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 8.1. Introducere 

https://www.w3schools.com/js  
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 8.1. Introducere 

JavaScript:  limbaj de scripting client-side (ruleaza la nivelul browser-ului)  

Avantaje :  

 dezvoltat pentru a prelucra informatiile din formulare si a adauga 

dinamism paginilor web  

 este interpretat  de browser si este incorporat  in paginile HTML  

 dezvoltat de Netscape , denumire initiala : LiveScript  

 nu e Java , sintaxa similara cu limbajului C/Java  

 ruleaza pe  orice browser: Firefox, Opera, Netscape Navigator, 

Internet Explorer, Safari, etc. 

https://www.w3schools.com/js
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 8.1. Introducere 

DOM: la incarcarea in browser a unei pagini web se creeaza automat un 

arbore de obiecte 
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 8.1. Introducere 

Utilizand DOM, JavaScript: poate creea dynamic HTML(DHTML): 

 Poate schimba orice element HTML din pagina 

 Poate schimba orice atribut HTML din pagina 

 Poate schimba orice stil CSS din pagina 

 Poate adauga noi elemente si atribute HTML 

 Poate reactiona la orice eveniment HTML din pagina 

 Poate creea noi evenimente HTML in pagina 
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Caracteristici JScript 

Javascript permite:  

 executia scripturilor la nivelul browerului 

 reactie la evenimente – (ex. Mouse click pe un element HTML)  

 poate fi utilizat pentru a valida datele din formulare inainte de a fi 

trimise catre server  

 poate fi utilizat pentru a detecta tipul browserului - in functie de 

acesta putem incarca o pagina sau alta  

 etc 
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Inserarea codului JavaScript in pagina 

 Prin tag-ul <script> 

unde:  Atributul type stabileste limbajul de scripting utilizat 



5 

9 9 
Curs:   TEHNOLOGII MODERNE DE PROIECTARE A APLICATIILOR MULTIMEDIA 

Inserarea codului JavaScript in pagina web 

Exemplu:  
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Inserarea codului JavaScript in pagina web 
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Inserarea codului JavaScript in pagina 

Exemplu: browser-ul nu poate interpreta Javascript  
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Inserarea codului JavaScript in pagina 

JavaScript  se poate insera:  

a) Intern in documentul HTML 

 Atât in  <head> cât şi în <body> 

 funcţiile JavaScript se definesc de regulă în <head> 

 Codul JavaScript din <body>se va executa în momentul 

in care este incarcata pagina in browser 

b) Extern intr-un fisier cu extensia .js 

Avantaj: fisierul poate fi inclus in mai multe pagini HTML 

Ex. Includere in document HTML in sectiunea <head>:   
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8.2. Elemente Limbaj JavaScript 

Variabile 

Sintaxa :  

var idVar;  

var idVar = val_initiala;  

idVar = val_initiala;  

 
 Numele variabilelor sunt case-sensitive si trebuie sa inceapa cu o 

litera  

 Variabilele nu au tip (ele pot retine orice valoare)  

 Cuvantul var este optional (daca nu se specifica automat 

variabila e considerata globala)  

 Variabilele declarate intr-o functie sunt locale acelei functii  

 La declararea variabilelor locale trebuie specificat obligatoriu var   

 Variabilele declarate in afara oricarei functii sunt globale (sunt 

accesibile oriunde in pagina)  
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Tipuri de baza 

JavaScript are 3 tipuri de baza: number, string, si boolean 

(Orice alt tip de date este considerat obiect ) 

 Numerele sunt memorate intodeauna in virgula flotanta  

 Numerele hexazecimale incep cu 0x  

 Numerele in baza 8 incep cu 0 (nu toate browserele 

suporta)  

 Sirurile (string) :secvente de caractere  cuprinse “ ” sau‘’ 

 pot contine \n (newline), " (ghilimele), etc. 

 Valorile logice (boolean): true sau false  



8 

15 15 
Curs:   TEHNOLOGII MODERNE DE PROIECTARE A APLICATIILOR MULTIMEDIA 

Operatori 

 Aritmetici: +  -  *  /  %  ++  --  

 Comparatie: <  <=  ==  !=  >=  >  

 Logici: && || !  

