
If it serves a purpose (even a seemingly trivial purpose, such as appeasing your IDE or appeasing your eyes), leave it in.
It's rare in a well-defined spec to see optional items that do not affect behavior. With the exception of "comments", of course. But the HTML spec is less of a design spec, and more of a document of the state of current major implementations. So when an item is optional in HTML and it seems to serve no purpose, we may guess that optional nature is merely documentation of a quirk in specific browser.
Looking at the HTML-5 spec RFC section linked above, you see that the optional tags are strangely linked to the presence of comments! That should tell you that the authors are not wearing design hats. They are instead playing the game of "document the quirks" in major implementations. So we can't take the spec too seriously in this respect.
So, the solution is: Don't sweat it. Move on to something that actually matters. :)
Do whatever you feel makes the code more readable and maintainable.
Personally I would always be inclined to close <td> and <tr>, but I would never bother with <li>.
If you were writing an HTML parser, would it be easier to parse HTML that included optional closing tags, or HTML that doesn't? I think the optional closing tags being present would make it easier, as I wouldn't have to infer where the closing tag should be.
For that reason, I always include the optional closing tags - on the theory that my page might render faster, as I'm creating less work for the browser's HTML parser.
Using end tags makes dealing with fragments easier because their behaviour is not dependant on sibling elements. This reason alone should be compelling enough. Does anyone deal with monolithic html documents anymore?
For forbidden closing types use syntax like: <img /> With the /> to close the tag which is accepted in xml
I'm wondering if there is any build-in support for the HTML5 Notification feature in Gecko browsers so far? Maybe some hidden developer thingy ?
I'm aware of WebKits window.webkitNotifications which works great, so, is there a Firefox implementation ?
update
After searching and reading some w3c HTML5 specs, I'm maybe a little bit off here. I can't find any Notification feature anywhere there. Am I facing wrong facts here? Is that just a "very own webkit implementation" ?
To start with your second question: no, it's not a WebKit-specific feature. But although a site called ?html5rocks? contains a demo of this, Notifications are still not part of HTML 5. There was a discussion about them on the WHATWG mailing list this year (read the messages with subject ?Notification API?). They are mentioned again in a later message.
So, what do we have? A description of the Notification API in Chromium. A W3C Editor's Draft of a specification, based on Chromium's API (but independent of HTML 5).
Mozilla mentioned Notifications as part of their Prism project. E.g., beginning with Prism 0.9 Notifications are a part of Prism:
The ?rst desktop integration features made an appearance. These included popup noti?cations and dock badging. A special JavaScript ?le called webapp.js contains Prism-speci?c code for customizing a web app.
You can read on on the Prism Wiki:
Prism is available as an extension for Firefox 3 or as a standalone application.
And from the FAQ:
Prism is the codename for the project, and if the functionality provided by Prism becomes a product or is integrated into other products (like Firefox), then it won't necessarily continue to be called by this codename.
I have to write a web application for a client soon. Looking at the specs, there is no reason why the project couldn't be an HTML5/CSS/Javascript project, but the client is arguing that it has to be Flash.
The project has a number of dynamic elements and is web-based. It'll only be used in-house by a small number of people and all of those people use either Google Chrome or Safari 4. They are all pretty tech-savvy to boot.
My question is this: what are some of the reasons (preferably technical since this is Stack Overflow) I can present to my client as to why HTML5 is better than Flash (that's assuming I'm right and it is in this case)?
Is it OK to use HTML5 even though it's still a draft spec (I'm assuming it is after checking out all those Apple HTML5 demos a few days ago)?
Also, would a hybrid approach be preferable for now? Something that uses Flash wherever the canvas object would've been used in the HTML5 approach and that conforms to a normal XHTML approach.
Help!
As you've limited the scope of the problem to two browsers that both support HTML5 quite well, performance would be my first concern. Flash does some things better than Canvas (et al) manage (and yes, it falls short in a lot of other places) but if all the users are webkit-based (which Crome and Safari both are), HTML5 should fly along.
Just going back to spec support, you do need to make sure you respect that each browser might implement things in different ways for now.
I certainly wouldn't suggest going with a hybrid solution. If you're in a controlled environment, where you can control the presence of Flash or a HTML5 browser, you'd really just be wasting time by reimplementing in the other tech.
But some of the core benefits of HTML5 over Flash:
But if you need proper streaming video or webcam broadcast support, Flash is probably your best bet for the near future. HTML5 doesn't have a fix for everything.
If there's even the smallest chance that an old browser (IE6 or even 7 or Firefox 2) is going to use the system -- and you have to be honest with your client and yourself -- you have to hold off and stick with the lowest common denominator.
Non-technically: I would go with Flash, unless there's a reason not to use Flash that you will actually convince your client. If they have their mind set to Flash, and you use HTML5 after all, chances are that most if not all problems will be attributed to your using HTML5. It doesn't matter if the problem has nothing to do with HTML5, or if the problem would also occur in Flash, it's a mind set your client may have or get, that you risk bumping into. I've seen it happen a few times myself, and usually I end up wishing that I had taken the approach the client prefers, even if the product is as good (or better) as it would've been using the clients preference. Of course, again: if Flash doesn't suffice, there's no argument, but that doesn't seem to be an issue here.
Besides, Flash currently enjoys much wider browser support. If the deadline is in the near future, it'll be a difficult choice of taking away so many browsers that don't support HTML5.
There's the old tune that Flash is inaccessible. You might think "whatever; this is only used in-house" but in my opinion it makes accessibility more relevant; building an inaccessible web site means you don't cater customers with disabilities - bad for business; your choice - while deliberately building your in-house tools like this could be argued as impeding employment opportunities for people with disabilities.
On a public site, accessibility is important because it results in higher visibility; on an internal site accessibility covers your a** in the event that all those accessibility initiatives crack out the big guns :P
You mentioned a key point in the beginning of your question:
but the client is arguing that it has to be Flash.
The client is always right ;)
Are you sure that this application will be limited to this core set of users? It will never expand to anybody else that doesn't have an HTML5 compatible browser installed?
I can't exactly argue in favor of HTML5 since I'm not entirely familiar with it. Since you say that the requirements fall within the domain of HTML5 you can argue that you can develop it in an open standard.
If you think your client is malleable enough to accept this, then go for it....it may not be worth the hassle to simply make it in Flash though!
If you really wanted to make a pitch, I would say this: will the front-end always be flash, or does it seem like something that would some day be converted to HTML5. The conditions you describe would be a perfect way of having a low risk way of getting your (and your client's) feet wet with the technology. If that isn't really on the horizon at all, then it's probably not worth the risk. Flash is a known, HTML5 is not. There is already an existing body of flash in the front-end.
As for the HTML5 pro/con thing, I think the argument really comes down to one of two things - reach (devices that flash can't go) and the future (will HTML5 become the dominant method of have rich web experiences). Personally, I think that HTML5 will likely fill a lot of areas that flash currently occupies in the near future and is a good bet for the long run, but flash is much safer right now.
Since this is going to be a video application, I would suggest a HTML5 solution with a Flash video for fallback. Since your target is Safari and Chrome, you probably only want to encode in H.264 (sigh), and then you can throw in a Flash video player for those platforms that do not support HTML5 H.264 video. You don't need to encode the video in 2 different formats to support both HTML5 video and Adobe Flash video, since Adobe also support MP4 H.264.
So, just tell your customer you will do both, Flash and HTML5 with the appropriate technology on a platform auto-executed. I think that's a nice sales pitch.
(I would always want to go for open codecs, but in your situation it really doesn't seem appropriate).
Do you need Linux support? The Flash player for Linux is horrible. It's very slow, even on very fast computers.
Also, I think the 64 bits player for Flash is still is alpha after all these year.
On one project for me, it came down to embed-ability. Creating a snippet of embed code for people to share content on their own sites/blogs was a major factor of choosing Flash over HTML5. Sure you could do an iFrame, but this was an interactive graphic and we had to decide to do it in either Flash or <canvas>, in the end, we chose Flash. When IE and SVG support increases some more, hopefully this won't always be the case.
Despite a lot of propaganda saying otherwise, HTML5 and Flash are not equivalents ? they do not do the same job.
Furthermore HTML5 does not add anything to HTML that we didn't already have, it is merely a cleanup (or corruption, depending on your interpretation).
That said, Flash is not needed to accomplish any particular feat ? it has never been needed.
Clients should not ever dictate how a particular feature is implemented, only what it should do ? the implementation should always be up to the developer. You should, of course know why not using Flash is better than using Flash, but you should not have to explain this to a client, ever.
since the localStorage (currently) only supports strings as values and in order to that the objects have to be stringified (stored as JSON-string), before they can be stored, i wondered if there is a defined limitation regarding the length of the values.
Does anyone know if there is a definition which applies to all browsers, respectively does anyone know the limitations for Chrome5?
Thanks, in advance, for your help
Quoting from the Wikipedia article on Web Storage:
Web storage can be viewed simplistically as an improvement on cookies, providing much greater storage capacity (5MB per domain in Mozilla Firefox, Google Chrome, and Opera, 10MB per storage area in Internet Explorer) and better programmatic interfaces.
And also quoting fron a John Resig article (posted January 2007):
Storage Space
It is implied that, with DOM Storage, you have considerably more storage space than the typical user agent limitations imposed upon Cookies. However, the amount that is provided is not defined in the specification, nor is it meaningfully broadcast by the user agent.
If you look at the Mozilla source code we can see that 5120KB is the default storage size for an entire domain. This gives you considerably more space to work with than a typical 2KB cookie.
However, the size of this storage area can be customized by the user (so a 5MB storage area is not guaranteed, nor is it implied) and the user agent (Opera, for example, may only provide 3MB - but only time will tell.)
Actually Opera doesn't have 5MB limit. It offers to increase limit as applications requires more. User can even choose "Unlimited storage" for a domain.
You can easily test localStorage limits/quota yourself.
Is there a way to style HTML5's range control? Is it possible to change the color of the line the slider slides on?
Turns out, there is in webkit:
input[type="range"]{
-webkit-appearance:none !important;
}
input[type="range"]::-webkit-slider-thumb{
-webkit-appearance:none !important;
}
You can then add whatever attributes you need to each those selectors. Background, gradient, etc...
Hope that helps!
I don't think so, but you can use this which looks really nice.
In HTML5, the search input type appears with a little X on the right that will clear the textbox (at least in Chrome, maybe others). Is there a way to detect when this X is clicked in javascript or jQuery other than, say, detecting when the box is clicked at all or doing some sort of location click-detecting (x-position/y-position)?
Thanks!
Actually, there is a "search" event that is fired whenever the user searches, or when the user clicks the "x". This is especially useful because it understands the "incremental" attribute.
Now, having said that, I'm not sure if you can tell the difference between clicking the "x" and searching, unless you use an "onclick" hack. Either way, hopefully this helps.
References:
Using Pauan's response, it's mostly possible. Ex.
<head>
<script type="text/javascript">
function OnSearch(input) {
if(input.value == "") {
alert("You either clicked the X or you searched for nothing.");
}
else {
alert("You searched for " + input.value);
}
}
</script>
</head>
<body>
Please specify the text you want to find and press ENTER!
<input type="search" name="search" onsearch="OnSearch(this)"/>
</body>
It doesn't seem like you can access this in browser. The search input is a Webkit HTML wrapper for the Cocoa NSSearchField. The cancel button seems to be contained within the browser client code with no external reference available from the wrapper.
Sources:
Looks like you'll have to figure it out through mouse position on click with something like:
$('input[type=search]').bind('click', function(e) {
var $earch = $(this);
var offset = $earch.offset();
if (e.pageX > offset.left + $earch.width() - 16) { // X button 16px wide?
// your code here
}
});
It made sense to me that clicking the X should count as a change event. I already had the onChange event all setup to do what I needed it to do. So for me, the fix was to simply do this jQuery line:
$('#search').click(function(){ $(this).change(); });
Some of Apple's HTML 5 demos use an html4 loose doctype:
<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01 Transitional//EN" "http://www.w3.org/TR/html4/loose.dtd">
What reasons could they have for not using the HTML5 doctype?:
<!DOCTYPE html>
EDIT: I am really looking for technical answers here not political, perhaps I should of reworded this question to "What could be gained from using an HTML4 doctype when using HTML5?" - Apologies for the confusion.
Because those demos are just marketing. They are not built using best practice and they do not really show much HTML5 at all.
In fact, they even block Google Chrome 5 and suggest that you'd upgrade to Safari 4. LOL!
Because behind that Fortune 500 company, the marketing veneer and all that imposing technical knowledge/reputation is just a group of people who sometimes make mistakes. Same as you and me.
Consider it a bug and report it.
Maybe they use some tags that have been dropped in HTML5, and don?t use any of the new tags in HTML5? So they leave in an HTML 4 doctype to make the pages easier to validate?
I can?t think of a good reason.
I can't seem to get Safari on the iPhone or iPad to offline cache videos. Everything else gets cached just fine when I go offline. The video file is obviously in the manifest, but I just get the broken arrow. Works fine in Safari desktop. Any clues? I've tried both object embed and the video tags.
Sadly there?s a ~5 MB limit on offline cache in Mobile Safari. Not much you can do about it.
See these two articles for mobile browser cache limits (note that the second one adds vital information):
http://www.yuiblog.com/blog/2010/06/28/mobile-browser-cache-limits/
http://www.yuiblog.com/blog/2010/07/12/mobile-browser-cache-limits-revisited/
It only generically covers html and "external resources", but they didn't explicitly test video files, so maybe these are never cached by Mobile Safari.
Use the manifest to cache the html pages containing the video tag, then tell your web server to expire the video in 30 years. That way the video will be in the browser cache not the manifest cache.
Audio & video are not cached by iPhone since they are played by external applications. It seems the only workaround is to store them as base64 in local database or have them cached in application manifest as php(or similar) file but with base64 encoded audio and video content.
Update for iOS 4.3 on iPad:
I just tried adding a movie to a manifest file in iOS 4.3.
Safari asked me to allow extending the offline storage and then downloaded the movie.
Perhaps something like this would work: http://www.nihilogic.dk/labs/jsvideo/test2.php
i have read it needs an html5 manifest setup to cache files
Facelets relies on XML namespaces to work with XHTML. How are HTML 4, and as far as I know, HTML 5 do not support namespaces. Also HTML 5 has some new elements that are not available in XHTML. Even HTML 4 and XHTML have some differences regarding elements and attributes they support.
The question is: Is it possible to render HTML 4/5 documents using Facelets? If so, how?
Since Facelets is a XML based view technology which emits in essence XML markup, you cannot use it with a HTML4 doctype. The HTML4 doctype describes several elements which cannot be self-closing, like <link>, <meta>, <br> and <hr>. However, with XML you're forced to close them like <link/>, <meta/>, etc. So using a HTML4 doctype is absolutely not an option for Facelets (that is, when you respect the standards and/or fear the w3 validator, it will however work perfectly on the most if not all webbrowsers).
HTML5, on the other hand, allows XML markup. This is specified in chapter 3.2.2 - Elements:
Example:
<link type="text/css" href="style.css"/>Authors may optionally choose to use this same syntax for void elements in the HTML syntax as well. Some authors also choose to include whitespace before the slash, however this is not necessary. (Using whitespace in that fashion is a convention inherited from the compatibility guidelines in XHTML 1.0, Appendix C.)
I myself use <!DOCTYPE html> all the way, also with JSF/Facelets, even without a <?xml?> declaration in top of the page. It works perfectly in all browsers. With a XHTML doctype you should as per the specification be using a Content-Type of application/xhtml+xml which would only make MSIE to choke (it doesn't understand it). And since that's still one of the most widely used browsers... Replacing the XHTML content type by text/html is considered harmful, you also don't want to do this.
As per your arguments:
HTML 5 do not support namespaces.
This doesn't matter. The namespaces are only of interest for the XML based server side view technology (like as Facelets) which in turn can generate pure HTML with those tags. The following example is legitimately valid for Facelets:
<!DOCTYPE html>
<html lang="en"
xmlns:f="http://java.sun.com/jsf/core"
xmlns:h="http://java.sun.com/jsf/html">
<h:head>
<title>Title</title>
</h:head>
<h:body>
<h:outputText value="#{bean.text}" />
</h:body>
</html>
This renders legitimately valid HTML5 (for the client side):
<!DOCTYPE html>
<html lang="en">
<head>
<title>Title</title>
</head>
<body>
Some text
</body>
</html>
You see, Facelets already removes the XHTML declarations since they have no meaning in the client side.
And,
Also HTML 5 has some new elements that are not available in XHTML
this make also no sense. It's all about the generated output. Which can be HTML5 as good. Your only problem may be the browser support and the availability of 3rd party JSF components which renders HTML5 specific elements.
In my opinion, XHTML is overhyped. Its sole intent is to ease HTML development using XML based tools which can manipulate/transform/generate HTML pages on the server side (like as Facelets). But some people also use it without using any XML tool and output it plain as-is, because it's "so cool" -for some unclear reason. Shrug.
Don't get me wrong. XHTML is great as server side view technology. But simply not as client side markup technology. It has utterly no value at the client side.
On a related note, check out this IBM developerWorks article: JSF 2 fu: HTML5 composite components, Part 1
I've read, that this should be possible, but I did not do it myself, yet. Maybe you should just use HTML 5 inside the xHTML wrapper code. I will see, if I can find the source if information I've again.
[EDIT] Seems like, there has been some work at MyFaces to support HTML5 rendering during Goole's summer of code. I dont know if it should be used in a productive way, yet.
Please give us a feedback, if you get it to work. [/EDIT]
http://wiki.whatwg.org/wiki/HTML_vs._XHTML has some useful information on how namespaces can be used in HTML5 to assist migration from XHTML. Perhaps you can try applying the namespace as it suggests and see what occurs?
I would like to experiment with HTML5 WebSockets, and I am looking for a mature webserver with support for websockets. Is there a list of webservers that support websockets per default? What popular webservers has support for websockets out of the box? The server programming language doesn't matter, I know Java, PHP, Erlang, Python and more... I just want to do some small experiments.
I have looked at a few that doesn't support websockets (yet), i.e. Nginx, Apache and Mochiweb.
http://en.wikipedia.org/wiki/Web_Sockets#Server_Implementations
I tested netty. It seems to work, but I need to play with it a little more to be sure if it's good solution.
Nowadays node.js, especially in conjuction with the Socket.IO library, is a popular platform for WebSocket experiments. It's not a traditional "webserver" like Apache/nginx but it certainly offers a "server programming language" that's super easy to set up for small experiments and is possible to deploy in production too.
Jetty (a Java servletcontainer) supports HTML5 websockets since version 7.0.1. You can find several information and blogs about it here.
You can find a mod_websocket module for lighttpd here. I've tested it with lighttpd 1.4.26.
When building mod_websocket, be sure to specify the correct websocket protocol version you want to use (version -75 or -76). Starting with WebKit nightly build r59903 and Chrome 6.0.414.0 (r47952) only protocol version -76 is supported.
I just tried out tornado web server and I'm really satisfied. You will easily get up and running in no time.
I want to be able to zoom in on the point under the mouse in canvas with the mouse whell, like when zooming on maps.google.
I'd like straight code as I've been working on this for 5h+ 15h
Something to start with: After 2 weeks break I did it in 3 min, here is the working code:
<canvas id="canvas" width="800" height="600"></canvas>
<script type="text/javascript">
var canvas = document.getElementById("canvas");
var context = canvas.getContext("2d");
var scale = 1;
var originx = 0;
var originy = 0;
function draw(){
context.fillStyle = "white";
context.fillRect(originx,originy,800/scale,600/scale);
context.fillStyle = "black";
context.fillRect(50,50,100,100);
}
setInterval(draw,100);
canvas.onmousewheel = function (event){
var mousex = event.clientX - canvas.offsetLeft;
var mousey = event.clientY - canvas.offsetTop;
var wheel = event.wheelDelta/120;//n or -n
var zoom = 1 + wheel/2;
context.translate(
originx,
originy
);
context.scale(zoom,zoom);
context.translate(
-( mousex / scale + originx - mousex / ( scale * zoom ) ),
-( mousey / scale + originy - mousey / ( scale * zoom ) )
);
originx = ( mousex / scale + originx - mousex / ( scale * zoom ) );
originy = ( mousey / scale + originy - mousey / ( scale * zoom ) );
scale *= zoom;
}
</script>
Finally solved it, the code is in the question.
This is actually a very difficult problem (mathematically), and I'm working on the same thing almost. I asked a similar question on Stackoverflow but got no response, but posted in DocType (StackOverflow for HTML/CSS) and got a response. Check it out http://doctype.com/javascript-image-zoom-css3-transforms-calculate-origin-example
I'm in the middle of building a jQuery plugin that does this (Google Maps style zoom using CSS3 Transforms). I've got the zoom to mouse cursor bit working fine, still trying to figure out how to allow the user to drag the canvas around like you can do in Google Maps. When I get it working I'll post code here, but check out above link for the mouse-zoom-to-point part.
I didn't realise there was scale and translate methods on Canvas context, you can achieve the same thing using CSS3 eg. using jQuery:
$('div.canvasContainer > canvas')
.css('-moz-transform', 'scale(1) translate(0px, 0px)')
.css('-webkit-transform', 'scale(1) translate(0px, 0px)')
.css('-o-transform', 'scale(1) translate(0px, 0px)')
.css('transform', 'scale(1) translate(0px, 0px)');
Make sure you set the CSS3 transform-origin to 0, 0 (-moz-transform-origin: 0 0). Using CSS3 transform allows you to zoom in on anything, just make sure the container DIV is set to overflow: hidden to stop the zoomed edges spilling out of the sides.
Whether you use CSS3 transforms, or canvas' own scale and translate methods is upto you, but check the above link for the calculations.
Update: Meh! I'll just post the code here rather than get you to follow a link:
$(document).ready(function()
{
var scale = 1; // scale of the image
var xLast = 0; // last x location on the screen
var yLast = 0; // last y location on the screen
var xImage = 0; // last x location on the image
var yImage = 0; // last y location on the image
// if mousewheel is moved
$("#mosaicContainer").mousewheel(function(e, delta)
{
// find current location on screen
var xScreen = e.pageX - $(this).offset().left;
var yScreen = e.pageY - $(this).offset().top;
// find current location on the image at the current scale
xImage = xImage + ((xScreen - xLast) / scale);
yImage = yImage + ((yScreen - yLast) / scale);
// determine the new scale
if (delta > 0)
{
scale *= 2;
}
else
{
scale /= 2;
}
scale = scale < 1 ? 1 : (scale > 64 ? 64 : scale);
// determine the location on the screen at the new scale
var xNew = (xScreen - xImage) / scale;
var yNew = (yScreen - yImage) / scale;
// save the current screen location
xLast = xScreen;
yLast = yScreen;
// redraw
$(this).find('div').css('-moz-transform', 'scale(' + scale + ')' + 'translate(' + xNew + 'px, ' + yNew + 'px' + ')')
.css('-moz-transform-origin', xImage + 'px ' + yImage + 'px')
return false;
});
});
You will of course need to adapt it to use the canvas scale and translate methods.
Update 2: Just noticed I'm using transform-origin together with translate. I've managed to implement a version that just uses scale and translate on their own, check it out here http://www.dominicpettifer.co.uk/Files/Mosaic/MosaicTest.html Wait for the images to download then use your mouse wheel to zoom, also supports panning by dragging the image around. It's using CSS3 Transforms but you should be able to use the same calculations for your Canvas.
It's becoming evident in my testing that there's a 5mb size limit on Mobile Safari's implementation of HTML5's application cache.
Does anyone know how to circumvent or raise this? Is there some unexposed meta tag that I should know about? I have to cache some video content for an offline app and 5mb is not going to be enough.
Also contacted apple about this.
Read my blogpost about this here: http://techblog.viewbook.com/2011/02/mobile-safari-offline-application-cache-limit/
And my StackOverflow post here: Max size iPad / iPhone Offline Application Cache
What else is on the page?
These guys keep their pages under the limit by either splitting up the pages or replacing some of the cached images with links:
http://www.mobilenoter.com/blog/post/2010/04/06/Removing-size-limit-of-a-page.aspx
Not sure why every forgets about the good 'ol Web apps (remember these guys? they were around before native apps!), but they're already "offline ready," which means that you don't need to load up your application cache with every component of your app.
To the best of my knowledge, there is no limit to the size of web apps.
This won't apply to the particular offline-video use case, but you can create Web SQL databases larger than the default 5MB in iOS by simply requesting a larger DB in the openDatabase call. For some kinds of storage, SQLite can be an acceptable solution.
Only thing I can think of is to mod more memory to the phone. Local storage on mobile is a laughable concept, they're not full-blown computers and most of them aren't even "smart".
(This is purely an opinion but I'm very much willing to take any and all the reputation hit for it.)
Late edit: A bit further clarification, consider iPhone: Its browser allows the user to open up to 8 tabs at any time. It's first models has 128MB of RAM and newer models have 256MB of RAM. Now, allowing 5 megabytes per tab and 8 tabs mean that just the cached content may take up to 40 megabytes of those precious bits which is already quite a lot since I really doubt that the browser itself, not to mention phone's OS and other stuff hanging in memory wouldn't take a significant part of the memory already.
On top of that as long as even a single old-generation iPhone exists, Apple has to support it on software - it wouldn't be good for the image of the company (not that it'd be that great at all anyway currently) if some of their everyday products would just stop working all the sudden.
In short, it's just not feasible to allow local storage to expand beyond a few megabytes because phones just aren't capable to do that. Wait a couple of years and then maybe...
I've been fiddling with WebGL lately, and have gotten a Collada reader working. Problem is it's pretty slow (Collada is a very verbose format), so I'm going to start converting files to a easier to use format (probably JSON). Thing is, I already have the code to parse the file in Javascript, so I may as well use it as my exporter too! The problem is saving.
Now, I know that I can parse the file, send the result to the server, and have the browser request the file back from the server as a download. But in reality the server has nothing to do with this particular process, so why get it involved? I already have the contents of the desired file in memory. Is there any way that I could present the user with a download using pure javascript? (I doubt it, but might as well ask...)
And to be clear: I am not trying to access the filesystem without the users knowledge! The user will provide a file (probably via drag and drop), the script will transform the file in memory, and the user will be prompted to download the result. All of which should be "safe" activities as far as the browser is concerned.
[EDIT]: I didn't mention it upfront, so the posters who answered "Flash" are valid enough, but part of what I'm doing is an attempt to highlight what can be done with pure HTML5... so Flash is right out in my case. (Though it's a perfectly valid answer for anyone doing a "real" web app.) That being the case it looks like I'm out of luck unless I want to involve the server. Thanks anyway!
OK, creating a data:URI definitely does the trick for me, thanks to Matthew and Dennkster pointing that option out! Here is basically how I do it:
1) get all the content into a string called "content" (e.g. by creating it there initially or by reading innerHTML of the tag of an already built page).
2) Build the data URI:
uriContent = "data:application/octet-stream," + encodeURIComponent(content);
There will be length limitations depending on browser type etc., but e.g. Firefox 3.6.12 works until at least 256k. Encoding in Base64 instead using encodeURIComponent might make things more efficient, but for me that was ok.
3) open a new window and "redirect" it to this URI prompts for a download location of my JavaScript generated page:
newWindow=window.open(uriContent, 'neuesDokument');
That's it.
Take a look at Doug Neiner's Downloadify which is a Flash based JavaScript interface to do this.
Downloadify is a tiny JavaScript + Flash library that enables the generation and saving of files on the fly, in the browser, without server interaction.
You can generate a data URI. However, there are browser-specific limitations.
You can use localStorage. This is the Html5 equivalent of cookies. It appears to work on Chrome and Firefox BUT on Firefox, I needed to upload it to a server. That is, testing directly on my home computer didn't work.
I'm working up HTML5 examples. Go to http://faculty.purchase.edu/jeanine.meyer/html5/html5explain.html and scroll to the maze one. The information to re-build the maze is stored using localStorage.
I came to this article looking for HTML5 JavaScript for loading and working with xml files. Is it the same as older html and JavaScript????
Here is a link to the data URI method Mathew suggested, it worked on safari, but not well because I couldn't set the filetype, it gets saved as "unknown" and then i have to go there again later and change it in order to view the file...
I am a designer whose main marketing strategy is multi browser compatibility. I assure my clients that the site will work even in IE6 (!).
Of late i have been pondering over the question of moving to HTML 5. The reason behind my apprehension is that IE6 is still a major player in terms of market share and i don't want to lose it.
Is there any way of moving to HTML 5 and still promise multi browser compatibility?
Thank you.
Yes, by taking baby steps.
To start with, you can switch to the HTML5 doctype: <!DOCTYPE html>. This switches just about every browser out there into "standards" mode, the same as an HTML 4 strict doctype.
Then there's the new elements. Internet Explorer can't natively style them, but a handy little bit of javascript fixes that up: http://code.google.com/p/html5shiv/
If you're not ready for that, then in the interim you could use classes, e.g. instead of <article>, use <div class="article">.
As for the new form controls, they're backwards compatible too. So <input type="email"> will work exactly the same way as <input type="text"> in browsers that don't support it. If necessary you can use javascript to fill in the gaps. See http://diveintohtml5.ep.io/forms.html for more on that.
As for <video> and <audio>, you can fall back to <object> for older browsers - e.g. http://camendesign.com/code/video_for_everybody. Meanwhile <canvas> can be emulated in javascript, e.g. http://code.google.com/p/explorercanvas/.
"To HTML5" is a fairly broad statement. Even if you have the new HTML5 doctype set (the simple <!DOCTYPE html>) you don't have to go all out and use every aspect of HTML5, only what is appropriate to your project.
If you are keen to get on board with HTML5, I recommend reading "How to use HTML5 in your client work right now" for examples of how you can use certain aspects of HTML5 with few (if any) drawbacks.
Disclaimer: I am one of the curators of HTML5 Doctor.
From there it boils down to whether or not your project will benefit from the features of HTML5 and if can afford to implement these features. For example, if all of your IE users also have JavaScript enabled you can use html5shiv to get IE to recognise the new elements, enabling you to use them and style them.
As for the new JS APIs and CSS properties that people often group with the term "HTML5", unless your site absolutely requires that you use the technology (perhaps something like geolocation), then it could simply be a matter of progressive enhancement. If webkit/firefox users get rounded corners from CSS3 and IE users don't, is that really such a big deal?
As a rule of thumb I would not develop a site purely in HTML 5 but would consider using it for certain, richer, parts of the site. Remember that it is still not recommended by W3C and IE barely supports it at all.
This blog has a good discussion on it: http://blogs.forrester.com/ronald_rogowski/10-05-10-what_should_customer_experience_professionals_do_about_html5
yes there are several ways.
but if you DONT need html5 elements like video tags, or html5 api's like browser databases, stay at XHTML,because it is still not recommended by W3C. There you can use simple fallbacks for ie6.
do you need html5 elements and apis?
As a last resort you could use Chrome Frame: http://code.google.com/chrome/chromeframe/
As for "a major player in terms of market share", that really depends on your audience. Even Microsoft is marketing its new IE versions rather aggressively. And I don't think there's shame in charging your IE 6 users an extra plugin installation fee. After all, their browser is 10 years old, which is about 100 Internet years, isn't it?
What's the best framework (sort of jquery, extjs, etc like) to use if I'd like to intensively use all the freshest technologies of the HTML5 stack provided by modern browsers (Firefox 7, Safari 5, Chrome 14) and have absolutely no need to support any legacy browsers (incl. no need in IE support at all and no need in Firefox or Chrome prior to the latest stable releases)? I'd like to get all the newest available goodness without having (even abstracted by a library layer) a line of code meant just fore legacy compatibility or keeping any legacy-induced things in mind.
To soften the filter, taking very humble hope of such an ideally fresh framework to exist, the least (the maximum level of legacy support) I'd like to agree is not supporting IE versions older than IE8, or better just not supporting IE at all.
I am really having a hard time reconciling this idea after a serious thought. Assuming such a framework exists, it would only be as good as the current implementation status in any one browser. Let's say there are only two browsers and the HTML5 implementation status looks like this:
Browser | Feature X | Feature Y
-------------------------------
A | ? | ?
B | ? | ?
Then your most bleeding-edge HTML5 application can either have X or Y, but not both. If the features your application needs are available on the latest versions of most major browsers, then that feature is not bleeding-edge. It would have been bleeding-edge a year ago.
So depending on the project scope and goals, the most B-E application that can be written will conform to a single browser (the one that offers all/most of the features needed for your application).
If you're writing for a lone browser and do not want to fix any implementations deviations from the spec (as the spec is not yet finalized), then it's basically writing code for that chosen browser regardless of any specs.
If that is the case, then a framework is basically extra baggage to carry around. Instead, shortcuts for most commonly used APIs and other general simplifications would be the best way to go.
That said, if you're goal is to have a framework that vastly simplifies the HTML5 APIs oblivious of where the browsers stand today, then I would love to contribute towards that project.
Sproutcore is another one that sort of fits your opening description "How do we build blazingly fast, desktop-class web applications?". Apple are interested in it and i have heard good reports.
Another approach would be Apples Dashcode. It use html(5) css(3) and JavaScript to build both Mac Widgets but also Web based sites. Essentially because it has little or no legacy it will only run effectively in Safari and Google Chrome, less that effectively in Firefox and not at all in IE.
To use Cappuccino (mentioned in another answer and a good idea to look at) and Sproutcore you you will be more productive on a Mac and Dashcode definitely needs a Mac as you will need to install Xcode to get Dashcode
What about Cappuccino? I don't really know how much HTML5/CSS3 it supports, but it requires IE7 at minimum. It is focused on web app development, not site-building, so it may not be what you're looking for in that regard.
See:
Not exactly an answer, but I think this will be beneficial for the discussion:
GWT's approach (cross-compiling Java to JavaScript with deferred binding) is in line with your point about getting the minimal amount of JS code, without the burden of making all the browser abstractions in client side code, and carrying around all the weight of that code plus the weight of legacy browser support code.
I'm not sure if the current level of granularity by which it produces optimized per-browser versions is the one you're talking about, but the technology enables it.
Also, not sure about out-of-the-box bleeding edge HTML 5 feature support, but again - one could write such libraries (if they're not there already), and they will benefit from the same deferred binding mechanism, and you can compile just for the browser permutations you want to support.
I'm having some trouble getting CGI.pm to output to HTML5 instead of XHTML 1.0 or HTML 4.01. When I try "HTML5" or "HTML 5" as the -dtd argument in start_html() I get a document in HTML 4. I've also tried importing :HTML5, but that doesn't seem to work either. Any advice?
The correct doctype for HTML 5 is just "html", not "html5" or "html 5", and does not use a DTD. CGI.pm only supports well-formed DTDs, not arbitrary strings. Since the HTML 5 doctype does not include a well-formed DTD, CGI.pm (as of the current version, 3.49) does not support the HTML 5 doctype.
Using CGI.pm's HTML-generation functions is generally frowned upon these days. Templating systems such as Template::Toolkit or HTML::Template are preferred for their ability to cleanly separate your code's logic from the formatting of its output. They also, incidentally, allow you to specify whatever doctype and code to whatever version of (X)HTML you choose.
Here's a fragment from some code where I 'solved' this problem using brute force.
# $html is accumulator for HTML string
my $html;
# <html> tag and <head> section
my $dtd = '<!DOCTYPE html>'; # HTML5 DTD
my $title = "Storage analysis of $HOSTNAME as of $TODAY";
$html .= start_html(
-title => $title,
-style => {
-code => $css,
}
);
# KLUDGE: CGI.pm doesn't support HTML5 DTD; replace the one it puts in.
$html =~ s{<!DOCTYPE.*?>}{$dtd}s;
Patch the module to add support for HTML5 ? or just output a Doctype manually, then use it as normal. If it is valid XHTML 1.0 or HTML 4.01 then it is valid HTML 5.
Here are some Perl5 frameworks that are HTML5 friendly:
Catalyst http://www.catalystframework.org/ Dancer http://perldancer.org/documentation Mojolicious http://mojolicio.us/
I'm leaning toward using Mojolicious for my newest Perl project.
All of these are more relevant for robust HTML5 apps than the CGI module. CGI still has its place and is still developed/supported but it does not address robust HTML5 apps as well as some of the frameworks that are out there.
I want to create something like
<menu>
<lunch>
<dish>aaa</dish>
<dish>bbb</dish>
</lunch>
<dinner>
<dish>ccc</dish>
</dinner>
</menu>
Can it be done in HTML5? I know I can do it with
<ul id="menu">
<li>
<ul id="lunch">
<li class="dish">aaa</li>
<li class="dish">bbb</li>
</ul>
</li>
<li>
<ul id="dinner">
<li class="dish">ccc</li>
</ul>
</li>
</ul>
but it is so much less readable :(
I'm not so sure about these answers. As I've just read: "CUSTOM TAGS HAVE ALWAYS BEEN ALLOWED IN HTML."
http://www.crockford.com/html/
The point here being, that HTML was based on SGML. Unlike XML with its doctypes and schemas, HTML does not become invalid if a browser doesn't know a tag or two. Think of <marquee>. This has not been in the official standard. So while using it made your html page "official unapproved", it didn't break the page either.
Then there is <keygen>, which was Netscape-specific, forgotten in HTML4 and rediscovered and now specified in HTML5. And also we have custom tag attributes now, like data-XyZzz="..." allowed on all HTML5 tags.
So, while you shouldn't invent a whole custom unspecified markup salad of your own, it's not exactly forbidden to have custom tags in HTML. That is however, unless you want to send it with an +xml Content-Type or embed other XML namespaces, like SVG or MathML. This applies only to SGML-confined HTML.
Creating your own tag names in HTML is not possible / not valid. That's what XML, SGML and other general markup languages are for.
What you probably want is
<div id="menu">
<div id="lunch">
<span class="dish">aaa</span>
<span class="dish">bbb</span>
</div>
<div id="dinner">
<span class="dish">ccc</span>
</div>
</div>
Or instead of <div/> and <span/> something like <ul/> and <li/>.
In order to make it look and function right, just hook up some CSS and Javascript.
This is not an option in any HTML specification :)
You can probably do what you want with <div> elements and classes, from the question I'm not sure exactly what you're after, but no, creating your own tags is not an option.
For embedding metadata, you could try using HTML microdata, but it's even more verbose than using class names.
<div itemscope>
<p>My name is <span itemprop="name">Elizabeth</span>.</p>
</div>
<div itemscope>
<p>My name is <span itemprop="name">Daniel</span>.</p>
</div>
Besides writing an XSL stylesheet, as I described earlier, there is another approach, at least if you are certain that Firefox or another full-fledged XML browser will be used (i.e., NOT Internet Explorer). Skip the XSL transform, and write a complete CSS stylesheet that tells the browser how to format the XML directly. The upside here is that you wouldn't have to learn XSL, which many people find to be a difficult and counterintuitive language. The downside is that your CSS will have to specify the styling very completely, including what are block nodes, what are inlines, etc. Usually, when writing CSS, you can assume that the browser "knows" that <em>, for instance, is an inline node, but it won't have any idea what to do with <dish>.
Finally, its been a few years since I tried this, but my recollection is that IE (at least a few versions back) refused to apply CSS stylesheets directly to XML documents.
Custom tags can be used in Safari, Chrome, Opera, and Firefox, at least as far as using them in place of "class=..." goes.
green {color: green} in css works for
<green>This is some text.</green>
As Nick said, custom tags are not supported by any version of HTML.
But, it won't give any error if you use such markup in your HTML.
It seems like you want to create a list. You can use unordered list <ul> to create the rool elements, and use the <li> tag for the items underneath.
If that's not what you want to achieve, please specify exactly what you want. We can come up with an answer then.
As Michael suggested in the comments, what you want to do is quite possible, but your nomenclature is wrong. You aren't "adding tags to HTML 5," you are creating a new XML document type with your own tags.
I did this for some projects at my last job. Some practical advice:
When you say you want to "add these to HTML 5," I assume what you really mean is that you want the pages to display correctly in a modern browser, without having to do a lot of work on the server side. This can be accomplished by inserting a "stylesheet processing instruction" at the top of the xml file, like <?xml-stylesheet type="text/xsl" href="menu.xsl"?>. Replace "menu.xsl" with the path to the XSL stylesheet that you create to convert your custom tags into HTML.
Caveats: Your file must be a well-formed XML document, complete with XML header <xml version="1.0">. XML is pickier than HTML about things like mismatched tags. Also, unlike HTML, tags are case-sensitive. You must also make sure that the web server is sending the files with the appropriate mime type "application/xml". Often the web server will be configured to do this automatically if the file extension is ".xml", but check.
Big Caveat: Finally, using the browsers' automatic XSL transformation, as I've described, is really best only for debugging and for limited applications where you have a lot of control. I used it successfully in setting up a simple intranet at my last employer, that was accessed only by a few dozen people at most. Not all browsers support XSL, and those that do don't have completely compatible implementations. So if your pages are to be released into the "wild," it's best to transform them all into HTML on the server side, which can be done with a command line tool, or with a button in many XML editors.
The point of HTML is that the tags included in the language have an agreed meaning, that everyone in the world can use and base decisions on, like default styling.
Made-up tags like yours are great for humans (because we can learn English and thus know what your tags mean), but not so good for machines.
Hopefully someone can help me out with this.
I'm playing around with a node.js server that streams audio to a client, and I want to create an HTML5 player. Right now, I'm streaming the code from node using chunked encoding, and if you go directly to the URL, it works great.
What I'd like to do is embed this using the HTML5 <audio> tag, like so:
<audio src="http://server/stream?file=123">
where /stream is the endpoint for the node server to stream the MP3. The HTML5 player loads fine in Safari and Chrome, but it doesn't allow me to seek, and Safari even says it's a "Live Broadcast". In the headers of /stream, I include the file size and file type, and the response gets ended properly.
Any thoughts on how I could get around this? I certainly could just send the whole file at once, but then the player would wait until the whole thing is downloaded--I'd rather stream it.
have a look here http://www.scottandrew.com/pub/html5audioplayer/, I used this and it plays while it is downloading the file. It waits a little bit for the buffer but then plays. Never tried seeking though but I would start by trying to set the "aud.currentTime" in his code if that can be done.
Good luck
Are you sending an Accept-Ranges (RFC 2616, Section 14.5) response header?
From what I understand you want the player to allow the user to jump to parts of the audio/video that haven't buffered yet, something like what Vimeo / YouTube players do.. Tbh I'm not sure if this is possible, as I've looked at some of the examples of html5 medial elements and they just didn't allow me to seek to unbuffered parts :(
If you want to seek through the buffered part - then it's not a problem. In fact - you're creating a problem for yourself here, as far as I understand. You want to stream the file, and what this does is makes the player think you have some kind of live stream out there. If you just sent the file directly - you wouldn't have this issue, because the player will be able to start playing before it loaded the whole file. This works fine with both audio and video elements, and I've confirmed this behaviour in both Chrome and FF :)
Hope this helps!
perhaps this html5 audio player example will explain and demonstrate us the new element and its .load, .play, .currentTime, etc. methods.
i use an array of elements and can set the currentTime position of course. we can use also eventhandlers (e.g. 'loadeddata') to wait before allow to seek.
ping and have fun with html5 :)
Make sure the server accepts Range requests, you can check to see if 'Accept-Ranges' is in the header. In jPlayer this is a common issue in Webkit (particularly Chrome) browsers when it comes to progress and seeking functionality.
You might not be using jPlayer, but the Server Response information on the official website may be of some use.
http://www.jplayer.org/latest/developer-guide/#jPlayer-server-response
Hope this helps.
Is it possible to build an application inside in browser? An application means:
1 Where there is connection (online mode) between the browser and an remote application server:
2 Where there is no connection (offline mode) between the browser and an remote application server:
Is this possible? If the answer is a yes, is there any (Ruby/Python/PHP) framework being built?
Thanks
Yes, that is possible.
You need to write the application in Javascript, and detect somehow whether the browser is in offline mode (simplest is to poll a server once in a while). (Edit: see comments for a better way to detect offline mode)
Make sure that your application consists of only static HTML, Js and CSS files (or set the caching policy manually in your script so that your browser will remember them in offline mode). Updates to the page are done through JS DOM manipulation, not through the server (a framework such as ExtJS http://www.extjs.com will help you here)
For storage, use a module such as PersistJS ( http://github.com/jeremydurham/persist-js ), which uses the local storage of the browser to keep track of data. When connection is restored, synchronize with the server.
You need to pre-cache images and other assets used, otherwse they will be unavailable in offline mode if you didn't use them before.
Again: the bulk of your app needs to be in javascript, a PHP/Ruby/Python framework will help you little if the server is unreachable. The server is probably kept as simple as possible, a REST-like AJAX API to store and load data.
The "Let's Take This Offline" chapter in Mark Pilgrim's (online) book Dive Into HTML5 is a very nice overview of writing offline web apps with HTML5 technologies.
Here's a hacks.mozilla.org article with a demo: http://hacks.mozilla.org/2010/01/offline-web-applications/
More detailed documentation: https://developer.mozilla.org/en/HTML/HTML5#Web_application_features
Have a look at Google Gears, http://code.google.com/apis/gears/. Although they have been phased out in favour of HTML5. However, it seems that what is being pushed as HTML5 is Google Gears.
i was looking for this also, i found out abt HTML5 Offline Web Apps. havent tried it tho
Users of typical online Web applications are only able to use the applications while they have a connection to the Internet. When they go offline, they can no longer check their e-mail, browse their calendar appointments, or prepare presentations with their online tools. Meanwhile, native applications provide those features: e-mail clients cache folders locally, calendars store their events locally, presentation packages store their data files locally.
I'm a desktop application developer, and I plan learning html5, but as it's not released, there are (almost) no published books and not too much infomation for beginners on the web... I feel I should start with html4 and the current web development skills.
I think I should start with html4, css, and javascript... but there are so many technologies related that I get lost :D So, what current technologies will be still used when html5 is released? I mean, what about "jquery" and "ajax"? I know they are javascript under the hood, but will they still make sense in the future?
What would you recommend me considering that I have just a little bit of html knowlegde, almost null CSS and completely null in javascript?
Dive Into HTML5 is solid, but it isn't really targeted at total beginners. You might want to check out Designing with Web Standards for getting a grasp on the basics of HTML/CSS. For the JavaScript side of things, I'd recommend JavaScript: The Good Parts. Also keep an eye out for Secrets of the JavaScript Ninja, which is due this summer.
Get a good base with html/css then move onto javascript and pick a js framework that you like. Jquery seems to be most popular.
If you're already familiar with HTML4, v5 is not terribly different, mostly it adds new elements and attributes, and removes some.
For essential coverage of web standards, I suggest Jeffrey Zeldman's Designing with Web Standards (v3). It's largely theory and background, with little code. I recommend it. There is a sister book by John Allsop, Developing with Web Standards, which I have not (yet) read, but it is supposedly the implementation half of the topic the two books cover.
There is a book in the making by Jeremy Keith, HTML5 for Web Designers, on the new A Book Apart site (backed by the people of An Event Apart, including Jeffrey Zeldman). Jeffrey writes about the new book on his site, and provides links to other related coverage, including Jeremy Keith's take on it.
If you want to be accomplished you need to approach JavaScript like a programming language and learn it in its own right, not as a simple way to script a few things. HTML4 is really pretty simple, CSS is where the meat lies really when using JS to manipulate pages.
I'd refresh on basic HTML, then start working with JS while trying to get to grips with CSS and jQuery.
Another vote for Designing with Web Standards. While not the best "beginner" book out there in terms of holding your hand through your first site build, reading this book is hands down the best way for you to establish a solid foundation of good habits so that when you do get to learning how to code you'll understand why it is important to do things the RIGHT way.
That being said. HTML is cake. Tying it into CSS is a creative challenge, and really being able to understand javascript will set you apart.
As far as technologies becoming irrelevant: Stay away from Flash. Other than that everything is as strong as ever.
HTML5 is basically the same as HTML4 but with some nice additional little features. Pretty much everything you will learn from HTML4 will work seamlessly in a HTML5 environment.
I would start with learning things in this order: HTML4, then CSS2, then jQuery.
After that, start learning about HTML5 and CSS3 when more information comes out about them. But main issue about learning these languages falls down to your basic understanding. Once you have that in place, the newer technologies just make these basic things a bit easier.
Effectively, they will always be written and constructed in more or less the same way - but in time with newer versions, things will become increasingly easier to achieve.
You should try this website Technobits.net, which will give you a kick start morning with latest updates in your favorite technology. Check out following urls.
I am looking for real-world scenarious for using Web Workers API.
John Resig (of jQuery fame) has a bunch of interesting examples of using web workers here - games, graphics, crypto.
Another use is Web I/O - in other words, polling URLs in background. That way you don't block the UI waiting for polling results.
Another practical use: in Bespin, they?re using Web Workers to do the syntax highlighting, which you wouldn?t want to block your code editing whilst you?re using the app.
From Mozilla: One way workers are useful is to allow your code to perform processor-intensive calculations without blocking the user interface thread.
As a practical example, think of an app which has a large table of #s (this is real world, BTW - taken from an app I programmed ~2 years ago). You can change one # in a table via inpput field and a bunch of other numbers in different columns get re-computed in a fairly intensive process.
The old workflow was: Change the #. Go get coffee while JavaScript crunches through changes to other numbers and the web page is unresponsive for 3 minutes - after I optimized it to hell and back. Get Back with coffee. Change a second #. Repeat many times. Click SAVE button.
The new workflow with the workers could be: Change the #. Get a status message that something is being recomputed but you can change other #s. Change more #s. When done changing, wait till status changes to "all calculations complete, you can now review the final #s and save".
I have used them for sending larger amounts of data from the browser to server. Obviously, you can do this with regular AJAX calls, but if this takes up one of the precious connections per hostname. Also, if the user does a page transition during this process (e.g clicks a link), your JavaScript objects from the previous page go away and you can't process callbacks. When a web worker is used, this activity happens out of band, so you have a better guarantee that it will complete.
