Changing images

When we change images on a page with Javascript, we have more to think about then when we change text or styles. This is because an image has a much higher load time than text or style changes. We need to change images responsibly, so that there is no load time perceivable by the human eye (this might happen on low-speed connections in particular, such as when browsing on a mobile phone)

1. First, let’s put an image on to a page. I’ve called mine man.jpg 
[image: ]
(Note: the artwork was done by me using MSPaint  )

Simple HTML:
<html>
<head>
<title>Untitled</title>


</head>
<body>

<img src="man.jpg" alt="Picture of man">

</body>
</html>




2. I aim to change the picture of the man to a new one (called manonholiday.jpg) using an onMouseOver trigger.

Here’s a sneak preview of manonholiday.jpg 

[image: ]


3. It could be done this way, however, note that this is inefficient:

<html>
<head>
<title>Untitled</title>
<script language="JavaScript" type="text/javascript">
function changeimage(theimage)
{
theimage.src="manonholiday.jpg"
}
</script>
</head>
<body>

<img src="man.jpg" alt="" onMouseOver="javascript:changeimage(this)">

</body>
</html>


The problem with the above is that we will need to wait for manonholiday.jpg to be retrieved from the server. This can cause a short pause between putting our mouse over man.jpg and manonholiday.jpg appearing. (As stated previously – more noticeable on slower connections)


4. To overcome this problem, we will preload manonholiday.jpg so that he is already in memory, ready to be replaced when the onMouseOver trigger comes.

I will put this code outside the function so that it will be executed when the page loads:

<html>
<head>
<title>Untitled</title>
<script language="JavaScript" type="text/javascript">

var myimg2=new Image();  //CREATE NEW IMAGE OBJECT IN MEMORY
myimg2.src="manonholiday.jpg"; //load manonholiday.jpg into memory



Now that manonholiday.jpg is preloaded, let’s continue with our code:

<html>
<head>
<title>Untitled</title>
<script language="JavaScript" type="text/javascript">
var myimg2=new Image();
myimg2.src="manonholiday.jpg";//preloadmyimg2


function changeimage(theimage,replacementimg)myimg2

{
theimage.src=replacementimg.src;
}
</script>


</head>
<body>

<img src="man.jpg" alt="" onMouseOver="javascript:changeimage(this,myimg2)">

</body>
</html>

I have used this and an extra parameter with the image object I want to swap, in this case myimg2. This will swap the source of myimg2 (manonholiday.jpg) with the original.



5. To change back, we could use an onMouseOut trigger. However, man.jpg has been lost. 
We should preload man.jpg into a Javascript object too so that he is in memory, ready to swap back. 

<html>
<head>
<title>Untitled</title>
<script language="JavaScript" type="text/javascript">

var myimg1=new Image();
var myimg2=new Image();
myimg1.src="man.jpg";		//preload man.jpg
myimg2.src="manonholiday.jpg";	//preload manonholiday.jpg

function changeimage(theimage,replacementimg)
{
theimage.src=replacementimg.src;
}

</script>

</head>
<body>
<img src="man.jpg" alt="" onMouseOver="javascript:changeimage(this,myimg2)" onMouseOut="javascript:changeimage(this,myimg1)">

</body>
</html>
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