 Biti: & | ^ ~ << >> >>>  

 Atribuire: = += -= *= /= %= <<=  >>=  >>>=  &=  ^=  |= 

 Concatenarea siruri: +  

 Conditional : conditie ? val_if_true : val_if_false  

 Testare egalitate:  == si !=  

 Alti operatori : new typeof delete  
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 8.3. Instructiuni 

 Atribuire:  idVar = expresie;  

 Instructiunea compusa  

 { instructiune1;  

   instructiune2;  

   . . .  

   instructiune n; }  

 Comentarii: (similar C++ sau Java) 

  // comentariu pe o singura linie  

 /* comentarii pe mai multe linii */ 
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Instructiuni conditionale 

 Selectie simpla:  

 if (conditie) instructiune;  

 if (conditie) instructiune1; else instructiune2; 

 Selectie multipla:  

 switch(n) {  

 case constanta1: bloc instructiuni 1 break;  

 …  

 case constantaN: bloc instructiuni N break;  

 default: bloc instructiuni n+1 }  
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Instructiuni ciclare 

 Instructiunea for  

for (expr_i;conditie; expresie_reitializare) instructiune 

Exemplu  

<script type="text/javascript">  

var i=0, s=0;  

for (i=0;i<=5;i++)  

 { s+=i;  

 }  

document.write(" Suma este " + s);  

</script> 
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Instructiuni ciclare 

 Instructiunea while  

while (conditie) instructiune  

Exemplu 

<script type="text/javascript">  

var i=0, s=0;  

while (i<=5)  

 { s+=i;  

 i++ }  

document.write(" Suma este " + s);  

</script> 

Instructiuni ciclare 
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Instructiuni ciclare 

 Instructiunea do … while  

do   

 { instructiuni }  

while (conditie);  

Exemplu 

<script type="text/javascript">  

var i=0, s=0;  

do {  

 s+=i;  

 i++ }  

while (i<=5);  

document.write(" Suma este " + s); 
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8.4. Functii 

 se definesc de regula in <head> 

 Sintaxa definire functie:  

function numeFunctie(p1, …, pN)  

 { //declaratii de variabile locale (var)  

 instructiuni }  

 O functie poate returna o valoare cu return valoare;  

 Sintaxa apel functie 

 numeFunctie(vp1, …, vpN)  

 Parametri simpli sunt transmisi prin valoare, obiectele prin 

referinta 
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Exemplu: 

8.4. Functii 
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8.5.Tablouri 

Exemplu: 
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8.6. Obiecte 

Creare obiecte JavaScript: 

 Utilizand obiecte literal:  

var curs = {“D02", “TMPAM"}  

  Cream un obiect ”gol” cu ajutorul operatorului new, apoi 

adaugam proprietati:  

var curs = new Object();  

curs.id = “ D02 "; curs.nume = “TMPAM";  

 Cu ajutorul constructorilor:  

function Curs(id, nume) 

{ this.id = id; //cuvantul cheie this e obligatoriu  

  this.nume = nume; }  

var curs =new Curs(“D02", “TMPAM"); 
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 Creeare ferestre pop-up JavaScript 

Alert Box 

 

 se foloseste pentru a afisa o fereastra de alerta catre utilizator 

 Cand apare o fereastra Alert box utilizatorul trebuie sa de click 

"OK" sa continue.  

 

Exemplu : 

 

<script type="text/javascript"> 

 window.alert("Bine ai venit"); 

</script> 
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 Creeare ferestre pop-up JavaScript 

Confirm Box 

 

 Se utilizeaza adeseori daca utilizatorul vrea sa verifice sau 

accepte o actiune/informatie 

 Cand se afiseaza o fereastra Confirm box, utilizatorul va trebui 

sa dea click pe "OK“ sau "Cancel" ca sa continue.  

 Pentru "OK", Confirm box returneaza true altfel, false. 

 
Exemplu : 

<script type="text/javascript"> 

    intrebare = window.confirm("Rezultatul lui 0+0 este 0?");  

    if (intrebare) alert("Corect");  

    else alert("Incorect");  

</script> 
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 Creeare ferestre pop-up JavaScript 

Prompt Box 

 

 Se utilizeaza cand utilizatorului i se cere sa introduca o valoare 

inainte de a accesa o pagina web 

 La aparitia ferestrei utilizatorul introduce valoarea solicitata si 

selecteaza "OK“ sau "Cancel” 

 Pentru  "OK“, the fereastra returneaza valoarea introdusa de 

utilzator . Pentru "Cancel“, returneaza null. 

