Web Design
1. The Computer Industry
a. Introduction
i. Overview of the computer and information technology industries

ii. Explains the development of computers

iii. Learn about the computer industry’s past and current issues

iv. Look toward the future to consider what computer technology may be on the horizon

b. Section 1.1

i. A calculation is based on an algorithm which is a step by step process by which numbers are manipulated.

ii. Manual calculators such as the abacus and slide rule, require the operator to apply algorithms to perform calculations.

iii. Mechanical calculator implements algorithms autonomously.

iv. The modern digital computer in which you use everyday evolved from these basic calculating devices.

v. The first generation computers can be characterized by the use of vacuum tubes to store individual bits of data.

c. Section 1.2

i. ENIAC
a. Short for Electronic Numerical Integrator and Computer
b. First large scale, electronic, digital computer capable of being reprogrammed to solve a full range of computing problems

d. Assignment 1-1

i. While the US was developing the ENIAC, Britain had already began work on  developing it own super computer.
e. Section 1.3

i. Generation of the modern computer

ii. First generation computers were characterized by custom application program

iii. Second generation computers used transistors instead of vacuum tubes

iv. Third generation computers became possible in 1958, when Texas Instruments and Fairchid Semiconductor independently developed integrated circuits.

v. Fourth generation computers appeared in 1971, when Intel developed the first general purpose microprocessor.

f. Section 1.4

i. Introducing IT industries

ii. Information technology IT industry is typically used to refer to the companies that develop, produce, sell or support computers, software or computer related products.

iii. Companies in the IT industry can be separated into several categories sometimes referred to as sectors or segments, including equipment manufactures, chipmakers, software publishers, service companies and retails.

g. Section 1.5

i. The Internet and the IT industry
ii. The history of the internet begins in 1957 when the Soviet Union launched Sputnik, the first man made satellite.

iii. The U.S. government resolved to improve its scientific and technical infrastructure and initiated the Advanced Research Projects Agency or ARPANET

a. ARPA swung into action with a project designed to help scientists communicate and share valuable computer resources.

h. Section 1.6

i. How the IT industry is regulated
ii. Some aspects of the IT industry are regulated by government agencies, but many aspects are self regulated.

i. Section 1.7

i. Exploring IT Education and Certification
ii. Qualifications for most IT industry jobs include some type of higher education, certification, or computer experience.

j. Assignment 1-2

i. As the IT industry continues to evolve and the technologies become more specialized, the need for training and certifications will continue to expand.

a. Using the internet search for CIW Certifications

b. Read through the pages

c. Write a brief report on what certifications are available and what type of classes would you take to get certified.

k. Section 1.8

i. The future of computing 
ii. How big or better yet how small is a nanometer
l. Assignment 1-3 

i. Review

2. Computers and Internet Basics
a. Introduction
i. Computer literacy is determined by a person's ability to use computer terms properly and computer programs proficiently.

ii. An overview of computer and Internet technologies that a person needs to be computer literate.

iii. Defines the basic characteristics of a computer system and then provides a quick overview of data, information, and files.

iv. Introduction to application software, operating systems, and platform compatibility.

v. Basic overview of the Internet, the Web, and e-mail

b. Section 1.1 
i. Defining Computer

ii. Look at concepts to help you start organizing what you know about computers

iii. Provide you with a basic understanding of how computers work 

iv. Get you up to speed with some basic computer vocabulary.

c. Section 1.2 

i. Exploring computer functions
a. Accept Input
b. Process Data
c. Store Data
d. Produce Output
d. Section 1.3
i. Examining the computer parts
ii. System Unit
iii. Display device
iv. Keyboard
v. Mouse
vi. Storage devices
vii. Speakers and sound card
viii. Modem and network card
ix. Printer
e. Section 1.4 

i. Exploring Data, Information, and Files

f. Section 1.5 

i. Computer Software
ii. A computer's application software and operating system make a computer run.

iii. You can run many applications at one time, but only one operating system at one time.

iv. Application software is a general term used to classify the computer programs that help a person carry out a variety of tasks.

v. An operating system is essentially the master controller for all of the activities that take place within a computer system.

g. Section 1.6 

i. Defining Internet basics

ii. The Internet backbone is constructed and maintained by major telecommunications companies.

iii. Communication among all of the different devices on the Internet is made possible by TCP/IP (Transmission Control Protocol/ Internet Protocol), which is a standard set of rules for electronically addressing and transmitting data. 

iv. Most of the information that is accessible on the Internet is stored on servers.

v. Every device that's connected to the Internet is assigned a unique number, called an IP address that pinpoints its location on the Internet.

vi. A Web site can provide information, collect information through forms, or provide access to other resources, such as search engines and e-mail.

vii. Usenet is a worldwide bulletin board system that contains thousands of discussion forums on every imaginable topic called newsgroups.

viii. The Internet allows real-time communication. For example, a chat group consists of several people who connect to the Internet and communicate in real time by typing comments to each other.

ix. Internet servers store a variety of files including documents, music, software, videos, animations, and photos.

