Exercises: Using Timers (SOLUTIONS)

1. Try putting in code to allow the man to move both right and left. Your screen might look something like this:
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Use moveright() and runright() functions to make the new buttons work. 

Hint: Beware of clashing timers!

Solution:

<html>
<head>
<script type="text/javascript">

var timer;

function moveleft()
{
theman=document.getElementById("man")
theman.style.left=theman.offsetLeft-10
}

function runleft()
{
stopit();  //remove any existing timers
timer=setInterval(moveleft,500)
}

function stopit()
{
clearInterval(timer) //remove timer
}

function moveright()
{
theman=document.getElementById("man")
theman.style.left=theman.offsetLeft+10
}

function runright()
{
stopit();  //remove any existing timers
timer=setInterval(moveright,500)
}


</script>
</head>
<body>



<img src="man.jpg" id="man" style="position:absolute">
<input type="button" value="Walk Left" onClick="javascript:moveleft()" style="position:absolute;top:220px">
<input type="button" value="Run Left" onClick="javascript:runleft()" style="position:absolute;top:220px;left:90px">
<input type="button" value="Walk Right" onClick="javascript:moveright()" style="position:absolute;top:220px; left:220px">
<input type="button" value="Run Right" onClick="javascript:runright()" style="position:absolute;top:220px;left:310px">
<input type="button" value="Stop" onClick="javascript:stopit()" style="position:absolute;top:220px;left:170px">

</body>
</html>



2. Put the current date/time on the screen, and update it once per second using a timer. (Start the timer onLoad )
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Solution:

<html>
<head>
<script type="text/javascript">

var timer;

function showclock()
{
theclock=document.getElementById("myclock")
thetime=new Date()
theclock.innerHTML=thetime.getHours()+":"+thetime.getMinutes()+":"+thetime.getSeconds()
}

function startclock()
{
timer=setInterval(showclock,1000)
}


</script>
</head>
<body onLoad="javascript:startclock()">

<div id="myclock" >...</div>

</body>
</html>





Solution:
<html>
<head>
<script type="text/javascript">
var timer;

function moveleft()
{
theman=document.getElementById("man")
theman.style.left=theman.offsetLeft-10
}

function runleft()
{
stopit();  //remove any existing timers
timer=setInterval(moveleft,500)
}

function stopit()
{
clearInterval(timer) //stop any timed code already running
}

function moveright()
{
theman=document.getElementById("man")
theman.style.left=theman.offsetLeft+10
}

function runright()
{
stopit();  //remove any existing timers
timer=setInterval(moveright,500)
}
</script>
</head>
<body>

<img src="man.jpg" id="man" style="position:absolute">
<input type="button" value="Walk Left" onClick="javascript:moveleft()" style="position:absolute;top:220px">
<input type="button" value="Run Left" onClick="javascript:runleft()" style="position:absolute;top:220px;left:90px">
<input type="button" value="Walk Right" onClick="javascript:moveright()" style="position:absolute;top:220px; left:220px">
<input type="button" value="Run Right" onClick="javascript:runright()" style="position:absolute;top:220px;left:310px">
<input type="button" value="Stop" onClick="javascript:stopit()" style="position:absolute;top:220px;left:170px">

</body>
</html>
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