Apple is always in the news these days with "i" this and "i" that. One of the biggest beefs people have with Apple is the lack of Flash support. Last year I held the same belief, Apple's choice to exclude Flash support just seemed senseless. HTML 5 seems to have changed this though. One of the most popular users of Flash is YouTube, and they are already getting on the HTML 5 bandwagon (http://www.youtube.com/html5). Still, I am torn between the two technologies.
What is your take? Is it better for a budding developer to learn Flash or should their efforts be devoted to HTML5?
Simple and open win. Every time. Learn HTML5.
I think it's ironic hearing Apple and Steve Jobs railing about closed standards, though. Apple's computers have always been a closed integration of their hardware and software.
Lets be pragmatic.
Flash will be still alive for some time, at least years, because this kind of technology is too used today to be changed in a short time.
Now, as AS3/Flex is not very hard to understand and use, maybe you should learn about both, one at a time, but both in the end. If you don't have time to learn both (even one after each other), choose the one that seem more suited to your current projects. Be pragmatic.
Because HTML5 will still be a standard and widely used language/platform. It's different from flash (that is more like a cross-platform graphics-oriented engine) but all versions of future websites will exploit it.
This might be an unpopular answer, but Flash won't be going away anytime soon. Don't listen to what Apple says, check job offerings instead. Things get hyped up easily, and while Flash'es lifetime may be numbered right now, its not like its going away in 2 weeks.
Pretty much any technology we work with as programmers is going to be obsolete sooner or later. That doesn't mean that we should never learn about any technology.
A lot of people have Flash installed on their computers. This alone means that it is not going to disappear any time soon. Whether it's going to be the dominant technology is another matter. Adobe might might make major improvements to the platform or a lot of other stuff might happen in the long run.
As a technology for developing stuff today I would probably choose Flash. If you want to learn skills which will transfer more easily to other languages, I think HTML 5 would be the better choice. Either way you will be wiser afterwards and no one can take that away.
Actionscript (flash's language) is basically ecmascript(JavaScript). There's a fair amount of crossover skills.
The only issue at this point is browser support for H5.
It's ironic that you link to the HTML5 version of YouTube, as an example of the uptake of HTML5, when it only works in 10% of all browsers. A figure that won't improve until IE and Firefox gain support for it. Even then, the HTML5 spec isn't going to be complete for another 2 years.
It's easy to rail on Flash these days (and popular too, apparently) but the fact is that it has played a large part in creating today's media rich web. Despite its shortcomings, at least it was not five years late, and counting. The sudden circle-jerk over HTML5 seems somewhat inappropriate since it only gives us what we've already had for more than five years (except natively supported, instead of plug-in based and more efficient than Flash, but not more so than Silverlight). The incredibly long standardization process of it (spec complete by 2012, recommendation status by 2022) must be leaving those people pretty blue-balled, I imagine.
Should you learn Flash? That entirely depends on what you want to do. Building an HTML5-only application that is not specifically aimed at Apple hardware, that should be viewable by the general public today is a very, very bad idea. As said, you won't be able to target more than 10% of users. And even when it has the ubiquity of Flash (at least two more years) it doesn't mean there is no more reason to use Flash or Silverlight. The HTML5 standard brings some of the more popular uses of Flash, but won't provide things like live streaming or DRM. The plug-ins will stick around for many years and most likely will never disappear, since they aim to extend the browser and no matter how much more complete the web standards get, there's always something that's missing.
Business-wise, if you want to create a media rich web application, you're going to need Flash or Silverlight.
It's difficult to speak in general terms and pick one over the other. One is a animation plugin and the other is a markup language. You'll always need markup, flash relies it to run. HTML5 will not kill off Flash. The question is will Flash be able to gain any kind of foothold in the smart phone market. So far it's not going Adobe's way. On the desktop Flash is still going strong.
I certainly think Flash is worth while learning. Especially if you're in the communications based industry like advertising and publishing. Learning the tools to create motion based content can never hurt. Don't forget that when push comes to shove Adobe can have Flash Pro tools render out to HTML5 based content. You won't be left high and dry.
These days I only work with HTML/CSS/JavaScript but I also have a fair amount of Flash experience and I'm happy that I do. Having knowledge of one enhances the other. So, focus on one, but learn both. You won't regret it.
Flash is a proprietary system. HTML5 is an open standard. The chances are, even if HTML5 can catch up to Flash right now, Flash will continue to evolve faster than HTML5, because Adobe can do what they want.
As far as I know, HTML5 doesn't support some current features of flash like games at the moment too.
Is it even worth my time to learn Flash?
No, and that has nothing to do with HTML 5.
If you want to develop apps for the iPhone/iPad, forget about Flash and use Apple's tools. That's the way they want it and they aren't going to allow anything else (unless they are forced to legally - unlikely).
Flash is still quite widespread in desktop environments (and might be coming to Android soon too, but I'll believe it when I see it). There are still, as far as I know, a lot of things that Flash can do that HTML5 can't do right now. But that will eventually change too. However, Flash will probably always have more features because its propriety and they can make advancements to it faster than changes can go into an open standard like HTML5. But I suspect Flash will eventually become like IE: it will have its own unique set of features, but no one will care because its easier/better to develop for a more basic, but well-adopted, standard of HTML5.
Right now we seem to be in conflicting period, where one technology is trying to take-over the other. What's best for you to do in this case? For the short term, learning Flash is a good idea. For the long-run, knowing HTML5 is going to be essential.
Learn as much as you can...whether it's about Flash only, HTML 5 only, or both. If you are talking about the next six months, let's remember that the HTML 5 standard is still not a "standard" yet. Let's also remember Apple doesn't like too much that aren't "Apple". Flash-based video and audio duplicates their QuickTime efforts, so it's obvious why they are going to lobby against putting it in their products.
For rich Internet application development, I do not believe that Apple has a product or technology that directly supports that effort. They can piggyback off of AJAX and Java, but Flash's popularity and market penetration make it a more desirable tool for developers looking to create that type of experience. According to this site, the Flash Player is installed on over 97% of browsers.
Learn Flash now...pick up HTML 5 when it stabilizes...you have time. No reason why you can't have both in your toolbelt.
Steve Jobs sums it up pretty well here: http://www.apple.com/hotnews/thoughts-on-flash/
In short you defiantly need to learn HTML5 and you could get by with out knowing Flash but you might as well learn both if you can.
Apple is a trivial portion of the desktop and phone market (the phone market, not the smartphone market, which is one of those categories manufacturers use to make their products look more important than they, in reality, are). The idea that everyone will do things differently because a few percent of their customer base want them to is a pretty bold gamble.
So Flash may or may not die - but it's unlikely that Apple will be the ones deciding that.
(FWIW, I see more Symbian phones using the web apps I have some responsiblity for than Blackberries, and more Blackberries than iPhones and Androids combined.)
Flash is a platform. One of the most popular runtimes in the browser plugin. There's not a much better way to get it into the browser.
Adobe started showing this off more as they're adding more export features to Adobe Flash CS5. They hoped to have iPhone export, but they still have a very simple output to HTML5. Adobe might not always make the best decisions, but with the HTML 5 export feature, they might already preparing for HTML5 and the lack of the Flash Browser Plugin on devices. That doesn't mean that their swfs won't runs. Especially when you consider there are already little projects that implement the flash runtime in JavaScript. Sounds great-- Flash without Flash! (only now flashblock might be less effective). Essentially, I see Flash as becoming a very strong HTML5 framework (lots of code behind it).
I'm pretty sure the flash browser plugin will slowly disappear, especially if Adobe embraces HTML5. The tools and frameworks and flash could be useful in a HTML5 environment. There's some interesting stuff there. I'd say its worth your time because there's a lot of concepts in the Flash Platform (and of course a lot of bad ones). A lot of them look like they're going to apply to HTML5 to. Even if the entire Flash Platform dies, there's so many similarities that HTML5 will make a lot of sense-- perhaps even more because you know the flash platform.
"to learn Flash or should their efforts be devoted to HTML5?"
Your question is ambiguous to me. I think the answer to your question depends on what you are trying to do. If you need to display video on your website or render fancy fonts, then you no longer need Flash to do that, because HTML5 is an option. However, if you are talking about building an application (either web based or Adobe Air), then some people might prefer Flash.
You don't need Flash to build a web application, you can use HTML/CSS/jQuery/AJAX for the front end instead of Flash (some might even use both). Apple would argue for you to use HTML for web stuff, and Cocoa for non-web apps instead of Air (C# for Windows!!).
For developing web applications, Flex has the convenience of being stateful, whereas HTML is stateless. For developing non-web apps, Flex has the advantage of being cross-plaform compatible, just like Java. Of course there are many other advantages to using Flex, as well as disadvantages.
HTML5 is not going to kill Flash
HTML5 isn't meant to kill Flash. Look it at this way - first there was a web, a textual web. Then as connection speeds were growing images started showing up. As Internet then hasn't been so big as today it was easier to update the HTML with new features...
Then the revolution came, we needed something for layout and we started using tables - but that was wrong, because tables were meant to be used for tabular data. So the CSS layout techniques replaced tables - but they haven't killed the table.
Same thing is with the new HTML5 features - just recently browsers started adopting new HTML5 features like and we hadn't any alternative for video or interactive content - so we used Flash - we built interactive sites in Flash, same thing with RIA (we needed a way to transfer some code to run on the client) - but Flash isn't meant to do that. So, HTML5 techniques will replace Flash - but they will not kill the Flash.
Flash will still be used for advertising, special multimedia sites (like for movies), games, it will be used for Air applications and for mobile applications too.
HTML5 is the future for the web, but that doesn't mean Flash will die.
You can't make games in HTML 5 like on Flash
Flash is relatively old...HTML5 is brand new. I think that pretty much defines the future. --EDIT: One thing Flash does very well and i don't see a replacement for is frame-by-frame animation.
HTML5's localStorage databases are usually size-limited ? standard sizes are 5 or 10 MB per domain. Can these limits be circumvented by subdomains (e.g. example.com, hack1.example.com and hack2.example.com all have their own 5 MB databases)? And is there anything in the standard that specifies whether parent domains can access their children's databases? I can't find anything, and I can see arguments for doing it either way, but it seems like there has to be some standard model.
From http://dev.w3.org/html5/webstorage/#disk-space
A mostly arbitrary limit of five megabytes per origin is recommended. Implementation feedback is welcome and will be used to update this suggestion in the future.
It also mentions that a user agent should guard against circumventing the main domain storage limit, but is short on details.
I missed this question when I asked "Is 5MB the de facto limit for W3C Web Storage?", but I got basically the same answer. If you want more information, I did link to some browser specific limits in my question.
If your end goal is to store more than 5MB, then you should consider using HTML5's WebStorage. Here's a tutorial on how to use it:
http://www.html5rocks.com/tutorials/webdatabase/todo/
Using the example above, if you wanted to increase your database size to 15MB, then you would use the following code:
var dbSize = 15 * 1024 * 1024; // 15MB
The standard way to deal with situations where the browser does not support the HTML5 <canvas> tag is to embed some fallback content, usually a polite version (and sometimes a less polite version) of
<canvas>Your browser sucks</canvas>
But the rest of the page remains the same, which may be inappropriate or misleading. I'd like some way of detecting canvas non-support so that I can present the rest of my page accordingly. What would you recommend?
This is the technique used in Modernizr and basically every other library that does canvas work:
function isCanvasSupported(){
var elem = document.createElement('canvas');
return !!(elem.getContext && elem.getContext('2d'));
}
Since your question was for detection when it's not supported, I recommend using it like so:
if (!isCanvasSupported()){ ...
You can use Matt's suggestion. I've also found the following works:
var canvasSupported = "HTMLCanvasElement" in window;
Latest Firefox, Chrome & Opera return true, IE 8 and lower return false.
To clarify, this method makes use of the HTMLCanvasElement class that derives from the HTMLElement class exposed by the browser -- IE8 exposes these classes in standards mode only, IE9 will expose them in IE8 and IE9 standards modes. Web IDL, currently a working draft, is the specification that standardizes exposing these DOM interfaces.
This feels more like "feature detection" to me, you're asking if something exists, not trying to create it and then asking if creating it worked. The latter is also not as efficient. This is something to consider when including many similar methods in a large library that is for use along with other scripts on a page, you want to squeeze as much performance as possible.
In addition to HTML markup, support for , , and can also be detected from script. This detection can be performed many ways, but one of the simplest is to check for the existence of the appropriate interface object off of window.
// Example 7: Simple feature detection for
if(window.HTMLCanvasElement) {
// Code requiring canvas support
}
This is virtually identical to the method I suggested here. The only difference is the truthy/falsey check, instead of the property in object check. Granted, they do suggest the check for getContext as an alternative, but I thought it worth updating this answer for those who might want to use an alternative to creating a dummy element and not using it.
I usually run a check for getContext when I create my canvas object.
(function () {
var canvas = document.createElement('canvas'), context;
if (!canvas.getContext) {
// not supported
return;
}
canvas.width = 800;
canvas.height = 600;
context = canvas.getContext('2d');
document.body.appendChild(canvas);
}());
If it is supported, then you can continue the canvas setup and add it to the DOM. This is a simple example of Progressive Enhancement, which I (personally) prefer over Graceful Degradation.
Why not try modernizr ? It's a JS library that provides detection capability.
Quote:
Have you ever wanted to do if-statements in your CSS for the availability of cool features like border-radius? Well, with Modernizr you can accomplish just that!
There may be a gotcha here- some clients do not support all canvas methods I like to know right off if the canvas text api is functional
document.canvas= (function(){
var dc= document.createElement('canvas');
if(!dc.getContext) return 0;
var c= dc.getContext('2d');
return typeof c.fillText== 'function'? 2: 1;
})();
alert(document.canvas)
try {
document.createElement(?canvas?).getContext(?2d?);
alert("HTML5 Canvas is supported in your browser.");
} catch (e) {
alert("HTML5 Canvas is not supported in your browser.");
}
How do you detect when a HTML5 <video> element has finished playing? I found a spec mentioning an ended event, but I don't really know how to interact with it.
Thanks!
Have a look at this post at the Opera Dev site under the "I want to roll my own controls" section.
This is the pertinent section:
<video src="video.ogv">
video not supported
</video>
then you can use:
<script>
var video = document.getElementsByTagName('video')[0];
video.onended = function(e) {
/*Do things here!*/
}
</script>
EDIT: In response to the comment, onended is a HTML5 standard event on all media elements. See the W3 spec at the following address: http://www.w3schools.com/html5/html5_ref_eventattributes.asp
This event will work on all HTML5 compatible browsers.
HTH
EDIT2:
This is a link to the full list of HTMl5 media element (video/audio) events: http://www.w3.org/TR/html5/video.html#mediaevents
You can add an event listener with 'ended' as first param
Like this :
<video src="video.ogv" id="myVideo">
video not supported
</video>
<script type='text/javascript'>
document.getElementById('myVideo').addEventListener('ended',myHandler,false);
function myHandler(e) {
if(!e) { e = window.event; }
// What you want to do after the event
}
</script>
The tag <video> is a media content that have the following attributes.
attribute float currentTime;
readonly attribute float startTime;
readonly attribute float duration;
readonly attribute boolean paused;
attribute float defaultPlaybackRate;
attribute float playbackRate;
readonly attribute TimeRanges played;
readonly attribute TimeRanges seekable;
readonly attribute boolean ended;
attribute boolean autoplay;
attribute boolean loop;
I'm currently looking into developing Facebook applications and was planning on using Flash as the basis of my application, I have test built some simple PHP Facebook applications and I know enough about action-script 3 to start me on my way, but the API for Facebook development in AS looks far more tedious than the PHP one.
my question is would I be able to create interactive graphics (games) like we see across the web in the HTML5 canvas class? and which would be simpler?
HTML5 doesn't truly exist yet outside of the basic support in the various browsers. We're a couple of years off from true saturation since it won't be until IE9 and FF4 are released and then widely adopted.
You could use the Google Code project to enable canvas support in IE however until then:
http://code.google.com/p/explorercanvas/
And yes, you would be able to create some interesting games with canvas. I do however believe in the short term you'd have a wider array of options with Flash.
Flash will definitely be easier since it is mature and there are lots of game engines built for it. Canvas would work on iPhone, but many other browser versions don't support it.
I'd say it isn't quite ready for primetime yet.
I'd suggest to stick with Flash until html5 becomes a mature option and there's at least one robust IDE in the market.
Canvas and SVG are new but it's ramping up fast and I'm seeing a lot of article/demos all over the place, including the right hand side of this page. Your only real problem might be that IE won't handle it and I don't recall if Microsoft said it would (adding even more to IE's demise on the web).
It totally depends on what you're doing. If the features you use in Flash are only those provided by HTML5, the you probably should. Otherwise you just can't.
Here are some of my thoughts in response to similar questions:
greetz
back2dos
Not yet. I would port all the site to HTML5 keeping the old flash version, just using one or other version checking which navigator is accessing the page.
Depends on what you would want to do. I don't agree with the person who said HTML5 does not exist yet. Technically IE doesn't support it yet, but there are workarounds for that.
There are already a lot of applications/games built using HTML5 which are live.
HTML5 does not support Audio/video capture yet. So, if you think that you won't be needing that, you can go with HTML5. I'm sure there are other advantages and disadvantages on both sides.
Also, HTML5 is free so...
Apple on the other hand has issues with Adobe, and they don't support Flash in iphone/ipad. So, depending on who wins that battle, things will be a lot different.
Hope that helps, -Roozbeh
There're always two sides... On the one hand HTML5 is faster and (isn't going to) require any additional plugins. But it looks like that HTML5 isn't going to be fully implemented earlier than in 2018 to 2020. Until then you have to use other plugins or addins...
As for Flash...It's for now nearly the best practice you can use for RIAs. You can implement 3d, video, MP3s and so on and so on. So I would say Flash is the best technology at this moment. But it's on you to decide xD
P.S. Look at all this facebook apps... only flash...
Yesterday I ran across the jcotton framework for creating canvas applications and I was wondering what the state of the art is.
Do other such frameworks exist?
If so what are their [dis]advantages?
Drawing and animation of stuff on the canvas, doesn't work in IE.
Mostly for rendering graphs and complex diagrams.
I would also like to mention that there are also SVG libraries.
Designed to simplify vector graphics on the web, it uses SVG or VML for rendering, so it will work in Internet Explorer.
There are many other solutions for doing more specific things, like drawing graphs, plotting data etc. These are just those I know
See this question. Pretty good list:
Sencha animator gives a GUI similar to Flash for animating in HTML5 with CSS3. Should make life a lot easier.
Cakejs
And one more, young JavaScript library jCanvaScript Its very simple to use and have good documentation with great number of examples.
Bhive Canvas - http://www.bhivecanvas.com seems quite powerful
I want to do some user interaction animations with HTML5 canvas, but I don't know where to start. Are there some articles or lecture about canvas?
Edit: not just online lecture, I'm also interested in physical books.
Html5 is not out yet so there I would not expect a book (see: http://stackoverflow.com/questions/2291773/what-is-a-good-html5-book)
I think you'll end up with articles like this from Google:
Our Pro HTML5 Programming book just launched in the Apress Alpha program (early release) and has a good chapter about HTML5 Canvas: http://apress.com/book/view/1430227907
I answer my own question here, because i have worked with canvas elements now and i got two books that where a big help to me:
Canvas Pocket Reference and HTML5 Canvas both are from O'Reilly books.
You might also wanna check out the KineticJS library, which is an HTML5 canvas JS library that provides animation and events for the canvas (since the canvas API doesn't provide them by default).
You can get started with the animation tutorials here:
http://www.html5canvastutorials.com/advanced/html5-canvas-animation-stage/
and you can check out the events tutorials here:
http://www.html5canvastutorials.com/advanced/html5-canvas-mouse-coordinates/
Hy there,
I can't find enough beginner resources on the web about HTML5 database storage usage examples (CRUD)
I'm opening(creating) my DB like this:
var db;
$(document).ready(function()
{
try
{
if (!window.openDatabase) {
alert('Not Supported -> Please try with a WebKit Browser');
} else {
var shortName = 'mydatab';
var version = '1.0';
var displayName = 'User Settings Database';
var maxSize = 3072*1024; // = 3MB in bytes 65536
db = openDatabase(shortName, version, displayName, maxSize);
}
}
catch(e)
{
if (e == 2) {
alert("Invalid database version.");
} else {
alert("Unknown error "+e+".");
}return;
}
});
QUESTION 1: How many databases can i create and use on one domain? QUESTION 2. How to delete (drop) a database. -> i have not figured this out yet.
To create sql queries you use transaction:
function nullDataHandler(transaction, results) { }
function createTables(db)
{
db.transaction(function (transaction)
{
//first query causes the transaction to (intentionally) fail if the table exists.
transaction.executeSql('CREATE TABLE people(id INTEGER NOT NULL PRIMARY KEY AUTOINCREMENT, name TEXT NOT NULL DEFAULT "John Doe", shirt TEXT NOT NULL DEFAULT "Purple");', [], nullDataHandler, errorHandler);
});
}
QUESTION 3: How so is the above transaciton failed if a table exists? Is the nullDataHandler involved to do this? Where on the web is there documentation explaining the executeSql API? Arguments?
thx
The spec you're looking for is Web SQL Database. A quick reading suggests:
HTML5 Doctor also has a good introduction.
Going forward, though, I'd recommend looking at Indexed DB. Web SQL has essentially been abandoned since there is no standard for SQL / SQLite. Even Microsoft has endorsed Indexed DB. See Consensus emerges for key Web app standard.
Hey I have written out this basic user guide which has a few worked out examples.... Hope they can be of some help.... http://mnesia.wikispaces.com/HTML5+and+webstorage As of now I think no one is really paying a lot of attention to WEB SQL based storage.... And that is understandably so... The key-pair based local-storage system works very well for most web apps.... Reminds me of how redis and memcache have taken off as compared to RDBMS... Especially for apps that dont really need that kind of structure in there data...
I'm using the SQL local database function paired with a google app on the server. I love Safari's exposure of the local databases, but since not every browser seems to have that capability, I'm dropping my tables programmatically.
I am trying to use gwt-mobile-webkit, particularly its location api. It works well with iPhone (both device and simulator) and Firefox and on G1 with 1.6 Android, however, it does not work on G2 with Android 1.5 on it. In result I am getting onFailure callback with Permission Denied error.
So it seems, that there is some geolocation API (gears or HTML5) in the browser available, but it just does not want to ask user for granting permissions.
Do you know if there is any workaround or just enable it somewhere in settings?
I had what sounds like a similar problem on G1. The fix for me was to do Factory Reset - a bit extreme, but it was the only solution I had at the time.
I guess you have read the gears doc here on geolocation (android section):
http://code.google.com/p/geo-location-javascript/wiki/SupportedPlatforms#Google_Gears
Interesting that it says the permission is only asked once per site (see excerpt below).
"Gears is a javascript framework available for Android, Windows Mobile (IE Mobile, Opera Mobile), Mac (Firefox, Safari), Linux and Windows . One of its cores is the Geolocation API. On the mobile phone it asks the user once for permission per site and user, so not every session as in the iPhone OS 3.0."
I would try clearing the android browser cache and then re-visit the site to hopefully cause it to ask permission to enable geo location. - just a guess.
I know the support was flaky at best in 1.5 android.
I'm looking for a good fallback for both HTML5 and CSS3 so I could use it and it would still look ok in other browsers.
When talking about HTML5 or CSS3, you should head over to:
As can be seen, we are still far far away from using that.
Also, since old versions of the browsers won't support HTML5 or CSS3, however, you can do what is known as:
Progressive Enhancement and Graceful Degradation
Here are some resources also:
Look at Google Chrome Frame and see if it is possible to reach more users with the fully-featured version of your website. And also do feature checking for specific features.
What is Modernizr?
Modernizr is a small and simple JavaScript library that helps you take advantage of emerging web technologies (CSS3, HTML 5) while still maintaining a fine level of control over older browsers that may not yet support these new technologies.
Modernizr uses feature detection to test the current browser against upcoming features like rgba(), border-radius, CSS Transitions and many more. These are currently being implemented across browsers and with Modernizr you can start using them right now, with an easy way to control the fallbacks for browsers that don?t yet support them.
Additionally, Modernizr creates a self-titled global JavaScript object which contains properties for each feature; if a browser supports it, the property will evaluate
trueand if not, it will befalse.Lastly, Modernizr also adds support for styling HTML 5 elements. This allows you to use more semantic, forward-looking elements such as
<section>,<header>and<dialog>without having to worry about them not working in Internet Explorer.What Modernizr doesn't do
Modernizr does not add missing functionality to browsers; instead, it detects native availability of features and offers you a way to maintain a fine level of control over your site regardless of a browser?s capabilities.
I read about it at Dive Into HTML5
Some samples:
if (Modernizr.canvas) {
// let's draw some shapes!
} else {
// no native canvas support available :(
}
if (Modernizr.video) {
// let's play some video!
} else {
// no native video support available :(
// maybe check for QuickTime® or Flash® instead
}
if (Modernizr.localstorage) {
// window.localStorage is available!
} else {
// no native support for local storage :(
// maybe try Gears or another third-party solution
}
if (Modernizr.webworkers) {
// window.Worker is available!
} else {
// no native support for web workers :(
// maybe try Gears or another third-party solution
}
if (Modernizr.applicationcache) {
// window.applicationCache is available!
} else {
// no native support for offline :(
// maybe try Gears or another third-party solution
}
if (Modernizr.geolocation) {
// let's find out where you are!
} else {
// no native geolocation support available :(
// maybe try Gears or another third-party solution
}
...
Sometimes the website suggests fall-back techniques such as Explorercanvas (excanvas.js) for IE or geo.js for Geolocation
You should review this site: http://html5test.com/
This information may help in respect of HTML 5 aspect of this question.
It is a test of HTML 5 on lots of browsers.
http://www.stevefenton.co.uk/Content/Blog/Date/200907/Blog/HTML-5-Browser-Test/
The topics of HTML vs. XHTML and XHTML as text/html vs. XHTML as XHTML are quite complex. Unfortunately it's hard to get a complete picture, since information is spread mostly in bits and pieces around the web or is buried deep in W3C tech jargon. In addition there's some misinformation being circulated. I propose to make this the definitive SO resource about the topic, describing the most important aspects of:
What are the practical implications of each?
What are common pitfalls?
What is the importance of proper MIME types for each?
How do different browsers handle them?
I'd like to see one answer per technology. I'm making this a community wiki, so rather than contributing redundant answers, please edit answers to complete the picture. Feel free to start with stubs. Also feel free to edit this question.
One of the difficulties of describing this is clearly is that the terminology within the official specifications has changed over the years, since HTML was first introduced. What follows below is based on HTML5 terminology. Also, "file" is used as a generic term to mean a file, document, input stream, octet stream, etc to avoid having to make fine distinctions.
HTML and XHTML are defined in terms of a language and a serialization.
The language defines the vocabulary of the elements and attributes, and their content model, i.e. which elements are permitted inside which other elements, which attributes are allowed on which element, along with the purpose and meaning of each element and attribute.
The serialization defines how mark-up is used to describe these elements and attributes within a text document. This includes which tags are required and which can be inferred, and the rules for those inferences. It describes such things as how void elements should be marked up (e.g. ?>? vs ?/>?) and when attribute values need to be quoted.
The HTML 4.01 specification is the current specification that defines both the HTML language and the HTML serialization.
The XML 1.0 specification defines a serialization but leaves the language to be defined by other specifications, which are termed ?XML applications?
The XHTML 1.0 and 1.1 specifications are both in use. Essentially, they use the same language as HTML 4.01 but use a different serialization, one that is compatible with the XML 1.0 specification. i.e. XHTML is an XML application.
The HTML5 (as of 2010-04-18, draft) specification describes a new language for both HTML and XHTML. This language is mostly a superset of the HTML 4.01 language, but is intended to only be backward compatible with existing web tools, (e.g. browsers, search engines and authoring tools) and not with previous specifications, where differences arise. So the meaning of some elements are occasionally changed from the earlier specifications. Similarly, each of the serializations are backward compatible with the current tools.
When a text file is sent to a browser, it is parsed into its internal memory structure (object model). To do so it uses a parser which follows either the HTML serialization rules or XML serialization rules. Which parser it uses depends on what it deduces the content type to be, based for non-local files on the ?content-type? HTTP header. Internally, once the file has been parsed, the browser treats the object model in almost the same way, regardless of whether it was originally supplied using an HTML or XHTML serialization.
For a browser to use its XHTML parser, the content type HTTP header must be one of the XML content types. Most commonly, this is either application/xml or application/xhtml+xml. Any non XML content type will mean that the file, regardless of whether it meets all the XHTML language and serialization rules or not, will not be processed by the browser as XHTML.
Using a HTTP content type of text/html (or in most fallback scenarios, where the content type is missing or any other non-XML type) will cause the browser to use its HTML serialization parser.
One key difference between the two parsers is that the HTML serialization parser performs error recovery. If the input file to the parser does not meet the HTML serialization rules, the parser will recover in ways reverse engineered from previous browsers and carry on building its object model until it reaches the end of the file. HTML5 contains the first normative definition of the recovery but no mainstream browser has shipped an implementation of the algorithm enabled in a release version as of 2010-04-26.
In contrast, the XML serialization parser, will stop when it encounters anything that it cannot interpret as XML (i.e. when it discovers that the file is not XML well-formed). This is required of parsers by the XML 1.0 specification.
Most modern browsers contain support for both an HTML parser and an XML parser. However, in Microsoft Internet Explorer versions 8.0 and earlier, the XML parser cannot directly create an object model for rendering as an HTML page. The XML structure can, however be processed with an XSLT file to create a stream which in turn be parsed using the HTML parser to create a object model that can be rendered.
Starting with Internet Explorer 9 Platform Preview, XHTML supplied using an XML content type can be parsed directly in the same way as the other modern browsers.
When their XML parsers detect that their input files are not XML well-formed, some browsers display an error message, and others show the page as constructed up to the point where the error was detected and some offer the user the opportunity to have the file re-parsed using their HTML parser.
HTML and XHTML files can begin with a Document Type Definition (DTD) declaration which indicates the language and serialization that is being used in the document. Validators, such as the one at http://validator.w3.org/ use this information to match the language and serialization used within the file against the rules defined in the DTD. It then reports errors based on where the rules in the DTD are violated by mark up in the file.
Not all HTML serialization and language rules can be described in a DTD, so validators only test for a subset of all the rules described by the specifications.
HTML 4.01 and XHTML 1.0 define Strict, Transitional, and Frameset DTDs which differ in the language elements and attributes that are permitted in compliant files.
Validators based on HTML5 such as validator.nu behave more like browsers, processing the page according to the HTTP content type and using a non DTD-based rule set so that they catch errors that cannot be described by DTDs.
Browsers do not validate the files sent to them. Nor do they use any DTD declaration to determine the language or serialization of the file. However, they do use it to guess the era in which the page was created, and therefore the likely parsing and rendering behaviour the author would have expected of a browser at that time. Accordingly, they define three parsing and rendering modes, known as Quirks mode, Limited Quirks (or Almost Standards) mode and Standards mode.
Any file served using an XML content type is always processed in standards mode. For files parsed using the HTML parser, if there is no DTD provided or the DTD is determined to be very old, browsers use their quirks mode. Broadly speaking, HTML 4.01 and XHTML files processed as text/html will be processed with limited quirks mode if they contain a transitional DTD and with standards mode if using a strict DTD.
Where the DTD is not recognised, the mode is determined by a complex set of rules. One special case is where the public and system identifiers are omitted and the declaration is simply <!DOCTYPE html>. This is known to be the shortest doctype declaration where current browsers will treat the file as standards mode. For that reason, it is the declaration specified to be used for HTML5 compliant files.
<section>) fall over very badly if the Javascript isn't available. ** Some clarification and examples needed.
XHTML has mature QA tools, but looser DTDs (e.g. <textarea rows="" is a conformance error in HTML 4.01 and XHTML 1.0, but only a validity error in HTML 4.01*). This is despite XHTML 1.0 being, theoretically, HTML 4.01 expressed as XML. There are numerous differences, which are not documented in the "Differences with HTML 4" section of the spec.
An XHTML document when served with a MIME type of application/xhtml+xml (see below) needs to conform 100% to XML standards, i.e. it needs to be "well formed XML". Even a single unescaped ampersand can cause the parser (the browser) to throw a warning and refuse to render the document. When creating dynamic XHTML sites which may include content supplied by third parties (e.g. any user input), great care needs to be taken to escape any and all invalid character sequences, to not allow invalid tags or attributes and to properly nest all elements.
<script type="text/javascript" src="foo" /> causing the rest of the document to be treated as a script instead of HTML) or display other issues.XHTML served as text/html is neither XHTML nor HTML. It's handled like HTML by the browser, but since it's not HTML, it's treated as tag soup. Since Internet Explorer does not know how to handle XHTML using application/xhtml+xml, it will need to be served as text/html for IE only. Which means XHTML for IE is always tag soup, unless the differences between HTML and XHTML are tended to as well (see Differences with HTML 4).
Welcome to a world of pain. You get downstream proxy issues (you have to vary caching based on whatever request header you perform your conditional on). The document structure changes (e.g. tables without a <tbody> tag may or may not have a <tbody> element depending on the content-type). It is a lot of work to produce, essentially, two almost identical documents.
When an XHTML document is parsed with a proper application/xhtml+xml MIME type, there may be differences when manipulating DOM elements via Javascript. Some scripts which have not been prepared properly may work differently or fail in an XHTML environment. **
* Paragraph needs some polishing.
** I have seen this in practice, but have little background knowledge, please expand.
HTML as well as XHTML comes in different flavors, namely Strict, Transitional and Frameset. Each "dialect" specifies a different set of elements which are allowed to be used.
Jumping in the deep end with Strict limits some of your options out of the box (e.g. not being able to specify target attributes) that make it a no-go for many.
Please expand
It?s really not that complex, and it really doesn?t matter very much.
What else do you need to know?
A command line HTML5 beautifier running under Linux.
Garbled, ugly HTML5 code. Possibly the result of multiple templates. You don't love it, it doesn't love you.
Pure beauty. The code is nicely indented, has enough line breaks, cares for it's whitespace. Rather than viewing it in a webbrowser, you would like to display the code on your website directly.
I suspect tidy can be made to work with the right command-line parameters.
http://tidy.sourceforge.net/docs/quickref.html
You can specify an arbitrary doctype and add new block, inline, and empty tags, and turn on and off lots of tidy's cleaning options.
Depending on what you want it to "beautify" you can probably get decent results. It probably won't be able to do some of the more advanced things like rewriting the html content to eliminate spurious elements or combining them, if it doesn't recognize them.
Copied from a live website I did using HTML5 that is validated as proper HTML5 on all pages thanks to this snippet (PHP in this case but the options and logic is the same for any language used):
$options = array(
'hide-comments' => true,
'tidy-mark' => false,
'indent' => true,
'indent-spaces' => 4,
'new-blocklevel-tags' => 'article,header,footer,section,nav',
'new-inline-tags' => 'video,audio,canvas,ruby,rt,rp',
'doctype' => '<!DOCTYPE HTML>',
'sort-attributes' => 'alpha',
'vertical-space' => false,
'output-xhtml' => true,
'wrap' => 180,
'wrap-attributes' => false,
'break-before-br' => false,
);
$buffer = tidy_parse_string($buffer, $options, 'utf8');
tidy_clean_repair($buffer);
// Fix a tidy doctype bug
$buffer = str_replace('<html lang="en" xmlns="http://www.w3.org/1999/xhtml">', '<!DOCTYPE HTML>', $buffer);
HTML Tidy has been forked by the w3c and now has support for HTML5 validation.
If you use Haml as your nanoc-filter, your html will automatically be pretty-printed. You can set html5 output as an option.
IMHO fot the html code the "Aptana" is so good. And the "Komodo editor" ;-)
Notepad++ has a HTML tidying facility that is pretty good.
You can use this script for vim: http://vim.wikia.com/wiki/Better_indent_support_for_php_with_html
tip via: http://stackoverflow.com/questions/459478/correct-indentation-of-html-and-php-using-vim
Drag-and-drop file uploading can be done in Firefox 3.6.
A Google search for html5 drag-and-drop file uploading -gmail gives things like:
All of these guides use FileReader (or the Firefox 3.6's deprecated getAsBinary, which no other browser supports, either).
However, Google recently released an update for Gmail that allowed drag-and-drop file uploading in Chromium as well as Firefox, and Chromium does not have FileReader. I'm using the latest Chromium nightly, and it can drag-drop upload files, while not supporting FileReader.
I've seen someone mention that drag-drop uploading can be possible by dragging onto an <input type="file" />, but that can only support one file at a time, while Gmail's uploader can handle multiple files being dragged onto it, so that's clearly not what they're doing.
So the question is, how do they do it? How do you support Chromium for HTML5 file uploading? In addition, can you support Safari?
EDIT: Google Chrome now supports FileReader as of version 7. However, this workaround is still necessary for drag-and-drop uploading in Safari 5 (Safari 6 has not been released yet).
One possibility is to use the method used in SwellJS:
Use <input type="file" multiple="multiple" /> like so:
<form method="post" enctype="multipart/form-data" id="uploadform">
<input type="file" name="dragupload[]" multiple="multiple"
onchange="if (this.value) document.getElementById('uploadform').submit();" />
</form>
The input element can be styled to have opacity: 0 and positioned (absolutely) over an element that accepts uploads. The entire form can be placed inside an iframe for "pseudo-Ajax" like behavior. And the upload element can be a layer hidden until something is dragged over it.
Such an iframe would look like:
<script>
<!--
var entered = 0;
-->
</script>
<body ondragenter="entered++;document.getElementById('uploadelement').style.display='block'" ondragleave="entered--;if (!entered) document.getElementById('uploadelement').style.display='none'">
<form method="post" enctype="multipart/form-data" id="uploadform">
Things can be dragged and dropped here!
<input type="file" id="uploadelement" name="dragupload[]" multiple="multiple" onchange="if (this.value) { document.getElementById('uploadform').submit(); }" style="display:none;position:absolute;top:0;left:0;right:0;bottom:0;opacity:0;" />
</form>
</body>
This should only be done when Safari or Chrome is detected (since other browsers don't support drag-and-drop onto <input type="file" /> elements), and can be used in combination with the HTML5 drop event for Firefox 3.6+.
I can't tell if this is the method Gmail uses, but it certainly works about as well.
You may be interested on something more technology- and browser-compliant.
Seems to me that Plupload does it well, supporting the following features:
for most of the following technologies:
And yes, since 2010.05.27, it supports drag/drop for HTML5 running on Chrome beta.
I've got something working in Chrome after much, much, much detective work. This only works on Chrome. On Safari, it freezes. On Firefox, it won't let me drop the file. IE opens the dropped file instead. Even in Chrome, the drag and drop only works once, for some reason, after which you have to refresh the page. (A possible reason for this is that something is wrong with the event handlers.)
<!DOCTYPE html PUBLIC "-//W3C//DTD XHTML 1.0 Transitional//EN" "http://www.w3.org/TR/xhtml1/DTD/xhtml1-transitional.dtd">
<html xmlns="http://www.w3.org/1999/xhtml">
<head>
<script type="text/javascript">
window.onload = function () {
var div = document.getElementById('div');
div.ondragenter = div.ondragover = function (e) {
e.preventDefault();
e.dataTransfer.dropEffect = 'copy';
return false;
}
div.ondrop = function (e) {
for (var i = 0; i < e.dataTransfer.files.length; i++) { // e.dataTransfer is a DataTransfer object (https://developer.mozilla.org/En/DragDrop/DataTransfer), e.dataTransfer.files is a FileList object (https://developer.mozilla.org/en/DOM/FileList)
var file = e.dataTransfer.files[i]; // file is a File object (https://developer.mozilla.org/en/DOM/File)
var xhr = new XMLHttpRequest;
xhr.open('post', 'handler.php', true);
xhr.onreadystatechange = function () {
if (this.readyState != 4)
return;
document.body.innerHTML += '<pre>' + this.responseText + '</pre>';
}
xhr.setRequestHeader('Content-Type', 'multipart/form-data');
xhr.setRequestHeader('X-File-Name', file.fileName);
xhr.setRequestHeader('X-File-Size', file.fileSize);
xhr.send(file); // For some reason sending the actual File object in Chrome works?
}
e.preventDefault();
return false;
}
}
</script>
</head>
<body>
<div id="div" style="width: 100%; height: 200px; border: 1px solid blue">Drop here</div>
</body>
</html>
handler.php:
// This is not a true file upload. Instead, it sends the raw data directly.
echo htmlentities(file_get_contents('php://input'));
You wouldn't need to use an iframe to do pseudo ajax uploading. Chrome and Safari both support XHR2 uploads with progress events so you can do progress bars etc.
For our own application, we do drag and drop for FireFox only. We revert to the traditional iframe upload for others. In order to detect that drag and drop is supported, we run this code:
if (typeof(window.File) == 'object' && typeof(window.FileReader) == 'function' && typeof(window.FileList) == 'object') {
// DnD is supported!
}
Hope this is helpful to some.
You can use html5uploader library: http://code.google.com/p/html5uploader/
It works with Firefox, Safari and Chrome.
Gmail uses flash to support multiple files drop. U can find out by disabling flash.
The latest browser support file upload well. You could use:
xhr = new XMLHttpRequest();
xhr.open('POST', targetPHP, true);
var formData = new FormData();
formData.append('upload',file);
xhr.send(formData);
You do not need to set boundary or any head?just like this it works fine. I tested this code in client:firefox 6.02 and in chrome 13. server:tomcat with "spring mvc"
you can use FormData to store the File, then upload it. e.g
function setUp(){
var dropContainer = document.getElementById("container");
dropContainer.addEventListener("drop",dropHandler,false);
dropContainer.addEventListener("dragenter", function(event){event.stopPropagation();event.preventDefault();}, false);
dropContainer.addEventListener("dragover", function(event){event.stopPropagation();event.preventDefault();}, false);
dropContainer.addEventListener("drop", dropHandler, false);
getResult()
}
function dropHandler(event){
var files = event.dataTransfer.files;
var count = files.length;
form = new FormData();
for(var i= 0;i<count;i++){
form.append("file"+i, files[i]);
}
sendData();
}
function sendData(){
var xhr = new XMLHttpRequest();
xhr.upload.addEventListener("progress", uploadProgress, false);
xhr.addEventListener("load", uploadComplete, false);
xhr.addEventListener("error", uploadFailed, false);
xhr.open("POST", "/upload");
xhr.send(form);
var progressBar = document.getElementById('progressBar');
progressBar.style.display = 'block';
progressBar.style.width = '0px';
}
the demo is here(http://flexinnerp.appspot.com/) just enjoy it :)
I have the following code:
<video width="640" height="360" controls id="video-player" poster="/movies/poster.png">
<source src="/movies/640x360.m4v" type='video/mp4; codecs="avc1.42E01E, mp4a.40.2"'>
<source src="/movies/640x360.ogv" type='video/ogg; codecs="theora, vorbis"'>
</video>
For Firefox I looked at https://developer.mozilla.org/En/Using_audio_and_video_in_Firefox where it refers to an 'error' event and an 'error' attribute. It seems the 'error' event is thrown pretty well straightaway and at that time there is no error attribute. Does anyone know how to diagnose the problem?
The HTTP Content-Type for .ogg should be application/ogg (video/ogg for .ogv) and for .mp4 it should be video/mp4. You can check using the Web Sniffer.
Just need to change one letter:), rename 640x360.ogv to 640x360.ogg, it will work for all the 3 browers.
Add these lines in your .htaccess file and it will work for all browsers. Works for me.
AddType video/ogg .ogv
AddType video/mp4 .mp4
AddType video/webm .webm
If you dun have .htaccess file in your site then create new one :) its obvious i guess.
Incidentally, .ogv files are video, so "video/ogg", .ogg files are Vorbis audio, so "audio/ogg" and .oga files are general Ogg audio, so also "audio/ogg". Checked in Firefox and work. "application/ogg" is deprecated for all audio or video uses. See http://www.rfc-editor.org/rfc/rfc5334.txt
I see in the documentation page an example like this:
<source src="foo.ogg" type="video/ogg; codecs="dirac, speex"">
Maybe you should enclose the codec information with " entities instead of actual quotes and the type attribute with quotes instead of apostrophes.
You can also try removing the codec info altogether.
Just remove the inner quotes - they confuse Firefox. You can just use "video/ogg; codecs=theora,vorbis".
Also, that markup works in my Minefiled 3.7a5pre, so if your ogv file doesn't play, it may be a bogus file. How did you create it? You might want to register a bug with Firefox.
Well it looks like Dreamweaver CS5 will try to smoother the HTML5 thing for a few more years (weeks actually). Seems like the next rung down is right to Notepad!
Anyone know a good HTML5 editor with a visual/preview/style leaning?
Eclipse with some pluggin?
(Seems like the market will be begging for it soon.)
Thanks
...By the way. I know about the 'no browser support'...'not finished yet'..etc. That's not an issue for us. We are doing Safari Only websites & iPhone iAd's only production...So we know what works in our implementations. (We mostly on Windows by the way)
I always liked Aptana Studio for HTML development. Aptana Studio 3 beta supports the latest HTML5 specifications and is quite fast (compared to version 2). There is a standalone and a Eclipse pug-in version available.
UPDATE: Final release available
Topstyle 4 is the only one I've com e across with HTML5 (and CSS3) support. Its early stages but it works enough for the most part.
Since HTML5 is still in the works and doesn't have consistant support across any browsers yet, my guess is that it's going to be quite a while before you get a WYSIWYG HTML5 Editor.
In the mean time, get used to editting your markup by hand in a good text editor like Notepad++ or TextEdit.
Just to point out, HTML5 per se is not "far from ready"; it is actually pretty much finished, "considered by the Working Group to fulfill the relevant requirements of its charter and any accompanying requirements documents." There will be some things to iron out, and the core spec has some accompanying addon bits, but the majority of it is actually ready to use right away, with much of it stable in latest browsers.
You should take a look at Atlas: http://280atlas.com/what.php
Adobe Dreamweaver CS5 HTML5 Pack
I must question whether you need, specifically, an editor capable of handling HTML5. It's still HTML. There are changes, yes, but not all that much if you are already comfortable with HTML4. I suspect that most any editor capable of handling HTML should be able to handle HTML5 as well.
Radrails 3 is supposed to have it, Aptana Studio 3 will have it. Radrails is in beta, so thats kind of a downer, but none the less it is there to give'r a whirl.
It is multi-platform too, for those of us non-Windoze fellas.
Coffee Cup Just released one. July 6, 2010 http://www.coffeecup.com/html-editor/
This might not interest you but just to add (0:, I like VS2008 IDE for html editing - and it doubles the fun if you have internet explorer developer toolbar (like that of firebug).
Did research for this at school and as Justing already said. The specification is far from ready, so it wil probably take a while before HTML5 is being supported in editor. Though browsers are busy implementing the parts from the specification that are good enough to be used.
Best you can do is follow blogs, tutorials and other articles on the internet and experiment with developing in HTML5 yourself.
EDIT: Just found an Visual Studio 2008/2010 Plug-in here
Check out SproutCore.
http://www.appleinsider.com/articles/10/04/19/sproutcore_debuts_new_html5_web_development_tools.html
Try the HTML5 editor written in HTML5 itself
NetBeans 7 has nice support for HTML5. Previously I was a heavy user of Eclipse, but spend more time with NetBeans to play with HTML5 and Servlet.
Chrome supports the placeholder attribute on input[type=text] elements (others probably do too).
But the following CSS doesn't do diddly squat to the placeholder's value:
<style>
input[placeholder], [placeholder], *[placeholder]
{
color:red !important;
}
</style>
<input type="text" placeholder="Value" />
"Value" will still be grey (er, gray. whatever) instead of red.
Is there a way to change the color of the placeholder text?
p.s. I'm already using the jQuery placeholder plugin for the browsers that don't support the placeholder attribute natively.
WebKit only:
input::-webkit-input-placeholder {}
But be aware: This is not a permanent solution. The discussion about the best implementation is still going on.
Update 30.Sept. 2010
Mozilla (Firefox 4) now supports :-moz-placeholder:
input:-moz-placeholder {}
You have to use two rules, because user agents are required to ignore a rule with an unknown selector. Since WebKit doesn?t know the proprietary Mozilla selector and vice versa, you have to write:
input::-webkit-input-placeholder {
color: #999;
}
input:-moz-placeholder {
color: #999;
}
To catch input and textarea just drop the element selector:
::-webkit-input-placeholder {
color: #999;
}
:-moz-placeholder {
color: #999;
}
Update 01.Jan. 2011
Opera 11 supports placeholders too, but you cannot style it (yet), and it is limited to input elements. In Opera 11.50 textarea placeholders are implemented too.
Be careful to avoid bad contrasts. Note that placeholder text is just cut off if it doesn?t fit ? size your input elements in em and test them with big minimum font size settings.
In WebKit you can add:
[type="search"]
{
-webkit-appearance: textfield;
}
Otherwise, the pseudo element may not fill the entire element, and your background-color looks odd.
I?ll update this post whenever I find something new.
In addition to toscho's answer I've noticed some webkit inconsistencies between Chrome 9-10 and Safari 5 with the CSS properties supported that are worth noting.
Specifically Chrome 9 and 10 do not support background-color, border, text-decoration and text-transform when styling the placeholder.
The full cross-browser comparison is here - http://blog.ajcw.com/2011/02/styling-the-html5-placeholder/
You may also want to style textareas:
input::-webkit-input-placeholder, textarea::-webkit-input-placeholder {
color: #636363;
}
input:-moz-placeholder, textarea:-moz-placeholder {
color: #636363;
}
I'm trying to code a site in GWT that plays videos with HTML5. Everything works great on the desktop, but mobile Safari on both the iPhone and iPad do not play the video.
I can play a video using Video for Everybody. I've even copied the code to my own plain HTML page, and it works flawlessly. If I serve that same code via a GWT widget, mobile safari will not play the video. On the iPhone I see a gray box with a prohibitory sign around the play button, and on the iPad it shows up as a black box.