x. Sending a file from a local computer to a remote computer is called uploading.

xi. A blog is a written personal journal posted on the Web for access by the general public. The word blog comes from the phrase "WeB LOG." Blogs can focus on a single topic or cover a variety of issues.

h. Section 1.7 

i. Connecting to the Internet
ii. To take advantage of the Internet, you will have to establish a communications link between your computer and the Internet.
iii. Possibilities include using your existing telephone line, a cable television line, a personal satellite link, wireless or cell phone service, or special high-speed telephone services.
i. Section 1.8 

i. Understanding World Wide Web basics
ii. The Web (short for "World Wide Web") is a collection of files that are interconnected through the use of hypertext.

iii. A series of Web pages can be grouped into a Web site a sort of virtual "place" on the Internet.

iv. Web sites are hosted by corporations, government agencies, colleges, and private organizations all over the world.

v. The computers and software that store and distribute Web pages are called Web servers.

vi. Every Web page has a unique address called a URL (uniform resource locator).

vii. Web page filenames usually have an .htm or .html extension, indicating that the page was created with HTML (Hyptertext Markup Language), a standard format for Web documents.

j. Section 1.9 

i. Using Web browsers
ii. A browser provides a window in which it displays a Web page

iii. Whether it's called a "URL box," an "Address box," or a "Location box," most browsers provide a space near the top of the window for entering URLs.

k. Section 1.10 

i. Understanding e-mail basics
l. Assignment 2.1 

i. Issue E-mail Privacy 

ii. Who Is Reading Your E-mail?

m. Assignment 2.2
i. Explain the basic functions of a computer
ii. Identify and describe the purpose of each of the components of a basic personal computer system

iii. Describe the difference between an operating system and application software.

iv. Define computer platform.

v. List at least five resources that are provided by the Internet and describe each of the resources

vi. Make a list of the ways to connect to the Internet presented in this unit and specify characteristics of each

vii. Describe the components of a URL and of an e-mail address

viii. Describe the rules that you should follow when copying text and images from the Internet.

ix. Define “browser,” then describe how a browser helps you navigate the Web

n. Assignment 2.3 

i. This lesson presented you with many computer terms that describe computer equipment.

o. Assignment 2.4 

i. The Computers have have influenced and changed the scope of every persons daily life
ii. How computers and technology have influenced and affected your life.

3. How the Internet Works
a. Introduction
i. About the different components of the OSI model, and how they work together

ii. About the various rules of communication that are used to send data over the Internet

iii. How one computer finds another, and sends data over the Internet

b. Section 1.1

i. The OSI Model and the Internet
ii. There are protocols (rules) of communication for each of several layers in the system.

iii. Each layer must communicate with the layer above it and below it by an established protocol.

c. Section 1.2
i. Understanding the OSI Model
ii. In the early 1980s, manufacturers began to attempt to standardize networking, so that networks from different manufacturers could communicate.

iii. Two bodies that were leaders in this standardization are the International Organization for Standardization (ISO) and the Institute of Electrical and Electronics Engineers (IEEE).

iv. ISO developed a networking model called the Open Systems Interconnect (OSI)

v. To accomplish this complete communication, seven layers, or levels, were identified.

vi. The 7 Layers of OSI

a. Application layer

b. Presentation layer

c. Session layer

d. Transport layer

e. Network layer

f. Data link layer

g. Physical layer

d. Section 1.3 

i. Application Layer
a. The Application layer of the OSI model is responsible for interfacing with the applications software such as web browsers or web servers.

b. This layer provides application services for file transfers, e-mail, and other network software services. Telnet and FTP are applications that exist entirely in the application level. 

ii. Presentation Layer
a. The Presentation layer receives requests for files from the Application layer, and presents the requests to the Session layer.

b. An example of the Presentation layer at work is when you use your bank's web site to do your banking, and use an encryption method for security.

e. Section 1.4
i. Session Layer
a. The Session layer is responsible for establishing and maintaining a session between two networked stations or nodes.

b. An example of the session layer in operation is when you dial up your ISP and enter your user ID and password. Both ends (your PC and the computer at the ISP) establish a communication session.

f. Section 1.5
i. Transport layer
a. The Transport layer is responsible for error checking and requests retransmission of data if it detects errors.

b. The Transport layer guarantees successful delivery of data.

c. The Transport layer is controlled by TCP (Transmission Control Protocol) and, to a lesser degree, by UDP (User Datagram Protocol).

g. Section 1.6 

i. Network Layer
a. The Network layer is responsible for dividing a block of data into segments that are small enough to travel over a network.

b. These segments of data are called data packets or frames

c. The Network layer is also responsible for finding the best possible route by which to send these data packets over a group of networks. This process is called routing.

d. The Network layer is called IP (Internet Protocol)
e. An IP address is used as an identifier for a computer or device on a TCP/IP network.

f. Within an isolated network, you can assign IP addresses at random as long as each one is unique. However, connecting a private network to the Internet requires using registered IP addresses (called Internet addresses) to avoid duplicates. 

