Writing some HTML, and maybe some more - 4 - (PhotoViewer Week4.doc)
Starting Point
You should already have created a simple webpage (from week 1).  You may have included CSS for formatting and layout, but that is not essential.
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Viewer: Stage 4 - Navigation
Navigation Arrows
Find, or create, left- and right-pointing arrow graphics.  They should be in .gif .jpg or .png format. Create a folder to hold them.  (It is always good practice to store such items separately.)
Delete the photograph links from your viewer and add the arrows graphics to your HTML instead.  If you have previously used CSS to position webpage elements, then use it again for this.
Activating navigation using JavaScript
Like CSS, when you use JavaScript, it can be inserted into your HTML.  However if you are going to use much JavaScript, or want to re-use the code in multiple pages, then put it into a separate file.  In the head of your HTML include:
  <script language="JavaScript" src="script/navigation.js"></script>
and, of course, put your JavaScript into a file called navigation.js in a sub-folder called script.
Building the JavaScript functionality
Now, we are going to need to know the names of the files containing the photos.  We are going to store them in an array.  (In a commercial viewer there would need to be some technique which automatically identifies the relevant files.)
  var photos = new Array(5);  // 5 elements for 5 photos

  photos[0] = "images/img1.jpg";

etc

Next we need JavaScript functions which will select the next image to display.  For this we need to store the array index of the current image, to increase this and to return the name of the relevant image file.

  var currentImg = 0;

// identify the next image in the array, cycling when reach the end

function nextImage()

{ 

   currentImg = (currentImg+1) %  imgCount;

   return photos[ currentImg ];

}
... and similarly prevImage() to identify the previous image in the array.
When the user clicks the arrow graphics, of course, the next (or previous) photograph should load in the image area.  So we need to activate the arrow graphics and when they are pressed the nextImage() (or prevImage() ) function is run:

  <a...  code which runs nextImage() and displays it  ... ><img...  ></a>

eg
  <a href="#" onClick="document.getElementsByTagName('iframe')[0].src=prevImage();">
This locates the page elements which have been named ‘iframe’ and then selects the first of them    (element [0]) - even though there probably is only one anyhow.  The assignment will change the source of this element to the image returned by prevImage().
You need use getElementsByTagName, rather than the more obvious method getElementsByID, since this doesn’t seem to work with iFrames nor in Google Chrome browser.
HINT1: While you are developing this be aware: You may be asked by the browser if you want to allow active content to run, and so will your users.  (You certainly will in IE.)
HINT2: While you are developing this be aware: If you are using an iFrame to display your photographs, then the contents of the iFrame will not be reloaded into the browser by simply ‘refreshing’ the page.  The page needs to be completely re-loaded.  To force a page reload you will need to re-save your HTML file.












This code assumes your page displays the photo in an iFrame





Some parts of this exercise are rather sensitive to the vagaries of the implementation of various browsers.  To guide you past these, parts of my solution have been provided.  Some aspects assume the webpage displays photos in an iFrame.