I've made sure my doctype is <!DOCTYPE html>, but I don't know where else to start debugging. Perhaps it it because the code is injected via javascript? Any pointers on where to start looking would be greatly appreciated.
Here is the exact code I am using for the video:
<!-- "Video For Everybody" by Kroc Camen. see <camendesign.com/code/video_for_everybody> for documented code
=================================================================================================================== -->
<video width="640" height="360" poster="poster.jpg" controls autoplay>
<source src="http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4" type="video/mp4"></source>
<source src="http://clips.vorwaerts-gmbh.de/big_buck_bunny.ogv" type="video/ogg"></source>
<!--[if gt IE 6]>
<object width="640" height="375" classid="clsid:02BF25D5-8C17-4B23-BC80-D3488ABDDC6B"><!
[endif]--><!--[if !IE]><!-->
<object width="640" height="375" type="video/quicktime" data="http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4">
<!--<![endif]-->
<param name="src" value="http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4" />
<param name="autoplay" value="true" />
<param name="showlogo" value="false" />
<object width="640" height="384" type="application/x-shockwave-flash"
data="player.swf?autostart=true&image=poster.jpg&file=http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4">
<param name="movie" value="player.swf?autostart=true&image=poster.jpg&file=http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4" />
<!-- fallback image -->
<img src="poster.jpg" width="640" height="360" alt="Big Buck Bunny"
title="No video playback capabilities, please download the video below" />
</object><!--[if gt IE 6]><!-->
</object><!--<![endif]-->
</video>
EDIT:
I coppied the source that was being displayed on my iPhone/iPad using this bookmarklet. I then copied that code to a plain HTML page, which works flawlessly. It must have something to do with the video tag being generated via javascript. (I.E. I click on a button and the video tag is generated without a page refresh.)
I'm not sure if the issue is mobile safari, or the javascript GWT generates, but either way I'll have to find a workaround.
EDIT (7/23/10):
I've come back and re-visited the issue. Since I posted the question, I've completely changed the layout of the page to use LayoutPanels instead of DockPanels and Vertical/Horizontal panels. I've also upgraded to GWT 2.0.4. Using an iPad with iOS 3.2.1 it still does not play video, but I do get the poster frame when I specify it (same as before). With an iPhone 4 and iOS 4.0.1, the video plays without issue. So it looks like whatever the issue is, it's fixed with iOS 4.
OK I have been trying to figure this out as well. I can get the HTML5 video to work in Firefox, Chrome, and Safari, just not moblie Safari for my iPad or iPhone.
My question to you guys is, how are you are you guys serving up the movie files? Have you guys read this page?
http://developer.apple.com/iphone/library/technotes/tn2010/tn2224.html
It talks about a segmenter to send the movie in seperate bits of data. Notice how they suggest to send the file...
<video src="http://devimages.apple.com/iphone/samples/bipbop/bipbopall.m3u8">
This browser does not support HTML5 video.
</video>
Also, you might want to check out
http://www.ioncannon.net/projects/http-live-video-stream-segmenter-and-distributor/
http://www.ioncannon.net/programming/1015/ipad-streaming-video-and-more/
EDIT
One more link, this one totally helped me figure out my problem. See we using nginx and unicorn to run our Rails site. Unfortunately nginx does not support byte-range requests, but apache does. So I tested this out on Apache and it worked. Here is the article I used as a reference to figure this out.
note this line of code
curl --range 0-99 http://example.com/test.mov -o /dev/null
You can use that to see if your browser supports byte-range requests.
Hope this helps some people out.
GXT isn't the right solution. You have to detect that your browser is mobile safari. see the right way to detect mobile browsers in GWT and then create a widget that wraps the video tag.
As I said before in my comment from Apr 21, iPhone, iPad and all i... don't support Flash, and won'tever support it. But iPhone OS 3.0 support HTML5 video Tag as you can read it in this article and see it in this one
AKAMAI is a video provider and the iPhone page uses HTML5 video tag.
iPhone supports only mp4 videos or AAC audio files.
The following code works on my iPhone (please ignore the GxtSandbox part of the package name, no GXT stuff is being used, as you can see). I have a page hosted at http://binarymuse.net/video/GxtSandbox.html that you may visit on your mobile device for testing.
package net.binarymuse.gwt.gxt.client;
import com.google.gwt.core.client.EntryPoint;
import com.google.gwt.user.client.ui.DialogBox;
import com.google.gwt.user.client.ui.HTML;
public class GxtSandbox implements EntryPoint {
public void onModuleLoad() {
DialogBox box = new DialogBox(true);
box.setWidget(new HTML("<video width='640' height='360' poster='poster.jpg' controls autoplay>" +
"<source src='http://clips.vorwaerts-gmbh.de/big_buck_bunny.mp4' type='video/mp4'></source>" +
"</video>"));
box.center();
}
}
The gray box with the prohibitory sign displays when you try to use the .ogv file as the source--perhaps Mobile Safari is trying to use that for some reason?
I would recommend creating some GWT classes that use deferred binding to create the right tag for the browser permutation being compiled. You may also find something at useful at gwt-html5-media.
To support other HTML5 features, you can also see the GWT-Mobile-Webkit project.
I see you have
<object width="640" height="384" type="application/x-shockwave-flash"
in your code.
The apple mobile products minus the laptop do not support flash.
(which is the dumbest thing I have ever seen, I bet Apple is going to disallow air and water in there next license agreement.)
Also try:
<!DOCTYPE html>
if your are using html 5
Answered thread already, but I did find this:
DO NOT INCLUDE THE poster ATTRIBUTE () FOR iPad / iPhone 3.x SUPPORT. There is a major bug with iPhone OS 3 that means that playback will not work on any HTML5 video tag that uses both the poster attribute and elements. This was fixed in iPhone OS 4.0, but of course for now there will still be a large number of OS 3 users. This bug does not affect use of the poster image in the flashvars parameter, which you should retain.
I have 2 canvas, one use old html "width" and "height" to size it, the other use CSS
<canvas id="compteur1" width="300" height="300" onmousedown="compteurClick(this.id);"></canvas>
<canvas id="compteur2" style="width: 300px; height: 300px;" onmousedown="compteurClick(this.id);"></canvas>
compteur1 display like it should, but not compteur2. the content is drawn using javascript on a 300x300 canvas.
why is there a display difference? Thanks!
Screenshot: 
It seems that the width and height attributes determine the width or height of the canvas's coordinate system, whereas the CSS properties just determine the size of the box in which it will be shown.
(I do think they should make this just a bit clearer in the HTML5 spec...)
To set the width and height you need, you may use canvasObject.setAttribute('width', '475');
I'm starting a side project and want to build it with HTML5+CSS3. Backward compatibility isn't a concern.
I wonder if exist a framework similar to BluePrint/960gs. Mainly, I'm looking for the grid system & typography. The best (and only) I found that plays nice with the new HTML5 tags is Less Framework, it's a good start but I wonder if something better exists?
I think http://52framework.com/ its better!
There's no reason you can't use an existing CSS framework with CSS3 properties; CSS3 is not backwards-incompatible.
Try Susy.
Can I use a <video> or <audio> tag to play a playlist, and to control them?
My goal is to know when a video/song has finished to play and take the next and change its volume.
you could load next clip in the onend event like that
<script type="text/javascript">
var nextVideo = "path/of/next/video.mp4";
var videoPlayer = document.getElementById('videoPlayer');
videoPlayer.onend = function(){
videoPlayer.src = nextVideo;
}
</script>
<video id="videoPlayer" src="path/of/current/video.mp4" autoplay autobuffer controls />
More information here => http://www.whatwg.org/specs/web-apps/current-work/#video
There's no way to define a playlist using just a <video> or <audio> tag, but there are ways of controlling them, so you can simulate a playlist using JavaScript. Check out sections 4.8.7, 4.8.9 (especially 4.8.9.12) of the HTML5 spec. Hopefully the majority of methods and events are implemented on modern browsers such as Chrome and Firefox (latest versions, of course).
It has been done there : http://www.jezra.net/projects/pageplayer
could it be that chrome doesn't support .m3u files?
You should take a look at Popcorn.js - a javascript framework for interacting with Html5 : http://popcornjs.org/documentation
Yep, you can simply point your src tag to a .m3u playlist file. A .m3u file is easy to construct -
#hosted mp3's need absolute paths but file system links can use relative paths
http://servername.com/path/to/mp3.mp3
http://servername.com/path/to/anothermp3.mp3
/path/to/local-mp3.mp3
-----UPDATE-----
Well, it turns out playlist m3u files are supported on the iPhone, but not on much else including Safari 5 which is kind of sad. I'm not sure about andriod phones but I doubt they support it either since chrome doesn't. Sorry for the misinformation.
Do you know a framework for making presentations using only HTML5 and javascript technologies?
I'm not talking about "export" features of various presentation software (powerpoint or OOo presentation).
Some requirements for the presentations made with this "framework":
If there's no such thing, example of good presentations or pointers on the subject would be appreciated.
Edit: Found a nice example, HTML5 - web development to the next level.
Landslide is a pretty neat application that generates slideshows:
Deck.js is another nice project; this time, slides are pure HTML/CSS/JS.
In case it's ok for you to edit files, the templates for the web presentations that Google used a lot during I/O is available :
280 slides. That's the name of the project, you're not limited to 280 slides.
deck.js also on GitHub: http://imakewebthings.github.com/deck.js/
pow is very cool!
Access it on Github and fork it at https://github.com/chromakode/pow/blame/master/pow.html
Well, there's http://webslide.me - it's a pretty new presentation framework using html5 and css3 for the created slides. I think the code is well-structured, too.
I am trying to use HTML5 data- attributes in my ASP.NET MVC 1 project. (I am a C# and ASP.NET MVC newbie.)
<%= Html.ActionLink("« Previous", "Search",
new { keyword = Model.Keyword, page = Model.currPage - 1},
new { @class = "prev", data-details = "Some Details" })%>
The "data-details" in the above htmlAttributes give the following error:
CS0746: Invalid anonymous type member declarator. Anonymous type members
must be declared with a member assignment, simple name or member access.
It works when I use data_details, but I guess it need to be starting with "data-" as per the spec.
My questions:
This problem has been addressed in ASP.Net MVC 3. They now automatically convert underscores in html attribute properties to dashes. They got lucky on this one, as underscores are not legal in html attributes, so MVC can confidently imply that you'd like a dash when you use an underscore.
For example:
@Html.TextBoxFor(vm => vm.City, new { data_bind = "foo" })
will render this in MVC 3:
<input data-bind="foo" id="City" name="City" type="text" value="" />
If you're still using an older version of MVC, you can mimic what MVC 3 is doing by creating this static method that I borrowed from MVC3's source code:
public class Foo {
public static RouteValueDictionary AnonymousObjectToHtmlAttributes(object htmlAttributes) {
RouteValueDictionary result = new RouteValueDictionary();
if (htmlAttributes != null) {
foreach (System.ComponentModel.PropertyDescriptor property in System.ComponentModel.TypeDescriptor.GetProperties(htmlAttributes)) {
result.Add(property.Name.Replace('_', '-'), property.GetValue(htmlAttributes));
}
}
return result;
}
}
And then you can use it like this:
<%: Html.TextBoxFor(vm => vm.City, Foo.AnonymousObjectToHtmlAttributes(new { data_bind = "foo" })) %>
and this will render the correct data-* attribute:
<input data-bind="foo" id="City" name="City" type="text" value="" />
I do not think there are any immediate helpers for achieving this, but I do have two ideas for you to try:
// 1: pass dictionary instead of anonymous object
<%= Html.ActionLink( "back", "Search",
new { keyword = Model.Keyword, page = Model.currPage - 1},
new Dictionary<string,Object> { {"class","prev"}, {"data-details","yada"} } )%>
// 2: pass custom type decorated with descriptor attributes
public class CustomArgs
{
public CustomArgs( string className, string dataDetails ) { ... }
[DisplayName("class")]
public string Class { get; set; }
[DisplayName("data-details")]
public string DataDetails { get; set; }
}
<%= Html.ActionLink( "back", "Search",
new { keyword = Model.Keyword, page = Model.currPage - 1},
new CustomArgs( "prev", "yada" ) )%>
Just ideas, haven't tested it.
You can implement this with a new Html helper extension function which will then be used similarly to the existing ActionLinks.
public static MvcHtmlString ActionLinkHtml5Data(this HtmlHelper htmlHelper, string linkText, string actionName, string controllerName, object routeValues, object htmlAttributes, object htmlDataAttributes)
{
if (string.IsNullOrEmpty(linkText))
{
throw new ArgumentException(string.Empty, "linkText");
}
var html = new RouteValueDictionary(htmlAttributes);
var data = new RouteValueDictionary(htmlDataAttributes);
foreach (var attributes in data)
{
html.Add(string.Format("data-{0}", attributes.Key), attributes.Value);
}
return MvcHtmlString.Create(HtmlHelper.GenerateLink(htmlHelper.ViewContext.RequestContext, htmlHelper.RouteCollection, linkText, null, actionName, controllerName, new RouteValueDictionary(routeValues), html));
}
And you call it like so ...
<%: Html.ActionLinkHtml5Data("link display", "Action", "Controller", new { id = Model.Id }, new { @class="link" }, new { extra = "some extra info" }) %>
Simples :-)
edit
bit more of a write up here
You can't use them in anonymous classes because - is an operation token in C# (substraction symbol).
You'll need to use, as stated in the other answer, a Dictionary or somesuch.
I ended up using a normal hyperlink along with Url.Action, as in:
<a href='<%= Url.Action("Show", new { controller = "Browse", id = node.Id }) %>'
data-nodeId='<%= node.Id %>'>
<%: node.Name %>
</a>
It's uglier, but you've got a little more control over the a tag, which is sometimes useful in heavily AJAXified sites.
HTH
I do not like use pure "a" tag, too much typing. So I come with solution. In view it look
<%: Html.ActionLink(node.Name, "Show", "Browse",
Dic.Route("id", node.Id), Dic.New("data-nodeId", node.Id)) %>
Implementation of Dic class
public static class Dic
{
public static Dictionary<string, object> New(params object[] attrs)
{
var res = new Dictionary<string, object>();
for (var i = 0; i < attrs.Length; i = i + 2)
res.Add(attrs[i].ToString(), attrs[i + 1]);
return res;
}
public static RouteValueDictionary Route(params object[] attrs)
{
return new RouteValueDictionary(Dic.New(attrs));
}
}
What can it do? and what can't it do? (in relation to flash)
HTML5 doesn't do anything, per se. It's a spec; one that isn't finished yet. Sure, many of its proposed features will allow developers to produce similar features as Flash, but it's up to the browser developers to implement said specification. Currently, there's a good amount of its proposed spec implemented in different ways by different browser vendors. If your application only uses something that supports some of the HTML5 spec (webkit-based Safari 5/Chrome/Chromium for instance), you can do a lot (ahem, guessing your question stems from Steve Jobs mentioning HTML5 in a Keynote?)...but will struggle with cross-platform support. Many of the major players in the browser market haven't even agreed on a common codec for video yet (H.264 for many, not supported currently by Firefox/Opera/etc. which use ogg/theora) so basically we're going back to pre-flash days of plugin-madness for a bit.
Some of the exciting features proposed in the spec for me are:
canvas for scripting drawings, images, animationsOne of the major things that I personally would find to be a pain to produce using the proposed HTML5 spec:
Here's an app that shows a little bit of HTML5: http://9elements.com/io/projects/html5/canvas/
You'll note that it may "run up" your processor a bit (hey, just like flash!).
In the next 5-10 years it'll all be possible. Most of the spec is (if at all) partially supported in major browsers. You can keep up with which major browser's layout engines support what here. Officially though, the spec is scheduled to be complete in 2012, and recommended by 2022. Flash will still be a major player for a bit.
and just in case:
Edit just to add a few more notes from a blog comment I posted recently
HTML5 is about semantics and interoperability; it defines a recommendation about how HTML producers should produce documents. If browsers adopt these standards, it will make it easier for producers to create interoperable content that can be consumed sans plugin. This is why I love Flash; because it?s standards are implemented by the same people who ?wrote? the standards. It behaves the same cross-platform (mostly) because it?s a plugin. The primary intention of HTML5 is to reduce the need for plugins.
One thing we (we being developers, designers) need to be careful with is lumping CSS3 and Javascript in with HTML5. Much of the cool stuff you see that is denoted as HTML5, isn't (Apple's recent "HTML5" showcase?which, the majority of which was not HTML5?is a great example). It's jQuery; it's CSS3 animations and transformations; it's proprietary video codecs that are only supported it one browser. Much to my chagrin, HTML5 has become the new "Web 2.0", representing a wide body of somewhat related technologies.
You have less control over the audio with HTML5 than in Flash. You also depend on the browser for embedded video support.
But, HTML5 on some browsers, supports having a small database, so that you can locally cache some information and have it be persistent between iterations.
You can do 3D graphics, there are examples on the web, using the canvas tag, but, the tag has only limited support on IE using the excanvas code.
One thing HTML5 can do that Flash can't is run on the iPad. :) <== This is supposed to be humorous, it appears that that is lost on some people.
So, what do you want to do with Flash that you may consider trying to do in HTML5?
With Flash you can use their development tools and so have little actually coding to get some functionality, with HTML5 most of the changes seem to be driven by using javascript and there are few tools for that, that are specific to HTML5.
To a large extent, the answer to this question depends on how closely you look at the features. Take video as an example - can HTML5 do what Flash does today? If you mean "can they play video?" then the answer is yes - HTML5 will include a tag, that lets you embed video directly into a page without using a plugin. But if you mean "can they play video for 95% or so of the market with a single codec", then the answer is quite different - today, HTML5 requires at least two codecs to be published (H264 and ogg/theora) to covers something less than 40% of the market.
Eventually though, when HTML5 video gets into IE and maybe solves its codec issue (though the codec part doesn't appear very likely right now), what will realistically happen is that content owners will have two ways to distribute video, and they'll choose whichever fits their purpose better. So if you want your video to be accessible to search engines, HTML5 is definitely going to be better than Flash. But if you want features that aren't standardized, like DRM, then the proprietary option is going to cover you better than the standardized one.
So I think the answer for the future is that it doesn't really matter whether they "do" the same thing - after all, HTML/AJAX does basically the same things that Flex does, but that doesn't mean nobody uses Flex. The difference is in the tooling support, hooks into other technologies, and in the details of all the non-standardized parts of the feature sets.
Custom data attributes: http://dev.w3.org/html5/spec/Overview.html#embedding-custom-non-visible-data
When I say ?work?, I mean, if I?ve got HTML like this:
<div id="geoff" data-geoff="geoff de geoff">
will the following JavaScript:
var geoff = document.getElementById('geoff');
alert(geoff.dataGeoff);
produce, in IE 6, an alert with ?geoff de geoff? in it?
You can retrieve values of custom (or your own) attributes using getAttribute. Following your example with
<div id="geoff" data-geoff="geoff de geoff">
I can get the value of data-geoff using
var geoff = document.getElementById("geoff");
alert(geoff.getAttribute("data-geoff"));
See MSDN. And although it is mentioned there that you need IE7 to get this to work, I tested this a while ago with IE6 and it functioned correctly (even in quirks mode).
But this has nothing to do with HTML5-specific attributes, of course.
I think IE has always supported this (at least starting from IE4) and you can access them from JS. They were called 'expando properties'. See old MSDN article
This behaviour can be disabled by setting the expando attribute to false on a DOM element (it's true by default, so the expando attributes work by default).
Edit: fixed the URL
Not only does IE6 not support the HTML5 Data Attribute feature, in fact virtually no current browser supports them! The only exception at the moment is Chrome.
You are perfectly at liberty to use data-geoff="geoff de geoff" as an attribute, but only Chrome of the current browser versions will give you the .dataGeoff property.
Fortunately, all current browsers - including IE6 - can reference unknown attributes using the standard DOM .getAttribute() method, so .getAttribute("data-geoff") will work everywhere.
In the very near future, new versions of Firefox and Safari will start to support the data attributes, but given that there's a perfectly good way of accessessing it that works in all browsers, then there's really no reason to be using the HTML5 method that will only work for some of your visitors.
You can see more about the current state of support for this feature at CanIUse.com.
Hope that helps.
Did I not get enough sleep or what? This following code
var frame=document.getElementById("viewer");
frame.width=100;
frame.height=100;
var ctx=frame.getContext("2d");
var img=new Image();
img.src="http://www.ansearch.com/images/interface/item/small/image.png"
img.onload=function() {
// draw image
ctx.drawImage(img, 0, 0)
// Here's where the error happens:
window.open(frame.toDataURL("image/png"));
}
is throwing this error:
SECURITY_ERR: DOM Exception 18
There's no way this shouldn't work! Can anyone explain this, please?
In the specs it says:
Whenever the toDataURL() method of a canvas element whose origin-clean flag is set to false is called, the method must raise a SECURITY_ERR exception.
If the image is coming from another server I don't think you can use toDataURL()
Seems there is a way to prevent that if image hosting able to provide the following HTTP headers for the image resources and browser supports CORS:
It is stated here: http://www.w3.org/TR/cors/#use-cases
You can't put spaces in your ID
Update
My guess is that image is on a different server than where you're executing the script. I was able to duplicate your error when running it on my own page, but it worked fine the moment I used an image hosted on the same domain. So it's security related - put the image on your site. Anyone know why this is the case?
If the image is hosted on a host that sets either of Access-Control-Allow-Origin or Access-Control-Allow-Credentials, you can use Cross Origin Resource Sharing (CORS). See here (the crossorigin attribute) for more details.
Your other option is for your server to have an endpoint that fetches and serves an image. (eg. http://your_host/endpoint?url=URL) The downside of that approach being latency and theoretically unnecessary fetching.
If there are more alternate solutions, I'd be interested in hearing about them.
You this tool to encode your image as base64 data that you can replace img src value with:
Assign src to image using aspx page.That aspx page will return back the encoded data
eg:
var image =new Image(); image.src="CreateImage.aspx"; image.onload =function(){ ctx.drawImage(image,5,5,width,height); }
I've seen some posts regarding access to files on a client machine by a webpage, namely this question.
I'm trying to hop on the "continuously update in the cloud" paradigm for some algorithms I am writing so my users can access the latest versions by simply accessing the webpage. This requires that the program/webpage can start with a directory and recursively inspect files within it and compute results based on what is found. In the end it also should be able to write the results file to the client's filesystem.
One of the answers in that previous question mentions Google Gears but that has since been discontinued in favor of HTML5. Is access to a client directory possible within HTML5? How?
I know why access by any webpage to local files is a security risk, but for my purpose I have no problem to ask the user for the appropriate permissions.
No, not directly at least. However, you have a number of choices here.
Update on June 2011: Currently your best choices are:
multiple attribute to read and open multiple files at once without having to have separate fields.Chrome 6 also will support the File API
See the solution at the bottom of the question.
IE does not work good with unknown elements (ie. HTML5 elements), one cannot style them , or access most of their props. Their are numerous work arounds for this for example: http://remysharp.com/2009/01/07/html5-enabling-script/
The problem is that this works great for static HTML that was available on page load, but when one creates HTML5 elements afterward (for example AJAX call containing them, or simply creating with JS), it will mark these newly added elements them as HTMLUnknownElement as supposed to HTMLGenericElement (in IE debugger).
Does anybody know a work around for that, so that newly added elements will be recognized/enabled by IE?
Here is a test page:
<html><head><title>TIME TEST</title>
<!--[if IE]>
<script src="http://html5shiv.googlecode.com/svn/trunk/html5.js"></script>
<![endif]-->
<script src="http://ajax.googleapis.com/ajax/libs/jquery/1.4.2/jquery.min.js" type="text/javascript"></script>
</head>
<body>
<time>some time</time>
<hr>
<script type="text/javascript">
$("time").text("WORKS GREAT");
$("body").append("<time>NEW ELEMENT</time>"); //simulates AJAX callback insertion
$("time").text("UPDATE");
</script>
</body>
</html>
In IE you will see the: UPDATE , and NEW ELEMENT. In any other modern browser you will see UPDATE, and UPDATE
Using the answer provided I came up with the following piece of javascript to HTML5 enable a whole bunch of elements returned by my ajax call:
(function ($) {
jQuery.fn.html5Enable = function () {
if ($.browser.msie) {
$("abbr, article, aside, audio, canvas, details, figcaption, figure, footer, header, hgroup, mark, menu, meter, nav, output, progress, section, summary, time, video", this).replaceWith(function () {
if (this.tagName == undefined)
return "";
var el = $(document.createElement(this.tagName));
for (var i = 0; i < this.attributes.length; i++)
el.attr(this.attributes[i].nodeName, this.attributes[i].nodeValue);
el.html(this.innerHtml);
return el;
});
}
return this;
};
})(jQuery);
Now this can be called whenever you want to append something:
var el = $(AJAX_RESULT_OR_HTML_STRING);
el.html5Enable();
$("SOMECONTAINER").append(el);
See http://code.google.com/p/html5shiv/issues/detail?id=4 for an explanation about what this plugin doesn't do.
Use innershiv , it's great.
innershiv is now build into jQuery 1.7
for all html5 issues in IE7 i use html5shiv and to accommodate the html5 elements coming back in ajax calls i use innershiv.
these two small plugins worked for me like a charm so far.
-- Praveen Gunasekara
jQuery has some dark, magical ways of creating elements. Using document.createElement instead should make all the difference:
var time = document.createElement("time");
time.innerHTML = "WORKS GREAT";
document.appendChild(time);
I do not believe you can use the .append() syntax (like .innerHTML += "") with HTML5 and IE. The problem isn't IE's ability to use or display the HTML5 elements, it's its ability to parse them. Any time you programmatically instantiate an HTML5 element, you must do it with document.createElement.
Read my blog about how to use innerShiv and jQuery for ajaxing in HTML 5 content. http://tomcoote.co.uk/javascript/ajax-html5-in-ie/
I too ran into trouble when fetching a bunch of HTML containing HTML5 elements from the server using AJAX. html5shiv wasn't able to save my day. My project template is based on the html5boilerplate and uses Modernizr to fix HTML5 tag behavior in IE < 9. After reading this thread I got a hunch and managed to get my code working.
The problematic code injecting the freshly squeezed HTML into the DOM was:
var wrapper = $('<div />')
.addClass('wrapper')
.html(data.html)
.appendTo(wrapper);
Basically what happens here is:
Changing it to the following fixes my problem:
var wrapper = $('<div />')
.addClass('wrapper')
.appendTo(el);
wrapper.html(data.html);
What happens now is:
Now even IE7 has no choice but to display asynchronously loaded HTML5 elements like I want it to :)
Thanks Julio, will keep your plugin handy in case I need it in the future. But for now I am happy not to add the overhead of the extra DOM manipulations.
Maybe this workaround works for some other people too.
Just leaving this to contribute to the discussion.
The script provided that @Gidon seems not working in IE8 (tested on two different machines). I had to remake the jQuery plugin in another way, see below:
/**
* Enable HTML5 Elements on the fly. IE needs to create html5 elements every time.
* @author Gidon
* @author Julio Vedovatto <juliovedovatto@gmail.com>
* @see http://stackoverflow.com/questions/2363040/how-to-enable-html5-elements-in-ie-that-were-inserted-by-ajax-call
*/
(function ($) {
jQuery.fn.html5Enabler = function () {
var element = this;
if (!$.browser.msie)
return element;
$.each(
['abbr','article','aside','audio','canvas','details','figcaption','figure','footer','header','hgroup','mark','menu','meter','nav','output','progress','section','summary','time','video'],
function() {
if ($(element).find(this).size() > 0) {
$(element).find(this).each(function(k,child){
var el = $(document.createElement(child.tagName));
for (var i = 0; i < child.attributes.length; i++)
el.attr(child.attributes[i].nodeName, child.attributes[i].nodeValue);
el.html(child.innerHTML);
$(child).replaceWith(el);
});
}
}
);
};
})(jQuery);
note that innershiv functionality is built into jquery as of 1.7 http://blog.jquery.com/2011/11/03/jquery-1-7-released/
I'm taking my first step of a thousand miles with the new local storage and session storage found in html5.
http://www.w3.org/TR/offline-webapps/
Q: Is there a code example of using either session storage or local storage, where the user enters a value, the value is saved locally, the user then connects to the Internet on his 56K modem and the local storage is synced with a server?
Instead of using the setInterval and blindly trying to send data to your server, check the navigator.onLine property:
if (navigator.onLine) {
// Send data using XMLHttpRequest
} else {
// Queue data locally to send later
}
You can also add listeners to the Window object for the "online" and "offline" events which will let you know when the browser has internet connectivity again.
you can find an example on this page on hacks.mozilla.org
Easiest way would be to store it in flavor of a JSON string in a HTML 'data' attribute and and make use of setInterval() in Javascript to try sending the data every minute or ten (and ignoring the exception). In the server side, just use any JSON decoder to your taste (json_decode() in PHP, Google Gson in Java, etc) to decode the JSON into an understandable format of the server side language in question, so that it can process/store it further.
I'm trying to create a thumbnail image on the client side using javascript and a canvas element, but when I shrink the image down, it looks terrible. It looks as if it was downsized in photoshop with the resampling set to 'Nearest Neighbor' instead of Bicubic. I know its possible to get this to look right, because this site can do it just fine using a canvas as well. I've tried using the same code they do as shown in the "[Source]" link, but it still looks terrible. Is there something I'm missing, some setting that needs to be set or something?
EDIT:
I'm trying to resize a jpg. I have tried resizing the same jpg on the linked site and in photoshop, and it looks fine when downsized.
Here is the relevant code:
reader.onloadend = function(e)
{
var img = new Image();
var ctx = canvas.getContext("2d");
var canvasCopy = document.createElement("canvas");
var copyContext = canvasCopy.getContext("2d");
img.onload = function()
{
var ratio = 1;
if(img.width > maxWidth)
ratio = maxWidth / img.width;
else if(img.height > maxHeight)
ratio = maxHeight / img.height;
canvasCopy.width = img.width;
canvasCopy.height = img.height;
copyContext.drawImage(img, 0, 0);
canvas.width = img.width * ratio;
canvas.height = img.height * ratio;
ctx.drawImage(canvasCopy, 0, 0, canvasCopy.width, canvasCopy.height, 0, 0, canvas.width, canvas.height);
};
img.src = reader.result;
}
EDIT2:
Seems I was mistaken, the linked website wasn't doing any better of a job of downsizing the image. I tried the other methods suggested and none of them look any better. This is what the different methods resulted in:
Photoshop:

Canvas:

Image with image-rendering: optimizeQuality set and scaled with width/height:

Image with image-rendering: optimizeQuality set and scaled with -moz-transform:

Canvas resize on pixastic:

I guess this means firefox isn't using bicubic sampling like its supposed to. I'll just have to wait until they actually add it.
EDIT3:
So what do you do if all the browsers (actually, Chrome 5 gave me quite good one) won't give you good enough resampling quality? You implement them yourself then! Oh come on, we're entering the new age of Web 3.0, HTML5 compliant browsers, super optimized JIT javascript compilers, multi-core(?) machines, with tons of memory, what are you afraid of? Hey, there's the word java in javascript, so that should guarantee the performance, right? Behold, the thumbnail generating code:
//returns a function that calculates lanczos weight
function lanczosCreate(lobes){
return function(x){
if (x > lobes)
return 0;
x *= Math.PI;
if (Math.abs(x) < 1e-16)
return 1
var xx = x / lobes;
return Math.sin(x) * Math.sin(xx) / x / xx;
}
}
//elem: canvas element, img: image element, sx: scaled width, lobes: kernel radius
function thumbnailer(elem, img, sx, lobes){
this.canvas = elem;
elem.width = img.width;
elem.height = img.height;
elem.style.display = "none";
this.ctx = elem.getContext("2d");
this.ctx.drawImage(img, 0, 0);
this.img = img;
this.src = this.ctx.getImageData(0, 0, img.width, img.height);
this.dest = {
width: sx,
height: Math.round(img.height * sx / img.width),
};
this.dest.data = new Array(this.dest.width * this.dest.height * 3);
this.lanczos = lanczosCreate(lobes);
this.ratio = img.width / sx;
this.rcp_ratio = 2 / this.ratio;
this.range2 = Math.ceil(this.ratio * lobes / 2);
this.cacheLanc = {};
this.center = {};
this.icenter = {};
setTimeout(this.process1, 0, this, 0);
}
thumbnailer.prototype.process1 = function(self, u){
self.center.x = (u + 0.5) * self.ratio;
self.icenter.x = Math.floor(self.center.x);
for (var v = 0; v < self.dest.height; v++) {
self.center.y = (v + 0.5) * self.ratio;
self.icenter.y = Math.floor(self.center.y);
var a, r, g, b;
a = r = g = b = 0;
for (var i = self.icenter.x - self.range2; i <= self.icenter.x + self.range2; i++) {
if (i < 0 || i >= self.src.width)
continue;
var f_x = Math.floor(1000 * Math.abs(i - self.center.x));
if (!self.cacheLanc[f_x])
self.cacheLanc[f_x] = {};
for (var j = self.icenter.y - self.range2; j <= self.icenter.y + self.range2; j++) {
if (j < 0 || j >= self.src.height)
continue;
var f_y = Math.floor(1000 * Math.abs(j - self.center.y));
if (self.cacheLanc[f_x][f_y] == undefined)
self.cacheLanc[f_x][f_y] = self.lanczos(Math.sqrt(Math.pow(f_x * self.rcp_ratio, 2) + Math.pow(f_y * self.rcp_ratio, 2)) / 1000);
weight = self.cacheLanc[f_x][f_y];
if (weight > 0) {
var idx = (j * self.src.width + i) * 4;
a += weight;
r += weight * self.src.data[idx];
g += weight * self.src.data[idx + 1];
b += weight * self.src.data[idx + 2];
}
}
}
var idx = (v * self.dest.width + u) * 3;
self.dest.data[idx] = r / a;
self.dest.data[idx + 1] = g / a;
self.dest.data[idx + 2] = b / a;
}
if (++u < self.dest.width)
setTimeout(self.process1, 0, self, u);
else
setTimeout(self.process2, 0, self);
};
thumbnailer.prototype.process2 = function(self){
self.canvas.width = self.dest.width;
self.canvas.height = self.dest.height;
self.ctx.drawImage(self.img, 0, 0);
self.src = self.ctx.getImageData(0, 0, self.dest.width, self.dest.height);
var idx, idx2;
for (var i = 0; i < self.dest.width; i++) {
for (var j = 0; j < self.dest.height; j++) {
idx = (j * self.dest.width + i) * 3;
idx2 = (j * self.dest.width + i) * 4;
self.src.data[idx2] = self.dest.data[idx];
self.src.data[idx2 + 1] = self.dest.data[idx + 1];
self.src.data[idx2 + 2] = self.dest.data[idx + 2];
}
}
self.ctx.putImageData(self.src, 0, 0);
self.canvas.style.display = "block";
}
...with which you can produce results like these!

so anyway, here is a 'fixed' version of your example:
img.onload = function() {
var canvas = document.createElement("canvas");
new thumbnailer(canvas, img, 188, 3); //this produces lanczos3
//but feel free to raise it up to 8. Your client will appreciate
//that the program makes full use of his machine.
document.body.appendChild(canvas);
}
Now it's time to pit your best browsers out there and see which one will least likely increase your client's blood pressure!
Umm, where's my sarcasm tag?
(since many parts of the code is based on aggen.sourceforge.net is it also covered under GPL2? I dunno)
? actually due to limitation of javascript, multi-core is not supported.
If you're simply trying to resize an image, I'd recommend setting width and height of the image with CSS. Here's a quick example:
.small-image {
width: 100px;
height: 100px;
}
Note that the height and width can also be set using JavaScript. Here's quick code sample:
var img = document.getElement("my-image");
img.style.width = 100 + "px"; // Make sure you add the "px" to the end,
img.style.height = 100 + "px"; // otherwise you'll confuse IE
Also, to ensure that the resized image looks good, add the following css rules to image selector:
-ms-interpolation-mode: bicubic: introduce in IE7image-rendering: optimizeQuality: introduced in FireFox 3.6As far as I can tell, all browsers except IE using an bicubic algorithm to resize images by default, so your resized images should look good in Firefox and Chrome.
If setting the css width and height doesn't work, you may want to play with a css transform:
If for whatever reason you need to use a canvas, please note that there are two ways an image can be resize: by resizing the canvas with css or by drawing the image at a smaller size.
See this question for more details.
Hope this helps!
I'd highly suggest you check out this link and make sure it is set to true.
Controlling image scaling behavior
Introduced in Gecko 1.9.2 (Firefox 3.6 / Thunderbird 3.1 / Fennec 1.0)
Gecko 1.9.2 introduced the mozImageSmoothingEnabled property to the canvas element; if this Boolean value is false, images won't be smoothed when scaled. This property is true by default. view plainprint?
- cx.mozImageSmoothingEnabled = false;
I know this is an old thread but it might be useful for some people such as myself that months after are hiting this issue for the first time.
Here is some code that resizes the image every time you reload the image. I am aware this is not optimal at all, but I provide it as a proof of concept.
Also, sorry for using jQuery for simple selectors but I just feel too comfortable with the syntax.
$(function(){
createImage();
$(window).resize(function(){createImage();})
})
var createImage = function(){
var w = $(window).width();
var h = $(window).height();
var canvas = $('#myCanvas').get(0);
canvas.width = w;
canvas.height = h;
var context = canvas.getContext('2d');
img = new Image();
img.onload = function(){
context.drawImage(this,0,0,w,h);
};
img.src='http://www.ruinvalor.com/Telanor/images/original.jpg';
}
My createImage function is called once when the document is loaded and after that it is called every time the window receives a resize event.
Here is the CSS, BTW:
html, body{
height: 100%;
width: 100%;
margin: 0;
padding: 0;
background: #000;
}
canvas{
position: absolute;
left: 0;
top: 0;
z-index: 0;
}
And here is the HTML:
<html>
<head>
<meta charset="utf-8" />
<title>Canvas Resize</title>
</head>
<body>
<canvas id="myCanvas"></canvas>
</body>
</html>
I tested it in Chrome 6 and Firefox 3.6, both on the Mac. This "technique" eats processor as it if was ice cream in the summer, but it does the trick.
I've put up some algorithms to do image interpolation on html canvas pixel arrays that might be useful here:
http://jsperf.com/pixel-interpolation/2
These can be copy/pasted and can be used inside of web workers to resize images (or any other operation that requires interpolation - I'm using them to defish images at the moment).
I haven't added the lanczos stuff above, so feel free to add that as a comparison if you'd like.
Heya, i got this image by right clicking the canvas element in firefox and saving as.

var img = new Image();
img.onload = function () {
console.debug(this.width,this.height);
var canvas = document.createElement('canvas'), ctx;
canvas.width = 188;
canvas.height = 150;
document.body.appendChild(canvas);
ctx = canvas.getContext('2d');
ctx.drawImage(img,0,0,188,150);
};
img.src = 'original.jpg';
so anyway, here is a 'fixed' version of your example:
var img = new Image();
// added cause it wasnt defined
var canvas = document.createElement("canvas");
document.body.appendChild(canvas);
var ctx = canvas.getContext("2d");
var canvasCopy = document.createElement("canvas");
// adding it to the body
document.body.appendChild(canvasCopy);
var copyContext = canvasCopy.getContext("2d");
img.onload = function()
{
var ratio = 1;
// defining cause it wasnt
var maxWidth = 188,
maxHeight = 150;
if(img.width > maxWidth)
ratio = maxWidth / img.width;
else if(img.height > maxHeight)
ratio = maxHeight / img.height;
canvasCopy.width = img.width;
canvasCopy.height = img.height;
copyContext.drawImage(img, 0, 0);
canvas.width = img.width * ratio;
canvas.height = img.height * ratio;
// the line to change
// ctx.drawImage(canvasCopy, 0, 0, canvasCopy.width, canvasCopy.height, 0, 0, canvas.width, canvas.height);
// the method signature you are using is for slicing
ctx.drawImage(canvasCopy, 0, 0, canvas.width, canvas.height);
};
// changed for example
img.src = 'original.jpg';
So something interesting that I found a while ago while working with canvas that might be helpful:
To resize the canvas control on its own, you need to use the height="" and width="" attributes (or canvas.width/canvas.height elements). If you use CSS to resize the canvas, it will actually stretch (i.e.: resize) the content of the canvas to fit the full canvas (rather than simply increasing or decreasing the area of the canvas.
It'd be worth a shot to try drawing the image into a canvas control with the height and width attributes set to the size of the image and then using CSS to resize the canvas to the size you're looking for. Perhaps this would use a different resizing algorithm.
It should also be noted that canvas has different effects in different browsers (and even different versions of different browsers). The algorithms and techniques used in the browsers is likely to change over time (especially with Firefox 4 and Chrome 6 coming out so soon, which will place heavy emphasis on canvas rendering performance).
In addition, you may want to give SVG a shot, too, as it likely uses a different algorithm as well.
Best of luck!
For resizing to image with width less that original, i use:
function resize2(i) {
var cc = document.createElement("canvas");
cc.width = i.width / 2;
cc.height = i.height / 2;
var ctx = cc.getContext("2d");
ctx.drawImage(i, 0, 0, cc.width, cc.height);
return cc;
}
var cc = img;
while (cc.width > 64 * 2) {
cc = resize2(cc);
}
// .. than drawImage(cc, .... )
and it works =).
This is how I do it in GWT: http://code.google.com/p/gwt-examples/wiki/gwt_hmtl5
Brandon Donnelson http://gwt-examples.googlecode.com
I just ran a page of side by sides comparisons and unless something has changed recently, I could see no better downsizing (scaling) using canvas vs. simple css. I tested in FF6 Mac OSX 10.7. Still slightly soft vs. the original.
I did however stumble upon something that did make a huge difference and that was using image filters in browsers that support canvas. You can actually manipulate images much like you can in Photoshop with blur, sharpen, saturation, ripple, grayscale, etc.
I then found an awesome jQuery plug-in which makes application of these filters a snap: http://codecanyon.net/item/jsmanipulate-jquery-image-manipulation-plugin/428234
I simply apply the sharpen filter right after resizing the image which should give you the desired effect. I didn't even have to use a canvas element.
Shouldn't both be removed? or is it means we should use <small>? Why <big> is removed but <small> is not? What is the problem with <big> which is not a problem of <small>?
Remember, the tags are meant to be semantic, not presentational. There is such a thing in English as "fine print". This is what the small tag represents. There is no analogous concept of "big print" except for a header, which is already covered by seven other tags.
<small> is used more frequently, for footnotes and such...with <h1>, <h2> and <h3> there just wasn't a use for <big>, hence why it's removed.
You should send an email to the HTML5 working group mailing list and ask for their opinion. The email is whatwg [at] whatwg [dot] org
Some purely presentational tags managed to slip through into the spec before but the 2 standards bodies have finally reached a concesus to remove all purely presentational tags in favour of using CSS. If something has no semantic value and is purely for visual apearance - it does NOT belong in the markup - it belongs in a stylesheet.
I want to know Where to find good resources to learn HTML 5, and know more about it, whats its pros and cons, and how to use it with asp.net for example?
do you recommend a book, or a web based reference? where i can find good tutorials?
You should head on over to Dive Into HTML5.
Here are some of my links:
70 Must-Have CSS3 and HTML5 Tutorials and Resources
3 Good Reasons To Start Using HTML5 Right Now (And 1 Reason Not To)
HTML5?/?XHTML5 with CSS for Safari, Firefox, Opera & IE
4 Useful HTML5 Browser Support Overviews
Web Designers' Browser Support Checklist
HTML 5 and CSS 3: The Techniques You?ll Soon Be Using
Have a Field Day with HTML5 Forms
HTML 5 pocket book
Validator.nu (X)HTML5 Validator
With concerns:
The devil in the details
Guide to HTML5 Hiccups
There's a major drawback I read about: as you'll probably know, IE can't style elements it doesn't know. In order to style them, you need something like HTML5 shiv. But when printing a page using IE, JavaScript is not processed and IE won't print your page the way you intended.
As of last april, above mentioned problem does no longer exist. Now we have an IE Print Protector, which is included in HTML 5 shiv, so your pages will print correctly.
EDIT: I can probably update this post with new links daily, but I prefer a lazy shortcut: just have a look at these Delicious bookmarks. A less useful resource, but still a good one, is Twitter. There are tools that scrape all Tweets containing #html5 or html5, but I'm not that familiar with those.
Here are some good HTML 5 examples -
HTML 5 tag reference -
http://www.w3schools.com/html5/html5_reference.asp
And the HTML 5 spec -
Also i will try to share here, what i already found about HTML5:
10 Essential Guides, Resources and Tools for Getting Started with HTML5 http://speckyboy.com/2011/02/28/10-essential-guides-resources-and-tools-for-getting-started-with-html5/?utm_source=feedburner&utm_medium=feed&utm_campaign=Feed:+speckboy-design-magazine+(Speckyboy+Design+Magazine)
Everything you need to know about HTML5
Daily Dose - Will HTML5 Kill Flash?
The Best HTML5 Presentations To Help You Get Started
Yes, You Can Use HTML 5 Today!
30+ Very Useful HTML5 Tutorials, Techniques and Examples for Web Developers
Follow the browser-specific developer blogs, like
..then read the specs for the additions/technologies you find interesting.
We're building a web-based application that requires heavy image processing. We'd like this processing load to be on the client as much as possible and we'd like to support as much platforms (even mobiles) as much as possible.
Yeah, I know, wishful thinking
Here's the info:
Image processing is rasterization from some data. Think like creating a PNG image from a PDF file.
We don't have a lot of server power. So client-side processing is a bit of a must.
So, we're considering:
Flash - most widespread, but from what i read has lackluster development tools. (and no iPhone/iPad support for now).
Silverlight - allows us to use .NET CLR, so a big ++ (a lot of code is in .NET). But is not supported for most mobiles ( rumored android support in the future)
HTML5 + Javascript - probably the most "portable" option. The problem is having to rewrite all that image processing code in Javascript.
Any thoughts or architectures that might help? Clarification: I don't need further ideas on what libraries are available for Silverlight and Javascript. My dilemma is
Any out-of-the-box or bright ideas / alternatives I might be missing?
This is the sort of issue that software architects run up against all the time. As per usual, there is no ideal solution. You need to select which compromise is most acceptable to your business.
To summarise your problem, most of your image processing software is written in .NET. You'd like to run it client-side on mobile devices, but there is limited .NET penetration on mobiles. The alternatives with higher penetration (eg. Flash) would require you to re-write your code, which you can't afford to do. In addition, these alternatives are not supported on the iPhone/iPad.
What you ideally want is a way to run all your .NET code on most existing platforms, including iPhone/iPad. I can say with some confidence that no such solution currently exists - there is no "silver bullet" answer that you have overlooked.
So what will you need to compromise on? It seems to me that even if you redevelop in flash, you are still going to miss out on a major market (iPhone). And redeveloping software is extremely costly anyway.
Here is the best solution to your problem - you need to compromise on your "client side execution" constraint. If you execute server side, you get to keep your existing code, and also get to deploy to just about every mobile client, including the iPhone.
You said your server power is limited, but server processing power is cheap when compared to software development costs. Indeed, it is not all that expensive to outsource your server component and just pay for what you use. It's most likely that your application will only have low penetration to start off with. As the business grows, you will be able to afford to upgrade your server capacity.
I believe this is the best solution to your problem.
Host you image processing on Amazon E2C, Azure, or Google. IIRC E2C has many common image processing problems packaged and all ready to go.
Azure probably more familiar ground in term of sharing code as a web service
You just pay for CPU cycles and transfers/storage etc
Some help for the Silverlight part:
There is an Silverlight image editor called Thumba. And Nokola recently made one called EasyPainter and he will also provide the source code in the furure.
For the image conversion I would recommend the open source library ImageTools that also includes some basic effects. Silverlight has a class for pixel manipulation of bitmaps called WriteableBitmap. The open source library WriteableBitmapEx is a collection of extension methods for Silverlight's WriteableBitmap. The WriteableBitmap API is very minimalistic and there's only the raw Pixels array for such operations. The WriteableBitmapEx library tries to compensate that with extensions methods that are easy to use like built in methods. Pixel Shaders can also be used to make some fast and advanced effects. Although they are limited by Shader Model 2 shaders can be used for fast bluring, tinting and such things.
I'm sure there will be Silverlight and JS people posting examples. Here are some image editors written in actionscript:
There is an ImageProcessing library to start with. Plus PixelBender is available in Flash Player 10, it's fast, it runs in a separate thread and people do some pretty mad things with it.
HTH
In addition to other answers, another option may be a hybrid solution. For example, use Flash/Silverlight for the majority of your target audience and use server-side processing for those that don't support it (or you could create a native app for iP[hone|ad])
You may have to do something like this anyway as the mobiles you are targetting may have insufficient processing power depending how complex your image processing gets.
Of course you still have the option of upgrading your server which, although you've currently discounted, is probably far cheaper than spending development time creating/deploying/testing a client-side solution.
DISCLAIMER: I consider myself as an advocate of the Flash platform. I admire Silverlights huge potential as a technology to deploy almost any .NET content through the browser, but it has low penetration, is horribly marketed and -although perceived as such by many (mostly people who don't know either Flash or Silverlight)- is no competitor of Flash, as much as Flash is no competitor of Sliverlight. The idealist in me loves the idea of doing everything in HTML+JS using a standard, instead of relying on 3rd party proprietary software. But the truth is, JS is slow and the API is limited, and implementations of JS, HTML and CSS are terribly inconsistent accross browsers.
If you really wanna stick to .NET and are so interested in targeting the iPhone and its siblings, then you might wanna check out MonoTouch.