h. Section 1.7 

i. Data Link Layer
a. The Data Link layer is responsible for receiving frames of data from the Network layer and presenting them to the Physical layer for transport.

i. Section 1.8 

i. Physical Layer
a. The OSI Physical layer is responsible for passing data packets onto the cabling media.

b. An example of a device that manages both the Data Link layer and the Physical layer is an Ethernet network interface card installed in a PC.

j. Section 1.9 

i. The OSI Model Applied to the Internet
ii. TCP/IP Terminology

a. Node
b. Router
c. Host
d. Upper-layer protocol
e. LAN segment
f. Subnet
g. Network
h. Neighbor
i. Interface
j. Address
k. Packet
iii. Addressing on the Internet
a. Physical address
b. IP address
c. Domain name
d. Port address
iv. Physical Addresses
a. A computer, router, network printer or other device on a network connects to the network by way of a network interface card (NIC).

b. When a NIC is manufactured, each NIC is assigned an address at the factory that will never change for that card. It's called the physical address, hardware address, adapter address (the NIC is called an adapter) or MAC (Media Access Control) address, and is unique for that card.

k. Assignment 3.1 

i. Find your computers MAC and IP Address

l. Section 1.10 

i. IP Addresses
ii. Classes of IP Addresses
m. Section 1.11 

i. Ports 

n. Section 1.12 

i. Domain Names
o. Section 1.13 

i. Domain Name Resolution
ii. There are two name resolution services that track relationships between domain names and IP addresses

a. Domain Name System, also called Domain Name Service, (DNS)

b. Microsoft's Windows Internet Naming Service (WINS)

iii. How DNS Works
a. DNS uses a hierarchical structure of computers that keep a record of domain names and the location of the host computer that has been assigned each domain name.

p. Section 1.14 

i. How to Create and Update a Domain Name
q. Section 1.15 

i. Virtual Servers and Virtual Hosting
r. Section 1.16 

i. Review Key Terms
s. Assignment 3.2 

i. Review Questions
t. Assignment 3.3 

i. Checking on a domain name

u. Assignment 3.4
i. Examine Your PC Configuration
4. Understanding the Design Environment
a. Introduction
i. Explore the variable factors that affect Web design

ii. Learn how Hypertext Markup Language (HTML), the language used to create documents on the World Wide Web, is constantly evolving
iii. Preview the new markup languages that are changing how you design for the Web

iv. How Web browsers affect the way users view your content

v. How variations in the user's browser choice, screen resolution, and connection speed pose specific challenges to creating Web pages that are displayed properly in different computing platforms

vi. Consider what type of software tool you should use to create your HTML code

b. Section 1.1 

i. The current state of HTML
ii. Explore the evolution of HTML and its future as a markup language for creating Web documents

iii. Analyze current design limitations of HTML

iv. HTML: Then and Now

c. Section 1.2 

i. HTML and the World Wide Web Consortium
ii. After the initial surge of interest in HTML and the Web, a need arose for a standards organization to set recommended practices that would guarantee the open nature of the Web.

iii. The W3C was founded in 1994 at the Massachusetts Institute of Technology to meet this need.

iv. The unenviable goal of the W3C is to stay ahead of the development curve in afast-moving industry

d. Section 1.3 

i. The Limitations of HTML
ii. HTML is not a What You See Is What You Get (WYSIWYG) layout tool. It was intended only to express logical document structure, not formatting characteristics.
iii. Many current HTML editors let you work with a graphical interface; the underlying code they create is basic HTML.

iv. Despite its limitations, HTML is ideal for the Web because it is an open, nonproprietary language that is cross-platform compatible.

e. Section 1.4 

i. The Need for Style Sheets
ii. Style elements such as <font> were introduced by browser developers to help HTML authors bypass the design limitations of HTML.

iii. The style language, named Cascading Style Sheets (CSS), allows authors to create style rules for elements and express them externally in a document known as a style sheet.

f. Section 1.5 

i. Organizing Information with Hypertext
ii. The most engaging aspect of browsing the World Wide Web is the linking of information on related topics using hypertext, a nonlinear way of organizing information.

iii. On the Web, clickable hyperlinks, which can be text or images, can connect you to another Web page

g. Section 1.6 

i. Moving from HTML to XHTML
ii. The next generation of HTML is called the Extensible Hypertext Markup Language (XHTML).
iii. Defined in the W3C XHTML recommendation (www.w3.org/TR/xhtml1/), there are three "flavors" of XHTML

a. XHTML Strict
b. XHTML Transitional
c. XHTML Frameset
h. Section 1.7 

i. A Brief Introduction to XML
ii. Like HTML, XML is also a subset of SGML, but has no predefined elements such as <h1> or <p>.

iii. The major difference between XML and HTML is that HTML is a predefined set of ele-ments that the browser understands, while XML is a metalanguage. The PC Webopedia (www.pcwebopedia.com) defines the "meta" prefix as meaning "about," so a metalanguage is a language about a language.

i. Section 1.8 

i. Benefits of Moving to XHTML
ii. One of the significant advantages of making HTML part of XML is that XML hasstricter code syntax.

