
Intro to drawing



The <canvas> tag  

 <canvas> </canvas>  

The area enclosed by the <canvas> tags can be used 
for drawing and animation



Attributes 
• <canvas id="myCanvas" width="600" 

height="400"> </canvas>  

• Before the canvas can be used for drawing and 
animation, it must have an ID, width, and height 
assigned to it.  

• These may appear in the HTML, or they may be 
created with JavaScript/jQuery.  



Default content

<canvas id="myCanvas" width="600" 
height="400"> 

<p>Some default content can appear 
here.</p> </canvas> 

In Web browsers that do not support HTML5 , the 
canvas will not appear.

This is all you’ll see in the HTML document. 
Everything else will need JavaScript









Implementing the canvas





$(document).ready(function () {
drawSomething();
}); 
function drawSomething() {
var canvas = document.getElementById(‘myCanvas')
, ctx = canvas.getContext(‘2d')
, offset = 15
, clearOffset = 30
, pushDownOffset = 10
, height = 50
, width = 100
, count = 4
, i = 0; 

for (i = 0; i < count; i++) {
ctx.fillRect(i * (offset + width) + offset, offset, width, 

height); ctx.clearRect(i * (offset + width) + 
(clearOffset / 2) + offset, offset + (clearOffset / 2) + 
pushDownOffset, width - clearOffset, height - 
clearOffset) ctx.strokeRect(i * (offset + width) + 
offset, (2 * offset) + height, width, height); 
} 

} 