Still, even though this may surprise you, I am going to tell you to use Flash. :)
Why? The image processing bit is the smallest part of your application. Whatever it is you are writing, I am very sure of that. I don't know about Silverlight, but in Flash the filters used by "Thumba" and "EasyPainter" can be created within a day, most of them simply using ConvolutionFilter, ColorMatrixFilter, DisplacementMapFilter and BitmapData::paletteMap or even simply by applying one of the other filters Flash offers out of the box. Any additional things can be created using PixelBender, which was pointed out by George. The kernel language is a subset of C, so porting classic filters shouldn't be too time consuming. Also alchemy (an LLVM backend targeting Flash Player 10) would be an option worth investigating, although it's not very stable yet.
The biggest part of your app will be a lot of GUI design, GUI implementation, Business Logics etc. Flash is really great when it comes to simple, yet reasonably fast image manipulation and with the Flex framework and MXML you have a powerful tool to productively create the GUI of your app, that can interoperate very well with a multitude of server solutions for virtually any platform.
Also, Flash has a great and active community, offering tons of tutorials, code snippets, libraries and frameworks, and a big ecosystem, with cross-compilation tools to deliver flash content to other platforms (including the upcoming Flash CS5, or the mentioned Elips). I don't understand, where you got the impression, that the Flash platform lacks developement tools. The difference to the .NET suite is that they are provided by a multitude of vendors. The upcoming Flash Player 10.1 was already pointed out by George, but never the less, I wanted to stress, that this makes many of the cross-plattform considerations obsolete.
Last but not least, I'd like to point out haXe. It allows compiling to SWF, but also to C++, using the very same API provided by NME, to target the iPhone. Also there's work in progress on an android backend. If you're aren't playing to launch within the next 4-5 months, then this is definitely an option.
greetz
back2dos
Your issue is a perfect target for the haXe programming language. haXe is written for the web and can compile to JavaScript, Flash and Objective-C (possibly Java/.NET soon). So you do not choose which platform you are going to invest in but in which language. haXe is easily adoptable for an AcitonScript programmer.
It makes no sense to run your imageprocessing algorithms in a JavaScript sandbox when Flash is available because it will be much faster. It makes also no sense to run heavy image processing algorithms on a mobile device like the iPhone with JavaScript. I would only support JavaScript as the worst fallback solution.
If you do not like to use haXe I would go with Flash. You can deploy your Flash application for the iPhone aswell if that is your problem. This is also very great because you get native ARM code. There are actually great tools for professional Flash development available. FDT and IntelliJ IDEA are two of them. The best haXe IDE is probably FlashDevelop at the moment of writing.
So I would definitly not use JavaScript as the only solution. haXe is perfect for what you try to achieve. If you do not trust or do not want to invest in haXe you can use Flash because of the iPhone/iPad export.
Depending on your usecase I would also encourage you to look at cloud hosting like Amazon EC2 and Google AppEngine for instance. Hosting costs are cheap and scaling will be easy for your task. The experience will be much better when it comes to complex operations that can take even a lot of time on a desktop system.
You don't say what language "all that code" you'd have to rewrite is in. Might a semiautomated translation to Javascript be practical?
Perhaps you could start out server-side, as CraigS suggests, and then move functions into the client over time instead of rewriting all at once.
You can use Silverlight for all Silverlight enabled clients and for non Silverlight clients, do the image processing server side. Since the Silverlight code is C#, you can double compile it to make (mostly)the same code work as Silverlight and non-Silverlight (i.e. server). This gets you the best of both worlds.
The best solution is to use silverlight (so you already have the code ready). If the client can't run it (mobile phones, etc) then process it server-side.
It's the best compromise.
Depends on the type of image processing and the end user experience you are targeting.
As you are looking to target mobile phones your image processing will need to take into consideration the type of handset the user or the receipient has (if messaging via SMS/MMS), as different handsets have different resolution screens and handle different image formats for main images and thumbnails.
I'd suggest that you consider a hybrid cloud architecture as was mentioned in the Microsoft PDC keynotes this year. This would enable you to have your own server(s) to support your application, but if you require additional capacity due you scale out into the cloud using AppFabric.
Additionally, to maximise the market availability of your product pulling the image processing to a common reusable infrastructure allows you to target different platforms, exploiting the positives in each.
I have worked on a solution that hosted its image processing and delivery infrastructure server side and then built different UI offerings allowing sales via desktops, MNOs and AppStores. It can work and from a business perspective can offer economies of scale benefits.
Why not mention Java Applet ?
Good sides are:
almost all browser support ? need install JRE ? all OS support Java provide Java Advanced Image kits, but if c++ dll can be called, that is best (JNI can call c++ dll )
The way I see it, there's no one solution that meets all of your needs. Your best option, imo, is to go with Flash and hope that Adobe sets an agreement with Apple to get Flash on the iPhone/iPad. The major downside, of course, is you'll have to rewrite much of your code.
If the mobile sector isn't absolutely critical, then choose the Silverlight option for reasons you mentioned already. You could also use Silverlight in an out-of-browser mode to work as a desktop application.
There doesnt seem to be a native function to draw an oval-like shape. Also i am not looking for the egg-shape.
Is it possible to draw an oval with 2 bezier curves? Somebody expierenced with that?
My purpose is to draw some eyes and actually im just using arcs. Thanks in advance.
Solution
So scale() changes the scaling for all next shapes. Save() saves the settings before and restore is used to restore the settings to draw new shapes without scaling.
Thanks to Jani
ctx.save();
ctx.scale(0.75, 1);
ctx.beginPath();
ctx.arc(20, 21, 10, 0, Math.PI*2, false);
ctx.stroke();
ctx.closePath();
ctx.restore();
If you want a symmetrical oval you could always create a circle of radius width, and then scale it to the height you want (edit: notice this will affect stroke width appearance - see acdameli's answer), but if you want full control of the ellipse here's one way using bezier curves.
<script type="text/javascript">
var canvas = document.getElementById('thecanvas');
if(canvas.getContext) {
var ctx = canvas.getContext('2d');
drawEllipse(ctx, 10, 20, 180, 40);
}
function drawEllipse(ctx, x, y, w, h) {
var kappa = .5522848;
ox = (w / 2) * kappa, // control point offset horizontal
oy = (h / 2) * kappa, // control point offset vertical
xe = x + w, // x-end
ye = y + h, // y-end
xm = x + w / 2, // x-middle
ym = y + h / 2; // y-middle
ctx.beginPath();
ctx.moveTo(x, ym);
ctx.bezierCurveTo(x, ym - oy, xm - ox, y, xm, y);
ctx.bezierCurveTo(xm + ox, y, xe, ym - oy, xe, ym);
ctx.bezierCurveTo(xe, ym + oy, xm + ox, ye, xm, ye);
ctx.bezierCurveTo(xm - ox, ye, x, ym + oy, x, ym);
ctx.closePath();
ctx.stroke();
}
</script>
You could also try using non-unique scaling. You can provide X and Y scaling, so simply set X or Y scaling larger than the other, and draw a circle, and you have an ellipse.
I like the solution here the best:
http://www.html5canvastutorials.com/tutorials/html5-canvas-ovals/
It's pretty clean
I like the Bezier curves solution above. I noticed the scale also affects the line width so if you're trying to draw an ellipse that is wider than it is tall, your top and bottom "sides" will appear thinner than your left and right "sides"...
a good example would be:
ctx.lineWidth = 4;
ctx.scale(1, 0.5);
ctx.beginPath();
ctx.arc(20, 20, 10, 0, Math.PI * 2, false);
ctx.stroke();
you should notice the width of the line at the peak and valley of the ellipse are half as wide as at the left and right apexes (apices?).
Yes, it is possible with two bezier curves - here's a brief tutorial/example: http://www.williammalone.com/briefs/how-to-draw-ellipse-html5-canvas/
A topic of debate that's seen a resurgence since the unveiling of the iPad is the issue of Flash versus HTML5. There are those that suggest that HTML5 will one day supplant/replace Adobe Flash.
I do not develop software that runs in a browser, so my (limited) understanding is:
Could someone please explain (to this C/C++ developer) how it is possible from a technical/coding point-of-view that a text-based markup language (HTML5) could be considered a replacement to a multimedia framework (Flash)?
Please no opinionated arguments - just technical facts.
What people loosely refer to HTML5 in the context of this discussion is the combination of HTML as a markup language, CSS which specifies how it is rendered, and the javascript code which manipulates the HTML and CSS dynamically.
Furthermore, HTML5 not only has the standard text elements, but also <canvas> on which 2d graphics can be drawn, and <video> elements which embeds the video (as the name suggests).
So, in a full-fledged implementation of HTML5, you can implement dynamic web sites without using Flash. An example is the HTML5 version of Youtube, recently introduced as beta for Safari/Chrome users, see here. Another is an NES emulator in javascript + HTML. (Well the latter does not really concern HTML5... it uses <canvas>.)
When Steve J. made the comments about HTML5 being the future, he didn't bother to explain that this statement really refers to the most widespread use of Flash today, that being Video. Perhaps he didn't explain this purposely, so that many misinformed end users who want to watch Hulu on their iPhones would unleash their rage against Flash. Which is exactly what has been happening..It is annoying and I lost respect for Steve.
The HTML5 stack (html, css and JS) will NOT be a direct replacement for Flash. I have been developing Flash content for over 10 years, I am also very competent in JS. I cringe thinking about using JS for tasks where ActionScript can accomplish the same thing in 50% less code. There are tasks that will be very difficult if not impossible to achieve with JS and CSS. For rudimentary animations and JQuery-like functionality, sure, HTML5 can be a viable option instead Flash. But for complex games and RIAs, I just don't see it. Actionscript has evolved into a robust, full featured language.
The other important thing is that the Flash player is updated by Adobe periodically to address any issues that may arise. How will they update/improve HTML5 spec if it becomes the norm and Flash went bye-bye?? They won't. You have to wait for HTML6 and all the browsers to support it. Which means you end up waiting 5-10 years. Great way to bring us back to 1998. No thanks, I'll stick with Flash for now.
As much as open standards are a worthy goal, I don't see this panning out the way they are saying...
My two cents.
I think some people here are programming snobs and aren't listening. I, too, am a beginning Flash developer and I don't want it to go away. You know why? Because CREATIVE people can use Flash to develop what's in our brains very easily. A person who likes to draw and create scenes does not necessarily like to code. Typing a bunch of "sentences" is NOT drawing and animating! What you're saying about HTML5 is like saying that Picasso and Dali should have learned a programming language in order to paint. Ridiculous, right?
That's why people prefer Flash to HTML5. It's not self-serving, it's just acknowledging that the people capable of creating cool animated web content would rather be able to create our own visions rather than learn an unrelated skill or rely on someone else to interpret for us.
Instead of ridiculing, you might want to come up with an HTML5 visual environment that rivals Flash.
It is not simply HTML5, but when browser adoption of it is complete. For instance, the presence of the HTML5 <video> tag means nothing without a browser provided video player to actually present the video (At which point, the hope is, Flash Video will no longer be needed). Same goes for the <audio> tag.
Additionally, HTML5's canvas element (combined with JS) allows for far more advanced graphics inside a browser than could be achieved before.
how it is possible from a technical/coding point-of-view that a text-based markup language (HTML5) could be considered a replacement to a multimedia framework (Flash)?
HTML5 is the new hot name for "web technologies stack", not just a "markup language".
It has a programming language (JavaScript), like Flash does; a set of APIs, significantly expanding as part of the efforts commonly labeled as "HTML5", ways to draw graphics (SVG, <canvas>), play audio and video (<audio>, <video>).
Unlike Flash, the "HTML5 applications" are processed by the browser, not by a proprietary browser plugin, which is good - at least for browser vendors (see the relevant piece of this blog post - thanks Jotham). For example, it makes possible for a browser vendor to fix issues (and not wait for Adobe) -- IIRC Apple cited Flash as being #1 reason for crashes among all crashes on the Mac.
[edited to remove "open standards are better" claims which I am too lazy to back up]
It is not so much that HTML5 can replace Flash by matching it feature by feature. It is more that the HTML5 stack (including JavaScript and CSS) can be used to build the same sort of rich web applications for which Flash was the only viable option before. Because HTML holds the promise to also address some of the shortcoming of the Flash platform, there is a potential that it can replace Flash in this space in the future.
This discussion is very much centered around the technology that is used to render the application at the users end. It does not address the ease with which authors are actually able to create the content which will be delivered to their users. You already mentioned that Flash is associated with a set of commercial tools which are specifically built and marketed by Adobe to address the need of rich-content authors. Such solutions for HTML5 are not that much adopted yet. For developers who view authoring mostly as coding this is not a big concern and they will not have a hard time getting traction with HTML5 (and many already do). For those authors that don't have a developer/coding background, this may be another story and for them the viability of HTML5 will greatly depend upon the availability of integrated authoring tools. Maybe the Adobe Flash tools will output to HTML5 instead of SWF in a few years...
Well, to get an impression of the capabilities of HTML5/canvas + JavaScript, you may want to take a look at this which is an implementation of Wolfenstein 3D purely done in HTML5, without using any Flash (note that you need a canvas-enabled browser such as Firefox to see this working).
There's much more to Flash than Audio/Video. Recently Flex has been very popular because of it's rich programming model and ability to develop high performance user interfaces.
if HTML 5 or anything has to become popular, first of all the in-built JavaScript engine has to be more efficient. Flex/Flash these days are popular because of robust ActionScript engine.
I doubt it's meant as a replacement for everything Flash is able to encompass. However, if you look around the web nowadays, you'll see that Flash is in widespread use for delivering video or audio content in the browser. Something that's included in HTML 5, albeit crippled by now since they couldn't agree on any standard codecs.
Surely, all those nice Flash games and ads won't go away just because of HTML 5 and HTML 5 won't be able to replace them. But it aims for being able to replace uses that actually can deliver content. For vector graphics there is also SVG which might get some special treatment.
Whether this will really be the death of Flash for video remains to be seen. The HTML 5 video codec issues might be sorted out sooner or later. However, Flash will quite likely remain the medium of choice where content deliverers will want greater control over what will be delivered, DRM and similar techniques, &c.
The modern browser that support HTML5 standard have capability to playing supported media file inside the browser, without needing 3rd party plugins.
You can try this by yourself. Latest version of Safary and Google Chrome, (Firefox 3.6 too) can play <video> tag in a HTML5 page directly. YouTube now support HTML5.
That's why iPad will be able to play video if the video site is using HTML5, without Adobe Flash plugins, using Safari browser that fully comply the HTML5 standard.
Together with javascripts for tracking GUI events and scripting of the new HTML 5 elements, you get a lot of what Flash offers.
HTML 5 has a number of new elements. One of them is called Canvas. With it you can draw anything you want on screen, within its bounds. You use javascript to draw on it and you can catch any mouseclicks and similar with javascript too. If you are used to GUI toolkits on the desktop like Tk, GTK, you can liken these new elements to some of the widgets of those GUI toolkits.
Take a look at thejit to see an example of graphs in HTML 5
Simply put, many are hoping that HTML5 features paired with javascript can provide a better, cheaper, more efficient graphical web experience than flash. Consider that many sophisticated websites like gmail, google maps, and youtube can run without any flash using HTML and javascript. Improvements being made to javascript and HTML allow for websites to develop even richer graphical & animation features without resorting to paying Adobe.
I first heard the comment of "HTML replacing Flash" from Steve Jobs. (He hates Flash perhaps because it crashes on his Mac computers I'm not sure. I think he's out of touch. The proof is his ridiculous product the "iPad".)
The point is HOW GOOD IS IT FOR DEVELOPERS? Answer: not as good as Flash. Yet. Why do I say this with my limited experience? It's all that "try... catch" compatibility code you need in Javascript to work in all the browsers. WHAT A LOAD OF RUBBISH. ActionScript/Flash is ONE piece of code/app for ALL browsers.
The other thing Flash has is graphical (and non-graphical) development software tools to streamline the process.
So THE SHORT ANSWER IS THAT ADOBE WON'T LET HTML5 "replace" flash, at least for the short term. But it can compete with Flash if people make enough development tools for it particularly WYSIWYG graphical tools, like if Google develop an easy to use WYSIWYG editor for making GWT apps. And that's a big IF.
Flash operates with a timeline, stage and scenes and allows loading of movies one on top of another. It also has onion skinning, tweening and other vector art tools that make cartoon animations easy via frame by frame animation. You do all of this and then control it will a very small easy amount of code/action script. HTML JAVA CSS isn't anywhere as near an artistic experience for the author and there's much more coding involved to achieve similar results - flash is much quicker and easier and user friendly. I doubt Flash will be going anywhere in a hurry.
What these silly non-creative people haven't realized is that HTML5/Javascript/CSS is very bloated to begin with. All of that asset is still entirely RAW text file. no compression no bytecode optimization and it will always be like that. So for game developers that is not an option having all your source in easy reach of theft. Flash allows you to compile your source code in a more compact means while still be able to create your dynamic content in a tight vector graphics manner. Ontop of that flash already supports shaders, hardware acceleration, pixel filters (Pixel bender) and Layer effects. Till this day you can't get html elements to drop a shadow with ease and simplicity. HTML5 will merely try to replace flash as a media player but since Flash's popularity is due to its consistency it will be a hard sell. MY hatred of CSS and Javascript can be surmised by the fact that 40% of javascript code is for browser compatibility and CSS implimentation is NEVER consistent on different browser vendors. Till you nerds get around this problem Flash will never be replaced. Fact is for whatever you can do in HTML5 we can do in flash faster and better.
I've already seen the Wolfenstein 3D in Canvas. Its inferior. and tiny. We can make a better 3D engine with a larger window. Beat that?
A lot of people claim HTML5 will kill off plugins like Flash and Silverlight, but that simply isn't the case.
Take for instance, this scenario.
Load a binary file over a url. For the sake of the demo, we'll use shapefile format (.shp), which contains geographical polygons in a coordinate system.
Parse the byte contents client side.
Draw the contents in an efficient manner.
Demo: http://www.libertyvanguard.com/liberty-gis
This is just one example where plugin technology won't be replace by HTML5.
A scathingly obvious and wider angle point that is rarely made, is that the vaguely referenced "flash" term actually encompasses the entire Flash Platform, and that includes the Flash IDE.
Animators and other artistic types who use the technology to create complex cartoons and animations depend almost entirely on the IDE for their work. It is just simply not possible without it. End of story. It's not just the technology at the language specification level that matters! It's also about the "supporting technologies" in this case IDEs (I say "supporting" but the Flash IDE is very much a technology integrated with the rest of the Flash Platform).
If someone builds an HTML5 IDE that has features that rival the Flash IDE, that's great, but I'm surprised the point is so rarely made. Artists are as much part of the debate as programmers, and it's unreasonable to say it is not their business.
So, to answer your question directly: HTML5 would be considered a totally reasonable alternative - or even replacement - to a multimedia framework such as Flash if and only if a proper IDE is built for it, thus elevating it to a multimedia framework also.
It is just not realistic to make an argument without taking into account IDEs. If the question is specifically "Can HTML5 in it's completed state, without an IDE, be an alternative to Flash for applications apart from manually animated complex animations?" then the answer would most likely be yes and we'd all go home.
Web developers still care for a browser like IE6 which is really old, so you can be sure that Flash and similar technologies will be around for a long long time...
I hope we're talking about How can HTML5 replace swf and flv. Not Flash entirely. I'm a Flash developer (amature). For me, someone who is more artistic minded rather than script programming minded, Flash is fairly easy (most of the time) to use. How do I make a cartoon character walk across the screen in HTML5? Or something simple like morphing (tweening) a circle into a square? Surely I don't have write that as code. I simply am not that clever in the are of programming to achieve that. Flash is relativley simple. Draw all your graphics in what ever app you're comfy with (illustrator for me) then stitch them together with action script. I love you both Apple and Adobe. Please come up with some sort of compromise.
It is possible the text-based markup language (HTML5) could replace a multimedia framework (Flash).
The solution is simple, just move the framework into the browser and become an open standard. Not only multimedia framework, the browser can include lot of other stuffs which belong to the operating system now.
It is possible eventually browser will be the OS (user mode). Current OS will be limited to the kernel mode, mostly deal with hardwares.
Interesting topic. I echo the sentiment of most posters here that while HTML 5 makes great leaps in basic multimedia presentation, it won't be able to replace Flash. All the online gaming sites are a good example. Flash is can run on most browsers except on certain mobile devices.
On that note, I believe battery drain was the original reason why Steve Jobs did not want to support Flash on the iPhone and iPad. This might bite Apple (no pun) down the road. Android 2.2 will have flash support (but it not clear if all the hardware manufactures will support it -they'll have be confident in their batteries).
Also, it looks like Flash 10+ will be a sure thing on Blackberry devices going forward including BB phones the upcoming BB Playbook tablet (btw, this toy has some killer specs - can't wait to get my hands on it when it comes out next year).
I am willing to bet that Flash will continue to be big in Web Dev even after HTML 5 support becomes universal.
HTML5 is indeed far away from replacing Flash or Silverlight UI technologies. And the problem is not only that HTML5 is limited in amount of required in an app UI components, but also that it doesn't allow create custom ones in such a way that they would integrate into runtime seamlessly.
Take a look at Ample SDK - JavaScript UI Framework, it's architecture largely inherit from what you will find in Flex, Silverlight or Gecko. One of the UI technologies it enables cross-browser is XUL, styleable in CSS and programmable in JavaScript with XUL DOM or jQuery APIs. You can also create your own UI technology on top of the framework.
We are currently developing an LCMS, once of the areas is a fully WYSIWYG authoring tool for the development of SCORM and AICC compliant training materials that contain animation, video, audio, multiple types of assessments with interaction. The tool looks close to how a power point looks, allowing the user to easily drag and drop learning objects to the slide with pictures, resize images, move them, overlap text, add the tests etc.
This workspace is done currently in Flex and has great performance, not even Google Docs/Presentations comes close to the flexibility and performance of this application.
I wonder if an application of that scale can be developed with HTML5 without a huge amount of resources. We are a small company with small group of developers.
I sure hope that HTML5 can deliver the goods and maybe not replace flash entirely but at least when it comes to video. Although flash video is small in size it does takes up way too much processing. Go to youtube without flashblock enabled and then open task manager. Now you can see how the processes for firefox suddenly leaps off the page whenever you visit a flash driven site like youtube. My advice get Flashblock.
I think that HTML5 will replace most of the flash/flex, which will probably continue as another branch because canvas is cool. New libraries will come. But as long as JS is in a fact singlethreaded it wont be so fast, especially with games, assuming adobe won't give up.
If Adobe does not get there heads out of their you know what and put out some 64bit apps I can surely see poeple moving to HTML 5.
Surely HTML5 will replace flash. I can only see this as being a good thing especially when you weigh up the pro's.
I'm sure theres many more but these are the ones that instantly spring to mind.
After experimenting with composite operations and drawing images on the canvas I'm nog trying to remove images and compositing. How do I do this?
I need to clear the canvas for redrawing other images; this can go on for a while so I don't think drawing a new rectangle every time won't be the most efficient option.
Thanks!
context.clearRect ( x , y , w , h );
or
canvas.width = canvas.width;
The problem with resetting canvas.width is that it resets all canvas state (e.g. transformations, lineWidth, strokeStyle, etc.) and that it is very slow compared to clearRect.
The problem with using ctx.clearRect(0,0,canvas.width,canvas.height) is that if you have modified the transformation matrix you likely will not be clearing the canvas properly.
The solution? Reset the transformation matrix prior to clearing the canvas:
// Store the current transformation matrix
ctx.save();
// Use the identity matrix while clearing the canvas
ctx.setTransform(1, 0, 0, 1, 0, 0);
ctx.clearRect(0, 0, canvas.width, canvas.height);
// Restore the transform
ctx.restore();
If you are drawing lines, make sure you don't forget:
context.beginPath();
Otherwise the lines won't get cleared.
context.clearRect ( x , y , w , h ); as suggested by @Pentium10 but IE9 seems to completely ignore this instruction.canvas.width = canvas.width; but it doesn't clear lines, just shapes, pictures and other objects unless you also use @John Allsopp's solution of first changing the width.So if you have a canvas and context created like this:
var canvas = document.getElementById('my-canvas');
var context = canvas.getContext('2d');
You can use a method like this:
function clearCanvas(context, canvas) {
context.clearRect(0, 0, canvas.width, canvas.height);
var w = canvas.width;
canvas.width = 1;
canvas.width = w;
}
in webkit you need to set the width to a different value, then you can set it back to the initial value
If you're using JQuery:
var elem = $("selector");
var canvas = elem.get(0);
var context = canvas.getContext("2d");
context.clearRect(0, 0, canvas.width, canvas.height);
context.beginPath();
Replace "selector" with your actual JQuery selector.
I hear that Firefox 3.6 adds support for the HTML local file API (Announcement here).
Does this mean that I can access local files from javascript?
Can anyone point me to examples for reading / writing local files?
I would love to be able to read / write simple text files.
Many thanks
The only files you can access are files dropped from the desktop or files that has been selected from an <input/> tag. See the demo I've written here: http://hacks.mozilla.org/2009/12/uploading-files-with-xmlhttprequest/
It doesn't allow accessing arbitrary local files. It's more of a file upload improvement. For instance, you can have some Javascript accept a drag-and-drop file initiated by the user of the browser.
You can find the W3C spec on it here.
Take a look at the demo at hacks.mozilla.org.
You can find a (mozilla-specific explanation of the API on the Mozilla Development Center.
It's possible to write to local file system, but the user must complete a 'save as...' action. For now, no direct access to client file system. Take a look here
I would like to use WebSockets in my Windows Forms or WPF-application. Is there a .NET-control that is supporting WebSockets implemented yet? Or is there any open source project started about it?
An open source solution for a Java Client supporting WebSockets could also help me.
Here's a quick first pass at porting that Java code to C#. Doesn't support SSL mode and has only been very lightly tested, but it's a start.
using System;
using System.Collections.Generic;
using System.IO;
using System.Net;
using System.Net.Sockets;
using System.Text;
public class WebSocket
{
private Uri mUrl;
private TcpClient mClient;
private NetworkStream mStream;
private bool mHandshakeComplete;
private Dictionary<string, string> mHeaders;
public WebSocket(Uri url)
{
mUrl = url;
string protocol = mUrl.Scheme;
if (!protocol.Equals("ws") && !protocol.Equals("wss"))
throw new ArgumentException("Unsupported protocol: " + protocol);
}
public void SetHeaders(Dictionary<string, string> headers)
{
mHeaders = headers;
}
public void Connect()
{
string host = mUrl.DnsSafeHost;
string path = mUrl.PathAndQuery;
string origin = "http://" + host;
mClient = CreateSocket(mUrl);
mStream = mClient.GetStream();
int port = ((IPEndPoint)mClient.Client.RemoteEndPoint).Port;
if (port != 80)
host = host + ":" + port;
StringBuilder extraHeaders = new StringBuilder();
if (mHeaders != null)
{
foreach (KeyValuePair<string, string> header in mHeaders)
extraHeaders.Append(header.Key + ": " + header.Value + "\r\n");
}
string request = "GET " + path + " HTTP/1.1\r\n" +
"Upgrade: WebSocket\r\n" +
"Connection: Upgrade\r\n" +
"Host: " + host + "\r\n" +
"Origin: " + origin + "\r\n" +
extraHeaders.ToString() + "\r\n";
byte[] sendBuffer = Encoding.UTF8.GetBytes(request);
mStream.Write(sendBuffer, 0, sendBuffer.Length);
StreamReader reader = new StreamReader(mStream);
{
string header = reader.ReadLine();
if (!header.Equals("HTTP/1.1 101 Web Socket Protocol Handshake"))
throw new IOException("Invalid handshake response");
header = reader.ReadLine();
if (!header.Equals("Upgrade: WebSocket"))
throw new IOException("Invalid handshake response");
header = reader.ReadLine();
if (!header.Equals("Connection: Upgrade"))
throw new IOException("Invalid handshake response");
}
mHandshakeComplete = true;
}
public void Send(string str)
{
if (!mHandshakeComplete)
throw new InvalidOperationException("Handshake not complete");
byte[] sendBuffer = Encoding.UTF8.GetBytes(str);
mStream.WriteByte(0x00);
mStream.Write(sendBuffer, 0, sendBuffer.Length);
mStream.WriteByte(0xff);
mStream.Flush();
}
public string Recv()
{
if (!mHandshakeComplete)
throw new InvalidOperationException("Handshake not complete");
StringBuilder recvBuffer = new StringBuilder();
BinaryReader reader = new BinaryReader(mStream);
byte b = reader.ReadByte();
if ((b & 0x80) == 0x80)
{
// Skip data frame
int len = 0;
do
{
b = (byte)(reader.ReadByte() & 0x7f);
len += b * 128;
} while ((b & 0x80) != 0x80);
for (int i = 0; i < len; i++)
reader.ReadByte();
}
while (true)
{
b = reader.ReadByte();
if (b == 0xff)
break;
recvBuffer.Append(b);
}
return recvBuffer.ToString();
}
public void Close()
{
mStream.Dispose();
mClient.Close();
mStream = null;
mClient = null;
}
private static TcpClient CreateSocket(Uri url)
{
string scheme = url.Scheme;
string host = url.DnsSafeHost;
int port = url.Port;
if (port <= 0)
{
if (scheme.Equals("wss"))
port = 443;
else if (scheme.Equals("ws"))
port = 80;
else
throw new ArgumentException("Unsupported scheme");
}
if (scheme.Equals("wss"))
throw new NotImplementedException("SSL support not implemented yet");
else
return new TcpClient(host, port);
}
}
Now, SuperWebSocket also includes a WebSocket client implementation SuperWebSocket Project Homepage
Other .NET client implementations include:
Kaazing.com provide a Silverlight client library that can access websockets. They have a tutorial online at How to Access the HTML 5 Communication Protocols from a Silverlight Client
There is a Java Websocket Client project on github.
it's a pretty simple protocol. there's a java implementation here that shouldn't be too difficult to translate into c#. if i get around to doing it, i'll post it up here...
Recently the Interoperability Bridges and Labs Center released a prototype implementation (in managed code) of two drafts of the WebSockets protocol specification:
draft-hixie-thewebsocketprotocol-75 and draft-hixie-thewebsocketprotocol-76
The prototype can be found at HTML5 Labs. I put in this blog post all the information I found (until now) and snippets of code about how this can be done using WCF.
Thanks for sharing. This works great.
I would like to add asynchronious message receival, by using NetworkStream.BeginReceive().
Have you by any chance already implemented this and can share an example?
If you'd like something a little more lightweight, check out a C# server that a friend and I released: https://github.com/Olivine-Labs/Alchemy-Websockets
Supports vanilla websockets as well as flash websockets. It was built for our online game with a focus on scalability and efficiency.
I'd like to store a JavaScript object in HTML5 localStorage, but my object is apparently being converted to a string.
I can store and retrieve primitive JavaScript types and arrays using localStorage, but objects don't seem to work. Should they?
Here's my code:
var testObject = { 'one': 1, 'two': 2, 'three': 3 };
console.log('typeof testObject: ' + typeof testObject);
console.log('testObject properties:');
for (var prop in testObject) {
console.log(' ' + prop + ': ' + testObject[prop]);
}
// Put the object into storage
localStorage.setItem('testObject', testObject);
// Retrieve the object from storage
var retrievedObject = localStorage.getItem('testObject');
console.log('typeof retrievedObject: ' + typeof retrievedObject);
console.log('Value of retrievedObject: ' + retrievedObject);
The console output is
typeof testObject: object
testObject properties:
one: 1
two: 2
three: 3
typeof retrievedObject: string
Value of retrievedObject: [object Object]
It looks to me like the setItem method is converting the input to a string before storing it.
I see this behavior in Safari, Chrome, and Firefox, so I assume it's my misunderstanding of the HTML5 Web Storage spec, not a browser-specific bug or limitation.
I've tried to make sense of the structured clone algorithm described in http://www.w3.org/TR/html5/infrastructure.html. I don't fully understand what it's saying, but maybe my problem has to do with my object's properties not being enumerable.
Is there an easy workaround?
Looking at the Apple, Mozilla and Microsoft documentation, the functionality seems to be limited to handle only string key/value pairs.
A workaround can be to stringify your object before storing it, and later parse it when you retrieve it:
var testObject = { 'one': 1, 'two': 2, 'three': 3 };
// Put the object into storage
localStorage.setItem('testObject', JSON.stringify(testObject));
// Retrieve the object from storage
var retrievedObject = localStorage.getItem('testObject');
console.log('retrievedObject: ', JSON.parse(retrievedObject));
A little improve to Justin's variant:
Storage.prototype.setObject = function(key, value) {
this.setItem(key, JSON.stringify(value));
}
Storage.prototype.getObject = function(key) {
var value = this.getItem(key);
return value && JSON.parse(value);
}
getObject will return null if key isn't in Storage instead of throwing Illegal access exception.
UPD. Added variable that Mark Storer mentioned in comment
You might find it useful to extend the Storage object with these handy methods:
Storage.prototype.setObject = function(key, value) {
this.setItem(key, JSON.stringify(value));
}
Storage.prototype.getObject = function(key) {
return JSON.parse(this.getItem(key));
}
This way you get the functionality that you really wanted even though underneath the API only supports strings.
There is a great library that wraps many solutions so it even supports older browsers called jStorage
You can set an object
$.jStorage.set(key, value)
And retrieve it easily
value = $.jStorage.get(key)
value = $.jStorage.get(key, "default value")
Extending the Storage object is an awesome solution. For my API, I have created a facade for localStorage and then check if it is an object or not while setting and getting.
data: {
localStorage: {
set: function(key, value) {
if (typeof value == "object") {
value = JSON.stringify(value);
}
localStorage.setItem(key, value);
},
get: function(key) {
var value = localStorage.getItem(key);
// assume it is an object that has been stringified
if (value[0] == "{") {
value = JSON.parse(value);
}
return value
}
}
}
Actually it's possible to store objects with functions.
Here is sample code:
You could also override the default Storage setItem(key,value) and getItem(key) methods to handle objects/arrays like any other data type. That way, you can simply call localStorage.setItem(key,value) and localStorage.getItem(key) as you normally would.
I haven't tested this extensively, but it has appeared to work without problems for a small project I've been tinkering with.
Storage.prototype._setItem = Storage.prototype.setItem;
Storage.prototype.setItem = function(key, value)
{
this._setItem(key, JSON.stringify(value));
}
Storage.prototype._getItem = Storage.prototype.getItem;
Storage.prototype.getItem = function(key)
{
try
{
return JSON.parse(this._getItem(key));
}
catch(e)
{
return this._getItem(key);
}
}
First, I understand that an image cannot be "copied" from a local machine into a website. I understand that it must be uploaded. I am a web programmer, and am familiar with common web wysiwyg tools such as TinyMCE and FCKEditor. My question is if there exists a program or web module or something of the sort that works will perform an automatic upload of images for a wysiwyg. I have a client that is constantly complaining about not being able to copy/paste documents with images from MS Word into a wysiwyg to create content on their website.
I have looked into TX Text Control (http://labs.textcontrol.com/) and was looking into a possibly flash wysiwyg that could upload the file automatically behind the scenes. I don't know if this exists, and google did not much help me in my search, so I thought I would ask other coders.
I am open to any sort of server technology, or browser requirements. I am looking for some browser based tool instead of an application tool such as Dreamweaver or otherwise.
If no good solution to the problem exists, I am willing to accept that at this point.
Note: This was a request from a client, and to me it seemed rather unreasonable. I decided to gather community advice instead of just tell the client 'No' and the options here have been extremely helpful and informative in presenting possible solutions.
You might find inspiration from ScreenshotMe.
Basically you need different parts:
<canvas> tag to display the image once it has been uploaded (use explorercanvas to bring canvas to Internet Explorer)As I pointed out in my comment, Google is discontinuing gears in favor of HTML5, have a look at 7 User Interaction - HTML 5.
EDIT:
HTML5 when implemented is supposed to interact with the system's clipboard. I imagine the following scenario would work:
toDataURL(): see Canvas2ImageUntil HTML5 copy/paste drag&drop is implemented, you'll have to rely on Flash or a (signed) Java applet to interact with the clipboard.
You could look into drag & drop upload with Google Gears.
I have a client that is constantly complaining about not being able to copy/paste documents with images from MS Word into a wysiwyg to create content on their website.
And this will fail. MS Word does not create valid HTML, the pages will appear broken to users of conformant browsers. Word also has some odd methods of anchoring images and flowing text that will not translate. In short, Word is a poor environment for authoring HTML.
Of course your clients probably won't accept that which brings us to option 2:
Since your client has opted for Word as their WYSIWYG editor there's very little point pasting that content into another WYSIWYG editor. Your optimal solution is to look into ways of automating HTML export from Word or OPen Office. This could be done using a combination of VBA and a server-side script to first convert the document to HTML (this will also write the images to disk) and then upload the combined content to the server.
HTML only
You could use something that (on drag and drop) automatically creates an invisible HTML form, a file input, copy the path of the filename into the fileinput and submit the form.
You can create the form inside an invisible iframe to send it in the background without changing the current page. You know, standard Ajax procedure.
A little help for dropping/pasting
I don't know if HTML allows dropping file items. If it doesn't you can look at the HTML 5 specification that Google is trying to make forward.
Another option is using some kind of rich client component (Java Applet with Swing or Flash, or Silverlight, or wathever) at least to grasp the dropping of the file (or the pasting) and creating the HTML form.
Why I prefer sending a form
I prefer the creating of the form over the applet sending the file because it doesn't require another special port at the server or something like that.
If I understand your question correctly, your client could have any random Word document and that some of these documents might contain images.
What you appear to be describing is akin to content management in some respects and to creating static web pages in others.
I'll assUme that your client wants visitors to their website to view such documents as HTML pages and not as Word MIME types.
Some options:
use Word to save as HTML. Not the cleanest HTML but likely the cleanest solution.
have your client purchase a product like Dreamweaver which will both import their Word document and clean up Word's generated HTML.
if your client has lots of money, develop a custom solution using VSTO
I understand your client's predicament. I am working on the same thing, but with little priority at the moment so I can't present any solutions, just a few notes.
When I copy + paste an image from a saved OpenOffice document (doesn't work with an unsaved one) into a CKEDitor instance - I don't have MS Word here to test but I assume it works similarly - I get the following HTML inserted into the editor:
<img src="file:///C:/Users/PEKKAG%7E1/AppData/Local/Temp/moz-screenshot-4.png">
it might be possible to tweak a Flash or Java uploader in a way that this file can be fetched with very little interaction from the user. Being able to fetch files from the User's computer is a horrible security hole but it might be possible to at least pre-set an uploader to the temp directory directory.
However, the Canvas method that Gregory Pakosz mentions I find the most interesting, because this way it could be possible to store the image on server side silently, without any upload. The same security restrictions as in the above example still apply, though: The image is on a different domain, and thus cannot be read by a script on the page. One would have to find a way around that using browser settings or writing a custom extension.
In looking for a similar solution, I noticed that GMail allows it if you're copying and pasting from a browser.
If you copy from Word it seems to know the dimensions of the image (you can see an outline of the image) but it doesn't actually paste/upload the image.
From non-Office desktop apps there appears to be no support.
So on the assumption that Google engineers have dedicated some serious time to this, I suspect that it's not do-able from desktop apps yet but maybe if you could find a quick way to save the content to the web (e.g. using Word's blog or Save as HTML features) you could then copy and paste from that, if your client is prepared to take that extra step and you're able to let them save directly to a web server.
Nick
My question is if there exists a program or web module or something of the sort that works will perform an automatic upload of images for a wysiwyg
XStandard Pro will upload images to the server pasted from Word or other applications/file system.
I've implemented drag-and-drop files using Silverlight in this project http://azureslfileuploader.codeplex.com/
There is no direct option available in asp.net, but you can do this
http://www.codeproject.com/KB/graphics/ClipboardActiveX.aspx
I'm attempting to embed an HTML5 audio element pointing to MP3 or OGG data served by a PHP file . When I view the page in Safari, the controls appear, but the UI says "Live Broadcast." When I click play, the audio starts as expected. Once it ends, however, I can't start it playing again by clicking play. Even using the JS API on the audio element and setting currentTime to 0 fails with an index error exception.
I suspected the headers from the PHP script were the problem, particularly missing a content length. But that's not the case. The response headers include a proper Content- Length to indicate the audio has finite size. Furthermore, everything works as expected in Firefox 3.5+. I can click play on the audio element multiple times to hear the sound replay.
If I remove the PHP script from the equation and serve up a static copy of the MP3 file, everything works fine in Safari.
Does this mean Safari is treating audio src URLs with query parameters differently than URLs that don't have them? Anyone have any luck getting this to work?
My simple example page is:
<!DOCTYPE html>
<html>
<head></head>
<body>
<audio controls autobuffer>
<source src="say.php?text=this%20is%20a%20test&format=.ogg" />
<source src="say.php?text=this%20is%20a%20test&format=.mp3" />
</audio>
</body>
</html>
HTTP Headers from PHP script:
HTTP/1.x 200 OK
Date: Sun, 03 Jan 2010 15:39:34 GMT
Server: Apache
X-Powered-By: PHP/5.2.10
Content-Length: 8993
Keep-Alive: timeout=2, max=98
Connection: Keep-Alive
Content-Type: audio/mpeg
HTTP Headers from direct file access:
HTTP/1.x 200 OK
Date: Sun, 03 Jan 2010 20:06:59 GMT
Server: Apache
Last-Modified: Sun, 03 Jan 2010 03:20:02 GMT
Etag: "a404b-c3f-47c3a14937c80"
Accept-Ranges: bytes
Content-Length: 8993
Keep-Alive: timeout=2, max=100
Connection: Keep-Alive
Content-Type: audio/mpeg
I tried hard-coding the Accept-Ranges header into the script too, but no luck.
Can you post the headers sent by the server both with and without the PHP script? I'm wondering if the PHP script is sending a different Content-Type than serving the files normally.
It would also be a good idea to specify the type attribute on the source elements, so the browser does not have to download both clips to determine if it can play them.
I cannot reproduce your problem. I have tried to recreate the problem in Safari 4.0.4, and the current WebKit nightly, with the following test page. I am simply using mod_rewrite to dispatch to different formats based on a parameter instead of PHP, but I don't think that should make a difference, unless somehow PHP is modifying the file.
<!DOCTYPE html>
<title>Auido test</title>
<audio controls autobuffer>
<source src="gnossienne-no-1?foo=bar&format=.mp4">
<source src="gnossienne-no-1?foo=bar&format=.ogg">
</audio>
Can you try my example out and let me know if it works for you?
edit Ah. After poking around at it a bit more, it appears that the problem is due to an odd way that the <audio> element in Safari behaves in attempting to determine the size of the content.
Here's an excerpt from a packet capture of Safari upon encountering an <audio> element pointing to a file served directly from Apache. As you can see, it first tries to fetch the first two bytes of the media, presumably so it can get a Content-Length back, and possibly other headers. It then tries to fetch the whole thing. Then, inexplicably, it tries to fetch the first two bytes again, but passes appropriate caching headers to get a "304 Not Modified" response. And finally, still inexplicably, it fetches the last 3440 bytes of the file all over again. It does all of these in separate TCP connections, which adds considerable overhead, in addition to the overhead of fetching the data a couple of times.
Anyhow, on to how it deals with the output of your PHP script. Here, Safari again tries to download the first two bytes, but your script ignores the Range request and returns the whole thing. Apparently, WebKit doesn't like that, and so it tries again, without the Range request. Again, your script sends the full contents. Safari now tries once more, adding an Icy-Metadata header, which indicates it thinks that it's downloading a stream and wants streaming metadata to be sent. It finally accepts the output of that, and the <audio> element can play.
In summary, it appears that Safari (or more accurately, QuickTime, which Safari uses to handle all media and media downloading) has a completely braindamaged approach to downloading media. Something in the way you send your data back, probably the fact that you don't respond to Range requests, makes it think that you are sending streaming media, causing it to download the content repeatedly (though even when confronted with a server that does respond to a Range request, it still does several more requests than it really needs to).
My advice would be to try to respond appropriately to Range requests; when serving up media, browsers will likely use them to try to minimize bandwidth, by only buffering as much as they need to be able to play through (although have the autobuffer attribute which indicates that you would like them to buffer the whole thing, browsers may ignore that). I would recommend using X-Sendfile to let Apache deal with serving the file, caching, and range requests, but you appear to be on Dreamhost, which doesn't have mod_xsendfile installed, so you're going to have to roll your own Range handling.
I got the same problem. The key point is the Content-Range header. Everything works fine after I add it to the mp3-output php.
Pochang is correct. Including a Content-Range header in the PHP response will cause Safari to behave properly. It also allows seeking (media.currentTime = 0;) without the dreaded INDEX_SIZE_ERR in Safari, though not in Chrome.
The PHP code for the header is:
$len = strlen( $data );
$shortlen = $length - 1;
header( 'Content-Range: bytes 0-'.$shortlen.'/'.$len);
I've tried checking other answers, but I'm still confused--especially after seeing W3schools HTML 5 reference.
I thought HTML 4.01 was supposed to "allow" single-tags to just be <img> and <br>. Then XHTML came along with <img /> and <br /> (where someone said that the space is there for older browsers).
Now I'm wondering how I'm supposed to format my code when practicing HTML 5.
<!DOCTYPE HTML>
Is it <br>, <br/> or <br />?
Simply <br> is sufficient.
The other forms are there for compatibility with XHTML; to make it possible to write the same code as XHTML, and have it also work as HTML. Some systems that generate HTML may be based on XML generators, and thus not have the ability to output just a bare <br> tag; if you're using such a system, it's fine to use <br/>, it's just not necessary if you don't need to do it.
Very few people actually use XHTML, however. You need to serve your content as application/xhtml+xml for it to be interpreted as XHTML, and that will not work in IE (it will also mean that any small error you make will prevent your page from being displayed, in browsers that do support XHTML). So, most of what looks like XHTML on the web is actually being served, and interpreted, as HTML. See Serving XHTML as text/html Considered Harmful for some more information.
I think this quote from the HTML 5 Reference Draft provides the answer:
Some elements, however, are forbidden from containing any content at all. These are known as void elements. In HTML, the above syntax cannot be used for void elements. For such elements, the end tag must be omitted because the element is automatically closed by the parser. Such elements include, among others, br, hr, link and meta
HTML Example:
<link type="text/css" rel="stylesheet" href="style.css">In XHTML, the XML syntactic requirements dictate that this must be made explicit using either an explicit end tag, as above, or the empty element syntax. This is achieved by inserting a slash at the end of the start tag immediately before the right angle bracket.
Example:
<link type="text/css" href="style.css"/>Authors may optionally choose to use this same syntax for void elements in the HTML syntax as well. Some authors also choose to include whitespace before the slash, however this is not necessary. (Using whitespace in that fashion is a convention inherited from the compatibility guidelines in XHTML 1.0, Appendix C.)
xml doesn't allow leaving tags open, so it makes <br> a bit worse than the other two. The other two are roughly equivalent with the second preferred for compatibility with older browsers. Actually, space before / is preferred for compatibility sake, but I think it only makes sense for tags that have attributes. So I'd say either <br/> or <br />, whichever pleases your aesthetics.
To sum it up: all three are valid with the first one being a bit less "portable".
Edit: Now that we're all crazy about specs, I think it worth pointing out that according to dev.w3.org:
Start tags consist of the following parts, in exactly the following order:
- A "<" character.
- The element?s tag name.
- Optionally, one or more attributes, each of which must be preceded by one or more space characters.
- Optionally, one or more space characters.
- Optionally, a "/" character, which may be present only if the element is a void element.
- A ">" character.
According to the spec the expected form is <br> for HTML 5.
XML requires all tags to have a corresponding closing tag. So there is a special short-hand syntax for tags without inner contents.
HTML5 is not XML, so it should not pose such a requirement. Neither is HTML 4.01.
For instance, in HTML5 specs, all examples with br tag use <br> syntax, not <br/>.
UPD Actually, <br/> is permitted in HTML5. 9.1.2.1, 7.
If your interested in comparability I'd stick with <br /> ifnot <br> is fine
<br> and <br/> render differently. Some browsers interpret <br/> as <br></br> and insert two line breaks
Both <br> and <br /> are acceptable in HTML5, but in the spirit of HTML, <br> should be used. HTML5 allows closing slashes in order to be more compatible with documents that were previously HTML 4.01 and XHTML 1.0, allowing easier migration to HTML5. Of course, <br/> is also acceptable, but to be compatible with some older browsers, there should be a space before the closing slash (/).
I'm using HTML5 for its most noblest purpose: games, of course! The obstacle I've run into now is how to play sound effects.
The game is a port of an old Macintosh game, and because of it's age, the requirements are few in number:
My first approach was to use the HTML5 <audio> element and define all sound effects in my page. Firefox plays the WAV files just peachy, but calling #play multiple times doesn't really play the sample multiple times. From my understanding of the HTML5 spec, the <audio> element also tracks playback state, so that explains why.
My immediate thought was to clone the audio elements, so I created the following tiny javascript library to do that for me (depends on jquery):
var Snd = {
init: function() {
$("audio").each(function() {
var src = this.getAttribute('src');
if (src.substring(0, 4) !== "snd/") { return; }
// Cut out the basename (strip directory and extension)
var name = src.substring(4, src.length - 4);
// Create the helper function, which clones the audio object and plays it
var Constructor = function() {};
Constructor.prototype = this;
Snd[name] = function() {
var clone = new Constructor();
clone.play();
// Return the cloned element, so the caller can interrupt the sound effect
return clone;
};
});
}
};
So now I can do Snd.boom(); from the Firebug console and play 'snd/boom.wav'. Neat. But I still can't play the same sample multiple times. It seems that the <audio> element is really more of a streaming feature rather than something to play sound effects with.
Is there a clever way to make this happen that I'm missing? Preferebly something within HTML5 and Javascript, because this experiment is focused on these two technologies. (And I lack any experience in Flash or Silverlight.)
I should also mention that, my test environment is Firefox 3.5 on Ubuntu 9.10. The other browsers I've tried -- Opera, Midori, Chromium, Epiphany -- produced varying results. Some don't play anything, and some throw exceptions.