j. Section 1.9 

i. XHTML Syntax Rules
a. Documents must be well-formed.

b. Elements must nest symmetrically.

c. Element names are case sensitive.

d. End tags are required.

e. Empty elements are signified by a closing slash.

f. Attribute values must be contained in quotes.
ii. Documents Must Be Well-Formed
a. Any document that does not meet the syntax rules will not be accepted as an XHTML document.

iii. Documents Must Contain an XML Declaration
a. All XML documents must begin with a document declaration. Because an XHTML document is XML, the recommendation states that documents start with the following XML declaration as the first line of code:

iv. Elements Must Nest Correctly
a. You can nest XML tags, but they must not overlap.

v. XML Is Case Sensitive
vi. End Tags Are Required
vii. Empty Elements Are Signified by a Closing Slash
viii. Attribute Values Must Be Contained in Quotes
ix. Adopting XHTML Syntax Rules
a. If you anticipate working with XHTML in the future, you should consider following these syntax rules in your HTML code now.

k. Section 1.10 

i. Style Sheets Are Required
ii. Because XHTML is an application of XML, you must use style sheets to render style in XHTML.

iii. The following two style sheet languages are currently available for use with XML or XHTML:

a. Cascading Style Sheets—CSS

b. Extensible Style Language (XSL)

l. Section 1.11 

i. Migrating from HTML to XHTML
ii. The following list contains steps you need to take to migrate from HTML to XHTML:

a. Evaluate existing code

b. Evaluate existing display information

c. Create coding conventions

d. Start using CSS

e. Test for backward compatibility

m. Section 1.12 

i. Choosing an HTML Editor
ii. Always consider four universal variables when you are designing for the Web.

a. Browser compatibility

b. Connection speed

c. Screen resolution

d. Operating system

n. Section 1.13 

i. Browser Compatibility Issues
ii. One of the greatest challenges facing HTML authors is designing pages that multiple browsers display properly.

o. Section 1.14 

i. Creating Cross-browser Compatible Pages
ii. Standardized Coding
iii. Cutting-edge Coding
iv. Browser-specific Coding
p. Section 1.15 

i. Solving the Browser Dilemma
ii. You must test your work in as many browsers as possible during the entire development process to make sure that your pages are displayed properly.

q. Section 1.16 

i. Working with the Cache to Improve Download Time
r. Section 1.17 

i. Coding for multiple screen resolutions
s. Section 1.18 

i. Fixed Design
t. Section 1.19
i. Flexible Design 

u. Section 1.20 

i. Operating system issues
v. Assignment 4.1 

i. Review questions 
w. Assignment 4.2 

i. Hands-on-projects 
x. Assignment 4.3 

i. Case project 
ii. Create a complete stand-alone Web site

y. Assignment 4.4 

i. Project Proposal
ii. Create a one- or two-page HTML document stating the basic elements you will include in your Web site.

5. Introduction to HTML 
a. Introduction
i. HyperText Markup Language is the coding language used to create hypertext documents for the World Wide Web Section 1.1 

b. Section 1.1

i. What a web browser does for HTML
ii. A web browser is the program you use to view pages on and navigate the world wide web.

c. Section 1.2 

i. What HTML is
ii. Why should I use it

d. Section 1.3 

i. HTML Describes Structure of a Page

ii. HTML defines a set of common styles for web pages: headings, paragraphs, lists, and tables. It also defines character style such as bold or Italicize. Each element has a name and is contained in what is called a tag.

iii. When you write HTML code, you label the different elements on the page with these tags that says this is a heading or this is a list item. 

e. Section 1.4

i. What HTML does not do
ii.  HTML does not know about how a page looks when it is viewed. HTML tags just indicate that an element is a heading or a list or that a particular word will appear bold. 

iii. Why it works this way
iv. HTML and Markup Languages
f. Assignment 5-1 

i. Validating a Document
ii. Use the W3C's helpful validator. 

g. Section 1.5 

i. What does a HTML file look like
ii. Pages written in HTML are plain text files

iii. HTML code looks something like this 

iv. <Tag Name> Text you wish to display </Tag Name>

h. Section 1.6 

i. Structuring Your HTML
i. Assignment 5.2 

i. View the source code of a web page with internet explore follow the steps below

a. Open a web page of your choice with internet explore

b. On the menu bar at the top of the screen click on View

c. From the View menu list of options select Source. 

d. A separate window will appear with the HTML code in it.

j. Assignment 5.3 

i. Creating an HTML page
k. Assignment 5.4 

i. Titling a web page

l. Section 1.7 

i. Headings
ii. Paragraphs
iii. List Tags
iv. Numbered, or ordered lists

v. Bulleted or unordered lists

vi. Glossary list

vii. Menu list

viii. Directory lists

m. Assignment 5.5 

i. Working with lists Numbered, Bulleted and Glossary

ii. In this assignment you will be creating various pages using different list types.

n. Section 1.8 

i. Menu and Directory

ii. Nesting Lists

iii. Comments

o. Assignment 5.6 

i. At this point, you know enough to get started creating simple HTML pages
ii. Understand what HTML is

iii. Been introduced to a handful of tags

iv. Browsing an HTML file

6. Linking With HTML
a. Introduction 

i. The power of the web is the ability to reference information in a nonlinear way

ii. Hyper links are the tools used to accomplish this

iii. Learn about HTML link tag and the different parts

b. Section 1.1 

i. Creating Links
ii. To create a link you need to have two things

a. The name of the file you want to link to

b. The text that will server as the hot spot to jump you to the file.

c. Assignment 6.1 

i. Linking pages together

ii. Create two web pages using Note Pad and link them together

d. Section 1.2 

i. Linking pages using relative and absolute pathnames
ii. Absolute Pathnames
iii. When should you use relative pathnames and when to use absolute pathnames
iv. Linking to other documents on the Web
e. Assignment 6-2 

i. Using the links.htm file you created in assignment 6-1 replace the text you had typed with links to your favorite web sites

f. Section 1.3 

i. Linking to Specific Places within Documents
ii. Linking sections between two pages
g. Section 1.4 

i. The Anatomy of a URL
ii. Most URL's contain three parts

a. the protocol (http)

b. the host name (www.name.com)

c. the folder or file name (/home/default.htm)

7. Text Formatting With HTML 

a. Introduction
i. Learn more about formatting text and layout using tags

b. Section 1.1 

i. Character Styles

ii. Character styles are tags that affect words or characters within other HTML entities and change the appearance of that text word by word.

iii. Logical style tags indicate how the given highlighted text is to be use, not how it is to be displayed

c. Assignment 7.1 

i. Using logical tags

ii. Create a web page using all of the logical tags

d. Section 1.2 
i. Physical styles

ii. In addition to the tags for style in the last lesson, you can use a set of tags, to change the actual appearance of a character or an entire word

iii. Physical tags indicate exactly the way text is to be formatted

e. Assignment 7.2 

i. Using Physical Styles With Logical Styles

f. Section 1.3

i. Preformatted Text
ii. Horizontal Rules
iii. Line Breaks
g. Assignment 7.3

i. Add a Few Lines of Text 

ii. Add the Line Break Tag
h. Assignment 7.4 

i. Create a web site about Volcanoes

a. Create a main paragraph as an introduction

b. Create an unordered list with links inside the page

c. Interesting Volcano Facts

d. Famous Volcanoes

e. Glossary of Terms

f. Create a table below using the <PRE> tag

j. Section 1.4
i. Addresses and Special Characters 

ii. Quotations
iii. Special Characters
k. Section 1.5 
i. Text Alignment and Size
ii. Aligning Blocks of Elements
iii. Changing Font Size, Face and Color
iv. Font Face 
v. Alternate Font Faces 
vi. Font Size 
vii. Changing Colors
viii. Color Names 
ix. Body Colors
8. Using Images, Color and Backgrounds
a. Introduction 

i. Using Images in your HTML documents

b. Section 1.1 

i. Images on the web
ii. Understanding graphic formats
a. GIF
b. JPG
c. PNG
iii. Controlling the size of the image
iv. Adjusting the location of the text with your images
v. Using Images as part of your background
vi. Changing the Background Color
vii. Adjusting the Space Around Images
c. Assignment 8.1 

i. Adding images to a page 

d. Volcano Images for Download 

e. Section 1.2
i. More about using images  

ii. ALT tag
iii. Hints for Better Use of Images

f. Section 1.3
i. External Files, Multimedia and Animation
ii. Downloading and Installing a Plug-In

iii. External Sound, Video and Other Files
iv. Sound Files
g. Section 1.4
i. Creating Sound Files 

ii. Creating a Sound File with Windows  

iii. Linking to Your Sound File
iv. Streaming Sound & Audio Players 
h. Section 1.5
i. Audio Players 
ii. Some Caveats
iii. RealPlayer's Realguide
i. Section 1.6 

i. Format Conversion
j. Section 1.7 
i. Adding Sound to Web Pages in other ways
k. Section 1.8 

i. Adding Sound to Web Page
l. Assignment 8-2 

m. Section 1-9 

i. Video files 

ii. File formats of Video

n. Section 1-10
i. Creating Movies 
o. Assignment 8-3 

p. Section 1.11
i. Streaming Media 

a. Streaming media is media that is consumed (read, heard, viewed) while it is being delivered

q. Section 1.12 

i. Animation
a. Most Web animation requires special plug-ins for viewing

b. The exception is the animated GIF format

r. Assignment 8-4 

i. Making the Animated gif
s. Section 1.13
i. Animated Marquees 

t. Assignment 8-5
i. Using Scrolling Marquee 
9. Tables, Frames and Forms 

a. Introduction
i. Tables are an advanced HTML construct that allows you to arrange text, images and other HTML content into rows and columns with or without borders. 

ii. Frames allow you to divide the page into several rectangular areas and to display a separate document in each rectangle.