You don't need to bother with <audio> elements. HTML 5 lets you access audio API directly:
var snd = new Audio("file.mp3");
snd.play();
There's no support for mixing in current version of the spec. To play same sound multiple times, create multiple instances of the Audio object.
For the widest compatibility I would really recommend using small FLASH object that can interact with Javascript. That's much easier method than trying audio element in HTML5 due to the current (and not-to-be-soon) support.
check this project as an example: http://www.schillmania.com/projects/soundmanager/ current and advanced version: http://www.schillmania.com/projects/soundmanager2/
Have a look at the jai (javascript audio interface) site. From looking at their source, they appear to be calling play() repeatedly, and they mention that their library might be appropriate for use in HTML5-based games.
You can fire multiple audio events simultaneously, which could be used for creating Javascript games, or having a voice speaking over some background music
You may also want to use this to detect HTML 5 audio in some cases:
http://diveintohtml5.ep.io/everything.html
HTML 5 JS Detect function
function supportsAudio()
{
var a = document.createElement('audio');
return !!(a.canPlayType && a.canPlayType('audio/mpeg;').replace(/no/, ''));
}
Sounds like what you want is multi-channel sounds. Let's suppose you have 4 channels (like on really old 16-bit games), I haven't got round to playing with the HTML5 audio feature yet, but don't you just need 4 <audio> elements, and cycle which is used to play the next sound effect? Have you tried that? What happens? If it works: To play more sounds simultaneously, just add more <audio> elements.
I have done this before without the HTML5 <audio> element, using a little Flash object from http://flash-mp3-player.net/ - I wrote a music quiz (http://webdeavour.appspot.com/) and used it to play clips of music when the user clicked the button for the question. Initially I had one player per question, and it was possible to play them over the top of each other, so I changed it so there was only one player, which I pointed at different music clips.
To play the same sample multiple times, wouldn't it be possible to do something like this:
e.pause(); // Perhaps optional
e.currentTime = 0;
e.play();
(e is the audio element)
Perhaps I completely misunderstood your problem, do you want the sound effect to play multiple times at the same time? Then this is completely wrong.
It's not possible to do multi-shot playing with a single <audio> element. You need to use multiple elements for this.
Here's an idea. Load all of your audio for a certain class of sounds in to a single individual audio element where the src data is all of your samples in a contiguous audio file (probably want some silence between so you can catch and cut the samples with a timeout with less risk of bleeding to the next sample). Then, seek to the sample and play it when needed. If you need more than one of these to play you can create an additional audio element with the same src so that it is cached. Now, you effectively have multiple "tracks". You can utilize groups of tracks with your favorite resource allocation scheme like Round Robin etc. You could also specify other options like queuing sounds into a track to play when that resource becomes available or cutting a currently playing sample.
I've been reading about HTML5 and would like to start using some of it, particularly datasets as I've found an interesting looking jQuery plugin that I can start using...
http://www.barklund.org/blog/2009/08/28/html-5-datasets/
Now, I understand that older browsers like IE6 may not like having extra attributes in there and may not know what to do with them but if they ignore them and the site still validates using an HTML5 validator then that should be OK, no?
I especially want to make sure I'm not going to get penalised by Google etc. for not having valid markup and that I'm not going to get complaints from clients that their site is "not valid" when they check it using a bog standard W3C validator.
What are people's thoughts on this?
I'd recommend checking out Dive Into HTML 5 and deciding for yourself if you think the tradeoffs are acceptable. So far as I've heard, there are no negative SEO implications for using HTML 5. I just ran the w3c validator on Dive Into HTML 5 and it automatically detected that it was HTML 5 and validated it, so I don't that will be a concern, either.
The answer is simple:
Not Yet! But soon.
No it's not. It's not even possible to have valid HTML5 because the specification isn't ready yet.
You can however prepare your HTML4 for the change. The first step is to start using valid HTML4 strict and CSS.
There are some stable sections of the spec, like the <canvas> tag. The <video> tag is gaining ground and has already been implemented by WebKit and Gecko. More importantly, the <video> tag allows backwards compatibility to Flash for browsers that don't support it without using javascript.
The second step is to remove all requirements for proprietary (and free) plugins from your site, wherever it's possible, this includes Flash, Silverlight and JavaFx. In other words, always use the open standards when it's possible. Converting to HTML5 is a process and possible to do one step at a time. No need to rush things.
With HTML 5 you're gonna run into a lot of problems, particularly on older version of Internet Explorer. Recently John Resig did a short talk (last 10 minutes) about the problems you're going to encounter.
Attemping to use an unkown element causes it to be unstyled and generally malformed (inner contents escape) - However, there's a fix for that explained here HTML5 Shiv
Even though, unknown elements still can't hold other unknown elements.
Injecting unknown elements using innerHTML causes all sorts of weirdness to occur. It'll probably break your DOM.
There's no such thing as 'valid HTML 5'. The specification isn't built yet. There's no normative definition of what HTML 5 even is, it's a working draft.
The most important thing is to test the parts of HTML5 you wish to use against the browsers you wish to support, and confirm there are no problems. You should especially check that your JS for accessing dataset data works in IE6 etc. You could also look at Microdata or RDFa to see if they offer a better fit for what you want to do. With the exception of new elements (which require a Javascript shiv to work in Internet Explorer) almost everything else is the same as HTML4/XHTML1, or should be ignored by unsupporting browsers.
Google doesn?t care what doctype you use, and adding data to datasets will be irrelevant to Google anyway (consider another method if you want to expose this data to search engines/users).
The W3 validator automatically detects the HTML5 doctype and uses the appropriate validator. Note that it can present a spurious error/warning regarding encoding?this is a known bug.
Regarding the answers, there?s a lot of FUD here:
Most of HTML5 is HTML4 with defined error handling. This means it?s perfectly ok to use most of HTML5 now, because you already are in HTML4/XHTML1. Of course parts of HTML5 are unsupported in IE6, but so are parts of HTML4. If you want to support IE6, don?t use those parts.
Valid HTML4, Valid XHTML and Valid HTML5 are all seperate things. Their validity is defined by an XML Schema definition at the top of the page. You can create your own "CupOfTML" schema definition if you really wanted to and it could be valid. Obviously not adviseable, as irregardless of validity, the browsers still need to be able to work out what to do. Which leads nicely to HTML5...
The browser implementation and take up in even the most modern browsers is not complete yet and while some elements are there and working fine, others are less than ideal. If you / your organisation can cope with the fact that some people (not just IE6) get a less than optimal viewing experience - then go for HTML5. Better still, offer a 'gracefully degraded' version of the site that runs in everything else if HTML5 fails. But be aware you are effectively limiting your audience (those with vision disabilities may have adaptive browsers that don't support it, and anyone who still uses Win2K is stuck with IE6...).
If you develop for commercial sites then XHTML 1.0 Strict is still the recommended DocType to use, and will remain so for at least 2-3 years to come.
JavaScript is not a viable solution to make HTML5 documents work on commercial sites because you have a legal obligation to accessibility (at least in the EU, US and Australia).
Google could randomly start deciding it doesn?t like your site because its HTML isn?t valid, but it?d be pretty bizarre. Google, like all the other search engines, wants to give people the best search results possible. I don?t see how ignoring sites because of HTML validation errors would help them do that.
HTML5 has generally been specified so as to degrade gracefully in older browsers. I?m not super-familiar with data attributes myself (main because they haven?t been covered in Dive into HTML5 yet, but I suspect IE 6 will be fine with them.
As for your clients complaining about invalidity, that?s pretty much a people-management issue. HTML5 is a standard, published by the W3C, and there?s a validator for it (http://html5.validator.nu/). If they?re still not happy with you using it, maybe explain the benefits they?ll get from letting you use it?
What parts of HTML5 that are expected to make the final recommendation are fine to use and, in fact, I do. I just last week finished an ecommerce site built entirely in HTML5 using CSS3 properties, too. While you do have to be careful, it was relatively easy once I was comfortable with the new stuff. I'd give a link but the new stuff won't be online till next month.
It's not the first site we've done with HTML5 but the others are much simpler. Don't fear HTML5. Go ahead with it but, as I said, don't go out on a limb but use those elements that have settled in: nav, header, footer and all that.
html5doctor.com Has great information about HTML5, great developers that write for it too. People like Bruce Lawson (Opera Dev) Remy Sharp.
The HTML5 DOCTYPE is certainly safe to use, but new HTML5 elements can do weird things to the DOM.
Others have said that already.
Dive into HTML5 shows how browsers deal with elements they don't recognise. It's complicated. Children of <article> will appear in the IE DOM as siblings instead. And styling can be tricky. Solutions are mentioned, with links to the HTML5 Shiv (javascript) and the HTML5 Reset Stylesheet (CSS).
Interesting that this question was asked so long ago. I investigated it after the Turtle-Necked-Wonder started spouting on about it. Even summer 2010, I cam to the same conclusions as the above thread - not yet, the standard is still being worked on. Although now (Jan 2011) books are beginning to appear, it still seems a little early as the W3C are still tinkering with the spec.
Whilst some people might like to dabble with something like that, many of us don't have the time until it is pretty solid and with fairly wide browser support.
It really depends on your user base. You can use all of the structure elements by calling them to display as block.
header, section, footer,aside,article,nav ...{display:block;}
Get's tricky with IE because it doesn't allow you to use the elements unless they are in the DOM. So to get the website to even show up you have to inject the elements into the DOM. You are relying on javascript for the page to load so you thats why I said it depends on your user base.
document.createElement("header"); document.createElement("footer");
document.createElement("nav");
document.createElement("article");
document.createElement("section"); document.createElement("aside");
You can also do some user agent detection to see if someone is using IE and prompt them to download Google Chrome Framehttp://code.google.com/chrome/chromeframe/
I'm wondering what's the limit of localstorage HTML 5 on iPhone? I read that it was like 5 Mb, but I'm surprised is so little. Any ideas?
"The current default on iPhone is 5.0 MB. If your database grows beyond this limit, the user will automatically be asked to allow or deny the size increase. If he allows the increase, the database size limit will be upped to 10.MB"
Source: http://building-iphone-apps.labs.oreilly.com/ch05.html#ch05%5Fid35933104 Scroll down to "Note"
Mobile Safari on the iPhone and iPad will hold 5MB before throwing a QUOTA_EXCEEDED_ERR when using localStorage. If you're using HTML5 SQL, the user will be prompted at 5MB intervals to increase the storage limit.
Desktop Safari v4 does not have a limit, afaik, on localStorage. Safari v5, however, limits the site to 5MB before throwing a QUOTA_EXCEEDED_ERR, exhibiting the same behavior as the mobile version.
Does anyone know an online Photoshop -like editor that utilizes Canvas? I know at least 4 Flash editors, but I'm interested in finding a Canvas based one.
Those are the two I know about:
<canvas> element. Browser support is currently limited to Firefox, Opera and Safari. <canvas> tag as specified by WHATWG and supported by Safari 1.3, Firefox 1.5 and Opera 9.http://code.google.com/p/svg-edit/
SVG-edit is a fast, web-based, Javascript-driven SVG editor that works in any modern browser:
* Firefox 1.5+
* Opera 9.50+
* Safari 4+
* Chrome 1+
* IE 6+ (with the Chrome Frame plugin)
deviantART launched an HTML5 (canvas-based) painting tool called Muro:
It's free to use, but DA is selling premium brushes and features to those that want more functionality. Promoted as working in all HTML5 browsers (including iOS) and has a plug-in for integration with Wacom tablets.
I am developing a mobile web application (for iPhone) with a local database (using html5 webstorage) so my app is still usable when the user is offline.
This is working perfectly, but I want to save the local data on a server. So I need to synchronize the local DB with a DB on a server. The synchronisation can only be one way, but in the future, I would like to synchronize it in the both way (server <-> local DB).
This requierement looks very common (or will be common in the future for mobile web app), but I can't find a library doing that.
I know google is doing that in their mobile web app (ex. gmail), and I found the WSPL project a google project but without source to download.
There is also [PersistJS]: a library to abstract HTML storage and Gears DB, but it doesn't implement database sync.
If I can't find a solution, I will create a library to do that, as one way sync doesn't look difficult, but I wonder if there are other solutions.
http://quickconnect.pbworks.com/Using-Enterprise-Synchronization
It looks like it is exactly what I want. I asked if it was working outside the QuickConnect Framework, and the author said yes, but I need to test it...
https://github.com/zefhemel/persistencejs
"persistence.js is an asynchronous Javascript object-relational mapper library. You can use it in the browser, as well on the server (and you can share data models between them)."
They have a DB synch module: DOC of persistence.synch.js
(works with HTML5 DB SQLite or Google Gears on the client, and MySQL on the server)
http://impel.simulacre.org/api/Impel.inTouch
http://www.sencha.com/products/io/
So I am still looking for WebSql synchronisation lib independent of a javascript framework
I found another solution :
http://impel.simulacre.org/blog/transparently_synchronize_html5_databases.html
Looks great, but you will need to use Mootools library, and the Impel ORM...
I'm building a web app that should play back an RTSP/RTP stream from a server (http://lscube.org/projects/feng).
Does the HTML5 video/audio tag support the rtsp or rtp? If not, what would the easiest solution be? Perhaps drop down to a VLC plugin or something like that.
HTML 5's <video> tag is protocol agnostic?it does not care. You place the protocol in the src attribute as part of the URL. E.g.:
<video src="rtp://myserver.com/path/to/stream">
Your browser does not support the VIDEO tag and/or RTP streams.
</video>
or maybe
<video src="http://myserver.com:1935/path/to/stream/myPlaylist.m3u8">
Your browser does not support the VIDEO tag and/or RTP streams.
</video>
That said, the implementation of the <video> tag is browser specific. Since it is early days for HTML 5, I expect frequently changing support (or lack of support).
My observations regarding the HTML 5 video tag and rtsp(rtp) streams are, that it only works with konqueror(KDE 4.4.1, Phonon-backend set to GStreamer). I got only video (no audio) with a H.264/AAC RTSP(RTP) stream.
The streams from http://media.esof2010.org/ didn't work with konqueror(KDE 4.4.1, Phonon-backend set to GStreamer).
With VLC i'm able to transcode a live RTSP stream (mpeg4) to an HTTP stream in a OGG format (Vorbis/Theora). The quality is poor but the video work in Chrome 9. I have also tested with a trancoding in WEBM (VP8) but it's don't seem to work (VLC have the option but i don't know if it's really implemented for now..)
The first to have a doc on this should notify us ;)
Chrome will never implement support RTSP streaming.
At least, in the words of a Chromium developer here:
we're never going to add support for this
I'm currently using a Cache Manifest (as described here). This effectively makes the necessary resources to run the application available when the user is offline.
Unfortunately, it works a little too well.
After the cache manifest is loaded, Firefox 3.5+ caches all of the resources explicitly referenced in the cache manifest. However, if a file on the server is updated and the user tries force-refreshing the page while online (including the cache-manifest itself), Firefox will absolutely refuse to fetch anything. The application remains completely frozen at the last point it was cached. Questions:
I think I've got this figured out: if there's an error in one's cache-manifest (say, a referenced file does not exist), then Firefox completely will stop processing anything applicationCache related. Meaning, it won't update anything in your cache, including your cached cache-manifest.
To uncover that this was the issue, I borrowed some code from Mozilla and dropped this into a new (non-cached) HTML file in my application. The final message logged stated that there might be a problem in my cache-manifest, and sure enough there was (a missing file).
// Convenience array of status values
var cacheStatusValues = [];
cacheStatusValues[0] = 'uncached';
cacheStatusValues[1] = 'idle';
cacheStatusValues[2] = 'checking';
cacheStatusValues[3] = 'downloading';
cacheStatusValues[4] = 'updateready';
cacheStatusValues[5] = 'obsolete';
// Listeners for all possible events
var cache = window.applicationCache;
cache.addEventListener('cached', logEvent, false);
cache.addEventListener('checking', logEvent, false);
cache.addEventListener('downloading', logEvent, false);
cache.addEventListener('error', logEvent, false);
cache.addEventListener('noupdate', logEvent, false);
cache.addEventListener('obsolete', logEvent, false);
cache.addEventListener('progress', logEvent, false);
cache.addEventListener('updateready', logEvent, false);
// Log every event to the console
function logEvent(e) {
var online, status, type, message;
online = (isOnline()) ? 'yes' : 'no';
status = cacheStatusValues[cache.status];
type = e.type;
message = 'online: ' + online;
message+= ', event: ' + type;
message+= ', status: ' + status;
if (type == 'error' && navigator.onLine) {
message+= ' There was an unknown error, check your Cache Manifest.';
}
log('
'+message);
}
function log(s) {
alert(s);
}
function isOnline() {
return navigator.onLine;
}
if (!$('html').attr('manifest')) {
log('No Cache Manifest listed on the tag.')
}
// Swap in newly download files when update is ready
cache.addEventListener('updateready', function(e){
// Don't perform "swap" if this is the first cache
if (cacheStatusValues[cache.status] != 'idle') {
cache.swapCache();
log('Swapped/updated the Cache Manifest.');
}
}
, false);
// These two functions check for updates to the manifest file
function checkForUpdates(){
cache.update();
}
function autoCheckForUpdates(){
setInterval(function(){cache.update()}, 10000);
}
return {
isOnline: isOnline,
checkForUpdates: checkForUpdates,
autoCheckForUpdates: autoCheckForUpdates
}
This was certainly helpful, but I should definitely request a feature from Mozilla that prints out malformed cache-manifests at least to the Error Console. It shouldn't require custom code to attach to these events to diagnose an issue as trivial as a renamed file.
Disclaimer: my experience with manifests and cache is all Safari and FF may handle some things differently.
You are quite right. If there are any files listed on the manifest that can't be found, no caching will occur.
Even if you are online, the browser will check only the manifest file. While waiting for the manifest file, it will continue to load the site from the cache - that way it doesn't delay rendering - but it means that you don't see any changes on the first load.
The next time the site is loaded, if the manifest changed on the previous load, the new files will be loaded.
IT IS ALWAYS NECESSARY TO RELOAD TWICE to see any changes. In fact, I have sometimes had to reload 3 times to see the update. No idea why.
When debugging, I generate my manifest file on the fly with php, so there is no chance of a typo in a filename. I also generate the version number randomly each time to force an update but still have an offline webapp for testing.
Once complete, the php file can just echo the saved manifest data with a constant version number and the cache will always be used.
Just some things I have learned while playing with manifest and cache recently. It works great, but can be confusing.
There is no expiry. To uncache, you have to change the manifest file to have nothing in it and do a reload. On Safari, clearing the user cache does clear out all cached files.
I made an Firefox add-on which invalidates the Cache Manifest and clears HTML5 Local Storage.
http://sites.google.com/site/keigoattic/home/webrelated#TOC-Firefox-HTML5-Offline-Cache-and-Loc
You can also invalidate the cache manifest by typing the code below in the Error Console:
// invalidates the cache manifest
var mani = "http://.../mysite.manifest"; // manifest URL
Components.classes["@mozilla.org/network/application-cache-service;1"].getService(Components.interfaces.nsIApplicationCacheService).getActiveCache(mani).discard();
Or, by typing the code below in the address bar will manually enforece the cache to be updated:
javascript:applicationCache.update()
Hmm, I just called update() on the cache, after making an edit change to the manifest file, and received the full sequence of check/downloading/ready, did one reload, and a text change I had made in one of my js files, that shows up in the initial page of my app, promptly appeared.
Seems I only need one reload.
I've used code from HTML5 Rocks: Update the cache:
window.addEventListener('load', function(e) {
if (window.applicationCache) {
window.applicationCache.addEventListener('updateready', function(e) {
if (window.applicationCache.status == window.applicationCache.UPDATEREADY) {
// Browser downloaded a new app cache.
// Swap it in and reload the page to get the new hotness.
window.applicationCache.swapCache();
if (confirm('A new version of this site is available. Load it?')) {
window.location.reload();
}
} else {
// Manifest didn't changed. Nothing new to server.
}
}, false);
}
}, false);
According to:
http://developer.android.com/sdk/android-2.0-highlights.html
Android 2.0 should support the HTML5 video element. I haven't been able to get this to work using a Motorola Droid, and haven't been able to successfully view a video on any of the HTML5 video example pages out there. Since there currently isn't support for QuickTime or Flash, this is the only other thing I can think of for embedding mp4 video in a web page. Has anyone had any luck with this?
I've just done some experimentation with this, and from what I can tell you need three things:
Have a look at the demo on this page: http://broken-links.com/tests/video/
This works, AFAIK, in all video-enabled desktop browsers, iPhone and Android.
Here's the markup:
<video id="video" autobuffer height="240" width="360">
<source src="BigBuck.m4v">
<source src="BigBuck.webm" type="video/webm">
<source src="BigBuck.theora.ogv" type="video/ogg">
</video>
And I have this in the JS:
var video = document.getElementById('video');
video.addEventListener('click',function(){
video.play();
},false);
I tested this on a Samsung Galaxy S and it works fine.
If you manually call video.play() it should work:
<!DOCTYPE html>
<html>
<head>
<script>
function init() {
enableVideoClicks();
}
function enableVideoClicks() {
var videos = document.getElementsByTagName('video') || [];
for (var i = 0; i < videos.length; i++) {
// TODO: use attachEvent in IE
videos[i].addEventListener('click', function(videoNode) {
return function() {
videoNode.play();
};
}(videos[i]));
}
}
</script>
</head>
<body onload="init()">
<video src="sample.mp4" width="400" height="300" controls></video>
...
</body>
</html>
Roman's answer worked fine for me - or at least, it gave me what I was expecting. Opening the video in the phone's native application is exactly the same as what the iPhone does.
It's probably worth adjusting your viewpoint and expect video to be played fullscreen in its own application, and coding for that. It's frustrating that clicking the video isn't sufficient to get it playing in the same way as the iPhone does, but seeing as it only takes an onclick attribute to launch it, it's not the end of the world.
My advice, FWIW, is to use a poster image, and make it obvious that it will play the video. I'm working on a project at the moment that does precisely that, and the clients are happy with it - and also that they're getting the Android version of a web app for free, of course, because the contract was only for an iPhone web app.
Just for illustration, a working Android video tag is below. Nice and simple.
<video src="video/placeholder.m4v" poster="video/placeholder.jpg" onclick="this.play();"/>
pointing my android 2.2 browser to html5test.com, tells me that the video element is supported, but none of the listed video codecs... seems a little pointless to support the video element but no codecs??? unless there is something wrong with that test page.
however, i did find the same kind of situation with the audio element: the element is supported, but no audio formats. see here:
http://textopiablog.wordpress.com/2010/06/25/browser-support-for-html5-audio/
Nothing worked for me until I encoded the video properly. Try this guide for the correct handbrake settings: http://forum.handbrake.fr/viewtopic.php?f=7&t=9694
Maybe you have to encode the video specifically for the device eg:
<video id="movie" width="320" height="240" autobuffer controls>
<source src="pr6.ogv" type='video/ogg; codecs="theora, vorbis"'>
<source src="pr6.mp4" type='video/mp4; codecs="avc1.42E01E, mp4a.40.2"'>
<source src="pr6.mp4" type='video/mp4; codecs="some droid video codec, some droid audio codec"'>
</video>
There are some examples of encoding configurations that worked on here:
Try h.264 in an mp4 container. I've had much success with it on my Droid X. I've been using zencoder.com for format conversions.
It's supposed to work, but watch the resolution: Android 2.0 and webkit
Canvas works right out of the box, while Geolocation seems to not work at all in the Emulator. Of course, I have to send it mock locations to get it to work, so I have no idea what this would be like on an actual phone. I can say the same thing with the video tag. There are issues with it not actually playing the video, BUT I think it?s the fact that the video is a higher resolution than what the Emulator can handle. We?ll know more once someone tries this on a Motorola Droid or other next-gen Android device
This might not exactly answer your question, but we're using the 3GP or 3GP2 file format. Better even to use the rtsp protocol, but the Android browser will also recognize the 3GP file format.
You can use something like
self.location = URL_OF_YOUR_3GP_FILE
to trigger the video player. The file will be streamed and after playback ends, handling is returned to the browser.
For me this solves a lot of problems with current video tag implementation on android devices.
HTML5 is supported on both Google (adroid operating) phones such as Galaxy S, and iPhone. iPhone however doesn't support Flash, which Google phones do support.
Since Visual Studio 2010 is slated for release in March of 2010 and HTML 5 is now starting to be used even more widely, I would like to know if Visual Studio will ship with HTML 5 templates, standard controls and support for the more common markup?
A definition for support of HTML 5 would be that any new version of Visual Studio should have similar support for code-completion, validation and markup that is currently supported for HTML 4.01 and XHTML 1.0 and 1.1.
Update From the Visual Web Develolper Team Blog:
HTML 5 intellisense and validation schema for Visual Studio 2008 and Visual Web Developer is for downloading. Follow the instructions posted on the page to install the new scheme. Seems like the Visual Studio Team will be supporting HTML 5 after all.
February 2011 Update from the Visual Web Developer Team Blog
Visual Studio 2010 SP1 finally adds some support for HTML5. "The entire HTML5 specification isn?t supported but most of the new elements and attributes are. That means you get both intellisense and validation for HTML5 with SP1." Read More Here
May 2011 Update from Scott Guthrie's blog
Just this month, Microsoft has pushed out some HTML5 improvements with the ASP.NET MVC 3 Tools Update. While the post seems to be very pro MVC, it's nice to see that Visual Studio 2010 now has default templates and intelisense support for HTML5; along with a nice addition of a jQuery script that will give some backwards support for older browsers.
The download from the Web Developer Team blog is for Visual Studio 2008. In order to add schema validation support to Visual Studio 2010 you'll want to make some subtle changes:
Add the schema to your 2010 (10.0) folder rather than to your 9.0 folder (duh): So e.g. change the path in the readme from
C:\Program Files (x86)\Microsoft Visual Studio 9.0\Common7\Packages\schemas\html
to
C:\Program Files (x86)\Microsoft Visual Studio 10.0\Common7\Packages\schemas\html
Second, EDIT the registry file that is appropriate for your Windows bit version, again replacing the 9.0 with 10.0 - for instance for my 64 bit windows the file reads as follows:
Windows Registry Editor Version 5.00
[HKEY_LOCAL_MACHINE\SOFTWARE\Wow6432Node\Microsoft\VisualStudio\10.0\Packages\{1B437D20-F8FE-11D2-A6AE-00104BCC7269}\Schemas\Schema 23]
"File"="html\\html_5.xsd"
"Friendly Name"="HTML 5"
"URI"="http://schemas.microsoft.com/intellisense/html-5"
I think real question is - will Microsoft support HTML5? Multiple places on the internet I found that Microsoft is seriously considering to support HTML5. If that is true, it makes sense to expect VS 2010 to support HTML5.
Just released today: Web Standards Update for Visual Studio SP1.
You can use this tool from Microsoft Gallery:
HTML 5 Intellisense and validation schema for Visual Studio 2010 and 2008
How can you support something that doesn't exist? Something you can't validate against because there's no accepted spec?
Yes they could build in support for the experimental DTD, but they did that with XML/XSLT/XPath and ended up fragmenting XML support for far too long and were attacked for it from all sides.
Giving that people like Google are now pushing for tags they want just to make supporting Wave easier it's going to be a long time before HTML5 is done, and the "standard" is going to fluctuate and change - so why waste time and resources trying to hit a moving target?
If anyone is having trouble getting the HTML 5 schema tool to work in Visual Studio 2010, take a look at this blog post I found which is a great help:
Check the following links for more details:
" How can you support something that doesn't exist? Something you can't validate against because there's no accepted spec?
Yes they could build in support for the experimental DTD, but they did that with XML/XSLT/XPath and ended up fragmenting XML support for far too long and were attacked for it from all sides.
Giving that people like Google are now pushing for tags they want just to make supporting Wave easier it's going to be a long time before HTML5 is done, and the "standard" is going to fluctuate and change - so why waste time and resources trying to hit a moving target? " link text
Oh my god! Are you kidding me??? C++ was used by 1.5 million programmer worldwide before it was standardized. link text In the mid-to-late 90's, 50%+ of all software development was done in C++ before it was standardized in 1998. Even when there was an ANSI C standard, very few compilers actually used that standard without countless ambiguous differences. And don't even get me start on how badly all the browsers have followed the HTML standards! In fact, still today no two browsers work exacly 100% the same because they still can't follow the HTML or CSS standards that exist now.
A simple answer is yes. Visual studio has been working on this from long time.
How can I automatically scale the HTML5 <canvas> element to fit the page?
For example, I can get a <div> to scale by setting height and width to 100%, but a <canvas> won't scale, will it?
I believe I have found an elegant solution to this:
JavaScript
/* important! for alignment, you should make things
* relative to the canvas' current width/height.
*/
function draw() {
var ctx = (a canvas context);
ctx.canvas.width = window.innerWidth;
ctx.canvas.height = window.innerHeight;
//...drawing code...
}
CSS
html, body {
width: 100%;
height: 100%;
margin: 0px;
}
Hasn't had any large negative performance impact for me, so far.
Unless you want the canvas to upscale your image data automatically (that's what James Black's answer talks about, but it won't look pretty), you have to resize it yourself and redraw the image. http://stackoverflow.com/questions/1152203/centering-a-canvas/1646370#1646370
If your div completely filled the webpage then you can fill up that div and so have a canvas that fills up the div.
You may find this interesting, as you may need to use a css to use percentage, but, it depends on which browser you are using, and how much it is in agreement with the spec: http://www.whatwg.org/specs/web-apps/current-work/multipage/the-canvas-element.html#the-canvas-element
The intrinsic dimensions of the canvas element equal the size of the coordinate space, with the numbers interpreted in CSS pixels. However, the element can be sized arbitrarily by a style sheet. During rendering, the image is scaled to fit this layout size.
You may need to get the offsetWidth and height of the div, or get the window height/width and set that as the pixel value.
Setting the canvas coordinate space width and height based on the browser client's dimensions requires you to resize and redraw whenever the browser is resized.
A less convoluted solution is to maintain the drawable dimensions in Javascript variables, but set the canvas dimensions based on the screen.width, screen.height dimensions. Use CSS to fit:
#containingDiv {
overflow: hidden;
}
#myCanvas {
position: absolute;
top: 0px;
left: 0px;
}
The browser window generally won't ever be larger than the screen itself (except where the screen resolution is misreported, as it could be with non-matching dual monitors), so the background won't show and pixel proportions won't vary. The canvas pixels will be directly proportional to the screen resolution unless you use CSS to scale the canvas.
You can use CSS to scale your canvas, but not all browsers do this in a very efficient way (Chrome is much better than Firefox, for example):
<html>
<head>
<style type="text/css">
#myCanvas {
height: 100%; width: 100%; border: 1px solid black;
}
</style>
</head>
<body>
<canvas id="myCanvas">(Your browser doesn't support canvas)</canvas>
</body>
</html>
Depending on the complexity of your canvas and the frequency of your redraws, this may be simple enough for your needs. But as I mentioned, not all browsers do this very efficiently yet, so your mileage may vary.
you can use a div to get your canvas to fill the page:
<head>
<style type='text/css'>
div {position:absolute;left:0px;top:0px;width:100%;height:100%;}
</style>
</head>
<body>
<div><canvas></canvas></div>
<script type="text/Javascript">
//get div to gain access to window size
div=document.getElementsByTagName('div')[0]
//set canvas size to the whole window
canvas=document.getElementsByTagName('canvas')[0]
canvas.width=div.scrollWidth
canvas.height=div.scrollHeight
</script>
</body>
see this for example
Basically what you have to do is to bind the onresize event to your body, once you catch the event you just need to resize the canvas using window.innerWidth and window.innerHeight.
<!DOCTYPE html PUBLIC "-//W3C//DTD XHTML 1.0 Transitional//EN" "http://www.w3.org/TR/xhtml1/DTD/xhtml1-transitional.dtd">
<html xmlns="http://www.w3.org/1999/xhtml">
<head>
<title>Canvas Resize</title>
<script type="text/javascript">
function resize_canvas(){
canvas = document.getElementById("canvas");
if (canvas.width < window.innerWidth)
{
canvas.width = window.innerWidth;
}
if (canvas.height < window.innerHeight)
{
canvas.height = window.innerHeight;
}
}
</script>
</head>
<body onresize="resize_canvas()">
<canvas id="canvas">Your browser doesn't support canvas</canvas>
</body>
</html>
Is there a nice tidy jQuery plugin that allows including a single JS script then using a simple snippet to enable a form? Something like this:
$j('#MyForm').enableDragDropUploads('.upload-area')
With the upload target being the action of the form.
Any solution must not prevent a regular file field from being usable (using traditional browse method).
I only need one file at a time, though of course having the option for multiple isn't a bad thing.
I've found a couple of drag-drop upload examples:
http://www.appelsiini.net/2009/10/drag-and-drop-file-upload-with-google-gears http://www.appelsiini.net/2009/10/html5-drag-and-drop-multiple-file-upload
But the code there isn't setup as a plugin. It's probably not too difficult to change it, but also no point doing so if someone else has already done that work and is simply evading my Google searches.
I'm ideally looking for a pure HTML5/jQuery solution.
A Google Gears one is acceptable, but a Flash solution is not.
Have a look at this one: http://aquantum-demo.appspot.com/file-upload
It also handles multiple file upload!
Check out the recently1 released upload handler from the guys that created the TinyMCE editor. It has a jQuery widget and looks like it has a nice set of features and fallbacks.
Yes, i wrote it some time ago - http://kurapov.name/eng/drag_drop_file_upload/
(same in russian - http://kurapov.name/rus/technology/drag_drop_fileupload_html5/ )
If you are still looking for one, I just released mine: http://github.com/weixiyen/jquery-filedrop
Works for Firefox 3.6 right now. I decided not to do the Chrome hack for now and let Webkit catch up with FileReader() in the next versions of Safari and Chrome.
This plugin is future compatible.
FileReader() is the official standard over something like XHR.getAsBinary() which is deprecated according to mozilla.
It's also the only HTML5 desktop drag+drop plugin out there that I know of which allows you to send extra data along with the file, including data that can be calculated at the time of upload with a callback function.
I created a plugin which allows you to drop some files onto a given area. This plugin currently works in Firefox, Safari and Chrome.
How about the latest version of jQuery Fileuploader: http://pixelcone.com/fileuploader/
Its a powerful file upload plugin, very easy to setup compared to other plugin, and its now support html5 api.
I've written a jQuery plugin for this exact purpose: http://plugins.jquery.com/project/drag-drop-files-uploads
This site a has a great example http://aquantum-demo.appspot.com/file-upload its kind of like the upload youtube uses
In general, you can't do that -- it isn't something HTML can support. Most drag and drop file uploaders use Flash.
However, HTML v5 does support what you're looking for. The bad news is, it isn't supported by most browsers -- not even the recently released Firefox 3.5.
I'm afraid you're just out of luck unless you want to use Flash or Google Gears or something.
Why do we need the html5 canvas element, when the same can be achieved through embedded svg?
SVG and canvas aren't really interchangeable technologies. SVG is a type of retained mode graphics where everything is drawn from a rather abstract model (the SVG document). Canvas on the other hand is a kind of immediate mode graphics, where there is no model and the client (JavaScript) must take care of redrawing, animations etc.
SVG is a markup language for vector graphics and has DOM. This makes it very easy to alter the content after its creation.
Canvas is a painting surface just like MS Paint without an undo button. You cannot alter the content. You only can overpaint it. It is very performant because the browser does not need to handle a complete DOM for the image. And there is a possibility that canvas can handle 3D drawing in the future.
http://people.mozilla.com/~vladimir/xtech2006/ has nice comparison.
With canvas you don't have to deal with the DOM, which leads to faster and easier to write code. SVG is a mess as a specification, too...
an illustration: My blog engine (blogger) doesn't support SVG (it's not a XHTML document). I wrote a tool converting SVG to the canvas element: http://plindenbaum.blogspot.com/2009/11/tool-converting-svg-to-canvas_22.html
Here is an explanation of how to parse a simple svg and draw it on a canvas..
http://www.ikeralbeniz.net/2010/11/03/jugando-con-html5-canvas-y-svg-i/ http://www.ikeralbeniz.net/2010/11/04/jugando-con-html5-canvas-y-svg-ii/
in further posts the svg parser will be completed with transparencies and gradients
Because we then do not need to worry about what support such embedding ;-)
In this fashion the focus for application developpers is to adhere to standards and let the client designers do the same. and hence spare everyone to worry about plug-ins, versions, security setups, etc...
I am taking a peek at Dive Into HTML5. It seems nice and interesting, but I am puzzled.
In the 1990s, at the time when Netscape was the browser and HTML was HTML2 or HTML3, there were a lot of tags: address, cite, code... Most of them are unused as of today, probably even obsolete.
HTML5 introduces tags to express "semantic meaning" to the tag itself. This is all fun and games, but I see something very strange in this approach. Technically, the semantics can be very open ended. HTML5 has tags for article, time, navigation bars, footer. Why shouldn't it contain tags for post icon, author's place, name and surname, or whatever else you want to assign specific semantics to (I'm confident <rant> and <nsfw> would be very important tags): ? I thought XML was the strategy to assign semantics to stuff. Nothing forbids you to put an XML chunk under a XHTML div element, and assign a stylesheet to it so to style it properly, or to delegate to the proper viewer the handling of that namespace (for example, when handling RSS or SVG).
In conclusion, I don't understand the reason behind this extensions focused towards semantics, when it's clear that semantic is a very broad topic, which is guaranteed to require a potentially infinite amount of semantic tags. Since I am pretty sure there are clever people at W3C, I think I'm wrong, but I'd like to know why.
Why are tags for article, time, navigation bars, footer useful?
Because they facilitate parsing for text processing tools like Google.
It's nothing about semantics (at least in 'broad' meaning). Instead they just say: here is the body of page (most important text part) and there is the navigation bar full of links. With such an approach you can easily extract just what you need.
I too hate the way that W3C is going with their specs. There are many things that I don't like, and this "semantics" fad is one of them. (Others include taking forever to complete their specs and leaving too many important details for the browsers to implement as they choose)
Most of all I don't like it because it makes my work as a web developer more difficult. I often have to make a choice whether to make the webpage "semantically correct" or "visually/aesthetically pleasing". The latter wins of course, because that is what the users want, but as a result validations start failing and the whole thing gets quite non-semantic (tables for layout and other things).
Another issue at which I frown is that they have officialy declared that the "class" attribute is for semantics, but then they used it for visual presentation selectors in CSS.
Bottom line - DON'T MIX SEMANTICS AND VISUAL REPRESENTATION. If you use some mechanism for describing semantics (like tag names, attribute values, or what not else), then don't use it for funcional/visual purposes and vice versa.
If I would design HTML, I would simply add an attribute "semantic" which could (like the "class" attribute) be added to any tag. Then there would be a number of predefined values like all those headers/footers/articles/quotes/etc.
Tags would define functionality. Basically you could reduce HTML tags to just a handful, like "div", "table/tr/td", "a", "img", "form", "input" and "select". I probably missed a few but this is the bulk. Visual styling would be accomplished through CSS.
This way the three areas - semantics, visual representation, and functionality - would be completely independent and wouldn't clash in real life solutions.
Of course, I don't think W3C is interested in practical solutions...
There is already a lot of semantics in HTML markup in the forms of classes and IDs, of which there is a (near) infinite amount of possibilities of, And everyone has their own way of handling these semantics. One of the goals of HTML5 is to try to bring some structure to this. you will still be able to extend the semantics of tags with classes and ids. It will also most likely make things easier for search engines.
"Why shouldn't it contain tags for post icon, author's place, name and surname, or whatever else you want to assign specific semantics to (I'm confident and would be very important tags): ?"
You use <dialog> to describe conversations or comments. Rant and NSFW are subjective terms therefore it makes sense not to use them.
From what I understand a bunch of experienced web developers did research and looked for what most websites have in common in html. They noticed that most websitse have id="header", id="footer", id="section" and id="nav" tags so they decided that we need HTML tags to replace those id's. So in other words, don't expect them to give you a HUGE amount of HTML vocabulary. Just keep it simple as possible as you can while addressing the MOST common needed HTML tags.
NAV tag is VERY important for providing accessibility as well. You want them to know where the navigation is rather than to force them to find whether links are for navigation or not.
I just want to address one part of your question. You say:
In the nineties, at the time when Netscape was the browser and html was HTML2 or HTML3, there were a lot of tags: address, cite, code... Most of them are unused as of today, probably even obsolete.
There are a great deal of tags to choose from in html, but the lack of usage does not imply that they are obsolete. In particular the header tags <h1>, etc, and <ul>, <ol> are used to join items into lists in a way I consider semantic. Many people may not use tags semantically, but the effort to create microformats is an ongoing continuation of the idea you consider an artifact of the 1990s. Efforts to make the semantic web be a winner keeps going, despite full-text search and link analysis (in the form of Google) being the winner as far as how to find and understand the web.
It would be great to see an updated version of Google's Web Stats which show "html as she is spoke." But you are right that many tags are underused.
Whether html5 will be successful is an open and interesting question, but the tags you describe as obsolete didn't go anywhere, they were there in HTML 4.01 and xhtml. HTML5 seems to be an effort to solidify what is useful in tags. In the end if html5 gets support in browsers and makes the job of web developers easier, it will succeed. xhtml2 failed because it roundly failed to gain adoption in browsers and did nothing to make the job of web page makers easier. The forces working on html5 seem keenly aware of the failure of xhtml2, and I think are avoiding having html5 suffer a similar fate.
Look at it from the angle of trying to make statements either about the page, or about objects referenced from the page. If you see a <footer> tag, all you can say is "stuff in here is a footer" and pass it by. As such, adding custom tags is not as generic a solution as adding attributes and allowing people to use their own choice of URIs to specify predicates and optionally values - RDFa wins hands-down because you can express any triple-statement you like from RDF in a page, one way or another.
I thought XML was the strategy to assign semantics to stuff.
As far as I know, no it wasn?t. XML allows new languages to be defined which are all parsed in the same way, because they all use the XML syntax.
It doesn?t, of itself, provide any way to add meaning (?semantic? just means ?meaningful?) to those languages. And until computers get artificial intelligence, they don?t actually understand meaning, so meaning is just what is agreed between human beings. HTML is the most commonly-used language with agreed meaning of its tags.
As HTML is so common, it?s helpful to add a few meaningful tags to it that are quite general in their application. The new HTML5 tags are aimed at that. The HTML5 spec?s authors could indeed carry on down this route, creating tags for every specific bit of meaning possible, but as they?re not robots, they probably won?t.
<section> is useful, and general enough to be meaningfully applicable in lots of documents. <author-last-name> isn?t. Distinguishing between the two is a judgment call, which is why humans, and not computers, write the spec.
For custom semantics that are too specific to be added to HTML as tags, HTML5 defines microdata.
I disagree with adding extra tags. If detailed vocabulary were actually import then there could be a different tag name for every word in the dictionary. Additional tags names are not helpful as they may communicate additional meaning to humans, but do nothing to facilitate machine parsing of the language. This is why I don't like the "semantic" tags for HTML5 as I believe this to be slippery slope to providing a vocabulary too complex while only providing a weak solution to a problem not fully addressed.
In my opinion markup language structure data as much as describe it in a tree diagram form. Through parsing of the structure and proper use of semantic conventions, such as RDFa, context can be leveraged to provide specific meaning to otherwise generic tag names. In such as case excessive vocabulary need not exist and structurally redundant tag names, such as footer and aside, could be eliminated. The final objective is to make content faster and more accurate to interpret by both humans and machines simultaneously while using as little code as possible to achieve that result. How that solution is lesser important, except to HTML5.
I've been reading Andy Clark's book Transcending CSS (page 33).
...,it is now widely accepted that presentational names such as header, left, or red that describe an element's look or position are poor choices.
After reading these lines I asked myself: hey, aren't there elements in HTML5 spec such as header, footer?? Why is footer more semantic ? Andy in his book advocates to use site-info for the ID of the footer div and this makes more sense IMHO. Footer is a presentational name (describes the element's position).
I've been experimenting with the audio and local storage features of html5 of late and have run into something that has me stumped.
I'd like to be able to cache or store the source of the audio element locally to enable speedier and offline playback. The problem is I can't see how this is possible with the current implementation.
I have tried the following using WebKit:
Creating a manifest file to set up local caching but the audio file appears not to be a cacheable item maybe due to the way it is stream or something
I have also attempted to use javascript to put an audio object into local storage but the size of the mp3 makes this impossible due to memory issues (i think).
I have tried to use the data uri and base64 to use the html as a audio transport that can be cached but again the filesize makes this prohibitive. Also the audio element does not seem to like this in WebKit (works fine in mozilla)
I have tried several methods of putting the data into the local database store. Again suffering the same issues as the other cases.
I'd love to hear any other ideas anyone may have as to how I could achieve my goal of offline playback using caching/local storage in WebKit.
I've been trying to do this myself, on the iOS (for iPhone / iPad) but it refuses to cache audio files in offline, even if in Cache Manifest.
It does not error, but instead simply pretends to have played the audio element if invoked via JavaScript without a control. If it's embedded with a control, it displays an alternate control that says "Cannot play audio file.". It works fine if the application is able to go online.
It seems not to cache the audio, playing another sound resource seems to cause it to clear the previous resource from memory - this is pretty worthless functionality even when online.
I have experimented with base64 encoding the audio as data URI's. This works in Safari on the desktop (at least for fairly short samples of around 20-30k that I've been using) but seems not to be supported at all on iOS - it silently does nothing, which is highly annoying.
I don't know about other vendors - Google Chrome used to not support data URI's for audio but perhaps they fixed it... - it seems like it's not possible for now though.
Update: Minor discrepancy with iPhone OS 3.x (tested with 3.1.2): If an audio element is specified in an offline web app but it doesn't have a control, it displays a non-interactive control with a non-animated spinner on it (which it definitely shouldn't do). I assume this is fixed in iOS 4.x (which should be out next week).
So it's been a while since I asked this question and I thought i'd give some info about how we solved it. Basically we encoded the data into PNG's using a similar technique to this:
http://audioscene.org/scene-files/yury/pngencoding/sample.html
Then cached the image on the mobile device using html5 local storage and accessed it as needed. The PNG's were pretty big but this worked for us.
I guess it would be preferable to get the manifest approach working, since this feels like the most relevant mechanism for locally caching the file.
What happens if you alter the audio file's HTTP headers, e.g. Content-Type and Expires? Does the browser do something different if the file extension is changed?
I see you've had no luck so far.
You might want to take a look at JAI (JavaScript Audio Interface) ("the world's first javascript interface for web <audio>"). Or get in touch with Alastair MacDonald, who wrote it.
Failing that, the HTML5 Doctor may be able to assist.
I spent a while trying to do this for a game I'm making, and since as far as I could tell browsers (Firefox and Chrome) still don't support caching of audio elements I thought I'd post the solution I found.
There is a workaround described here: http://dougx.net/plunder/index.php#code
I can confirm it works pretty well, but is probably better suited to smaller files. As he describes here (http://dougx.net/plunder/GameSounds.txt), you encode the audio as base64 strings, and give them a data:audio/ogg;base64 (or any compatible audio format) header, which HTML5 audio can then read in. Because this is just a string, the browser will cache it.
Were you able to come up with anything that worked for you? I need to do something similar & haven't found a way to cache audio yet. I didn't see anything in the HTML5 specs, nor HTML5 Doctor (or related) sites.
Cheers
Adding video and audio files to local storage works with iOS 4.3.
I just added a video and an audio file to manifest and they both got downloaded to offline storage on iPad.
I have recently been learning about doctypes, and was I wondering what the differences between <!DOCTYPE html> and some of the others were.
I know <!DOCTYPE html> is the HTML5 doctype and it is experimental, but I was wondering what would happen if I used it instead of the other doctypes?
Thanks in advance!!!!
Basically what will happen is that you'll get your page rendered in a "standards mode".
The only reason why you probably shouldn't use the new DOCTYPE is if you want to use XHTML 1.0 markup and conform to XHTML 1.0.
The downside to using HTML5 now is that the spec can change. This makes it important for you to keep up with the spec as it actively changes.
With that being said, I've already started using the new syntax in my pages. Also it guarantees that your page will last for a very, very, long time.
So go ahead, use it (and learn to love how simple it is).
Lucas nailed the most important aspect. Let me explain this in a slightly different way:
In the browser the doctype serves exactly one purpose, to set the rendering mode: Quirks, almost standards and full standards mode. This used to be simple until MSIE 8 introduced a second switch, "compatibility mode" = MSIE7 bugs and limitations are preserved on purpose.
An HTML5 doctype will (usually) override that setting, and is thus somewhat more powerful than XHTML 1.x or HTML 4.01 doctypes. (MSIE may override it sometimes, though.)
The definitive guide to doctype switching and layout mode is at: http://hsivonen.iki.fi/doctype/
The second thing that will happen is that you get your pages validated according to the HTML5 rules. Some elements and attributes that were allowed in HTML 4 are gone and a bunch of new ones have come. A few syntactic rules have come as well. E.g. this is illegal in HTML5:
<div>
<p>foo</p>
<span>bar</span>
</div>
Rule: You must not mix block and inline elements as siblings in HTML5.
The semantics and syntax for HTML5 is mostly like the one in HTML 4, so most well written HTML 4 sites will continue to validate. The main difference is that you mat start to use the new stuff and still be valid.
The HTML5 doctype isn?t experimental. Ian Hickson tested a bunch of browsers, and found that <!DOCTYPE html> worked the same in them as the HTML 4 and XHTML 1 doctypes.
However, if you use it, then validators will (by default) validate your page as it it?s HTML5, which may not be what you want if you?re actually writing HTML 4 (I think some elements are getting dropped in HTML5, for example. Using them would show up as an error if you validated your page as HTML5.)
I'd like to be able to use the html5 cache manifest to store images locally on an iPhone that is visiting the page via a UIWebView within an app.
I've set up a sample that I think conforms to the specs, and appears to work in safari 4 and mobile safari, but not in my app's UIWebView.