b. Section 1.1

i. Tables are used on websites for two major purposes

a. The obvious purpose of arranging information in a table 

b. The less obvious - but more widely used - purpose of creating a page layout with the use of hidden tables 

c. Assignment 9-1 

d. Section 1.2 

i. Frames

a. Frames are similar to tables in that they divide the screen into separate sections

b. The main difference is that frames can load different HTML documents in the their parts, where as, tables can not.

e. Section 1.3 

i. Forms 

a. A form is simply an area that can contain form fields

f. Assignment 9-2
i. Working with Frames 

g. Assignment 9-3 

i. Create a Frame Set

h. Section 1.4 

i. A form is simply an area that can contain form fields

ii. Form fields are objects that allow the visitor to enter information
i. Section 1.5
i. Password fields 

a.  Password fields are similar to text fields
j. Section 1.6 

i. Check Boxes
a. Check boxes are used when you want to let the visitor select one or more options from a set of alternatives

k. Section 1.7 

i. Radio Buttons
a. Radio buttons are used when you want to let the visitor select one - and just one - option from a set of alternatives

ii. Drop Down Menus
a. Drop-down menus are probably the most flexible objects you can add to your forms

l. Assignment 9-4 

i. Creating Forms
10. Cascading style sheets

a. Introduction
i. Cascading style sheets are a way of formatting your page layout, text, fonts, images, and almost anything you put on the page. 

b. Section 1.1 

i. Styles Solve a Common Problem

ii. Style Sheets Can Save a Lot of Work

iii. Multiple Styles Will Cascade Into One

iv. The Order of Cascading Sheet

v. Syntax of CSS

c. Section 1.2 

i. CSS Sheets have three different types of selectors
a. Define as an html tag

b. A Class Selector

c. An ID Selector

ii. Grouping

d. Section 1.3 

i. How to Insert a Style Sheet

ii. External Style Sheet

iii. Internal Style Sheet 

iv. Inline Styles
v. Multiple Style Sheets
e. Assignment 10.1, 10.2 

f. Section 1.4 

i. CSS Background Color and Images

g. Assignments 10.3 - 10.9
i. How to set the background color 

h. Section 1.5 

i. CSS Text Properties
ii. The CSS text properties allow you to control the appearance of text
iii. It is possible to change the color of a text, increase or decrease the space between characters in a text, align a text, decorate a text, indent the first line in a text, and more
i. Assignments 10.10 - 10.16
i. This exercise demonstrates how to set the color of the text. 

j. Section 1.6 

i. The CSS font properties define the font in text.
a. Color is a standalone attribute in CSS
k. Assignments 10.17 - 10.22
i. This exercise demonstrates how to 

a. Set the font of a text. 

b. Set the size of the font

c. Set the style of the font

d. Set the variant of the font

e. Set the boldness of the font

l. Section 1.7 

i. The CSS border properties

ii. CSS Border allow you to completely customize the border that appear around HTML elements
m. Assignment 10.23 - 10.35 

i. This exercise demonstrates how to

a. Set the style of the four borders
b. Set different borders on each side

c. Set the color of the four borders

d. Set the width of the bottom border

e. Set the width of the left border

f. Set the width of the right border

g. Set the width of the top border

11. Cascading style sheets Part 2
a. Section 1.1 

i. CSS Margins are nearly identical to the CSS Padding attribute except for one important difference: a margin defines the white space around an HTML element's border, while padding refers to the white space within the border

b. Assignments 11.1 - 11.5 

c. Section 1.2 

i. CSS Padding Properties

ii. A padding is the space between an element's border and the content within it
iii. With CSS Padding you will be able to change the default padding that appears inside various HTML elements ( paragraphs, tables, etc )
d. Assignments 11.6 - 11.10 

e. Section 1.3 

i. CSS Lists

f. Assignments 11.11 - 11.16 

g. Section 1.4
i. CSS Classification Properties

ii. CSS Cursor Icons

iii. CSS Cursor Code

h. Assignment 11.17 

i. Section 1.5
i. CSS Positioning Properties

ii. Position Relative 

j. Assignments 11.18, 11.19 

k. Section 1.6 

i. Pseudo-classes

ii. Probably the coolest thing about CSS is the ability to add effects to your anchor tags, otherwise known as hyperlinks. In HTML, the only way to add this effect would be to use javascript, but with the addition of CSS, javascript links can be forgotten
l. Assignments 11.20, 11-21 

12. XML and XHTML

a. Introduction
i. XML is a new type of language which has been developed for the web which is different to any other type of scripting or programming language available before

ii. Instead of being concerned with the processing and display of data, which HTML does, XML's primary purpose is to tell the computer what data entered actually means

b. Section 1.1

i. The Two Problems XML Addresses
a. If a page or document is written in XML, a computer can understand exactly what it is about. As will probably be obvious, this has very major implications for search engine technology. If a search engine knew exactly what was on a page, it would be able to instantly provide the exact results a person was looking for, with no inaccurate matches and no half-relevant pages.  

b. Web pages are not compatible across different devices 

c. Because XML is used to define what data means and not how it is displayed, it makes it very easy to use the same data on several different platforms.