The sample html is set up at http://bynomial.com/html5/clock3.html.
This is very similar to the sample provided in the HTML5 draft standard.
Here is the entire (non-template) code of the sample app I'm using for testing:
- (void)applicationDidFinishLaunching:(UIApplication *)application {
// I thought this might help - I don't see any difference, though.
NSURLCache* cache = [NSURLCache sharedURLCache];
[cache setDiskCapacity:512*1024];
CGRect frame = [[UIScreen mainScreen] applicationFrame];
UIWebView* webView = [[UIWebView alloc] initWithFrame:frame];
[window addSubview:webView];
NSString* urlString = @"http://bynomial.com/html5/clock3.html";
NSURL* url = [NSURL URLWithString:urlString];
NSURLRequest* request = [NSURLRequest requestWithURL:url];
[webView loadRequest:request];
[window makeKeyAndVisible];
}
I've reviewed a few related questions on stackoverflow, but they don't seem to provide info to solve this. For example, I'm pretty sure the files I'm trying to cache are not too large, since they are just a couple small text files (way < 25k).
Any ideas for how to get this to work?
I got this to work using a .manifest file in a UIWebView. I discovered the trick on the Apple developer forums.
you must deliver the proper mime-type for the manifest file: it must be of type "text/cache-manifest" - if it is anything else, then you won't get your files cached.
you can use web-sniffer at http://web-sniffer.net/ to look at the headers returned by your server.
if you are using .htaccess files on your web server, then add the following line to the .htaccess file:
AddType text/cache-manifest .manifest
make sure to clear your browser cache after making this change to see the effect.
HTH Mark
edit: this is only supported on iOS 4.0 and later. You will need to implement your own caching mechanism for iOS 2.x and 3.x :-(
You could use the cachePolicy param on the NSURLRequest.
request = [NSURLRequest requestWithURL:[NSURL URLWithString:reqString] cachePolicy:NSURLRequestReturnCacheDataDontLoad timeoutInterval: 10.0];
documented here.
UIWebView's cannot (or will not) use the HTML5 appcache. They just don't. Maybe in iPhone OS 4.0.
But what you can do is fetch all the files yourself with network calls (or just have them in your app bundle) and load up the webview with a local URL pointing to your local HTML file, which can have relative URLs to local assets.
There is no super simple "it just works" way to make this happen, however.
Have you tried to create a customised NSURLCache object and use the setSharedURLCache: method, as recommended in the documentation:
"Applications with more specific needs can create a custom NSURLCache object and set it as the shared cache instance using setSharedURLCache:"
I was experiencing the same problem. Although I used:
[NSMutableURLRequest requestWithURL:url cachePolicy:NSURLRequestReturnCacheDataElseLoad timeoutInterval:30.0];
It didn't seem to want to use the cached data. Meaning it constantly made the request to my webservice to retrieve the latest content and thus made caching useless.
I did find a work-around. When loading the URL in the UIWebView use the following code:
NSString *html = [NSString stringWithFormat:@"<html><head><script type=\"text/javascript\">location.href='%@';</script></head><body></body></html>", [[currentURLRequest URL] absoluteString]];
[self.webView loadHTMLString:html baseURL:nil];
This has been tested on the OS 4.2, since I use the manifest to handle the caching (HTML5). There is a big chance that it won't work on OS 2.x/3.x, thou this needs to be confirmed.
The cons about using this method is that you can't send any POST data with your request.
Hope this helps anyone.
You still need to send the request with 'cachePolicy:NSURLRequestReturnCacheDataElseLoad' else it will still not work.
When using WebSockets, will I need to write server code? In other words, will the JavaScript in my client application need to connect to a specialized server, or will my existing Apache server work to support this?
The pywebsocket project adds experimental WebSocket support to Apache httpd.
It seems like an activly maintained project, and is even being used by the WebKit crew to test WebSocket support in their browser code.
if you want something in .net then try
Yes, there is a php implementation on google code: project phpwebsocket
... and i have done a rewrite for more structured code:
Here is another web socket server based on node.js: websocket-server-node.js
Facebook's tornado also recently added websockets
Speaking as a representative of Kaazing:
You can download our solution that lets you start using Websockets today. There is also plenty of documentation to get you going.
You can find the Microsoft server-side WebSockets prototype (using WCF) on HTML5 Labs.
http://jwebsocket.googlecode.com is another one that lets you write WebSocket based server applications in java.
For a WebSocket server written in PHP you should try WaterSpout server
Of course you need a WebSocket server. But there are many free websocket server in different language, like jWebSocket in Java and SuperWebSocket in .NET, you can use them directly.
For a comparison of WebSockets server (and client) implementations:
Union Server has WebSocket support, in addition to Flash XMLSocket (ActionScript) and traditional HTTP long-polling (comet-style). Union is free for up to 1000 simultaneous connections.
On top of the simple WebSocket transport layer, Union provides an extensive development API for creating multiuser applications that includes rooms, shared variables, a distributed object model, user accounts, data storage, messaging, filters, firewall traversal, connection management, spectation, banning, load testing tools, data snapshots, server-side extensibility, security controls, and a long list of network-application programming tools.
general info: http://www.unionplatform.com/
websocket info: http://www.unionplatform.com/?page_id=2954
apache may also eventually support WebSocket. see the enhancement request here: https://issues.apache.org/bugzilla/show_bug.cgi?id=47485
[full disclosure: i'm the co-creator of Union.]
How long is too long for an attribute value in HTML?
I'm using HTML5 style data attributes (data-foo="bar") in a new application, and in one place it would be really handy to store a fair whack of data (upwards of 100 characters). While I suspect that this amount is fine, it raises the question of how much is too much?
From an HTML 4 perspective, attributes are an SGML construct. Their limits are defined in the SGML Declaration of HTML 4:
The value in question here is "ATTSPLEN" which would be the limit on an element's attribute specification list (which should be the total size of all attributes for that element). The note above mentions that fixed limits should be avoided, however, so it's likely that there is no real limit other than available memory in most implementations.
HTML 5 seems to be different, as the spec says, "This version of HTML thus returns to a non-SGML basis."
Later on, when describing how to parse HTML 5, the following passage appears (emphasis added):
The algorithm described below places no limit on the depth of the DOM tree generated, or on the length of tag names, attribute names, attribute values, text nodes, etc. While implementors are encouraged to avoid arbitrary limits, it is recognized that practical concerns will likely force user agents to impose nesting depth constraints.
So I suppose that is your answer.
I've just written a test which puts a string of length 10 million into an attribute and then retrieves it again, and it works fine (Firefox 3.5.2 & Internet Explorer 7)
50 million makes the browser hang with the "This script is taking a long time to complete" message.
I've never heard of any limit on the length of attributes.
In the HTML 4.01 specifications, in the section on Attributes there is nothing that mention any limitation on this.
Same in the HTML 4.01 DTD -- in fact, as far as I know, DTD don't allow you to specify a length to attributes.
If there is nothing about that in HTML 4, I don't imagine anything like that would appear for HTML 5 -- and I actually don't see any length limitation in the 9.1.2.3 Attributes section for HTML 5 either.
From HTML5 syntax doc
9.1.2.3 Attributes
Attributes for an element are expressed inside the element's start tag.
Attributes have a name and a value. Attribute names must consist of one or more characters other than the space characters, U+0000 NULL, U+0022 QUOTATION MARK ("), U+0027 APOSTROPHE ('), U+003E GREATER-THAN SIGN (>), U+002F SOLIDUS (/), and U+003D EQUALS SIGN (=) characters, the control characters, and any characters that are not defined by Unicode. In the HTML syntax, attribute names may be written with any mix of lower- and uppercase letters that are an ASCII case-insensitive match for the attribute's name.
Attribute values are a mixture of text and character references, except with the additional restriction that the text cannot contain an ambiguous ampersand.
Attributes can be specified in four different ways:
Empty attribute syntax
Unquoted attribute value syntax
Single-quoted attribute value syntax
Double-quoted attribute value syntax
Here there hasn't mentioned a limit on the size of the attribute value. So I think there should be none.
You can also validate your document against the
The SGML Defines attributes with a limit set of 65k charecters, seen here: http://www.highdots.com/forums/html/length-html-attribute-175546.html
Although for what you are doing, you should be fine. As for the upper limits, I have seen jQuery use data attributes hold a few k of data personaly as well.
I really don't think there is any limit. I know now you can do
<a onclick=" //...insert 100KB of javascript code here">
and it works fine. Albeit a little unreadable.
link text states
Every HTML element may have any number of custom data attributes specified, with any value.
That which is used to parse/process these data-* attribute values will have limitations.
Turns out the data-attributes and values are placed in a DOMStringMap object. This has no inherent limits.
From link text
Note: The DOMStringMap interface definition here is only intended for JavaScript environments. Other language bindings will need to define how DOMStringMap is to be implemented for those languages
DOMStringMap is an interface with a getter, setter, greator and deleter. The setter has two parameters of type DOMString, name and value. The value is of type DOMString that is is mapped directly to a JavaScript String.
From link text
The maximum length of a JavaScript String is implementation specific.
I've seen some cool stuff that HTML 5 can achieve, but when I browsed amazon to see if there was a good book on the topic, there was none (at least today: 11/29/09).
So my question is:
Do you know about a good tutorial (a deep one, not just a quick how-to) for HTML5?
Please don't point me to the reference, I'm looking for something more practical.
Thanks
Yes! Check out Dive Into HTML5.
How about these?
HTML5 specifications are still under development and if you are interested in following the HTML5 specifications development The WHATWG Blog has helpful articles.
Regards
I like html5rock
good explanations: http://slides.html5rocks.com
and very good demo http://slides.html5rocks.com/#landing-slide
I know you said "don't point me to the reference" but actually, I think the official W3 page is pretty good for looking at what's available and what it does:
Just look at the elements in Section 4 and see what's new.
Shows a very nice list of new features, a demo of each, and what browsers support each feature.
Here are the Top rated HTML5 Tutorials just for u.
let me give u a glance at the content that u wont forget..
Need For HTML5 The need for HTML5 arose when the websites built using HTML,Java script started relying on
excessively on plug-ins such as adobe flash player to power components such as video and
audio.HTML5 gives full multimedia support,local storage and offline application support.
HTML5 Future Of Web Development
HTML5 is the newest technology to arise in the recent times and still it is being worked
on.The dependency of web on external plug-ins forced the world wide web creators to develop HTML5.
New Features In HTML5 Some of the new features of HTML5 are:
Introduction of Canvas element for drawing/animation.
Audio and video elements to reduce dependency on flash plug-ins.
Better support for local offline storage
New form controls like range, date, time, email, url, search
Being a brand new technology, no browsers have full support of HTML5.But the latest
versions of all major browsers such as IE9,firefox3.5+,safari4.0+,chrome3.0+,opera10.0+
support most of its features.
Learn more @ HTML5 Canvas Element
In this site you will find the features that are currently supported by browsers, dates for support for future features + tutorials(per subject).
I think it's convenient since it's pretty annoying to try and learn something that is not supported in any browser yet...
The safari HTML 5 demos are pretty good I packaged one up and blogged about it below http://lukedurrant.com/2011/08/apples-360-rotating-ipod-html-5-source-code-download/
Checkout http://www.apple.com/html5/
for more
This one is realy great. http://playground.html5rocks.com/ You can see, edit and execute given html5 examples
html5rocks rocks! http://slides.html5rocks.com/#landing-slide
So i'm toying around with HTML 5 and the localStorage and i'm noticing that my values only get stored when i run the page in Firefox on the local host (i.e. http://127.0.0.1:8000/test/index.html) when i run the file locally (file:///C:/test/index.html) my values won't get stored. Safari 4 has no problems with both setups.
So does anybody know if this is by design -> DOM Storage on the Mozilla Developer Center
(Firefox 2 permitted access to storage objects higher in the domain hierarchy than the current document. This is no longer allowed in Firefox 3, for security reasons. In addition, this proposed addition to HTML 5 has been removed from the HTML 5 specification in favor of localStorage, which is implemented in Firefox 3.5.)
Or if there is a workaround?
I wonder because offline storage that works only online sounds silly :P
If anybody wonders, code is as easy as it gets:
function save()
{
localStorage.setItem('foo','bar');
}
function load()
{
var test = localStorage.getItem('foo');
alert(test);
}
Well, the linked document does say that
localStorage is the same as globalStorage[location.hostname], with the exception of being scoped to an HTML5 origin (scheme + hostname + non-standard port)
I don't want to claim that I understand 100% what that means, but the bit in brackets would suggest that the URL needs to have certain properties - in particular that the scheme and hostname are what Firefox considers an HTML 5 origin. I suspect that file:/// URLs don't match this, while your http://127.0.0.1/ does.
edit: Looking at the W3C's description of the Origin property, step 7 looks like it might be causing the problem. Depending on how the localStorage handling is implemented, it may be expecting a 3-tuple as returned by step 12, but for a file:// URL the return value may be just about anything.
So, er, I suppose it is by design. On reflection, chances are that this isn't really by design; there's no reason why localStorage shouldn't work for file:// URLs. It might just be a case of the output of one browser-specific implementation not matching the expectations of another.
As for workarounds, would globalStorage not do what you want here?
It seems a bug: Bug 507361 - localStorage doesn't work in file:/// documents
Hope is fixed soon!
2011-09-13: Bug fixed, implemented in 'Mozilla8'. I tested this with Firefox 8 and it works now.
What differences are expected of XHTML5 versus HTML5? I understand that XHTML5 is the XML form of the language and HTML5 is the SGML form of the language, which means obvious minor syntax differences. Will there be any further differences? Will XHTML5 deprecate completely worthless elements that were not deprecated by HTML5? Will XHTML5 be written in schema instead of doctype? Will XHTML5 impose structural validations instead of merely stating what is a child of what? Will XHTML5 offer accessibility advantages that not available in HTML5? Will XHTML5 offer any security enhancements?
Please share any knowledge you have about is claimed to be the future of the web?
What differences are expected of XHTML5 versus HTML5?
The HTML5 "doctype" is not used. The xmlns attribute is required.
I understand that XHTML5 is the XML form of the language and HTML5 is the SGML form of the language
No. HTML5 is not SGML based.
, which means obvious minor syntax differences.
No. Just some forms is syntax become forbidden.
Will XHTML5 deprecate completely worthless elements that were not deprecated by HTML5?
No. They are just different serilisations.
Will XHTML5 be written in schema instead of doctype?
There are, as far as I'm aware, not plans to have an official schema (or DTD for that matter: the doctype is "A thing to trigger standards mode in browsers" and nothing more).
Will XHTML5 impose structural validations instead of merely stating what is a child of what?
No differences from HTML5.
Will XHTML5 offer accessibility advantages that not available in HTML5?
No.
Will XHTML5 offer any security enhancements?
No.
http://wiki.whatwg.org/wiki/HTML%5Fvs.%5FXHTML is an attempt to document the differences between HTML5 and XHTML5. As far as I know it is the best available resource on this subject to date.
Can somebody please refer me to a comprehensive tutorial on Canvas which covers all properties / functions?
I also need a definite reference on Canvas - something like w3schools
This has friendly/easy tutorials
http://developer.mozilla.org/en/Canvas_tutorial
This is pretty comprehensive
Here is a HTML5 Canvas cheat sheet (PNG and PDF) and a HTML version of the same.
Here is a website dedicated to cheat sheets for developers, but it doesn't have any other canvas cheat sheets/references.
I run a site called Canvas Demos, where you can find lots of tutorials and tools to help you build great applications with the canvas element.
It also contains a list of games and applications made by other people with the Canvas element.
Rob Hawkes recently release "Foundation HTML5 Canvas for Games and Entertainment" book. http://rawkes.com/foundationcanvas
You should definitely check out http://www.html5canvastutorials.com - it's a comprehensive set of tutorials for everything you need to know about the HTML5 canvas, from drawing a simple line on the canvas, to animation tutorials, to game development tutorials.
I am trying to use the HTML5 canvas element to draw some arcs and circles - this works perfectly in FF but IE8 does not seem to support it.
Now, there exist Javascript libraries which seem to make IE8 work well with Canvas. An example can be found here:
http://thejit.org/Jit/Examples/Hypertree/example1.html
I have read their entire source but I cannot understand how they are making Canvas work with IE8. Can somebody please throw some light on the method used?
The page is using excanvas - a JS library that simulates the canvas element using IE's VML renderer.
Note that in Internet Explorer 9, the canvas tag is supported natively! See MSDN docs for details...
You could use the newly released Chrome Frame plugin for IE, but it requires that the HTML 5 website includes the special meta tag that enables the plugin.
Just for info.:
I've tried excanvas on IE8, but IE8's performance through excanvas is miserable. + lot's of anomalies with drawing.
My .js with canvas-drawing-routines works perfectly on every other browser (Opera, Safari, Firefox, Chrome).
You can try fxCanvas: http://burzak.com/proj/fxcanvas/
It implements almost all Canvas API within flash shim.
Currently, ExplorerCanvas is the only option to emulate HTML5 canvas for IE6, 7, and 8. You're also right about its performance, which is pretty poor.
I found a particle simulatior that benchmarks the difference between true HTML5 canvas handling in Google Chrome, Safari, and Firefox, vs ExplorerCanvas in IE. The results show that the major browsers that do support the canvas tag run about 20 to 30 times faster than the emulated HTML5 in IE with ExplorerCanvas.
I doubt that anyone will go through the effort of creating an alternative because 1) excanvas.js is about as cleanly coded as it gets and 2) when IE9 is released all of the major browsers will finally support the canvas object. Hopefully, We'll get IE9 within a year
Eric @ www.webkrunk.com
I do recommend programming to a higher level of abstraction than "whatever JS and DOM feature happens to be natively supported on this random browser"!-) My favorite framework for this "browser independence" task in general is dojo -- so, for graphics in particular, I'd recommend dojo.gfx -- if you're rather a fan of jQuery or whatever, I imagine those other frameworks offer similarly powerful and smooth facilities (or else, why hasn't everybody else switched to Dojo already?-).
Even though it seems to be in some kind of jeopardy, the open video standard is a great idea. I saw some demos on motion tracking with it - just proofs-of-concept, but interesting nonetheless. Now, I'd say that concepts like these would really be a gain, if there would be access to the user's webcam... Just imagine browsing through Flickr with your hands in mid-air.
I have Googled a little, but I can't find any detailed discussion on the subject. It is mentioned in some places, but that doesn't get me very far. Does anybody know whether support for this is planned? If yes, any prognosis on the 'when'? ;-)
Of course, I guess they'd have to dream up a pretty good security model for it...
Ok, still no clear, definitive answers, so I went on and took a little action. The WHATWG would probably have an answer for me, so I decided to contact someone there. Didn't really know who it had to be, but fellow Dutchman Anne van Kesteren usually seems to know the Web's future pretty well - plus, he provides an e-mail address.
Translating his response probably won't do any good, so in short: there are some rough ideas on how to make it all work, but there's nothing tangible at the moment. The Device APIs and Policy Working Group is supposed to continue work on this.
Reading through their page makes me realize something else too - why only webcam access? If Google intends to move the OS to the browser, we'll need more than just webcams. Why not manage your iPod through a webapp too? Anything should be possible. I guess a whole new concept of 'trusted website' will have to evolve if functionality like this would come available, but well, there's a solution to pretty much anything, isn't there? ;-)
Fixed I guess :)
html5 is with us for good, the flash vs silverlight vs html5 question has been around for a while now, but it seems that the trends are pointing towards a merger between our desktop world and our online world. If you've taken a sneak peak at Mac's Lion OS, it is basically app centric, which rides that line between OS level and Online.
The Device API has been drafted and will come to all major browsers with time (WebKit is always the early adopter), but as we all know the w3c takes longer to officially approve additions to the HTML5 specification. Erikson Labs has released their camera/sound capture API (https://labs.ericsson.com/developer-community/blog/beyond-html5-audio-capture-web-browsers) so you can get started today with HTML5 and peripheral support.
Here is a very interesting article with a demo, however the source has not been released yet: (Read the comments for more information on codecs used, socket server tech, etc)
It will never be possible because it is the last use of plugins which open web standards cannot accomplish. The day streaming audio/video from client to server will be the end of flash/silverlight/what have you. Also there is software patents issue which will make it impossible to encode media if current state of affairs on decoding means anything. There are just too many obstacles before privacy or technical issues. Flash has been doing it for years without anybody whinning about any privacy problems. Geolocation is potentially more dangerous but nobody thinks twice considering its rich possibilities. The closest thing you can get is a webcam with MJPEG stream that is wrapped in multipart-replace and using canvas API to get the image pixels.
I am going to develop an instant messaging application that runs in the browser.
What browsers support the WebSocket API?
MozWebSocketMozWebSocketAny browser with Flash can support WebSocket using the web-socket-js shim/polyfill.
See caniuse for the current status of WebSockets support in desktop and mobile browsers.
See the test reports from the WS testsuite included in Autobahn WebSockets for feature/protocol conformance tests.
It depends on which language you use.
In Java/JEE:
Some other Java implementations:
In C#:
In PHP:
In Python:
In C:
In Node.js:
Vert.x (also known as Node.x) : A node like ployglot implementation running on a Java 7 JVM and based on Netty with :
Pusher.com is a Websocket cloud service accessible through a REST API.
For other language implementations, see the Wikipedia article for more information.
A good workaround for those browsers that don't yet have native WebSocket support is with this implementation that uses flash to provide WebSocket support to JavaScript:
http://github.com/gimite/web-socket-js
This allows you to just code to WebSocket, and for browsers that have native support it'll use that. Otherwise it falls back to using flash for the support.
chromium now supports websockets
http://blog.chromium.org/2009/12/web-sockets-now-available-in-google.html
The latest versions of browsers have support for the WebSocket API today. Here are the common browsers that support it:
Microsoft claim that Internet Explorer 9 will have support for the WebSocket API at release. There is a public snapshot build of Opera with WebSocket support available to download, and WebSockets are promised for the 10.70 release.
If you're looking for better legacy support have a look at the "Comet" model. There are frameworks today that make its implementation simpler, such as Nitrogen. Have a look at their chat room example.
You may also want to keep an eye on Google App Engine, which with its Channel API (soon available) will support the Comet model with a Web Sockets API interface, meaning that your client-side code won't need to know whether the server is communicating via open HTTP requests or web sockets. You can probably port their interface for use with your own server architecture too.
There is a beautiful example how to use websockets: http://armstrongonsoftware.blogspot.com/2009/12/comet-is-dead-long-live-websockets.html
Works for me in WebKit and Chrome with some minor tweaks in Joe's code.
Important to know:
Websocket support has been DROPPED from both Opera and Firefox 4 in December 2010 due to (general, non-browser specific) security issues:
http://hacks.mozilla.org/2010/12/websockets-disabled-in-firefox-4/
It seems the issue does not lie with websockets per se but with other Internet devices that proxy requests, and disabling websockets is just a workaround until the general issue is fixed.
Also, it seems the protocol (but not the API) is expected to change, even now e.g. Opera refers to which version of the protocol they actually implement. So even if it were turned on (where it is available at all) it is far from "production ready". This still is an experimental feature.
node.js is a server side JavaScript implementation. There exist several node.js implementations of WebSocket. This allows you to have JavaScript to JavaScript communication.
https://github.com/Worlize/WebSocket-Node
http://github.com/ncr/node.ws.js
http://github.com/alexanderte/websocket-server-node.js
socket.io and node.js is awesome Look at my multi-rooms chat demo
js.io implements WebSockets for most browsers, using Orbited. (however, the site is currently down).
Using js.io, you can develop your app right now using the WebSocket API. And when browser will implement WebSockets natively, you'll get more performances.
You can also use Hookbox which falls back to long-polling if websocket support is unavailable in the browser.
http://bitshaq.com/2010/07/30/a-simple-experiment-with-hookbox/
Currently no browser supports Web Sockets. Also, Web Sockets is two standalone specifications, and no longer part of HTML5: http://www.w3.org/TR/websockets/ and http://tools.ietf.org/html/draft-hixie-thewebsocketprotocol
It looks like IE 9 RC, Firefox 4 and Opera 11 don't support web sockets.
Apparently there is a security issue with it at the moment
This article http://hacks.mozilla.org/2010/12/websockets-disabled-in-firefox-4/ seems to be saying that other browsers (chrome and safari) will soon remove web sockets from their features.
But you can 'fake' a web socket using silverlight/flash as demonstrated here: http://html5labs.cloudapp.net/WebSockets/ChatDemo/wsdemo.html and https://github.com/gimite/web-socket-js
And then just wait for the browsers to catch up.
The best site for HTML5 and related functionality is http://caniuse.com
The WebSocket standard isn't final yet, although version 8 is probably pretty close to what the final will be. The security problem (referred to in one post above) has been solved and Opera / Firefox no longer default to disabled websockets. I'm running version 8 tests and will regularly update information on browser tests at this blog.
I'm afraid the only place you're going to find WebSocket support is in the trunk builds of Firefox at the moment. And as far as I know, the work there is still in progress. WebKit browsers (Safari & Chrome, for example) are just getting started on their implementations and they are not even available in the nightly builds.
Jabbers BOSH protocol seems to fit instant messaging very well. Give strophe a try with a server supporting BOSH such as ejabberd.
We are keeping an up-to-date list of WebSocket supporting browsers on our Java WebSocket project website: http://jwebsocket.org/browsers.htm
My WebSockets example works with Safari and Chrome on Mac. Firefox 4 Beta can't open the connection, on Windows it sometimes work with Chrome :)
Opera 11 will support WebSockets based on the 76 draft, one can test it out with the current 10.70 alpha:
http://my.opera.com/desktopteam/blog/2010/10/11/websockets
Also worth checking out on the server side is our hosted websockets service Pusher :) http://pusherapp.com
The latest mobile safari supports websockets now...
Anybody knows what browsers support html5 websocket? Thanks!
Keep an eye on this page on wikipedia Comparison of layout engines HTML 5.
Websockets update: KAAZING is a websockets server which comes with a javascript library to simulate websockets for current browsers: (from the architecture overview)
The current implementation of Kaazing Gateway is based on the HTML 5 standard. Once browsers support full-duplex connectivity, per the HTML 5 specification, there is no need to change any server or client code; applications will automatically take advantage of the native implementations of HTML 5's server-sent events and Web sockets with improved performance.
Update 2009-Dec-11: Google Chrome developer channel release 4.0.249.0 now supports web sockets.
The awesome Can I Use it is a great resource for HTML5 new features support which covers all popular browsers.
Please also refer my article on CodeProject: http://www.codeproject.com/KB/HTML/Web-Socket-in-Essence.aspx
Google Chrome supports it since December 2009 http://blog.chromium.org/2009/12/web-sockets-now-available-in-google.html
Firefox 4 beta since a couple of days ago.
Safari since yesterday.
It seems to work with Safari 4 right now, check out this implementation using Node JS : http://jeffkreeftmeijer.com/2010/experimenting-with-node-js/
My colleagues have a heated debate on what is the future of web development. One side is supporting HTML5 and the other is supporting Silverlight. There is no conclusion of the debate yet.
In my humble opinion as a programmer, HTML5 will not improve programming productivity, while Silverlight will. In my understanding, programmers still need to program in JavaScript to take advantage of HTML5. For Silverlight, we can use C# which is static-type language. A lot of coding defects can be found in compilation time.
For HTML5, different browsers might still have different behavior even though there is spec. For Silverlight, generally what works in IE will work the same way in other browsers.
Just my thoughts. Any idea on how to choose future direction of web development?
UPDATE: This answer is now over a year old, and it's currently my most highly upvoted and most highly downvoted answer on SO, so clearly it's received a lot of attention. I thought I'd go through and update the answer a bit to respond to the comments.
I've blockquoted my answer as originally posted, and interspersed updates below:
Your logic is faulty, for three major reasons:
1. Anything on the web that depends on the user installing a plugin has historically had a very hard time gaining traction. Until browser vendors (other than Microsoft) begin bundling Silverlight, there is no reason to believe Silverlight will have any notable market share outside of IE.
Update: In response to Darrel Miller, who said: "I would say SVG is an example of an open technology that has been incredibly unsuccessful so far." -- I think this makes my point. While many browsers bundle SVG support these days, the 800lb gorilla doesn't, and so IE users would have to install a plugin to view SVG images. I think the lack of native support from IE has been the single biggest factor hampering the adoption of SVG.
2. Anything on the web that depends on a single, proprietary implementation has historically had a very hard time gaining traction. (The best success story so far is Flash, but that's only because
browser vendorsOEMs have bundled it by default. And even Flash has competing implementations these days. Plus more and more "Web 2.0" style sites are going an AJAX style route instead of using Flash -- I wouldn't be surprised to see Flash start to wane before too long.)
Update: A lot of the comments are in regard to that last, parenthetical statement. But I think the point is still valid.
I won't try to deny that Flash has excellent penetration in the desktop market, but there are still plenty of issues for non-desktop web clients. For example, currently the iPhone and iPad don't support Flash at all, and many other clients, like the Wii web browser, only bundle outdated Flash versions. Flash has more than a decade head start over Silverlight, and it's likely that Flash won't ever get any more penetration than it has now, but it's still not 100%. Even for websites that can afford to only target the top 90%, right now either Flash or some JavaScript framework are the only viable options. Silverlight won't catch up for years to come, if ever.
Also, in a way Flash is the exception that proves the rule. In my original answer, I only said that plugin-based solutions have "historically had a very hard time gaining traction", not that they never do. Flash took quite a while before it caught on, as I recall.
Finally, several of the commenters, including James Cadd, point out that I was wrong: browsers don't usually bundle Flash (Chrome is now the exception to that rule). Sorry about that. I think what I meant to say was that OEMs bundle Flash on most new computers, and I've corrected the text in the paragraph above. If computer manufacturers hadn't been bundling Flash on new computers for years now, I think users would have been reluctant to install it themselves, and its adoption rate would have been much slower. Hence, my point still stands: until someone starts installing Silverlight for them, most users won't have it installed.
3. If your argument is that C# is better suited to web development because it is statically typed, then you really need to read this: What to Know Before Debating Type Systems.
Update: I still stand by this. As deceze commented: "The user doesn't care how easy or hard the programmer has it." Personally, I think frameworks that try to hide functionality under a single programming language cause more harm than good. I believe a good web programmer needs to know JavaScript and HTML, whether your backend is written in C#, Java, Ruby, PHP, or something else altogether. The idea of using the same programming language for server-side backend and in-browser UI is tempting, but ultimately I think it's a leaky abstraction. You use abstractions to make programming easier, but when your users can see your abstraction start to poke out around the edges, you need to remember that ultimately, the user doesn't care about how you built the site, just what it takes for them to use it.
In fact, JavaScript is better than it's ever been, and I see no reason to think it's going away soon, if ever. I'm a huge fan of C# too, but it's apples and oranges.
Silverlight is Java Applets from 1995 all over again, only with fewer features (since the CLR doesn't have the cross-platform consistency that the JVM has). I don't see what the fuss is all about.
It's a false question. The answer is: Yes, HTML5 and RIA frameworks are both the future of the web.
HTML5 has been called "the future of the web" for a long time. The problem is that it's always off in the future, and not the near future. The target release date for HTML5 is 2022 (!!!). While features will trickle into browsers in the meantime, it'll still be years before you can reliably do something as simple as show video on a webpage without a RIA plugin.
Aha, you say... it may be a ways off, but you've admitted that HTML5 is the future!
The problem is that there will continue to be commonly requested features that browsers won't widely support, and at that point you need something that lets you extend the browser. That's where RIA's come in. Yes, things like canvas, video, and speedy Javascript will keep raising the bar, but I think RIA platforms like Flash and Silverlight will always have an opportunity to provide essential features that the (widely installed) browsers don't.
The natural order of things is for proprietary systems to break new ground and for standards to come behind and take what was learned from the proprietary systems and make them ubiquitious. Standards can immortalize a technology, but they take a long time to develop and can't be iterated on as quickly as solutions developed by one company.
Those developers who want to be on the cutting edge and can afford to have their customers take dependencies on proprietary systems are going to do so, and others will wait and settle on open standards. There's a place for both. I tend to think that apps that provide high value to a relatively constrained set of people will tend toward Silverlight, and apps that provide a little value to a ton of people will tend toward HTML 5.
I hear a lot of people say "why use Silverlight when HTML 5 enables a lot of the same scenarios and is open?" The fact is that when HTML 5 gains widespread adoption, Silverlight (or whatever the next hotness is) is going to be way ahead of where it is today.
A very similar debate came up once back in the late 90's: What's the future of the web, DHTML? or Flash? People went crazy building sites laden heavily with one of those two powerful technologies. Crap was flying all over people's webpages, songs were playing, flags were waving, hamsters were dancing, and all was well. Then they found the shortcomings of each. Then they reached the verdict... and the answer was... drum roll... BOTH! People ended up mixing the two elements for optimum effect. Look at the number of websites today with Flash vignettes displayed in unison with some sort of DHTML drop down menu.
Then the debate came back up three or four years ago with: What's the future of the web, AJAX? or AJAX? Okay, that wasn't quite the same thing, I'll admit, but it did have a similar result, people went absolutely nuts writing sites with more AJAX calls than you could shake a stick at. Then they found the short comings of doing so, and ended up pairing it back to a combination of asynchronous postbacks and "old-fashioned" postbacks.
This time around we're not seeing quite the same volume overdone Silverlight or HTML5 sites, but my gut feeling is, it'll be over the top for a year or two, then people will start pairing it back to something sane.
As for which technology is superior, and for what... well that debate will rage on, but rest assured the pattern of jumping on the next big thing like a maniac, then slowing down, will continue for the duration of your time as a developer.
The above was all personal observation, I'm sure a lot of the rest of you saw those things unfold differently.
I highly doubt any proprietary plugin will be the future of the web.
I think developers who develop core business web applications will likely start to switch to technologies like SL because of how relatively easy it is to setup GUI's. SL works great for the simple fact that developers don't have to muck with AJAX, java script, and browser compatibility issues in order to get their pages and custom controls to work properly and look great at the same time.
You may be asking why aren't these developers using Flash right now? SL is much more powerful than Flash because the full .NET framework can be exploited, this opens up huge possibilities in web development.
I think that HTML 5 will be used more widely, because Silverlight is proprietary and still not present on a significant percentage of users' computers, while "web apps" can be used by anyone. Yes, it will take time for HTML 5 to be ubiqitiously supported (not in Windows 7; so maybe in the next version of Windows in a few years. There is a nontrivial percentage of users who will never upgrade from the browser installed on their systems by default).
You can apply the same logic to debate of native apps vs. web apps: native apps are easier to write (IDE support, etc.) while browsers are inconsistent, but the reach of browser apps is so much wider that the difficulties of developing web apps are justified. Please note also that the difficulties you write of are issues for the programmer - from the user perspective, the application has to do its job, and the user couldn't care less about the platform the app is written in, as long as it works on his system.
Web development is crappy. Web apps do not get to the level of quality of win/desktop apps. HTML is NOT a programming language/library/platform no matter what version. SL and HTML can't be meaningfully compared. Flash is good for showy sites, that's it.
I noticed this question/answer thing has become another bash-Microsoft debate. The truth of the matter is that Visual Studio & the .NET platform are better and more complete development tools than most others out there. Let's face it. You install mySQL or any other database, and the admin UI sucks there's no comparison with MS SQL Studio for example. Ubunto, Fedora, etc... just installed, I open the media player, select 10 songs or so from a folder, drag & drop them into the media player, and it crashes!
The whole web development is a mess, it's built on top of things like HTML which was never meant to be for software development. On top of that the developer needs like 4 or 5 different things to kinda do a webpage JS, HTML, CSS, etc. None of those compile so bugs & errors are very frequent. On top of that, in order to get something done the developer must use different tricks likely to break when standards change or not being portable or able to run in older browsers/older JS versions, etc. Let's face it, it's crappy. The page needs to pass a string in the URL to another page, ouch the URL has limited length, and varies between browsers and even same browser's versions. Also, the string cannot contain certain characters spaces, etc URLencoding is a pain in the ass. The app needs to save data in session...oopsss the session died or something on the server wiped out the values. The developer needs to store a string on the page using a hidden input tag...auch the input tag has a maxlength limitation... I could go on forever.
SilverLight seems very nice to me, much better than all the other crap. And don't come telling me people not gonna install a plugin. Open source people, and users of FireFox downoad and install tons of garbage all the time, come on! Try to do anything in Open Source Unix, Linux, PHP you name it... you must download and use a bunch of different tools plugins, etc that don't have any consistency in behavior, user interface, they are buggy, and they don't last. You use Red Hat, it becomes old news, the latest thing is Fedora. You use Fedora, well you're behind, the newest is Ubuntu, and that's only the OS, the databases, development tools etc all change, and it's so overwhelmingly unstable that cramps productivity.
Someone was comparing Microsoft tools/browser to others, always complaining. The truth is that the OpenOffice thing do not have all the functionality that Office has. Excel, Word, SharePoint, etc. are more complete than their immitators. These tools even have a sophisticated macro-language integrated in them, they are very flexible.
Let's face it, if Microsoft .NET and the other tools were free, many of you were using them, and wouldn't complain so much. I go with SilverLight, and still can use JS, HTML, etc b/c they are free.
The future of web development is making software that people want to use, and figuring out how to make money from that.
It doesn?t matter whether you do that in HTML5, Silverlight, or Objective-COBOL.net. As programmers, it?s nice to think that the choice of technology is really important (because that?s where we spend our days and nights), but it?s totally not.
Disclaimer: all this presumes that Silverlight 5.0 doesn?t implement a GetEndUserLaid() method.
HTML 5 is the future of the web, but RIA platforms are not going anywhere anytime soon.
Web Support - One advantage of RIA plugins is that they're the same exact plugin on every single browser on every platform (except Moonlight on Linux, which may have a different code base but nonetheless has to pass a rigorous set of compatibility tests). Contrast this with the varying support for and compliance with the variety of technologies required to support RIA apps with HTML5/SVG/JAVAScript. This is a huge moving target, and the level of common compliance in all of these technologies required to support the same across the board capabilities and performance provided today by Flash/Silverlight is in the distant future (next 2-3 years). That being said.. various classes of applications will begin to switch once their particular set of features is stable/supported in HTML5 in a wide variety of browsers.. and certain classes of applications will possibly never switch.
Javascript + SVG + HTML 5 is not easy to develop for. There are no well integrated development suites comparable to either Flex/Flash or Silverlight Blend/Visual Studio, and there are none on the horizon as far as I know. Again, this will resolve itself in the future, but right now it's a major impediment to adoption.
Unresolved Video support issues - DRM and Video CODEC support. Sites with free unprotected video can switch to H.264 when all browser companies eventually support this codec (presently only Safari and Chrome do). The lack of an accepted CODEC standard is presently hampering the tag adoption, but it will eventually resolve itself. However there is presently no solution for DRM or protected content.
Performance. Javascript performance is increasing rapidly, but it is difficult to make any dynamically typed language compete with statically typed VM based enviroments such as Flash 9/10 or Silverlight's CLI environment. Statically typed VM byte code environments have an inherent advantage in a couple of areas.. a) they are already parsed and compiled into a compact bytecode form, b) they use slot based dispatch of methods and are far easier for JIT compilers to optimize for c) they include high performance collection and array types.
IP protection. JS and HTML 5 are easy to decompile. This is a major problem if you're looking to keep your competitors from reverse engineering your applications.
Also, the choice of Flash vs Silverlight is not so obvious in 2010. Silverlight's adoption today (Mar 2010) is at around 45%-60% depending on which stat service you look at. All stat services are recording a 2% month over month increase in Silverlight adoption. Flash/Flex are good tools and the performance difference between flash and silverlight are comparable. However Silverlight does have the entire .NET ecosystem behind it, as well as a fully compliant open source implementation, and it's also a fundamental component of the Win7 phone system along with XNA. Silverlight looks like it will reach the 'ubiquitous' inflection point sometime in 2010.
Short answer.. HTML5 is about 1-2 years off, and it won't replace RIA platforms for many apps for years after that.
The short answer is that HTML with inline SVG is going to win. No question about it.
In my view, it's a tragedy.
There is nothing wrong with HTML or SVG. In fact, I really like SVG. There are even some things that are easier in SVG than XAML (e.g., animating text along a path, etc.).
The problem is JavaScript and the "model" of having loose JavaScript include files that have no relationship to each other in the development environment. I spend 90% of my time fixing "runtime" errors that would have been caught by Intellisence or the complier in C# (spelling mistakes, capitalization errors, etc).
Writing JavaScript makes me feel like I've regressed 20 years to when I was writing PL/1 engineering applications. At least PL/1 was case insensitive so a minor capitalization error would't come back to bite me in the ass.
I can't believe that this is the future of computing. It makes me crazy.
I really love Silverlight and I've spent the last year delivering Silveright business applications for my customers who decided to go in this direction. Unfortunately, I don't think it's going to survive long-term.
Even mobile devices (I have a 12 year history in mobility), the future belongs to HTML5 / SVG / JavaScript. I'm not happy about it.
I think HTML will be around for a long time to come and media tag support becoming ubiquitous will help sustain HTML's presence/viability. On the other hand, most if not all apps in the business/corporate sector will be built using some sort of RIA/Framework approach. HTML/CSS/JS development will probably never have RAD tools that can deliver equivalent performance/functionality/efficiency to that of the RIA IDEs, particularly when it comes to using powerful controls.
Here's my personal opinion on it.
It will depend on how many browsers and websites adopt the technology. HTML5 has been out for about what a year? And it's already supported in all of the new browsers with the exception of IE. Some websites are starting to appear using html5, Google especially has been pushing this with google wave and the html5 version of youtube. HTML5 also seems to be catching on rather good with the mobile applications. Right now Silverlight has been out for what 2+ yrs? And I'm not seeing that many sites using it. Microsoft of course uses it, but the only other large user I know of it is Netflix. (for their movie viewer) MLB was looking at using it but is switching to flash.
Which brings me to another point, Flash is Silverlights real competitor and Flash has a huge advantage on it with a much larger installed base of developers and a number of sites using it. Flash and Silverlight both require a plugin to use, html5 does not. Also a number of browsers come with the Flash plugin, the Silverlight plugin doesn't even come installed with Microsoft's own IE8.
Also the number of backers for a technology matter as well. Silverlight is being pushed by Microsoft, but I'm not seeing to many other corporations supporting it in the developer community. HTML5 has been pushed a lot by Google, but it is also being pushed by Mozilla and Webkit. Plus html5 is being put through the W3C, which will give it a huge push if it's adopted as a standard.
I am a bit worried that there is no html5 support in IE at this point, I'm really hoping they don't try and snub html5 in IE9. Otherwise I think we might see a return of the standards arguments in the browser wars.
This could be a moot point.
One thing to consider is that HTML5 + JavaScript could be a valid render target for Silverlight. I mean Microsoft may follow-up on their Volta project and recompile .NET MSIL code into JavaScript and use HTML 5 Canvas as the render engine sitting underneath. This way Silverlight apps could run on HTML5 browsers, downloading as 'recompiled' JavaScript libraries. Silverlight's geometry is already closely mapped to SVG - which could explain the new found interest in this standard.
http://en.wikipedia.org/wiki/Microsoft_Live_Labs_Volta
This strategy would be ideal for Microsoft. All platform investments targeting Silverlight and WPF (including the phone platform) could be ported to HTML5 - albeit running slower. A browser that supports SL natively would identify itself and download the XAP instead.
Silverlight is a single-vendor platform (even if Moonlight tracks what Microsoft does). HTML5 (in the buzzword sense including features that are defined outside the HTML5 spec proper?i.e. The Open Web Platform) is an open multi-vendor platform.
If you want to use a statically-typed language to target the Open Web Platfrom (HTML5), you can you Google Web Toolkit to write in Java and compile to JavaScript.
You should participate in making the open multi-vendor platform the future instead of adopting the proprietary single-vendor platform as your future.
There wouldn't be any good authoring tools to support HTML5. From my point of view, Microsoft has the best web programming tools and Adobe has the best web design tools. They both have deep investment on those toos and are making huge amount of money from those tools. So i am very sure that they won't be happy if HTML5 goes popular.
Another bad news is the codec for HTML5. Major companies don't agree to use a unified codec on HTML5. That also makes it impossible to replace Flash and Silverlight.
There are many good answers here already, but I'd like to add one point:
For the future of the web™, handheld devices like smartphones will play a big role. These devices most likely won't support Silverlight because it's too complex, resource hungry, and proprietary (most don't even support Flash for the same reasons).
On the contrary, open standards like HTML5 are already widely supported on those devices (because many of them are based on the open webkit implementation, which is quite portable).
Good question
In my humble opinion as a programmer, HTML5 will not improve programming productivity, while Silverlight will. In my understanding, programmers still need to program in JavaScript to take advantage of HTML5. For Silverlight, we can use C# which is static-type language. A lot of coding defects can be found in compilation time.
It depends how you mean that. Although IE has the largest market share for the desktop web browser, the future of web browsers will be driven by mobile smart phones and mobile tablet computers. The current trend suggests that WebKit based browsers such as Safari and Google Chrome will dominate mobile platforms with such browsers available for iPhone, PalmPre, Android, S60, and (in the future) Blackberry.
Productivity is best measured by Number of applications times number of HTML5 features per application times number of HTML5 browsers. This formula makes it clear that the biggest growth will come from delivering WebKit HTML5 features because the number of WebKit based browsers is growing much faster than any other kind of browser.
For HTML5, different browsers might still have different behavior even though there is spec. For Silverlight, generally what works in IE will work the same way in other browsers.
People won't wait for a spec to start delivering value. Useful features from HTML5 such as CSS3, SQLite data storage and Canvas are already available, and people are designing some pretty cool web apps.
The other thing to keep in mind is that with local SQLite storage and the ability to run offline web apps, Many web apps will start looking like native smartphone apps over time, built out of Javascript, HTML, CSS, HTML5 SQLite Data, and JS frameworks such as jQTouch.
Just my thoughts. Any idea on how to choose future direction of web development?
Watch how smart phones & smart pads (e.g. iPad) drive the marketshare of browsers.
Short-term: Flex. Silverlight isn't taking off, and you know it will be ages before HTML5 is supported consistently on different browsers, even IF people have recent browsers.
Whereas the flash plugin works on all browsers, in fact it even works on mobile devices and some consoles.
I'm from India and here the statistics on my webserver show that over 30% of users are using IE 6, a 10 year old browser. Although HTML 5 is great and as a developer I would love ALL users to upgrade to the latest and greatest browser, that doesn't seem to be the case.
In such a situation using Flash or Silverlight is the only option. Further, since HTML 5 is still evolving, we'll end up seeing different implementations on different browsers. I can recollect the time when both IE and Netscape Navigator had equal market share and we had a tough time developing simple websites.
Personally I would choose Silverlight to develop any business applications where I can force users to install the plug-in. On the Internet, I would stick to HTML 4 or use Flash. HTML 5 is still a definite no for me - business reasons!
Several folks out there fail to understand the impact and dynamics of a corporate development shop on the answer to this question. For those not in corporate development, the easy answer is HTML5. For those who create line-of-business (LOB) applications, the clear answer is Silverlight or WPF. You see the needs of a company such as how to deploy updates to its users or the need for the users to have the application running from the desktop verses the web server lean towards the technology of Silverlight 4 in disconnected state and WPF. As these companies actually pay Microsoft money for the tools, Microsoft will continue to support and offer them until they saturate the market and come up with another version of the tool to sell.
Now for those who develop applications which need to run on multiple mobile devices such as iPad, iPhone, Droid, and other PDA/phones, HTML5 is the clear cross-platform winner. Unless for some strange reason Apple magically allows a Silverlight plug-in on their devices and most PDA/phones work with Silverlight. If that happens, then Silverlight would be in a better position for this category as it might relate to the corporate development comments.
The third category of developers are the typical web developer which accounts for the majority of the web sites in the world. The needs of this developer is typically not LOB or cross-device, but cross-browser. To me, I agree with the fear of the masses to download the Silverlight plug-in. And unless the plug-in is included already on the PC, a portion of the users will not download it.
So the answer to your question is "depends". It depends on the needs of the customer. It is my belief that both Silverlight, WPF, and HTLM5 will be around and used. In my case, we design our applications for both Silverlight AND HTML5 in order to serve the needs of our target clients/users.
Regards,
Scott Peal, Global Chief Architect
HTML4 pages / javascript / css work diffrently on "IE, FireFox, Chrome, Safari, Opera....". As a Web Programmer for now 10 years, i belive and hope SL will because the new "Plaform" for developping "Web Applications". Love SL much more over standard (asp.net/jsp...) because one the plugins is installed on the browser you know that it's working whatever the browser you use. You don't have to "waste" your time testing on 5 differents browser.!!
I think in 2010, if you don't want to install a plugins like "SL" or "Flash", you should just stop using computers!!! Actualy stats say that SL has been install by over 50% of the computer in less then 2 years..... and in "Web Application" we don't care about if "oncle bob" don't wanna install the SL plugins..
Well thats my opinion!
I dunno: it's kind of like asking the question, "Are people going to use HTML, or JavaScript, or AJAX, or Flash?" The obvious answer is, "There's room for them all. They're complementary, not mutually exclusive technologies." A while ago, I thought that Flash was pretty much dead as a platform, but it's made a strong comeback, as its presence on 99% of all machines makes clear. I think it has to do with the fact that AJAX has made a convincing case for rich internet applications, while simultaneously being really difficult to work with. Even with the platform limitations of Silverlight, I'd much rather code to one particular target that I know is going to work well, with an incredibly rich suite of design and development and debugging tools, rather than deal with dozens of different browsers and JavaScript quirks, mediocre development and debugging tools, and an ugly, untyped, hybrid OO-functional language like JavaScript. My strong suspicion is that in 10 years, we'll see a fairly wide selection of applications and sites developed on all three platforms, plus a few more that haven't even been introduced yet.