ii. What Is XML
a. HTML is used to describe how data is formatted

b. XML is used to describe what data actually means

iii. The Language
iv. XML looks, and is structured very similarly to HTML. They both use the system where tags are used to enclose the data they refer to

c. Section 1.2 

i. XML Tags
ii. Nesting And Structure
iii. XML Correctness
iv. Declaring XML
d. Section 1.3 

i. Making The Document
ii. XML In Internet Explorer
iii. Netscape/Mozilla
iv. Which Is Best
v. How Can I Guarantee The User Will See The Page
e. Section 1.4 

i. Formatting XML data
ii. Cascading Style Sheets (CSS)

iii. XSL
f. Section 1.5 

i. Introduction To XHTML
a. It is the newest generation of HTML (coming after HTML 4.01) but has many new features which means that it is, in some ways, like XML

ii. The Evolution of XHTML
a. XHTML is very similar to HTML, but it is stricter and easier to parse. For this reason, XHTML could be the next big revolution that transforms how most Web pages are designed
iii. What is XHTML
a. XHTML stands for eXtensable HyperText Markup Language and is a cross between HTML and XML

iv. XHTML was created for two main reasons

a. To create a stricter standard for making web pages, reducing incompatibilities between browsers

b. To create a standard that can be used on a variety of different devices without changes

g. Section 1.6
i. The Main Changes of XHTML 

a. All tags must be in lower case

b. All documents must have a doctype

c. All documents must be properly formed

d. All tags must be closed

e. All attributes must be added properly

f. The name attribute has changed

g. Attributes cannot be shortened

h. All tags must be properly nested

ii. Mandatory XHTML Elements
h. Section 1.7 

i. Other XHTML Elements
a. XML Prolog
b. Language
i. Section 1.8 

i. XHTML vs. HTML
ii. In this section, you will discover how to transform an HTML document into an XHTML document
j. Section 1.9 

i. In this lesson you will learn about the first three difference between XHTML and HTML
a. Documents must be well-formed
b. Tags must be properly nested
c. Elements must be closed
k. Section 1.10 

i. In this lesson you will learn about the second three difference between XHTML and HTML
a. Tags must be lowercase
b. Attribute names must be lowercase
c. Attribute values must be quoted
l. Section 1.11 

i. In this lesson you will learn about the last four difference between XHTML and HTML
a. Attributes cannot be minimized
b. The name attribute is replaced with the id attribute
c. Plain ampersands are not allowed
d. Scripts and CSS must be escaped(enclose them within the tags)
m. Section 1.12 

i. When to convert a page to XHTML
a. Do you want your pages to be easily viewed over a nontraditional Internet-capable device, such as a PDA or Web-enabled telephone" Will this be a goal of your site in the future
b. Do you plan to work with XML in the future
c. Is it important that your site be current with the most recent W3C standards
d. Will you need to convert your documents to another format
n. Assignments 12.1 - 12.5
13. Java 

a. Introduction to Scripting

b. Section 1.1 

i. The Birth of JavaScript

ii. Characteristics of JavaScript

iii. JavaScript is a scripting language

iv. Object- Based Programming

v. Event Driven

vi. Platform-independent

c. Section 1.2 

i. Common Programming Concepts of JavaScript

ii. Objects, Properties, Methods and Events

d. Section 1.3 

i. What is an Object

ii. How It Works

iii. Object Terms

e. Section 1.4
i. Instances and Classes 

f. Section 1.5
i. Properties 

g. Section 1.6 

i. Methods

h. Section 1.7 

i. Parameters of Methods

i. Section 1.8 

i. Return Values

j. Section 1.9 

i. Events

k. Section 1.10 

i. JavaScript Vs Java

ii. JavaScript Vs VBScript

iii. JavaScript Vs Jscript

l. Section 1.11 

i. Building Client Side applications with JavaScript

m. Section 1.12 

i. External Scripts

n. Section 1.13 

i. <NoScript> tag

o. Assignments 13.1, 13.2 

p. Section 1.14 

i. Variables, Expressions and Operators
ii. Variable Data Types
iii. Literals
iv. Concatenating Variables
q. Section 1.15 

i. Operators
ii. Assignment Operators
iii. Comparison Operators
iv. Logical Operators
v. String Operator
vi. Conditional Operator
vii. JavaScript Expressions
r. Assignment 13.3 

s. Section 1.16 

i. Using methods to communicate with the user
ii. Alert Box
t. Assignments 13.4 - 13.7 

u. Section 1.17 

i. Using the document write ( ) method

v. Section 1.18 

i. Keywords and Reserved Words

14. Functions, Events and Methods

i. Functions have become the central working units of JavaScript
b. Section 1.1 

i. The function
a. You can use several built in functions to improve your program's efficiency and readability
ii. Defining a function
a. You define a function when you group several script statements together in a block
c. Section 1.2 

i. Inserting functions into HTML pages
a. You define all functions in the <head> element of your page 
ii. Calling the function
a. Calling a function can be performed one function to another, form a user event, or from a separate <script> block
d. Section 1.3
i. Arguments 
a. Arguments, or also know as parameters, are values passes into a function from outside the function. 