I agree with many of the posts both for and against Silverlight/HTML5 in the responses above. I don't think there's any one specific reason why one would fail over the other. I work at a large bank (WF) and I can assure you that we will never migrate from the Windows world. It just won't happen. I'm fairly positive many corporations, small busineses, and home users won't either. While many MAC/Linux users will defend their hardware/software choices, the mass exodus to something so new just won't happen for a while (if ever). That being said, let me just state that when I was developing a side application I weighed how I could build both a desktop client and web app without having to do it twice. This is where I tout a little nod in Microsoft's direction and state that, if done properly, a good programmer can code an application which can have a desktop footprint as well as be web-driven while using 90% of the same code base. Silverlight posseses enough of the netframework where I could build a WPF application for users who want it to be downloaded on their desktop and still use it to have a Silverlight Web face for those who don't. With OOB in SL4, I can even do more. I haven't experimented too much with Silverlight for Mobile but perhaps I could have a subset of functions for Windows Phone 7. I guess my end decision was based on the project at hand. I find that while some people have no problems working with web-based apps, there are many others who will alwasy want some program to download. The Browser, by nature, is restricted and HTML5 and Isolated/Persistant storage isn't going to free it. Some apps need full use of the system.
After the iPhone and the iPad have become so tremedously successful, the question is now moot. Apple is decided not to support Flash (I don't know about Silverlight).
The main point of Flex, Laszlo, and other technologies using Flash was to create apps with almost universal support. Flash is not only easy to install, but you "set it and forget it". It doesn't make the user think. It's was a winner.
But Apple changed the game.
What's the point of having a cool web app, if it can't run on your iPhone or your iPad? I don't have an iPhone or an iPad, but I recognize that Apple owns the market, and everybody has one, or wants to own one.
Anybody building apps with Flash today is limiting his audience more and more.
Ultimately I think it will come down to 2 things: Host platform vs Development platform. When it comes to development no one is going to beat Microsoft in creating a great development platform. Don't get me wrong - I don't drink the Microsoft koolaide - I think the company has screwed the pooch in some key areas (see the next part of this post), but Visual Studio, Expression Blend and the Silverlight plugin make up a very powerful development environment. The things you can build in Silverlight these days and the speed at which you can do it are amazing; and given that the silverlight team is releasing a new version about once a year I dont see other platforms beating Microsoft any time soon.
-However-
Microsoft has dropped the ball on the host platform side of things. They let Apple leap frog ahead of them with the iPhone, and never fully developed the tablet. Microsoft's Value Add approach (ie. We'll pack so many features into something that people would be crazy not to buy it) has been trounced by Apples Consumer approach (lets design something that every day people actually want to use); to the point that when we demo a really cool Silverlight solution to a client they say "thats great, we love it - how soon can you build an HTML 5 version for my iPad \ iPhone?".
It's still too early to tell who the winner will be. If the Apple line up continues to grow in popularity (ie. the win7 phone doesn't catch on) they will have a big say in what development platform we are using in the future. Of course if the Silverlight team keeps packing more power into the plugin (relative to HTML 5) Apple may have no choice but to host it in their products...
I'd love to know how Silverlight could possible replace or take over HTML5/JS? HTML already won this imaginary battle many years ago, it is a core technology of the web and I can't see any propitiatory technology like SL ever coming close to this.
As some other posters said, HTML5 seems as a step in right direction, but it has long way to get there. It will be (eventually) the default choice for consumer oriented web sites/applications (E-mail, basic productivity apps, etc).
However, there is immediate need for richer user experiences, particularly in line-of-business applications, which is nicely satisfied with Silverlight -- version 3 is good and 4 will be better. Majority of software in this world is internal LOBs developed by thousands in-house developers. Those people, who grew working on Microsoft stack, are embracing SL as a way to transfer those rich client dev skills to RIA intranet web sites and get ease of deployment. In corporate world adoption of plugin is not much of an issue -- if LOB app requires plugin, it will get deployed as a part of corporate default OS image and/or pushed using domain admin tools.
Saying all that, I really like Silverlight and it is already make my life easier, but I am keeping an eye on HTML5, as I see its potential, too.
Although Microsoft always terribly failed to take any successful lead in Internet innovations millions of Microsoft lemmings are following the Microsoft evangelists who won't get tired to preach the superiority of Microsoft solutions. We have to understand that the Microsoft world is NOT homogeneous. We have the enterprise computing world where Microsoft has a solid stake and a justification to exist even with technologies like Silverlight. Then we have the mass market where people are using Microsoft products because these are just there and many users got used to use them. There was and still is a lack of alternative. Mac OSX is challenging that, Android too. This second Microsoft user group (world mass market) is attacked by the activities of Apple and Google. Both companies are demonstrating that computing for the masses can be different what means mainly way much easier and stable. We see here only the first wave of a dramatic change in the IT world. Microsoft lemmings probably can't see it but the second wave is coming like a Tsunami, everything mainly X based and all with open source and open standards in the core. Mobile devices will overtake and will degrade a PC to a Geek tools (in the mass market, not in the world of enterprise computing). While the always in the world of yesterday living MS lemmings won't realize that Microsoft has no clue how to serve these markets with success the revolution is spreading fast. HTML5 will be one part of it. Javascript also. Microsoft has proven that you don't need great products for having success (remember MS/DOS and Windows 3.1?). Look to the Google universe for getting an idea what you can do with these "low level" development tools. Google just bought a codec company for getting rid of Flash. Flash is in a decline and this happens NOT because of Silverlight. It happens because there is no longer room for proprietary solutions in the Net although the MS evangelists and MS lemmings won't get tired to dream of a different course of history. Is there anybody out there who believes that if Apple is not accepting Flash on the iPhone it will accept Silverlight? YouTube will get rid of Flash earlier or later. Will it be replaced by Silverlight? And... and... and... If you as a Microsoft evangelist feel you need to reply please make a reality check first.
It will be interesting to see how "touch" interfaces come into things.
The technology that is present on all dominant mobile platforms and allows the developer to target them simultaneously will win. HTML5 is the only such technology at the moment. Tools like www.morfik.com will drive this development.
I would love to use HTML, CSS, and JavaScript for most web development but it's so frustrating to have to try to accommodate all the little nuances of each different browser. That's the main area where I heavily appreciate RIA plug-ins: They (mostly) solve this problem for all browsers that can host them.
Do we determine this by what makes life easier for the developer - or for which is the best user experience ?
Personally I find Flex/Silverlight to be unnatural for a web user - there is a long way to go to make it a seamless experience.
Then again, on a fancy 'ESPN' or car website - or game website - rich in movies and graphics maybe - but what about 'StackOverFlow'...
Do you think StackOverflow should be html5 or Silverlight and why - and that to me will be your answer :)
This question is like asking which is better Apple or Microsoft, which browser is better, which Computer is better, PC or MAC, which plugin is better, Silverlight or Flash.
Can't it be both? Competition is what drives these technologies forward. People usually choose what they are most familiar with and what suits their needs. What is the future for you is not necessarily the future for me. While even a single person is working on a product or technology trying to improve it, then it will live on.
Heck, even the Amiga still has a following. The Amiga is the future of the web! The Amiga is dead, long live the Amiga!
We are so tribal in the way we choose sides. Some sides are arguably better if you use a set of specs to compare it with, but its irrelevant if one of the specs you're not looking at is one someone else uses it for. You're comparing apples to oranges.
Competition is a good thing.
I think the answer is quite simple:
use only web standard to programming the Web!
Other words are only philosophical concepts!
I've read the following Mozilla Developer article that explains how to implement HTML 5 offline resource caching in web apps.
I've tried testing this locally: added the mime type to the list, created the manifest file, changed my doctype to the HTML 5 doctype, specified the manifest attribute and the correct path on the HTML element--but still I don't see the manifest file being consumed by Firefox at all. I've also checked the access logs on Apache and didn't see any requests for the manifest file being made.
Has anyone given it a jab and had any success? I just don't know how to further troubleshoot the issue and would welcome any suggestions.
I've compiled a few resources that may help you:
Yes I have a full working prototype. At the time the manifest system in firefox was flawed. You can implement the maninfest system in a dynamic way using applicationCache.add(), applicationCache.remove() etc...
The manifest then just needs to be a json file. You will still need to have the @manifest in the html tag.
Essentially, I wanted to run a piece of demo code from W3c Offline Webapps page. It looks like that:
var db = window.openDatabase("notes", "", "The Example Notes App!", 1048576);
Firefox 3.5, IE8 and Chrome do not seem to get it. Is there anybody out there that actually wrote support for that? Or is this wishful thinking about 'the standard of the future'?
Wikipedia has a table comparing the various browser engines and what portions of HTML5 they support.
A reposted internal Yahoo! article also details some differences between localstorage support, to quote:
Firefox 3.5, Safari 4, IE8, Chrome 4+: HTML5 localStorage; these modern browsers all support the core localStorage functionality defined in the HTML5 draft.
Firefox 2.x and 3.0: Gecko globalStorage, a very early implementation similar to HTML5?s localStorage.
Safari 3.1 & 3.2: HTML5 Database Storage, because Safari 3.1 and 3.2 don?t support HTML5 localStorage.
IE6, IE7: userData persistence, a rarely used IE feature for associating string data with an element on a web page and persisting it between pageviews.
Google Chrome Pre 4: Gears Database API, which is built into earlier versions of Chrome and thus doesn?t require a separate install.
I believe Safari 3.1 supports openDatabase.
You should check out the PersistJS library, which provides in interface to all the different offline storage capabilities of the different browsers and plugins. It currently supports:
Chrome 4 & 5 support localStorage :)
Opera 10.53 supports it.
Check out the caniuse guide which provides information for future versions as well. It also includes mobile browsers.
There is also YUI Storage Lite: http://yuilibrary.com/gallery/show/storage-lite It has a good compatibility (IE6+, Firefox 2+, Chrome 4+, Opera 10.5+, Safari 3.1+, etc.) and no browser plugins are required.
AFAIK, WebKit supports it.
WebKit (as used by Safari and WebKit/gtk at least) supports localStorage, sessionStorage, client-side databases and the application cache. Other WebKit ports (WebKit/qt, WebKit/wx, Chrome, etc) haven't yet turned on support :-(
The iPhone version of Safari has rather good support for HTML5, including offline storage.
You can always check if a browser support this feature with window['openDatabase'] !== null;
More info on:
http://geoffrey.vandiest.biz/post/2011/04/30/HTML5-Local-Storage.aspx
lawnchair is a newer and more actively supported library.
It provides adapters to enable older browsers and stores json objects
http://westcoastlogic.com/lawnchair/
It even has a nice test suite so you can verify support in your browser easily
Below list gives information on supporting browsers for offline functionality:
From searching SO, this question was already asked, almost a year ago now.
So now with the new FF, Opera, IE, is it finally time to start developing sites with HTML5 or is it still a little premature and will cause compatibility issues?
Is using HTML5 just going to require us to use more and more JS on websites to 'trick' older browsers into working properly?
It's a great idea if used in a "Progressive Enhancement" way. ie. Code your website to work in "standard" HTML 4.01 mode, and then add some fancy HTML 5 bits to give it some extra flourishes in browsers that support HTML 5
If you add nice features to your site, it is possible it will be talked about and reach the news sites for some free publicity.
Aside from that, It would make a good beta site and give you a head start for when it becomes the new technology. However, until HTML 5 enabled browsers are widespread (at least 20% of the market, possibly 50%) it makes little sense to alienate nearly the whole internet.
If there is a feature in HTML 5 would be useful for the project you are working on, then it is worth considering using it.
You will need to weigh the benefits against the possibility of the specification changing, the less mature testing tools available for HTML5 validation and the probability that you will need to use JavaScript to fake support in older browsers (of course, the HTML 5 spec gives a roadmap that someone else may have already followed in writing such JS).
If HTML 4.01 gives you everything you need — stick with that.
Assess your target audience. Are they likely to be early-adopters? Is it critical that all visitors to your site are catered for? Or will a few not mind being met with an inconvenient, yet polite "please upgrade your browser" message?
For business sites I'd say no. Not yet, anyway. You probably can't afford to lose users of older browsers.
For a personal website or project, why not? It'll be great experience learning the latest HTML5 features, and you'll be ahead of the curve when it does become mainstream. Besides, more people writing sites conforming to HTML5 means more pressure on users of older browsers to upgrade, benefitting all of us in the long run.
I would leave it for now since HTML 5 browser support comes out fully. There really is no reason to put it in a operational site since many people will not be able to view it properly. I really can't wait till it becomes standard. It will make life even easier for web developers.
Bruce Lawson of Opera gave an interesting presentation on this at OSCON, see his slides; the verbal conclusion was that it's OK, though there was some debate. Of course that's from somebody working for a browser maker so they're going to be less worried about older browsers (since everybody upgrading is to their advantage;-). The more you need to worry about older browsers, the worse your life is in general of course, but html 5 wouldn't help you there, sigh!-(
I have begun developing pages with the new HTML5 DOCTYPE:
<! DOCTYPE html>
This new DOCTYPE essentially puts the browser into a sorta "standards-based mode." Obviously this is all pretty new to most browsers but creating pages under this DOCTYPE will allow sites to last longer than ever. This also degrades gracefully within every browser I have tested in and no noticeable HTML or CSS downsides.
W3C has began using an experimental validator for HTML5 which can be used the exact same way as all of their other validation engines. An intersting side note: According to the W3C validator, you do not need to close the BODY or HTML tag at the end of the page; allowing for very minimal load time decreases.
As HTML5 continues to make its way to the forefront, I plan to begin implementing more advancements that just the DOCTYPE. For now that seems to be all that is new and widely supported.
Hope this helps. -B
The answer is most certainly YES. Firefox, Safari, Chrome and Opera make up more than 30% of the market and they support many HTML5 standards:
validator.w3.org supports HTML5 validation (it's experimental, but it seems stable)
For IE you can use these things to make some HTML5 elements work:
Hope that helps, and gets you started using HTML5!
This site has a pretty good HTML5 shiv for IE. Just include it on you page and you can then style the HTML5 elements.
FF 3.6, IE 8 and other modern browsers have fairly good support of html5 by now. So decision is yours whether you want to go with these browsers or not. If not you can still use html5 but you should consider Progressive Enhancement in this case. Thanks
Seems like the new <video> tag is all the hype these days, especially since Firefox now supports it. News of this are popping up in blogs all over the place, and everyone seems to be excited. But what about?
As much as I searched I could not find anything that would make it better than the good old Flash video. In fact, I see only problems with it:
The only two pros for a <video> tag that I can see are:
So... what's the big deal?
Added:
OK, so there is one more Pro... maybe. Support for mobile devices. Hard to say though. A number of thoughts race through my head about the subject:
<video> support? Even if it is available through updates, how many people actually do that?As for the semantics part - I understand that search engines might be able to detect videos better now, but... what will they do with them anyway? OK, so they know that there is a video in the page. And? They can't index a video! I'd like some more arguments here.
Added:
Just thought of another Cons. This opens up a whole new area of cross-browser incompatibility. HTML and CSS is quite messy already in this aspect. Flash at least is the same everywhere. But it's enough for at least one major browser vendor to decide against the <video> tag (can anyone say "Internet Explorer"?) and we have a nice new area of hell to explore.
Added:
A Pro just came in. More competition = more innovation. That's true. Giving Adobe more competition will probably force them to improve Flash in areas it has been lacking so far. Linux seems to be a weak spot for it, cited by many.
Imagine if there was no img tag. If you want images, you have to use a 3rd party plugin, that is really slow and has no standard way to embed it in a page. You can't easily copy images in this way, and search engines basically have no clue what if it's an image or a game or anything.
Without this, no images were available.
Then imagine that a browser was released that just let you use this fancy new img tag.
The video (and audio) tag are a logical sensible way for things to work. We shouldn't need a third party plugin to use a completely standard media format.
The biggest benefit of <video>? It's easy. Crazy easy. Ridiculously easy. Your-grandma-can-code-a-video-tag easy. <video src="myfile.ogv"></video> and you're done.
<video> also has clear benefits for your users. They get a browser-native video player, which can potentially be very efficient. They get a consistent UI that won't change from site to site. Mobile browsers that may not implement flash can still implement <video>.
The only con is a temporary one, and that is compatibility. IE8 doesn't support <video>, and it will be some time before IE9 is widely installed. As well, there's some fight over which codecs to support for the videos - Firefox, Chrome, and Opera all support both Ogg Theora and WebM, while Safari and IE are shipping H.264 (though either can support Theora/WebM with proper codecs). For now, this just means that you have to post your video in two formats and provide them both with the source element, i.e.:
<video>
<source src='video.webm' type='video/webm'>
<source src='video.mp4' type='video/mp4; codecs="avc1.42E01E, mp4a.40.2"'>
</video>
To add support for IE 8 and earlier, and other downlevel clients (like older versions of FF/Safari/Opera/etc), just put your standard video embed code inside the <video> tag, below the <source> elements. If the browser supports <video>, it'll ignore the embed. If it doesn't, it'll ignore the <video> and run the embed instead.
Flash is slow and inefficient on non-Windows platforms. It has potential security flaws. It stores "flash cookies" on your computer that you don't know about. There is no flash on the iPhone and unlikely ever will be (as a result of its being proprietary and its high CPU consumption).
HTML 5: Could it kill Flash and Silverlight? is an article that might answer your question.
There are probably more reasons out there.
Flash is a real headache on non-Windows platforms. Not only is it slow and inefficient (as someone else pointed out), but it isn't very stable, either. As we learned at the most recent Apple WWDC, "browser plugins" (read: Flash) account for the majority of all application crashes across all of Mac OS X (and by "majority", I mean some absurdly high number like 80% or something, can't remember the exact figure offhand). This is such a problem on Mac OS X that for Snow Leopard, Apple has re-engineered Safari so that Flash runs, not just sandboxed, but in fact as an entirely separate process, so that when (not if) Flash crashes, Safari as a whole remains unaffected.
The instability of Flash on OS X, coupled with its poor performance, is why...
As far as users having to know anything about codecs is concerned, you can avoid this issue and serve them the appropriate codec (including Flash, if their browser doesn't support OGG or h.264) by using the simple non-Javascript html code found in this article.
Pros:
Cons:
There are many good points here, and like a Martial Arts fighting style, each point has its thrust, and each can be defended; but each can be defeated with the proper moves.
Anyone standing on arguments about "propietary" plugins will fall quickly. Microsoft, Apple, and Adobe all bear the guilt, but that's just BUSINESS. You won't change business overnight, and each layer of complexity added by a new tag such as <video> which supports a very technical interface will result in * slightly * different implementations by each browser.
HTML 5 works now, and so does Flash. How it is implemented, the skill it requires- this defines each resource, whether it's an employee's performance, a webmaster's power, or a domain's influence.
Although I'm only 40, I began programming when orange or green monochrome monitors were the color choice, and hardware installation came with prayer books instead of instruction manuals. Maybe you could figure out AT commands for the modem when it wouldn't configure with your hardware, and 64K RAM was like, WOWWWWW!
HTML 5/Flash is a minor nuisance compared to that crap. Let's all learn how to collaborate in community toward a better resource. There is an Open Source Flash Project, it will have bugs. So will HTML 5...
Every argument here is true, but not necessarily productive. Use that energy toward a solution.
It's also an advantage the video-tag is native to html, so it integrates nicely. This sounds like a non-issue, but it's not. You can for example overlay the video with some HTML caption. And the HTML caption can use the same styles as other captions on the same page.
You also can apply some (future) CSS transitions to the video element: look at this demo.
For me, it'd be very nice to have the computer built-in or another third party player play the video much more efficient than Flash can do. Not all platforms have Flash: iPhone and Android (for now at least), where the tag may work sooner rather than later. Not talking about Linux either, where Flash works quite badly.
Regarding the Internet being more semantic, it may be important to you. I'm not sure how search engines likes Google and Bing find videos but probably they just know about a bunch of Flash video implementations, so third party small players have no chance. If we are all using the same standard tag, then everybody is on a level playing field.
Adobe's Flash player (being a plugin) does not take any of the browser's privacy settings into account, while Adobe is not actively making clear to normal users what is being stored. This alone is a good reason to stop using Flash (or any video plugin) and welcome <video>.
Some details about the privacy issues (not to be confused with security issues or vulnerabilities) can be found at How to automatically remove Flash history trail? on Super User.
Like Vilx noted in the comments: these privacy issues remain when replacing Flash-video by <video>, as Flash is used in many more ways. Still, once <video> is supported then site owners who offer video (and don't use Flash in any other way) will have a choice not to burden their visitors with this poorly documented record of visited Flash-sites.
(EDIT: I replaced the details with a link to SU, which gives some more insight; some of the comments below will only make sense with respect to a previous revision.)
Pros:
<video> will be easier than FlashCons:
64 bit, and Linux support will be nice. Flash still (in two thousand freaking nine) lacks in this area. Just having some real competition is always good. If the major video sites start using this along side Flash, or even in place of Flash; That will be one less proprietary program I will need. Open source means faster innovation. Give it time, people will create a way to deliver DRM protected videos with it.
Seth got most of the big ones. Others I can think of:
In short, the only reason to use Flash is "most people have it installed today" -- which can be a pretty good reason, as long as it lasts.
More pros for Flash:
Adobe can add new features and new codecs to video a lot quicker to a mass audience (generally under a year over 90% of users upgrade to the latest version of Flash) compared to browser vendors (there's still a large number of IE6 users out there and that browser came out in 2001).
Features found in Flash that I imagine will eventually make it to browsers but are not there yet:
As those who say Flash is not indexable, check out what Google has been doing lately with indexing Flash content thanks to a headless player Adobe has supplied. So if you do a google search for FLV files, you can see that Google already indexes Flash video files.
Meanwhile, Adobe Premiere CS4 has speech recognition that will output subtitles for video files in an XML format that can be easily used in Flash video. So expect video for Flash to become a lot more searchable in the future.
Many Mobile Devices support today: iPhone, iPod Touch, Symbian S60, Android, etc
Mozilla Firefox, Google Chrome, Apple Safari, and Opera all support the tag (granted, you'll need to encode to 2 formats: H.264 and Ogg Theora. However, you can reuse the H.264 video with a Flash or Silverlight failsafe for older browsers and Internet Explorer
The user has control of the UI: they can choose which browser they would like to download and use, and depending on how it works(I'm not sure of the details, but I'm familiar with the concept), even keep their browser and just choose the handler npapi plugin for it. How many times have you been stuck using a shitty actionscript video control interface because the devs of the site you're on were too lazy to do it right (or use flowplayer). Power to the users!, I say.
Its open source. Now, i'm not RMS or anything, and its nothing to do with ethics or anything else like that, but OSS is just the more efficient, better way to go. It produces better code.
Better platform support. Right now, Linux + flash = bad. Adobe's the only one who can do anything about it. This sucks.
like you said, more semantic.
Since now the browser gets the video file via regular HTTP, as compared to some obscure method defined in the SWF file (which would need to be parsed), you can now have web proxies that can also cache video files! As well as have the very browser be able to cache a video file.
I would say the definite pro of using <video> instead of Flash is that I will be able to watch videos in my browser without having it crash or go crazy slow. I use 64bit OpenBSD, so gnash is all I can get and I only enable it when I'm feeling really risky because most of the time I'll come across a flash banner ad and my browser(firefox 3.5) will crash.
And my mobile phone browser doesn't support flash, yet it supports the video tag(and it's not an overly "fancy" phone either).
My understanding is that the big deal about the tag is that it is an open standard. When only one vendor can implement Flash, you are at their mercy for implementations/ports to new platforms, browsers, or even browser versions.
The excitement is all at that level, not down in the implementation details. Worrying about which is technically superior is sort of beside the point in the same way as concerning yourself about a fascist government's ability to make the trains run on time would be.
My belief for pros:
My biggest con would be that Ogg is a bit behind in terms of compression and quality. But I would imagine it's being worked on. More importantly, if more people start adopting it, more people will likely join the the work on Ogg to make it better.
Competition is key as well, as there is no major player forcing Adobe to really do anything with Flash. So Adobe can control the market in terms of video content on the web.
It will be nice to use some of the HTML 5 features... in 5-10 years from now...
We still have too many visitors using Internet Explorer 6 to ignore them, it will be quite some time before we can even move on to only testing the pages for IE7+...
One Con is the fact that the current html 5 spec has not been able to agree on a single codec due to browser vendor dissagreement.
From the article below:
"After an inordinate amount of discussions, both in public and privately, on the situation regarding codecs for and in HTML 5, I have reluctantly come to the conclusion that there is no suitable codec that all vendors are willing to implement and ship"
Ultimately, even if you do use the video tag, your video codec may not be supported in all browsers, even if they do support the tag.
As others have mentioned, this may not pose any real issue, but I believe having to make multiple versions of the same file available certainly negative.
You can use Flash today... it's the most realistic way to reach full-sized audiences.
jd/adobe
I believe this will demolish Flash, as an open source standard support on iphone and android and other mobile handsets can be rapidly implemented as well as desktop OS support. The OGG format allows me to skip forward in the video file over a regular http connection. I can right click and save the file if allowed, sharing and transporting these files will be easier. As 'proper' markup it can be navigated by the literally 100's of thousands of users using specializad devices to access the Internet. As a 'proper' dom element it can communicate with javascript allowing it to fully interact with the rest of the page content, and finally, Microsoft have a track record of pretending to ignore upcoming standards while promoting their proprietary solution, as user demand peaks they throw the rudder full right and roll out an implementation to secure their user base. Flash has been the only choice for video on the web, but not for much longer, its an excellent piece of software in its own right and I see it holding some position, but for video it's only ever been an 'only choice' runner.
I think the large majority of these answers condense to this: Flash is engineered mostly for the mass market, so it provides the easiest way to cover the bulk of the market, but it is deficient in covering less common and emerging platforms (i.e. shaky Linux and no iPhone). This has been the story with Flash pretty much from day one. It's practically a case study of how proprietary and OS software differ (and complement each other).
On the other hand, I think most answers are seriously underplaying the codec angle. There is one primary reason why Flash video dominates the web today: it's the only way to publish a single version of a video and expect it to be viewable by more than about half your audience. Even though the video tag looks to be designed well, as far as matching up multiple source files to the user's installed codecs, it's still difficult to know how many codecs are needed to cover what percentage of an audience, and impossible to know whether people will upgrade as new codecs emerge. Flash video has more known quantities, and a reasonably good expectation of upgrades for the large bulk of the audience.
I also kind of think that the performance angle is overstated in most answers, as well. It's true that Flash uses more CPU than any other player I have, but it also starts up more quickly - by orders of magnitude. When I come across a web page with an embedded MPG, my browser is frozen for 15+ seconds while QuickTime boots, or perhaps only 5 seconds if it was already running. (Almost as bad as PDF ;) ) Obviously Flash is less efficient in some ways, but from where I stand it's more efficient in others; like any software solution tradeoffs are involved.
I've been reading around this recently for a site I'm building now. I've gone with Flash video for now, because the launch is pretty soon. Also, we're on a shared hosting environment, so all video conversion has to be done before the video is uploaded. I don't want to ask the client to upload two versions of each video.
But, ultimately, I do want to switch to open video. It looks pretty cool. I've seen a demo which uses javascript to overlay subtitles on a video, degrading gracefully in the absence of javascript to a text transcript below the video. (I think that was on A List Apart.) And Mozilla have some fun demos up. http://arstechnica.com/open-source/news/2009/05/google-dailymotion-endorse-html-5-and-standards-based-video.ars
I think HTML5 is more convenient to use than Flash. HTML5 will become more and more popular, but it won't completely replace Flash.
Regarding this point:
"As for the semantics part - I understand that search engines might be able to detect videos better now, but... what will they do with them anyway? OK, so they know that there is a video in the page. And? They can't index a video! I'd like some more arguments here."
if optimized properly, a video will include a transcript, which a search engine can read, and correspondingly divulge all of the information about the video. I guess they can index the video's page? as for the value of it...i guess i won't have to watch crap I don't need, to find something I need, bcz I will know exactly what's in the video
Flash is controlled by a single company. That company can decide exactly what to do with the future of Flash and nobody else can affect it. Let's say, for example, that they (Adobe) suddenly decide charging a license fee for using Flash. What would happen to all the millions of web sites depending on it?
We need taking action, and that is now. We must use open standards, and we do need it badly. That's the only thing that makes the tag bleeding important to the world.
(Licensing fee for Flash might or might not seem like a realistic move from Adobe, but that does not matter. My point is that they are in control. Another thing that could happen is that Adobe decide to cancel Flash. Imagine what would happen then, if there were no tag.)
HTML5 Pros:
Flash Pros/ HTML5 Cons:
I'm working on a page using <canvas>, which is a HTML5 tag, in Visual Web Developer Express Edition 2008, and the validator in the HTML editor is telling me it's an invalid tag. That's because it's set to validate against XHTML 1.0 Transitional. I'd prefer for it to not do that and tell me what's valid or invalid based on the HTML5 doctype, but I can't find anywhere in the preferences that suggests this would be possible.
Is there a way to tell Visual Studio to validate against HTML5, or add a new spec reference manually? I'd prefer not to have to go in and add tags manually, which appears to be the only option at the moment.
It looks like the Visual Web Developer team solved the problem by adding HTML5 support themselves: http://blogs.msdn.com/webdevtools/archive/2009/11/18/html-5-intellisense-and-validation-schema-for-visual-studio-2008-and-visual-web-developer.aspx
You all probably know that new HTML 5 standard is coming. We made a new intellisense schema that you can add to VS 2008 or VWD Express 2008 and get intellisense and validation on HTML 5 elements.
For Visual Studio 2010 you'll want to install the Web Standards Update for Visual Studio 2010 SP1:
It updates the HTML5 intellisense and validation to reflect the latest W3C specifications and fixes some bugs bugs in the current SP1 support for HTML5. Also JavaScript intellisense it updated to reflect many of the new browser capabilities such as Geolocation and DOM storage. Finally, this update adds comprehensive CSS3 intellisense and validation based on the latest specifications from W3C.
For Visual Studio 2008, Microsoft has provided an updated version of the HTML 5 validation schema and intellisense in the Visual Studio Gallery.
The updated schema was posted by Mikhail Arkhipov, the same Microsoft employee who wrote the blog post linked in Rahul's answer.
I created a validation schema that you're free to use: http://johndyer.name/post/2009/07/21/HTML5-XHTML5-Validation-Schema-for-Visual-Studio-2008.aspx
You can define your own validation standards.
You need to add the file to the folder in VS install, and add to the registry.
This is the description I used (HTML and CSS have a very similar approach): http://blogs.msdn.com/mikhailarkhipov/archive/2007/10/19/how-to-create-custom-css-intellisense-schema-in-visual-studio-2005-and-2008.aspx
What's the best solution for authoring HTML5 in Emacs? Is there a mode that will do conformance checking?
My best suggestion is to use nxml-mode (available as packages in several linux distributions if you're on that platform) and load the html5 RelaxNG compact format specifications from HTML5 specification page (or any other source if you have one).
Nxml-mode validates xml files on the fly according to relaxNG specifications and give you nice customization features and handy functions for writing documents faster like inserting end-tags and such. Written by James Clark, so you now the author knows his XML.
If you load it like a system package you can probably just add it to your auto-mode-alist and be good to go. I have just set the following two variables for auto-completion and more docs is available at the first link.
(nxml-bind-meta-tab-to-complete-flag t)
(nxml-slash-auto-complete-flag t)
When it is loaded, just load the file you want and specify the location of the schema for html5, save its location through the menu and you should be on your way. There are also more links to documentation on nxml-mode in the link I provided.
I've just seen this project, which apparently takes care of the necessary work to teach nxml-mode about HTML5:
Even with HTML5 being the path forward for HTML we get two options as developers: XHTML syntax and HTML syntax. I've been using XHTML as my main doctype for 5 or so years so I'm very comfortable with it.
But my question is given that non-xml syntax will be allowed, is there any reason to stick with a valid XML syntax? Do you gain anything going with one over another, besides preference (compatibility, etc)? Personally I'll feel a little dirty going back to not closing tags,
is second nature to me now, but would I gain something going back to HTML syntax?
Update: I guess my true question is is there a reason to switch from XHTML to HTML syntax? I've been using XHTML for years and not sure if there is a reason to switch back. Browser compatibility (IE was sometimes finiky with the application/xhtml+xml mime-type), etc?
The advantage of XHTML syntax is that it is XML. It can be easily parsed, understood and manipulated. The HTML syntax is a lot harder for clients to work with.
Nonsense! The HTML5 spec defines how to parse HTML in a way that is relatively easy to implement, and off-the-shelf parsers are being developed that can be easily integrated into tool chains. It's even possible for an HTML5 parser to be integrated into an XML tool chain in place of an XML parser.
But what you need to understand is that in practice, you're most likely using HTML anyway, even if you think you're using XHTML based on the DOCTYPE. If your content is being served as text/html, instead of application/xhtml+xml or another XML MIME type, then your content will be processed as HTML.
With HTML5, you can choose to use HTML-only syntax, meaning that it is only compatible with being served and processed as text/html it is not well-formed XML. Or use XHTML-only syntax, meaning that is is well-formed XML, but uses XML features that are not compatible with HTML. Or, you can write a Polyglot document, which is conforming and compatible with both HTML and XHTML processing (In principle, this is conceptually similar to writing XHTML 1.0 that conforms with Appendix C guidelines).
I guess my true question is is there a reason to switch from XHTML to HTML syntax? I've been using XHTML for years and not sure if there is a reason to switch back. Browser compatibility (IE was sometimes finiky with the application/xhtml+xml mime-type), etc?
As mentioned in a previous answer, text/html is gets parsed as HTML and application/xhtml+xml gets parsed as XML. Thus, you should use the syntax that matches the MIME type you use.
If you are now serving text/html but using XHTML syntax, then you should fix your content to use the HTML5 syntax. You may already be close, since HTML5 allows the XMLesque /> empty element syntax for void elements (elements that are always empty, such as img and br).
If you are now using application/xhtml+xml, IE support would be a reason to switch to text/html and the HTML syntax if you care about supporting IE.
Trying to write polyglot documents that are correct HTML5 and XHTML5 (for serving different MIME types do different browsers with the same payload bytes) is harder than it seems at first sight and not worth the trouble.
The HTML5 draft is very clear about which syntax to use:
Reference: http://dev.w3.org/html5/spec/Overview.html#authors-using-xhtml
You shouldn't use XHTML to serve content on the Web (or any network including Internet Explorer clients); see Sending XHTML as text/html Considered Harmful for the full rationale.
When using XHTML you can mix it with other XML content, f.e. MathML, SVG or your own proprietary format, by just changing namespace at some point. Also, you can embed XHTML inside other XML documents.
(well, actually MathML and SVG can be used in non-XML HTML5 too, but they are special-cased)
The advantage of XHTML syntax is that it is XML. It can be easily parsed, understood and manipulated. The HTML syntax is a lot harder for clients to work with.
But ultimately, it is just a matter of syntax. Both forms are allowed for HTML5.
Update: I guess my true question is is there a reason to switch from XHTML to HTML syntax? I've been using XHTML for years and not sure if there is a reason to switch back. Browser compatibility (IE was sometimes finiky with the application/xhtml+xml mime-type), etc?
You have to really consider two things. The language you are writing and the language you are sending. The Web is defined by 3 components:
You can write a document with an XML syntax on your desktop such as using XHTML. In this specific environment, if you give the extension ".xhtml" to the filename and open it with your local browser, it will be parsed as XML. If you give the extension ".html" to the filename, it will be parsed as HTML. Basically in your authoring tool, it is XML, but this doesn't matter anymore once you process it with a tool.
On the Web, your ressource identified by a URI will be sent with a specific mimetype, most of the time, these days, people are using text/html. The mimetype defines how the client (browser, search engine bot, etc.) must process your document. If you are using an XML syntax but send it with text/html, the document will be processed by an html parser.
For sending your documents over the wire as XML, you have to configure your server to send it as application/xhtml+xml. (Note: that IE8 and previous versions do not understand what is application/xhtml+xml and they will propose the save menu.)
The HTML 5 Abstract model has been designed in a way that you can almost write it with an html syntax or an xml syntax in text/html. Almost because even if you write with an XML syntax (closing empty elements, quotes around attributes, etc.) you will get into troubles for complex pages which are calling scripting and namespaces, due to the way XML parsers and HTML parsers deal with those.
Most of the benefits of XHTML have failed to materialise. While I wouldn't recommend it for new projects, XHTML served as text/html seems to be quite manageable and widespread, as long as you follow the compatibility guidelines. It probably isn't worthwhile changing any significant projects back to the HTML serialisation.
Is there a way to play a video fullscreen using the HTML5 <video> tag?
And if this is not possible, does anybody know if there is a reason for this decision?
From the HTML5 spec (at present):
User agents should not provide a public API to cause videos to be shown full-screen. A script, combined with a carefully crafted video file, could trick the user into thinking a system-modal dialog had been shown, and prompt the user for a password. There is also the danger of "mere" annoyance, with pages launching full-screen videos when links are clicked or pages navigated. Instead, user-agent specific interface features may be provided to easily allow the user to obtain a full-screen playback mode.
Browsers may provide a user interface, but shouldn't provide a programmable one.
Safari supports it through webkitEnterFullscreen.
Chrome should support it since it's WebKit also, but errors out.
Chris Blizzard of Firefox said they're coming out with their own version of fullscreen which will allow any element to go to fullscreen. e.g. Canvas
Philip Jagenstedt of Opera says they'll support it in a later release.
Yes, the HTML5 video spec says not to support fullscreen, but since users want it, and every browser is going to support it, the spec will change.
webkitEnterFullScreen();
This needs to be called on the video tag element, for example, to fullscreen the first video tag on the page use:
document.getElementsByTagName('video')[0].webkitEnterFullscreen();
I think that if we want to have a open way to view videos in our browsers without any closed source plugins (and all the security breaches that comes with the history of the flash plugin...). The tag has to find a way to activate full screen.. We could handle it like flash does: to do fullscreen, it has to be activated by a left click with your mouse and nothing else, I mean it's not possible by ActionScript to launch fullscreen at the loading of a flash by example.
I hope I've been clear enough: After all, I'm only a french IT student, not an english poet :)
See Ya!
No, it is not possible to have fullscreen video in html 5. If you want to know reasons, you're lucky because the argument battle for fullscreen is fought right now. See WHATWG mailing list and look for the word "video". I personally hope that they provide fullscreen API in HTML 5.
Firefox 3.6 has a full screen option for HTML5 video's, right-click on the video and select 'full screen'.
The latest Webkit nightlies also support full screen HTML5 video, try the Sublime player with the latest nightly and hold Cmd / Ctrl while selecting the full screen option.
I guess Chrome / Opera will also support something like this. Hopefully IE9 will also support full screen HTML5 video.
This is supported in WebKit via webkitEnterFullscreen.
An alternative solution would be to have to browser simply provide this option on the contextual menu. No need to have Javascript to do this, though I could see when it would be useful.
In the mean time an alternative solution would simply be to maximise the window (Javascript can provide screen dimensions) and then maximise the video within it. Give it a go and then simply see if the results are acceptable to your users.
You can change the width and height to be 100%, but it won't cover the browser chrome or the OS shell.
Design decision is because HTML lives inside the browser window. Flash plugins aren't inside the window, so they can go full screen.
This makes sense, otherwise you could make img tags that covered the shell, or make h1 tags so the whole screen was a letter.
A programmable way to do fullscreen is working now in both Firefox and Chrome (in their latest versions). The good news is that a spec has been draft here:
http://dvcs.w3.org/hg/fullscreen/raw-file/tip/Overview.html
You will still have to deal with vendor prefixes for now but all the implementation details are being tracked in the MDN site:
what if you could maximize a video inside the browser then use the browsers fullscreen option to hide the buttons and the title bar of the browser?
Youtube by default runs via flash with a pc or mac computer, unless specified otherwise. Devices like iphone implement browser handled fullscreen. But yeah I like the idea of a javascript popup, detecting your resolution and creating only a slightly noticeable frame for fullscreen, allowing to user to discern between that and their os. Overall IE doesn't support HTML5 by default, as with firefox 2 which many people are still using. PowerPC systems do not support firefox3 if i remember. Sucks if you got 5k G5 3 years ago.
HTML 5 video does go fullscreen in the latest nightly build of Safari, though I'm not sure how it is technically accomplished.
There you find the solution: www.html5-fullscreen-video.com
Yes. Well what happens with HTML5 video is that you just put the <video> tag and the browser will give it's own UI, and thus the ability for full screen viewing. It really makes life much better on us users to not have to see the "art" some developer playing with Flash could make :) It also adds consistency to the platform, which is nice.
it's simple, all the problems can be solved like this,
1) have escape always take you out of fullscreen mode (this doesn't apply to manually entering fullscreen through f11)
2) temporarily display a small banner saying fullscreen video mode is entered (by the browser)
3) block fullscreen action by default, just like has been done for pop-ups and local database in html5 and location api and etc, etc.
i don't see any problems with this design. anyone think i missed anything?
As of Chrome 11.0.686.0 dev channel Chrome now has fullscreen video.
You can do this if you tell to user to press F11(full screen for many browsers), and you put video on entire body of page.
I was looking for solutions to the same problem an I came across this HTML5 fullscreen video
Have a look at videoplayer.js and prototype.js
Answer's a year late for this thread but may help others on the same path like me.
Youtube's html5 player breaks Safari's ability to use true fullscreen, but look for youtube5 safari extension and that will solve the fullscreen issue while taking away youtube-specific video features.
http://www.verticalforest.com/2010/06/09/youtube5-html5-converter-for-youtube-videos/
^Or go straight to the developer's site and download it.
Also, video for everybody allows true fullscreen since it also uses Safari's html5 player (if you're running it through Safari).
I was looking at the www.google.com in Firebug and noticed something odd: The Google logo is centered using a center tag.
So I went and checked the page with the W3C validator and it found 48 errors. Now, I know there are times when you can't make a page valid, especially when we're talking about something like www.google.com and you want it to be as small as possible, but can someone please explain why they use the center tag?
I attended a panel at SXSW a few years ago called "F*ck Standards" which was all about breaking from standards when it makes sense. There was a Google engineer on the panel who talked about the Google home page failing validation, using deprecated tags, etc. He said it was all about performance. He specifically mentioned layout rendering with tables beating divs and CSS in this case. As long as the page worked for their users, they favored performance over standards.
This is a very simple page with high traffic so it makes sense. I imagine if you're building a complex app that this approach might not scale well.
From the horse's mouth.
Because it's just the easiest, most concise way to get the job done. <center> is deprecated, for sure, but as long as it's still supported, you're likely to still see them using it.
Usability is NOT validity.
Google Search's biggest achievement has been to build a site which is easy to use, and can be widely used. Now, if Google achieved this with a page which does not validate, well, there's a lesson there to learn.
Shorter than margin:0 auto. Quicker to parse. It is valid HTML4. No external dependencies, so less HTTP requests.
I think a better question to ask would be "why would Google make it validate if it works fine?" It makes no difference to the user.
There has been speculation and discussion about whether this is intentional; the basic test carried out in the first link does result in a smaller page, and even gzipped, through millions of page views it theoretically stacks up. I doubt that's the reason though: it was created, tested on many browsers at the time, it worked, and continues to work.
Google's breaks validation in many ways on their home page. The very likely real reason - they are all about speed and bandwidth costs. Look at the size of the home page HTML particularly after Gzip is applied at the packet level. They are clearly trying to avoid packet fragmentation (which will mean more bandwidth) and willing to do whatever it takes to get it (identifier shortening, quote removal, deprecated tags, white space removal, etc.
If you look at this just as a validity question, fine but they break the rules on purpose if you don't assume this of course you may jump to a negative conclusion. BTW you can further optimize their pages both in positive and negative manners but why once inside the typical packet size it is somewhat pointless.
They also use other deprecated presentational tags like font and u. My guess is it makes the page quicker to load then using an external stylesheet and allows it to work on more platforms.
It's deprecated, sure, but I think simplicity is the answer to your question.
This is probably a dumb question, but I have to ask it anyway. I'd like to know if it is at all possible to create a web app that, with the help of a central server, could create direct connections with other users of the same web app. I'm imagining a process similar to UDP hole punching.
I've read about the new WebSockets API in HTML5, but it appears you must initiate the connection with a WS-compatible server before the fully-duplexed connection can begin. I'm thinking moreso about a process to make direct connections between clients, with a server getting involved only in the initial handshake.
NOTE: Java applets don't count. I'm interested only in standard browser technologies.
Instead of intelligent guesses, here is an informed answer:
HTML 5 plans to allow peer to peer connections from javascript, but these connections WILL NOT BE RAW TCP.
The complete spec can be found at http://dev.w3.org/html5/websockets/
jrh
EDIT: with specific reference to peer to peer connections, check out these links:
Its important to note that the capabilities are still being negotiated. It will be nice to be able to create "local chat" web apps :)
jrh
UPDATE: The engineers at Ericcson Labs have a proof of concept in a WebKit build that does HTML5 Peer to Peer Conversational Video.
They have demonstrations in their blog of the technology in action, as well as diagrams and explanations on how the technology will work.
They are working on getting this stabilized and committed to the WebKit repository.
There are a number of reasons why this would be tricky:
WebSockets is designed to solve the second of these issues, but (deliberately, I expect) not the other two. When they talk about peer-to-peer in the HTML5 spec, they are talking about full duplex communications between the server and the client, not between one client and another.
However, it would be simple to implement a proper network stack on top of websockets - with the proviso that all communication would still have to be done through the server. I have seen this done using long polling (a friend of mine at Uni wrote a full TCP/IP stack using long polling).
I second harshath.jr: you could very well have a server acting as a directory (exposing "origins" of each connected agent; origin being scheme+host+port as in draft-abarth-origin, with the scheme being either "ws" or "wss"). You could then initiate peer-to-peer WebSocket connections; the SOP being worked through thanks to CORS. Of course, this means that each agent (i.e. browser) would have to embed its own WebSocket server (à la Opera Unite).
In the mean time, do it the XMPP/IRC/etc.-way: no peer-to-peer connection but WebSocket connections to a central server (or network!) to pass messages to the connected agents (eventually using some specific WebSocket "subprotocol")
EDIT: note that all of this is actually outside the scope of HTML5 (all of those things were once part of HTML5 but have been split away into their own specs)
The Whole idea of Web Sockets was to solve the problems with Firewalls and proxies http://www.kaazing.org/confluence/display/KAAZING/What+is+an+HTML+5+WebSocket
Such peer-to-peer connection would probably be regarded as XSS (Cross Site Scripting) and will be blocked by browsers.
Also: the problem with pure peer-to-peer problems is, they don't work through a NAT-router. To solve that, you need a server between those peers. Maybe you can use Opera Unite for that.
This question was inspired a bit by this question, in which the most upvoted answer recommended using a feature from HTML 5. It certainly seemed to be a good method to me, but it made me curious about using features from a future spec in general.
HTML 5 offers a lot of nice improvements, many of which can be used without causing problems in current browsers.
Some examples:
// new, simple HTML5 doctype (puts browsers in standards mode)
<!doctype HTML>
// new input types, for easy, generic client side validation
<input type="email" name="emailAddress"/>
<input type="number" name="userid"/>
<input type="date" name="dateOfBirth"/>
// new "required" attribute indicates that a field is required
<input type="text" name="userName" required="true"/>
// new 'data-' prefixed attributes
// for easy insertion of js-accessible metadata in dynamic pages
<div data-price="33.23">
<!-- -->
</div>
<button data-item-id="93024">Add Item</button>
Many of these new features are designed to make it possible for browsers to automatically validate forms, as well as give them better inputs (for example a date picker). Some are just convenient and seem like a good way to get ready for the future.
They currently don't break anything (as far as I can tell) in current browsers and they allow for clean, generic clientside code.
However, even though they are all valid in HTML 5, they are NOT valid for HTML 4, and HTML 5 is still a draft at this point.
Is it a good idea to go ahead and use these features early?
Are there browser implementation issues with them that I haven't realized?
Should we be developing web pages now that make use of HTML 5 draft features?
There are several things to consider:
data-* attributes, it a) works in all browsers (as long as you use getAttribute()), b) is still better than abusing the title or class attributes and c) won't bother you with validation as we said earlier that validation isn't that important (of course it is, but it doesn't matter that your page is invalid if the validity errors are willful; and you can already use HTML5 validation in the W3C validator, so...); so there's no real reason not to use them either.Good question!
In short: it depends on your context, and risk tolerance :)
Slightly longer:
I think it's always good to push the envelope on early adoption of technology. It gives you an advantage over late-comers in the commercial world, and also gives you much more leverage in influencing the technology as it emerges.
If you don't want to have to re-write code, or update your source, then early adoption may not be for you. It's perfectly respectable to want to write solid, stable code that never has to change, but it's entirely up to you (and your business context)
If your page relies heavily on search engine placement, it may be worth considering that some engines give priority to validating HTML (Source: http://www.hobo-web.co.uk/seo-blog/index.php/official-google-prefers-valid-html-css/).
Also, it is worth considering that relying on the new date input elements (such as those in Opera, possibly others) allows for more convenience on the part of the developer, it typically precludes including more complex Javascript controls which would better server older browsers (typically falling back to a simple text input field).
Of course and as always, don't rely on browser side checks and validate all input server side.
See Robustness principle:
In RFC 761 (Transmission Control Protocol, 1980) American computer scientist Jon Postel summarized earlier communications of desired interoperability criteria for the Internet Protocol (cf. IEN 111[1], RFC 760) as follows:
TCP implementations should follow a general principle of robustness: be conservative in what you do, be liberal in what you accept from others.
So, imho, no.
Please don?t use the new features before you can test them in at least one browser. For example, if you use the now form features, be sure to test in Opera. Otherwise, you?ll likely do more harm than good by contributing to a poisoned legacy out there.
When a feature is already implemented in browsers and you are testing with those browsers, sure, please use the new features.
See also an older answer.
I will not implement new features from HTML until at least they have support from all major browsers.
Clients don't care if your page is valid, they care much more if it works cross browser. Even if we fight to implement the latest standards there will be still clients and companies that will never shed their IE6, and IE6 will be on their browser requirements list for still a while.