e. Section 1.4 

i. Using more arguments
f. Section 1.5
i. Using no arguments 

g. Section 1.6 

i. Returning a value
h. Section 1.7 

i. Global vs local variables
i. Section 1.8 

i. User Events and Event Handlers
j. Section 1.9 

i. Onload and onUnload

ii. Definition and Usage of the onload event

k. Assignment 14.1 

l. Section 1.10
i. Definition and Usage of the onunload event 

m. Assignment 14.2 

n. Section 1.11
i. Definition and Usage of onfocus event 

o. Assignment 14.3 

p. Section 1.12
i. Definition and Usage onblur event 

q. Assignment 14.4 

r. Section 1.13 

i. Definition and Usage onchange event
s. Assignment 14.5 

t. Section 1.14
i. Definition and Usage onmouseover and mouseout events 

u. Assignment 14.6 

v. Section 1.15 

i. Conditional Statements
w. Section 1.16 

i. If Statement
x. Section 1.17
i. JavaScript While Loop 

y. Assignment 14.7 

z. Section 1.18
i. The do...while Loop 

aa. Assignment 14.8 

ab. Section 1.19 

i. For...In Statement
ac. Assignment 14.9 

ad. Section 1.20 

i. JavaScript Switch Statement
ae. Assignment 14.10 

15. JavaScript's Browser-Based Objects 

a. Section 1.1 

i. Browser based Objects and Document Based Object Models
ii. The Document Object Model (a.k.a. "the DOM")
iii. The Browser Object Model (a.k.a. "the BOM")
b. Section 1.2 

i. The window Object
ii. The top level of the BOM is the window object

c. Section 1.3
i. Window Attributes  

ii. A New Browser Window
iii. Closing a New Window
iv. Set the Window Position
d. Section 1.4 

i. The document object is perhaps the most important object in the Browser Object Model

e. Section 1.5 

i. The bgColor and fgColor
f. Section 1.6
i. The title property 

g. Section 1.7 

i. The last Modified property
h. Section 1.8 

i. Using the With Statement
i. Section 1.9 

i. The image object
j. Section 1.10
i. The history object
ii. Properties

iii. Methods

k. Section 1.11
i. The location object 

l. Section 1.12 

i. The navigator object
m. Assignments 15.1 - 15.15 

n. Section 1.13 

i. JavaScript Language objects
ii. Understanding the string object
o. Assignment 15.16 

p. Section 1.14
i. The indexOf ( ) and lastIndexOf ( ) methods 

q. Section 1.15 

i. Substring ( )method
r. Section 1.16 

i. charAt() Method 
s. Section 1.17
i. The Array Object 

ii. Creating Arrays
iii. The Array Constructor
t. Section 1.18
i. Working with Arrays 

u. Section 1.19 

i. Common Array Methods
ii. Join and reverse

iii. Sort method

v. Section 1.20
i. The date object 

w. The Date object handles all date and time processing for JavaScript
x. Section 1.21
i. Returning Date Values 

ii. Setting Date Values
y. Section 1.22
i. The Math Object 

ii. Rounding Methods
iii. Other Basic Math
z. Assignments 15.17 - 15.33 

16. Using Forms with JavaScript

a. Forms allow users to interact with a Web page by being able to provide information to the system in a way that goes beyond simply pointing and clicking things with the mouse.

b. Section 1.1

i. Review of form elements 

c. Section 1.2

i. Form Object

ii. Form Object Properties 

d. Section 1.3
i. The button object 

e. Section 1.4
i. The checkbox object 

f. Section 1.5 

i. Text and Textarea Objects

g. Section 1.6
i. The radio object 

h. Section 1.7 

i. The select Object
i. Assignments 16.1 - 16.17 

j. Section 1.8 

i. Cookies in JavaScript

k. Section 1.9
i. Cookies  

l. Section 1.10 

i. Viewing Cookies and Setting Your Cookie Permissions
m. Section 1.11 

i. Writing Cookies

n. Section 1.12 

i. Cookie Properties
ii. Expires
iii. Path and Domain 

iv. Security
o. Section 1.13 

i. Reading Cookies
ii. Cookie Quantities 
p. Assignment 16.18 

17. Introduction 

a. Most web sites developed today use frames in some if not all of the design of the site. Frames help to maximize the document by allowing you to make some information accessible as long as the site is open

b. Section 1.1

i.  Using Frames with JavaScript 
c. Section 1.2 

i. Using embedded Frames with JavaScript
d. Section 1.3 

i. Different ways to use target frames
e. Section 1.4 

i. Changing two or more frames at one time
f. Section 1.5 

i. Frames, Functions and Variables
g. Section 1.6 

i. Targeting Windows with JavaScript 
h. Section 1.7 

i. Windows, Functions and Variables
i. Assignments 17.1 - 17.5 

j. Section 1.8 

i. Creating Custom JavaScript Objects
k. Assignments 17.6, 17.7 

l. Projects 18.1 - 18.5

m. Section 1.2 Wghat
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