The new form types are welcomed, nevertheless the forms have to be checked in the server side.
Passing to HTML5 existing documents will require a lot of effort and adaptation and in my estimate will not happen overnight. Expect at least a 3 years until it will hit the mainstream.
I would use HTML 5 just for fun and learning, but definitively I wouldn't touch any of my production code (existing code) with this new standard, at least by now and until I have a valid reason to support this move.
Which browsers support the html 5 <audio> tag on Windows today?
Edit: Trying http://moztw.org/demo/audioplayer/ as a test. Chrome 2, and Safari 4 not working for me.
if this evaluates to true:
!!document.createElement('audio').canPlayType
, then you have audio tag support in your browser. Doing a feature detect like this is a lot better than parsing userAgent strings.
Alternatively, you can use something like Modernizr to handle this detect and many others for you.
Safari 3.1+ and Firefox 3.5 both support the audio element. Opera 10 does not support the audio element though it does support an older version of it in the form of an Audio object. Chrome 3 will likely support the audio element.
(Just saw you wanted to know support for that specific page. That mostly depends on the codecs you are using I'm afraid.)
(Disclaimer: I work for Opera and am a member of the HTML WG.)
Here is a wikipedia article comparing each browser's HTML5 support: http://en.wikipedia.org/wiki/Comparison_of_layout_engines_(HTML_5)
Our blog post:
http://www.scirra.com/blog/44/on-html5-audio-formats-aac-and-ogg
Contains more up to date information on modern browser support for HTML5 audio.
As of July 2011
IE9
Supports MP3 and AAC
Firefox 5
Supports Ogg and Wav
Chrome 12
Supports Ogg, MP3, Wav and AAC
Safari 5
Supports MP3, AAC and WAV
Opera 11
Supports Ogg and Wav
As you can see from the data above and from reading the blog post, it's a bit of a frustrating situation as there isn't one audio format supported by all browsers. There's no immediate sign of any resolution yet either.
All of these browsers support the functionality of the tag. The reason your player does not work on Safari is because you are using OGG files. OGG is supported on Firefox and Chrome.
Firefox supports only WAV and OGG. Chrome supports everything. Opera supports only WAV. Safari supports everything but OGG.
Good luck!
opera 10 and ff 3.5 , don't know about safari
I'm sure of Safari 4, Firefox 3.5 from RC1 and maybe Chrome 2.
As far as i know it is supported either partially or fully in the gecko, webkit and presto engines.
So any browser which uses an up to date version of those engines should support it.
Gecko, Webkit and Presto engines are suppose to support it, but I think only partly. So Firefox 3.5 and Opera are your best bet.
The page (moztw.org/demo/audioplayer) works OK in Chrome 3 (dev channel)
For Safari to support audio on Windows, Quicktime needs to be installed. The javascript snippet reports correctly if it's supported or not.
I'm sure Wave doesn't poll the server every millisecond to find out if the other user has typed something... so how can I see what the other person is typing as they type? And without hogging the bandwidth.
Persistent HTTP, Comet
Keep your HTTP connection alive and send characters as they are typed
They probably use Web Sockets, aka server-sent events: http://www.w3.org/TR/websockets The underlying protocol can be found (as a draft) at the IETF.
Update: it doesn't seem WebSockets has any implementation yet; and a video from Google I/O (go to 11:00) talks about a long lived HTTP GET request.
Server push is the Wait, Respond, Close, Re-Open paradigm:
Wait: When the GWT code makes a call to your server for some data that you don't have yet, freeze (wait)
Respond: Once the requested data is
available, respond with it
Close: Then, close the connection.
Re-Open: Once your GWT code receives the response, immediately open up a new connection to query for the next event.
See Video Google Wave: Powered by GWT around at minute 55 (near the end)
Q: How you implement the persistent Connections, the long living http connections
A: Future Plan: HTML5 Web Sockets. Longer term. That's what we use at the moment.
Q: Is there a platform or library for this we can download and play with?
A: Not sure. Don't think so
P.S.: That's what he said. To me it did not make much sense ("future plans" vs "using at the moment"). Any native english speaker might want to verify if I transcribed it correctly?
Pure speculation but could it be using the Server Side DOM events from the HTML 5 spec?
Probably comet for now websocket in the future. Because it works in Firefox 3.5 and from what I've read the websocket is only available in the nightly builds of FF... I could be wrong though... as it appears to not work in IE at all.
the entire reason for WebSockets is to have the browser keep a bi-directional socket open to a server so that real time communications can be used. When someone types on the other end, in a wave client, it triggers an event that is sent to the server and the server in turn looks to see who should also receive the event and pass them the event, in this case the typed letter.
WebSocket and Comet are different.
Granville
I spent some time reverse-engineering the Google Wave client code (shameless plug for http://antimatter15.com/misc/read/ which is a read-only public client for google wave for all public waves without need of robots or gadgets which was a lot more useful a month ago when Google didn't launch the upgrades).
Anyway, Google uses the GWT framework with certain aspects of the Google Closure library (which is actually open source and documented) and they use the goog.net.BrowserChannel library, which from the comments is also used for chat functionality within gmail.
http://closure-library.googlecode.com/svn/docs/closure_goog_net_browserchannel.js.html
I would assume that they use ajax requests. Do an XMLHttpRequest, which is asynchronous, and when the server has something to send your browser the javascript callback that was registered gets the data and does whatever with it. So basically the browser requests the next event, handles it, repeats indefinitely.
Is it possible to capture or print what's displayed in an html canvas as an image or pdf? I'd like to generate an image via canvas, and I'd like to be able to generate a png from that image.
Oops. Original answer was specific to a similar question. This has been revised:
var canvas = document.getElementById("mycanvas");
var img = canvas.toDataURL("image/png");
with the value in IMG you can write it out as a new Image like so:
document.write('<img src="'+img+'"/>');
HTML5 provides Canvas.toDataURL(mimetype), which is implemented in Opera, Firefox, and Safari 4 beta. There are a number of security restrictions however (mostly to do with drawing content from another origin onto the canvas).
So you don't need an additional library, eg.
<canvas id=canvas width=200 height=200></canvas>
<script>
window.onload = function() {
var canvas = document.getElementById("canvas");
var context = canvas.getContext("2d");
context.fillStyle = "green";
context.fillRect(50, 50, 100, 100);
// no argument defaults to image/png; image/jpeg, etc also work on some
// implementations -- image/png is the only one that must be supported per spec.
window.location = canvas.toDataURL("image/png");
}
</script>
Theoretically this should create and then navigate to an image with a green square in the middle of it, but i haven't tested.
(Alex) -> But I tested it and IT WORKS! Thank you very much.
http://ajaxian.com/archives/canvas2image-save-out-your-canvas-data-to-images
Hope that helps.
Edit: here's the original site for Canvas2Image http://www.nihilogic.dk/labs/canvas2image/
I would use "wkhtmltopdf" it just work great. It uses webkit engine (used in Chrome, Safari, etc.) and it is very easy to use:
wkhtmltopdf stackoverflow.com/questions/923885/ this_question.pdf
That's it! (Try it)
When I want to refer to some part of a webpage with the "http://example.com/#foo"-method, which one is The One to use:
<h1><a name="foo"/>Foo Title</h1>
or
<h1 id="foo">Foo Title</h1>
I know that both work, but are they equal, or do they have semantic differences?
Edit: The (X)HTML-dialect I'm working on is HTML5, but don't let that constrain your answers and feel free to answer dialect-agnostically.
According to the HTML 5 specification, 5.9.8 Navigating to a fragment identifier:
For HTML documents (and the text/html MIME type), the following processing model must be followed to determine what the indicated part of the document is.
So, it will look for id="foo" followed by name="foo"
Edit: As pointed out by @hsivonen, in HTML5 the a element has no name attribute. However, the above rules still apply to other named elements.
You shouldn?t use <h1><a name="foo"/>Foo Title</h1> in any flavor of HTML served as text/html, because the XML empty element syntax isn?t supported in text/html. However, <h1><a name="foo">Foo Title</a></h1> is OK in HTML4. It is not valid in HTML5 as currently drafted.
<h1 id="foo">Foo Title</h1> is OK in both HTML4 and HTML5. This won?t work in Netscape 4, but you?ll probably use a dozen other features that don?t work in Netscape 4.
I have to say if you are going to be linking to that area in the page... such as page.html#foo and Foo Title isn't a link you should be using:
<h1 id="foo">Foo Title</h1>
If you instead put an <a> reference around it you're headline will be influenced by an <a> specific CSS within your site. It's just extra markup, and you shouldn't need it. It'd highly recommend to going with placing an id on the headline, not only is it better formed, but it will allow you to either address that object in Javascript or CSS.
ID method will not work on older browsers, anchor name method will be deprecated in never HTML versions... I'd go with id.
There's no semantic difference; the trend in the standards is toward the use of id rather than name. However, there are differences that may lead one to prefer name in some cases. The HTML 4.01 specification offers the following hints:
Use id or name? Authors should consider the following issues when deciding whether to use id or name for an anchor name:
<h1 id="foo">Foo Title</h1>
is what should be used. Don't use an anchor unless you want a link.
The whole "named anchor" concept uses the name attribute, by definition. You should just stick to using the name, but the ID attribute might be handy for some javascript situations.
As in the comments, you could always use both to hedge your bets.
The second sample assigns a unique ID to the element in question. This element can then be manipulated or accessed using DHTML.
The first one, on the other hand, sets a named location within the document, akin to a bookmark. Attached to an "anchor", it makes perfect sense.
Is there a reason why these two standards are being developed separately? They seem to be solving the same problem but what are the differences and, if they are to remain separate, what roles are they expected to take in web development in the future?
Browser vendors care a great deal about backwards compatibility. The group speccing XHTML2 didn?t.
Note that XHTML2 isn?t solving all the same problems HTML5 is solving. HTML5 is much broader in scope than XHTML2. HTML5 covers processing models, JavaScript APIs, video, audio, application widgets, etc. but XHTML2 does not.
As for expected roles, representatives from top browser vendors participate in the HTML WG but not in the XHTML2 WG. On the other hand, people showing interest in the ?Backplane? are participating in the XHTML2 WG.
This article only answers part of the question. It doesn't explain what the likely roles of the two standards will be in the future.:
As for the likely roles, people are saying that:
If browser vendors don't support XHTML 2 then I don't know what its role is. On the other hand XHTML 2 can be more-or-less converted to XHTML 1, e.g. using an XSL transformation, so it seems to me that it would be (much) easier for anyone to support, if they wanted to, than HTML 5 will be.
XHTML2 is dead.
Have a look at the first chapter of HTML5 FOR WEB DESIGNERS by Jeremy Keith which explains superbly the differences in a summarized way.
This is largely an accurate explanation, IMO, but it should be noted that HTML5 isn't backwards compatible - new elements like section cannot be styled with CSS in even IE7. Yes, there are JavaScript work-arounds but these aren't sufficient, both because not everyone has JavaScript enabled, far from every developer will become aware of these, and similarly not every developer has the ability to use JavaScript in this way.
HTML 5 has been constructed with backwards compatibility in mind, unlike XHTML 2, which was created in order to break away from restrictions involved with backwards compatibility.
The W3C allowed the XHTML 2 working group to expire, essentially ending development of XHTML 2. HTML 5, with backwards compatibility and new features, will become the doctype of the future.
It's widely considered that the best reason to validate one's HTML is to ensure that all browsers will treat it consistently and predictably.
The HTML 5 draft, however, contains two specifications in one. First an author spec, describing the elements and attributes that HTML authors should use, and their interrelationships. Validation of an HTML 5 page is based on this spec. The elements and attributes included are not directly drawn from HTML 4, but have needed to be justified from first principles, which means that some HTML 4 features, such as the summary attribute on <table>, longdesc on <img> and the profile attribute on <head>, do not currently appear in this draft. Such features are not considered deprecated, they are simply not included. (Their absence from the draft remains a matter of dispute, although their inclusion any time soon does not seem likely.)
Second, the draft defines a browser processing specification that seeks to define exactly how a browser's parser will treat any byte stream it's given, regardless of how well formed and valid the HTML. This means that when the browsers fully support HTML 5, it will be possible to predict how any browser will treat HTML for a much wider range of inputs than merely those that pass validation.
In particular, because HTML 5 is defined to be 100% backward compatible with today's web, all valid HTML 4, and all invalid but commonly used mark-up, will continue to be processed exactly the same as it is today, regardless of whether it is HTML 5 valid or not.
Therefore, at the very minimum, anyone using any feature from HTML 5, HTML 4, or any previous version of HTML, plus many proprietary extensions, can be confident that their HTML will get consistent and predictable treatment across all browsers.
Given this, does it make any sense to limit ones HTML 5 to that which will validate, and what practical benefit will we get from doing so?
<!DOCTYPE html>. The reason why one would want to comply here is getting the standards mode in the easiest way possible. It?s something you can memorize unlike the HTML 4.01 or XHTML 1.0 doctypes you need to look up and copy and paste each time. Of course, the reason why you?d want the standards mode is fewer surprises on the CSS layer.longdesc, summary and profile. (Note that people disagree on whether these are, indeed, waste of time, but as currently drafted, HTML5 makes them obsolete.) That is, if you have limited resources to improve accessibility, your limited resources are better spent on something other than longdesc and summary. If you have limited resources for semantic purity, your resources are better spent on something other than making sure you have the right incantation in profile.<font> element is obsoleted, because making it conforming would make anti-<font> standardistas think that the HTML5 people have gone crazy, which could lead to bad PR. <applet> is obsoleted mainly as a matter of principle of not giving special markup to one particular plug-in. The classid attribute on <object> is obsoleted, because it?s in practice ActiveX-specific.name attribute on <a> and the language attribute on <script>.(I develop the Validator.nu HTML5 validator which is also the HTML5 validation engine used by the W3C validator.)
Given this, does it make any sense to limit ones HTML 5 to that which will validate, and what practical benefit will we get from doing so?
Yes, of course. You forget that the future is not fixed. In particular, you implicitly assume that HTML 5 specs will never change, and never deprecate any features. This, of course, only cements the status quo. It is definitely desirable to remove support for some features in long term, to make it easier for new developments to take place (in particular if these might conflict each other).
There may be no immediate benefit in producing valid HTML 5 (except that it still makes validation and thus development easier). But there may be a long-range benefit if most websites improve in quality because it makes moving on beyond the current technologies and standards much easier.
Validation has never really been about getting consistent results across browsers, even before HTML5 began. That's a myth propagated by those who don't understand what they're talking about, even if they think they do.
The real reason for validation is and always has been purely an issue of quality assurance. It's just a way of detecting errors, which . Even though results for any given error may be, or may soon become, consistent among browsers, it's still possible that the result itself is not as intended.
It's important for authors to be able to catch errors in their code because cleaner, error free markup is easier to work with and maintain, especially when working in a team environment. While most individual errors may end up being benign and not cause any major problems, there are some that can give unexpected results. e.g. Incorrectly, overlapping or unclosed elements can cause unexpected layout problems in some cases, and letting a validator tell you where the error is, helps in rectifying the problem. But if the results are filled with dozens of otherwise benign errors, it can make the detection and process more difficult than need be.
It's a good question.
The primary purpose of validation (for me at least) is to help me catch errors in my markup, and to give me a good base on which to build when testing pages in different browsers; if the markup is valid, and the page is borked in IE6, it's an IE6 issue.
The fact that browsers should all still behave in a predictable manner even if your markup includes technically invalid HTML5 such as a table summary, or an anchor accesskey, muddies the waters somewhat.
As a general rule of thumb, I'd always want my pages to validate, for the aforementioned reason. However, if (for example) an attribute was dropped from the HTML5 spec without an apparently suitable replacement being added, I might be inclined to continue using the deprecated or obsolete attribute, and accept the validation errors.
As ever, I think it's a case of knowing your craft.
If you know what you're doing, and have made a conscious decision to build a page that doesn't validate for sound reasons, it's not a problem. If you're just writing code that doesn't validate because you don't know any better, that's another matter entirely.
Stephen
This is, indeed, one of my quibbles with HTML5. There's no point defining a subset of streams as 'valid', if a browser must handle all streams in the same way anyway. The eons spent on the WHATWG list debating fallback mechanisms is a massive waste of everyone's time, especially when XML should already have solved all the parsing issues.
It would have been an useful idea to produce a best-practices document on parsing legacy invalid documents but this has no part in a web standard, it's just another ingredient to further muddy the waters around HTML5, which can't decide whether it wants to be codifying existing behaviour (like HTML 3.2 did), redefining a cleaner platform (like HTML 3.0 tried) or adding new extensions piecemeal.
Anyhow, the question may be misplaced because there will never be a browser that "fully supports HTML5". There is just far, far too much of it: browser manufacturers could not implement absolutely everything down to the minutiae even if they wanted to, which at least Microsoft explicitly do not. Instead, obviously useful features will be cherry-picked from it by vendor and meet wider acceptance.
HTML5 is not a coherent HTML specification, it's Hixie's sprawling, unreadable and unfinished recipe for every random thing he thinks a web browser should do. It will fail. And W3's alternative approach, XHTML2, has already failed. There is no coherent future direction for web standards. We have dropped the ball.
When you rotate an image using canvas, it'll get cut off - how do I avoid this? I already made the canvas element bigger then the image, but it's still cutting off the edges.
Example:
<html>
<head>
<title>test</title>
<script type="text/javascript">
function startup() {
var canvas = document.getElementById('canvas');
var ctx = canvas.getContext('2d');
var img = new Image();
img.src = 'player.gif';
img.onload = function() {
ctx.rotate(5 * Math.PI / 180);
ctx.drawImage(img, 0, 0, 64, 120);
}
}
</script>
</head>
<body onload='startup();'>
<canvas id="canvas" style="position: absolute; left: 300px; top: 300px;" width="800" height="800"></canvas>
</body>
</html>
In addition to rotating the canvas before rotating, you will need to use the "translate" again just before placing the image, like so:
ctx.translate(85, 85);
ctx.rotate(5 * Math.PI / 180); // for 5 degrees like the example from Vincent
And then just before adding the image use translate again
ctx.translate(-85, -85);
This will move the (0,0) coordinate of ctx.drawImage(img,0,0,10,10) back to the expected 0,0 coordinate of the CANVAS.
Rotation always occur around the current origin. So you might want to use translate first to translate the canvas to the position around which you want to rotate (say the center) then rotate.
e.g.
ctx.translate(85, 85);
ctx.rotate(5 * Math.PI / 180);
The canvas now rotates around (85, 85).
or simply include the save and restore functions in canvas
ctx.save();
ctx.translate(85,85);
ctx.rotate(5 * Math.PI / 180);
ctx.fillRect(10,10,10,10);
ctx.restore();
If you would like to rotate around the drawn objects axis you would translate by the objects x location and y location. Then when creating the object its x location would be negative half its width and the y would be negative half its height.
Example:
Square = {
x:10,
y:10,
width:10,
height:10,
angle:5
}
ctx.save();
ctx.translate(Square.x,Square.y);
ctx.rotate(Square.angle * Math.PI / 180);
ctx.fillRect(-Square.width/2,-Square.height/2,Square.width,Square.height);
ctx.restore();
Hope this helps someone :)
I created a complete function that arranges the image according to the angle and position
function drawImage(myContext,imgSrc, x, y, size, rotate) {<br/>
var halfS = size / 2;<br/>
var imageCursor = new Image();<br/>
imageCursor.src = imgSrc;<br/>
myContext.save();<br/>
var tX = x - halfS;<br/>
var tY = y - halfS;<br/>
myContext.translate(tX, tY);<br/>
myContext.rotate(Math.PI / 180 * rotate);<br/>
var dX = 0, dY = 0;<br/>
if (rotate == 0) { dX = 0; dY = 0; }<br/>
else if (rotate > 0 && rotate < 90) { dX = 0; dY = -(size / (90 / rotate)); }<br/>
else if (rotate == 90) { dX = 0; dY = -size; }<br/>
else if (rotate > 90 && rotate < 180) { dX = -(size / (90 / (rotate - 90))); dY = -size; }<br/>
else if (rotate == 180) { dX = dY = -size; }<br/>
else if (rotate > 180 && rotate < 270) { dX = -size; dY = -size + (size / (90 / (rotate - 180))); }<br/>
else if (rotate == 270) { dX = -size; dY = 0; }<br/>
else if (rotate > 270 && rotate < 360) { dX = -size + (size / (90 / (rotate - 270))); dY = 0; }<br/>
else if (rotate == 360) { dX = 0; dY = 0; }<br/>
myContext.drawImage(imageCursor, dX, dY, size, size);<br/>
myContext.restore();<br/>
}
I have noticed jQuery (or is it Firefox) will turn some of my <span class="presentational"></span> into <span class="presentational" />
Now my question is, is this okay to write my markup like this? Will any browsers choke on it?
Personally, I think it looks cleaner to do <span class="presentational" /> if it's going to be empty.
Thank you
I'm assuming your question has to do with the red trailing slash on self-closing elements when you view source in Firefox. If so, you've stumbled into one of the most vehement, yet simultaneously passive aggressive debates in the browser maker vs. web developer wars. XHTML is NOT just about a document's markup. It's also about how documents are meant to be served over the web.
Before I begin; I'm trying hard not to take sides here.
The XHTML 1.1 spec says that a web server should serve XHTML with a Content-Type of application/xhtml+xml. Firefox is singling out those trailing slashes as invalid because your document is being served as text/html rather than application/xhtml+xml. Take these two examples; identical markup, one served as application/xhtml+xml, the other as text/html.
http://alanstorm.com/testbed/xhtml-as-html.php
http://alanstorm.com/testbed/xhtml-as-xhtml.php
Firefox flags the trailing slash in the meta tag as invalid for the document served with text/html, and valid for the document served with application/xhtml+xml.
To a browser developer, the point of XHTML is you can treat your document as XML, which means if someone sends you something that's not valid, the spec says you don't have to parse it. So, if a document is served as application/xhtml+xml and has non-well formed content, the developer is allowed to say "not my problem". You can see that in action here
http://alanstorm.com/testbed/xhtml-not-valid.php
When a document is served as text/html, Firefox treats it as a plain old HTML document and uses the forgiving, fix it for you, parsing routines
http://alanstorm.com/testbed/xhtml-not-valid-as-html.php
So, to a browser maker, XHTML served as text/html is ludicrous, because it's never treated as XML by the browser's rendering engine.
A bunch of years ago, web developers looking to be more than tag monkeys (Disclaimer: I include myself as one of them) started looking for ways to develop best practices that didn't involved thrice nested tables, but still allowed a compelling design experience. They/We latched onto XHTML/CSS, because the W3C said this was the future, and the only other choice was a world where a single vendor (Microsoft) controlled the defacto markup spec. The real evil there being the single vendor, and not so much Microsoft. I swear.
So where's the controversy? There are two problems with application/xhtml+xml. The first is Internet Explorer. There's a legacy bug/feature in IE where content served as application/xhtml+xml will prompt the user to download the document. If you tried to visit the xhtml-as-xhtml.php listed above with IE that's likely what happened. This means if you want to use application/xhtml+xml, you have to browser sniff for IE, check the Accepts header and only serve application/xhtml+xml to those browsers that accept it. This is not as trivial as it sounds to get right, and also went against the "write once" principle that the web developers were striving for.
The second problem is the harshness of XML. This is, again, one of those flame prone issues, but there's some people who think a single bad tag, or single character improperly encoded shouldn't result in a user not seeing the document they want to. In other words, yes, the spec says you should stop processing XML if it's not well formed, but the user doesn't care about the spec, they care that their cat's website is broken.
Adding even more gasoline to the issue is the XHTML 1.0 (not 1.1) spec says that XHTML documents may be served as text/html, assuming certain compatibility guidelines are followed. Things like the img tag being self closing and the like. The key word here is may. In RFC speak, may means optional. Firefox has chosen NOT to treat documents served with an XHTML doctype but a content type of text/html as XHTML. However, the W3C validator will happily report these documents as valid.
I'll leave the reader to ponder the simultaneous wonder/horror of a culture that writes a document to define what they mean by the word may.
Finally, this is what the whole HTML 5 thing is about. XHTML became such a political hot potato that a bunch of people who wanted to move the language forward decided to go in another direction. They produced a spec for HTML 5. This is currently being hashed out in the W3C, and expected to finish sometime in the next decade. In the meantime, browser vendors are picking and choosing features from the in-progress spec and implementing them.
In the comments, Alex points out that if you're going to sniff for something, you should check the Accept header to see if application/xhtml+xml is accepted by the user agent.
This is absolutely correct. In general, if you're going to sniff, sniff for the feature, not for the browser.
An addition to the other answers: in IE, having elements such as <span /> in your mark-up will cause all kinds of problems with DOM traversal methods in JavaScript. Have a look at the following XHTML document:
<?xml version="1.0" encoding="UTF-8"?>
<!DOCTYPE html PUBLIC "-//W3C//DTD XHTML 1.0 Strict//EN"
"http://www.w3.org/TR/xhtml1/DTD/xhtml1-strict.dtd">
<html xmlns="http://www.w3.org/1999/xhtml" xml:lang="en" lang="en">
<head>
<title>Test</title>
<script type="text/javascript">
function show() {
var span = document.getElementById("span");
alert(span.innerHTML);
}
</script>
</head>
<body onload="show();">
<p id="p1">Paragraph containing some text followed by
an empty span<span id="span"/></p>
<p id="p2">Second paragraph just containing text</p>
</body>
</html>
The idea is that when the page loads, the JavaScript will get a reference to the empty span and display its HTML contents. That will be an empty string, right? Not in IE it won't. In IE, you get all the content after the span in the whole document:
</P>
<P id=p2>Second paragraph just containing text</P>
Also, the second <p> shows up in the span's childNodes collection. That same <p> is also in the body's childNodes collection, meaning a node can effectively have multiple parents. This isn't terribly good news for scripts that rely on traversing the DOM.
I have also blogged about this.
Yes. It is. It'll cause problems in certain cases for old browsers.
<script type='text/javascript' src='script.js' />
In this case, the old browser might not understand that <script> tag has ended.
Served as application/xhtml+xml, <span /> means create a span element with no content.
Served as text/html, <span /> means create a span element where the contents of the element follow this tag until the </span> tag is encountered, or another tag (or EOF) that implicitly closes the element is encountered. i.e. in this case <span /> means the same as <span>.
Aside: HTML 5 defines both and HTML and XHTML serializations, so it doesn't affect this issue one way or another. It does require, like XHTML 1.1, that XHTML be served as application/xhtml+xml, unlike XHTML 1.0. In effect though, this changes nothing as all browsers treat any version of XHTML served as text/html as tag soup.
See the note on the subject form the XHMTL working group: http://www.w3.org/TR/xhtml-media-types/
In short ? it is fine if your XHTML is going to be treated as XHTML. If you are going to pretend it is HTML (which you need to do if you want it to be loaded by Internet Explorer (including version 8, latest at the time of writing) then you have to jump through hoops).
The hoops are sufficiently annoying that I would recommend most people stick to HTML 4.01.
Also worth noting is that an <?xml ...?> declaration before the doctype throws IE into quirks mode.
Generally it's not a problem to use shorthand for empty elements, but there are some exceptions where it can cause problems.
<script> is an important one that needs to be closed with </script> to avoid issues.
Another is <meta> which works much better with spiders written as <meta></meta> instead of <meta />
Not exactly the question, but related, in terms of formatting, versions of IE have problems with just empty elements such as <div></div> or <div />. In this case, <div> </div> is required to maintain the formatting.
It should be explicitely said that there are no self-closed tags in HTML, so whenever a browser decides to treat your XHTML as HTML, it will not recognize that the tag is closed. Not a problem for tags that don't have to be closed in HTML, like <img>, but obviously bad with tags like <span>.
Is there any HTML5 support in IE8? Is it on the IE8 roadmap?
IE8 beta 2 supports two APIs from HTML5: cross-document messaging and non-SQL storage.
IE8 beta 2 doesn?t implement the HTML5 parsing algorithm or the new elements (no <canvas> or <video> support).
There are also bug fixes that align IE8 better with HTML5.
You can use this IE HTML5 shim script to gain a basic level of support for the new semantic elements in HTML5 such as <article>.
You can get HTML5 tags working in IE8 by including this JavaScript in the head.
<script type="text/javascript">
document.createElement('header');
document.createElement('hgroup');
document.createElement('nav');
document.createElement('menu');
document.createElement('section');
document.createElement('article');
document.createElement('aside');
document.createElement('footer');
</script>
Also are supported HTML5 hashchange event and ononline, offline event
According to http://msdn.microsoft.com/en-us/library/cc288472(VS.85).aspx#html, IE8 will have "strong" HTML 5 support. I haven't seen anything discussing exactly what "strong support" entails, but I can say that yes, some HTML5 stuff is going to make it into IE8.
HTML5 is still in draft spec (and will be for a loooong time). Why bother?
IE8's HTML5 support is limited, but Internet Explorer 9 has just been released and has strong support for the new emerging HTML5 technologies.
Modernizr is also a great option for giving IE HTML5 rendering capabilities.
You can read more about IE8 and HTML 5 support here:
http://blogs.msdn.com/giorgio/archive/2009/11/29/ie8-and-html-5.aspx
Does it support
<!DOCTYPE html>
Yes it does.
Perhaps a better question is what modern web features IE8 supports. Some of the best places to answer that are caniuse.com, html5test.com, and broswerscope.org.
HTML5 means a lot of different things to different people. These days, it means HTML, CSS, and JavaScript functionality. The term is becoming a bit "Web 2.0"-like.
Some of the other answers here are about adding HTML5 capabilities to IE8 and other browsers. These are called Polyfills and my favourite place for finding those is here.
Check out the caniuse guide for all HTML 5 features across all browsers and versions, including future versions.
It seems that HTML 5 is going to be supported (partially) by Firefox 3.1 and other browsers. It is adding support for video and audio as tags, but these are new tags that XHTML 1.0 Transitional does not recognize. What is the behavior supposed to be if I use a new HTML 5 tag in a future version of Firefox but use the DTD for XHTML? And what if I mix HTML 5 markup with XHTML 1.0 Trans?
This is getting confusing. Why didn't they just add these tags to XHTML? How do we support both XHTML and HTML 5?
Video on HTML 5: http://www.youtube.com/watch?v=xIxDJof7xxQ
HTML5 is so much easier to write than XHTML 1.0.
You don't have to manually declare the "http://www.w3.org/1999/xhtml" namespace.
You don't have to add type attributes to script and style elements (they default to text/javascript and text/css).
You don't have to use a long doctype where the browser just ignores most of it. You must use <!DOCTYPE html>, which is easy to remember.
You don't have a choice to include or not include a dtd uri in the doctype and you don't have a choice between transitional and strict. You just have a strict doctype that invokes full standards mode. That way, you don't have to worry about accidentally being in Almost standards mode or Quirks mode.
The charset declaration is much simpler. It's just <meta charset="utf-8">.
If you find it confusing to write void elements as <name>, you can use <name/>, if you want.
HTML5 has a really good validator at http://validator.nu/. The validator isn't bound by a crappy DTD that can't express all the rules.
You don't have to add //<![CDATA etc. in inline scripts or stylesheets (in certain situations) to validate.
You can use embed if needed.
Just syntax-wise, when you use HTML5, you end up with cleaner, easier to read markup that always invokes standards mode. When you use XHTML 1.0 (served as text/html), you're specifying a bunch of crud (in order to validate against a crappy dtd) that the browser will do automatically.
Myths and misconceptions abound in this thread.
XHTML 1.0 is older than HTML 5. It cannot use any new vocabulary. Indeed, it's main selling point was that it uses exactly the same vocabulary as HTMl 4.01.
There will be no XHTML 1.2 - most probably. And it is not needed. XHTML 5 is the XML serialization of HTML 5. Identical vocabulary, different parsing rules.
HTML has never been treated as true SGML in browsers. No browser has ever implemented an SGML-compliant parser. HTML 5 will make this fact into a rule and the HTML serialization will follow todays de facto standard. One could perhaps say that it is "SGML-ish".
As it has been stated, the DTD serves exactly one purpose IN BROWSERS, and that is to distinguish between standards compliance mode and quirks mode. Thus it affects only styling and scripting. If you are using frames on a page with astrict doctype, they will render just fine. As will <embed> and even <marquee> - even though the latter is an abomination and the former not in any current standard. It is part of HTML 5, though.
Video and audio can be used regardless of serialization, XML or HTML. they are part of both HTML 5 and XHTML 5. Once the parsing stage is over a browser will have constructed an internal DOM of the document. That DOM will be for all practical purposes the same regardless of serialization. And yes, XHTML sent with text/html is still normal html, regardless of doctype.
You might be looking at the problem the wrong way because the relationship to XHTML 1.x section, HTML 5 states:
"This specification is intended to replace XHTML 1.0 as the normative definition of the XML serialization of the HTML vocabulary."
Now that language is controversial (the XHTML 2 WG has disputed it and the HTML WG is trying to resolve the differences...) but that's where we stand right now.
A couple of notes:
Well, generally speaking HTML is SGML and XHTML is expressed in XML. Because of that, creating XHTML is connected with more restrictions (in the form of markup) than HTML is. (SGML-based versus XML-based HTML)
As mentioned on Wikipedia, HTML 5 will also have a XHTML variant (XHTML 5).
Rule of thumb: You should always use valid markup. That also means that you should not use the mentioned <video> or <audio> tags in XHTML 1.0 Transitional, as those are not an element of that specification. If you really need to use those tags (which I highly doubt), then you should make sure that you use the HTML 5/XHTML 5 DTD in order to specify that your document is in that DOCTYPE.
Using HTML 5 or XHTML 5 in the given state of the implementation (AFAIK, the standard is not even settled, yet, correct?) could be counter-productive, as almost all users may not see the website rendered correclty anyways.
What is the behavior supposed to be if I use a new HTML 5 tag in a future version of Firefox but use the DTD for XHTML?
And what if I mix HTML 5 markup with XHTML 1.0 Trans?
If your markup isn't implemented as part of your chosen DTD - then logically, that markup shouldn't be followed. But browser implementations aren't always strictly logical.
Why didn't they just add these tags to XHTML? How do we support both XHTML and HTML 5?
xHTML is not better than HTML, but it's more suited to some applications. One of the main benefits of xHTML is that it can be transformed into different formats using XSLT. For example, you could use XSLT to automatically transform xHTML into an RSS feed or another XML format.
You don't need to support both formats - weigh up the benefits/drawbacks for each with your project's requirements. HTML 5 probably won't be standard for quite some time.
Keep in mind that doctypes only serve one purpose in browsers: switch between quirks, almost standards and standards mode. Therefore, using <video> and <audio> will work with any doctype declaration. IMO, using an XHTML doctype is quite useless, as every page you send with text/html MIME type is parsed as (tag-soup) HTML anyways. I suggest using the HTML5 doctype (<!doctype html>), as it is easier to remember and doesn't force you in XML syntax without a reason.
Why didn't they just add these tags to XHTML?
They actually did, there is an XML serialization of HTML 5 (XHTML5). To use this, you have to send your pages with an XML MIME type, such as application/xhtml+xml. This is not (yet) supported by IE, though.
(X)HTML5 is just the next version. You should be using XHTML1.1 until XHTML5 is well-supported.
You probably should not use the backwards-compatability SGML profile of HTML5. It makes things harder for scrapers and small parsers.
Keep using XHTML, just replace <video/> tag with old good <object/> tag (which was there long time before HTML5).
Like described herelink text
Don't use things like video/audio tags when 99% of people won't be able to view it properly on their browser. For either of these two examples I'd suggest using FLV.
As far as why they don't add it to XHTML... firstly 1.0 isn't the most recent version, 1.1 was released a while ago.
Eventually things get standardized and we'll see these types of tags in both standards, but for now just do what you can to ensure the most amount of people can view your content.
well..i've created so many of my personal websites using xhtml that i hope they'll still be visually in tact after html5 is the standard.
it's a bit confusing but from what i got from reading the posts above,they probably will be..right?
Your doctype will tell the browser whether you're using HTML5 or XHTML. You can't just shove a tag from one doctype into a document of another doctype and expect it to work. Without a doctype, it's all just tag soup anyway.
As far as I know XHTML was supposed to be a stricter, more XML-like implementation of HTML. Why they can't just make HTML 5 == XHTML is beyond me.
HTML 5 will indeed be supported by some browsers but those using (not-so) older versions (e.g. IE7) will still not see the video and audio tags.
I expect Firefox will bridge this non-compatibleness itself - but you should still not use them for a while.
When XHTML 1.2 is released I expect it will contain the new elements from HTML5. It's just a question of waiting.
Is it time to start using HTML5? Someone has to start sometime but is now the time?
Is it possible to to use the new HTML5 tags and code in such a way as to degrade gracefully?
Yes and no. There are HTML5 features that you can use today, but it would be wrong to say than you can use all of HTML5 today.
When a given feature has two interoperable implementations among Firefox, Opera, IE8 and WebKit, it is OK to use that feature. If a feature hasn?t been implemented yet, you probably shouldn?t try to use it speculatively.
Examples: <canvas> is ok. <article> is not ok. (<article> is expected to be sensitive to client-side navigation tools?don?t let it become a new <div>.)
The WHATWG copy of the spec has feature maturity annotations in the sidebar.
Two things to be extra careful about:
Don?t lock out future browsers. If you opt to emulate a given feature with a JS library in browsers that don?t support the feature, please sniff the existence of the feature and not browser identity. Be sure that you test in a browser that already has the feature natively that the library properly shuts itself off there.
Don?t lock out current browsers that aren?t your development browser. True story of what not to do: I added a pattern attribute to the Document input field of Validator.nu to check on the client side that the URL the user entered is an http or https URL. The pattern attribute is supported in Opera. If you do this kind of thing, you should continue to test your site in a browser whose advanced features you are using. I forgot. I added support data URLs, but that day I only tested with Firefox and Safari neither of which supports pattern, yet. The result was that Opera users were locked out of the new data URL feature (until the bug was reported to me and I fixed the regular expression to allow data URLs).
And yes, HTML5 features are generally designed to be authorable in such a way that they degrade gracefully in legacy browsers. For example, new form controls degrade to input type=text and <video> allows you to fall back on <object> or <embed> in browsers that don?t support <video>.
Just read an article on the HTML5 plans today. What really shocked me is the timescale. 2022 for completion!? I'll probably be retired by then!
I don't have enough reputation yet to vote you down, but this is a commonly made mistake. It probably would have better for Hixie to just never have mentioned it.
The 2022 date is the expected date to have two browsers consistently, interoperably implement 100% of HTML5. This is an extremely strict criteria. HTML4 hasn't yet reached this, and it's been out for a decade.
HTML5 is expected to ship as a complete spec at the end of this year.
See also: http://stackoverflow.com/questions/5629/any-reason-not-to-start-using-the-html-5-doctype
Various features already work, e.g. <canvas>, but you'll need to add some JavaScript library for Internet Explorer. There are also libraries around the web that implement Web Forms 2.0, the forms chapter of HTML5. APIs such as postMessage will soon be in every browser (including Internet Explorer) and the same goes for localStorage/sessionStorage.
Disclaimer: I'm a member of the WHATWG and the W3C HTML WG that jointly develop HTML5.
http://caniuse.com has comprehensive reports on what's supported vs not supported. Seems like if your target audience is using a webkit browser (Chrome/Safari) you're in reasonable shape depending on what you want to use.
Most of the semantic tags like will degrade fine in older browsers but things like SVG graphics, tags, will not.
Same thing with the newer features like offline storage, cross-tab communication or workers will be tough to implement any kind of degrade strategy for.
Hope that helps, -fs
HTML5 is a collection of features with different status:
Some features are already widely supported, like the window object, embed-element, editing module (desingMode/contentEditable) and so on. The HTML5 spec just specifies what is already de-facto standards supported by all major browsers. You can use these features safely.
some parts of the spec like parsing and error handling and so on are only relevant for browser implementors, you can ignore those (hopefully you are not relying on error handling behavior!).
the semantics of some elements like i and b have been changed. You can probably use this safely, because it wont make any difference for the common user agents.
some features like canvas, video-element and so on are not yet widely supported. You cannot use those yet (if ever!).
Firefox 3.1 should support the <video> tag, and the next version of Safari will support that and the <audio> tag - but there will be no way to degrade gracefully (Edit: I've seen some Javascript libraries that allow for this). As always, we are bound to the browser support when designing, and it may still take a while (not to mention user upgrade paths...).
<video> implementations currently in browser builds don't do hardware acceleration. The videolan plugin playing a theora video totally wipes the floor with <video> performance-wise. This means that video is useless unless you have a fast computer. No getting by with older computers like you can with flash.
If youtube for example was to start using only the video element now, they'd lose a lot of visitors. What this means is that for now, the video element is just something nifty to play with and far from a solution. Hopefully, by the time HTML5 is finished, the situation will be better.
What would really help is if the videolan plugin supported an HTML5-compatible media api. Then, either through JS replacing the video element with an object element or through a browser setting, you could make <video> work with the plugin to get better performance. EVen now though, you could wrap the videolan plugin's current api to make it somewhat HTML5-compatible. (The videolan plugin needs to be more stable though too.)
Looks like the new Chrome version will have a lot of HTML5 support... so I think we are getting much closer. Though it will probably remain like other recent improvements, where backwards compatibility for your site will still be needed for a long time to come and may negate and real improvement that HTML5 can give us.
According to the WHATWG the HTML5 specification will be W3C Candidate Recommendation during 2012. I think is so much time, but is a sure date. I was using text-shadow when was part of CSS 2.1 working draft, and suddenly it was removed just like the Opera support. So I think that for production is better wait.
You could use some HTML5 features such as extra optional features to your application, but not the actual core. Most people are still using browsers that don't render HTML 5 either completely or in high portions.
There could be some exceptions however. For example, if you're building an intranet application that requires a specific browser that is pre-HTML5 compatible, you can adopt the supported HTML 5 features if you can force all client machines to run the browser in question.
I'd avoid for now. But keep up with the technology.
Where can I test HTML 5 functionality today - is there any test build of any rendering engines which would allow testing, or is it to early? I'm aware that much of the spec hasn't been finalised, but some has, and it would be good to try it out!
Ones that are built using a recent webkit build, and Presto.
Safari 3.1 for webkit
Opera for Presto.
I'm pretty sure firefox will start supporting html5 partially in 3.1
All support is extremely partial. Check here for information on what is supported.
To test your browser, go to http://html5test.com/. The code is being maintained at: github dot com slash NielsLeenheer slash html5test.
http://wiki.whatwg.org/wiki/Implementations_in_Web_browsers has information maintained by the WHATWG community (and everyone who drops by and edits it).
Disclaimer: I'm a member of that community.
Major browsers are providing increased support now.
http://radar.oreilly.com/2009/05/google-bets-big-on-html-5.html
Seems that new browsers support most of the tags: <header>, <section> etc. For older browsers (IE, Fx2, Camino etc) then you can use this to allow styling of these tags:
document.createElement('header');
Would make these older browsers allow CSS styling of a header tag, instead of just ignoring it.
This means that you can now use the new tags without any loss of functionality, which is a good start!
Opera also has some support.
Generally however, it is too early to test out. You'll probably have to wait a year or 2 before any browser will have enough realistic support to test against.
EDIT Wikipedia has a good article on how much of HTML 5 various layout engines have implemented. It includes specific aspects of HTML 5.
i think right now is Firefox 3.6.2, but when internet explorer 9 launched, it will support HTML5
This page is a neat summary, but is not entirely accurate:
What are the key differences between HTML4 and HTML5 draft?
Please keep the answers related to changed syntax and added/removed html elements.
HTML5 has several goals which differentiate it from HTML4.
The primary one is consistent, defined error handling. As you know, HTML purposely supports 'tag soup', or the ability to write malformed code and have it corrected into a valid document. The problem is that the rules for doing this aren't written down anywhere. When a new browser vendor wants to enter the market, they just have to test malformed documents in various browsers (especially IE) and reverse-engineer their error handling. If they don't, then many pages won't display correctly (estimates place roughly 90% of pages on the net as being at least somewhat malformed).
So, HTML5 is attempting to discover and codify this error handling, so that browser developers can all standardize and greatly reduce the time and money required to display things consistently. As well, long in the future after HTML has died as a document format, historians may still want to read our documents, and having a completely defined parsing algorithm will greatly aid this.
The secondary goal of HTML5 is to develop the ability of the browser to be an application platform, via HTML, CSS, and Javascript. Many elements have been added directly to the language that are currently (in HTML4) Flash or JS-based hacks, such as <canvas>, <video>, and <audio>. Useful things such as Local Storage (a js-accessible browser-builtin sql database, for storing information beyond what cookies can hold), new input types such as date for which the browser can expose easy user interface (so that we don't have to use our js-based calendar date-pickers), and browser-supported form validation will make developing web applications much simpler for the developers, and make them much faster for the users (since many things will be supported natively, rather than hacked in via javascript).
There are many other smaller efforts taking place in HTML5, such as better-defined semantic roles for existing elements (<strong> and <em> now actually mean something different, and even <b> and <i> have vague semantics that should work well when parsing legacy documents) and adding new elements with useful semantics - <article>, <section>, <header>, <aside>, and <nav> should replace the majority of <div>s used on a web page, making your pages a bit more semantic, but more importantly, easier to read. No more painful scanning to see just what that random </div> is closing - instead you'll have an obvious </header>, or </article>, making the structure of your document much more intuitive.
From Wikipedia:
You'll want to check here for the complete diff. But there are many new elements and element attributes. Some elements were removed and others have different semantic value than before. There are also APIs defined, such as the use of canvas, to help build the next generation of web apps and make sure implementations are standardized.
You might be interested in this list of HTML5 elements and attributes.
Also, please note that it's "HTML 4", not "HTML4". Indeed, for HTML 5, both variants are used, but there is an important difference in meaning. HTML 5 refers to the name of the W3C specification, whereas "HTML5" is the document type of those HTML files with a text/html MIME type that follow this spec. The same goes for XHTML 5 vs. XHTML5.
HTML 5 invites you give add a lot of semantic value to your code. What's more, there are natives solution to embed multimedia content.
The rest is important, but it's more technical sugar that will save you from doing the same stuff with a client programming language.
HTML5 introduces a number of APIs that help in creating Web applications. These can be used together with the new elements introduced for applications:
* API for playing of video and audio which can be used with the new video and audio elements.
* An API that enables offline Web applications.
* An API that allows a Web application to register itself for certain protocols or media types.
* Editing API in combination with a new global contenteditable attribute.
* Drag & drop API in combination with a draggable attribute.
* API that exposes the history and allows pages to add to it to prevent breaking the back button.
<!DOCTYPE html>
It is supposed to be backwards compatible with HTML4 and XHTML. John Resig posted about some of the benefits.
As long as we don't use any of the new and not supported yet features, would there be any downside to start building sites with this doctype?
Well consider this:
When serving as text/html, all you need a doctype for is to trigger standards mode. Beyond that, the doctype does nothing as far as browsers are concerned.
When serving as text/html, whether you use XHTML markup or HTML markup, it's treated by browsers as HTML.
So, really it comes down to using the shortest doctype that triggers standards mode (<!DOCTYPE html>) and using HTML markup that produces the correct result in browsers.
The rest is about conforming, validation and markup prerference.
With that said, using <!DOCTYPE html> now and trying to make your markup conform to HTML5 is not a bad idea as long as you stick to stable features that work in browsers now. You wouldn't use anything in HTML4 or XHTML 1.x that doesn't work in browsers, would you?
In other words, you use <!DOCTYPE html> with HTML4-like markup while honoring things that have been clarified in HTML5. HTML5 is about browser compatibility after all.
The downside to using HTML5 now is that the spec can change quite often. This makes it important for you to keep up with the spec as it actively changes. Also http://validator.nu/ might not always be up-to-date, but http://validator.w3.org/ isn't always up-to-date either, so don't let that stop you.
Of course, if you want to use XHTML 1.0 markup and conform to XHTML 1.0, then you shouldn't use <!DOCTYPE html>.
Personally, I always use <!DOCTYPE html> for HTML.
My question to you would be why use it if you don't use any of the new/unsupported features. I'm not saying you couldn't play around with it, but why start building sites with a doctype that offers no benefits and could be supplemented by XHTML5.
I'd say use it and test extensively. Then let us know if it blew your house up or something. :')
Based on the latest IE8 beta, it seems that MS will use the HTML5 doctype as a bypass for the IE8 mode switching quagmire. It seems that the biggest risk with deploying the HTML5 doctype early is that if people publish a lot of IE8-incompatible content with the HTML5 doctype before IE8 ships, MS might get cold feet about making the mode situation simple for HTML5.
Update: This has been voted down, it seems. Quite obviously now that IE8 has shipped, the above consideration no longer applies. And indeed, the situation is not simple with IE8.
The downside for me mainly concerns validation:
if you're going to use the doctype, experiment with the features. As long as they don't go into a production site, and you test them thoroughly, have at it.
Consider your audience and your needs. I write pages such as class tests with a target audience of students in my courses who use FireFox 3 in an Ubuntu equipped computer laboratory. I need SVG with MathMl embedded as a foreignObject in the SVG. I use the HTML5 doctype and new HTML5 tags freely.
Take a look at this blog post! Not really a fan of HTML5 http://www.webscienceman.com/2009/01/24/html-xhtml-html5-future-html/
For anyone finding this. The chart at http://hsivonen.iki.fi/doctype/ shows the various rendering modes different browsers use depending on the DOCTYPE declaration in use. It give you a good idea of how DOCTYPE switching works.
Personally I'd say no. There is no clear benefit to HTML5 and in fact would go as far as to say that the whole thing is botched from the start.
Having specialised tags for header, footers and sidebars is a huge mistake - you've got them already in the form of tags (div) and names (classes/id's). Why do we need the specialist ones? XHTML1.1 is good enough, period. In fact, since most browsers don't support HTML4 correctly, there is little point in using a doctype that is going to take years to get proper support.