 

Exemplu : 

<script type="text/javascript"> 

 x=prompt (“Laura Grindei”, “ ”) 

document.write(“Salut <br>”,+x) 

</script> 
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 Exemple JavaScript: creare ferestre 

Exemplu : interfata calculator 
script type="text/javascript"> 

function calculeaza(form) { 

  form.rezultat.value = eval(form.expresie.value); 

} 

eval("alert('Bine ati venit pe site!')"); 

</script> 

<form> 

  <p>Introduceti o expresie matematica (adunare, scadere, inmultire, 

impartire), de exemplu (7*8 sau 3+8/2): </p> 

  <input type="text" name="expresie" size="35" > 

  <input type="button" name="calc" value="Calculare" 

onclick="calculeaza(this.form)"> 

  <br> 

  Rezultatul este: 

  <input type="text" name="rezultat" size="18"> 

</form> 
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Limbajul JavaScript: Evenimente 

Evenimente:  actiuni care pot fi detectate de JavaScript.  

Se pot configura actiuni la detectarea de evenimente  

Exemple de evenimente:  

 S-a efectuat click pe un buton  

 S-a terminat de incarcat pagina 

Exemplu : eveniment "onClick" mouse 

<form> 

    <input type="button" value="Apasa" 

onClick="alert('Salut')" /> 

</form> 
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Limbajul JavaScript: Evenimente 

Evenimente ale ferestrelor 

-onload  

- onunloavd - onresize: (Netscape)  

- onmove  

- onabort  

- onerror  

- onfocus  

- onblur 

Evenimente de mouse: 

- onmousedown  

- onmouseup  

- onmousemove  

- onmouseover  

- onmouseout  

- ondblclick  

- onclick 

 

Evenimente ale formularelor : 

-onsubmit  

- onreset  

- onchange  

- onselect  

- onclick  

- onblur  

- onfocus 

Evenimente ale tastelor 

- onkeydown  

- onkeyup  

- onkeypress 
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 Alte exemple JavaScript 
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Afisarea rezultatului unei expresii: in pagina web 

Afisarea rezultatului unei expresii: in alta fereastra 

http://www.w3schools.com/js/tryit.asp?filename=tryjs_intro_lightbulb
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https://www.w3schools.com/js/js_examples.asp  
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https://www.w3schools.com/js/js_examples.asp  

https://www.w3schools.com/js/js_examples.asp
https://www.w3schools.com/js/js_examples.asp
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https://www.w3schools.com/js/js_examples.asp  
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https://www.w3schools.com/js/js_examples.asp

https://www.w3schools.com/js/js_examples.asp
https://www.w3schools.com/js/js_examples.asp
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JavaScript validator 

https://www.piliapp.com/javascript-validator/ 
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Exemple website-uri JavaScript 
01. Histography   02. Filippo Bello:  

03. The St. Louis Browns 04. Leg Work Studio 

http://www.histography.io/
http://www.filippobello.com/
http://thestlbrowns.com/
http://legworkstudio.com/
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Exemple website-uri JavaScript 

https://dcrazed.com/creative-javascript-examples/  
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Exemple website-uri JavaScript 

http://www.schillmania.com/projects/snowstorm/  

https://dcrazed.com/creative-javascript-examples/
https://dcrazed.com/creative-javascript-examples/
https://dcrazed.com/creative-javascript-examples/
https://dcrazed.com/creative-javascript-examples/
https://dcrazed.com/creative-javascript-examples/
http://www.schillmania.com/projects/snowstorm/
http://www.schillmania.com/projects/snowstorm/
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Exemple website-uri JavaScript 

https://codepen.io/juliangarnier/pen/idhuG/ 
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GRAFICE ON LINE: Am Charts 

https://codepen.io/juliangarnier/pen/idhuG/
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GRAFICE ON LINE: Am Charts 
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GRAFICE ON LINE: Am Charts 

https://live.amcharts.com/new/
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GRAFICE ON LINE: Am Charts 
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GRAFICE ON LINE: Am Charts 

https://live.amcharts.com/new/
https://live.amcharts.com/new/
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GRAFICE ON LINE: Am Charts 
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STOCK CHARTS ON LINE: Am Charts 
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MAPS ON LINE: Am Maps 
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VISITED COUNTRIES ON MAP ON LINE: Am Maps 

https://www.amcharts.com/visited_countries/
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MAP ON LINE: Google Maps 

1. Go to https://www.google.com/maps/   

 

2. Make sure you're signed in – if not click Login button in the top-right corner 

3. In the top left corner, click the menu icon to expand the menu 

3.Click "Your Places", "Maps" and then click "Create Map" to edit your map 

https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps  

Tutorial: 
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MAP ON LINE: Google Maps 

Harta partenerilor proiect Trade-IT 

http://maps.google.co.uk/
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
https://www.create.net/support/how-to-pin-point-multiple-locations-on-google-maps
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12.7 Inserare harti  
 

Google maps in HTML 5 
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12.7 Inserare harti  
 

Google maps in HTML 5 

http://www.w3schools.com/html/tryit.asp?filename=tryhtml_google_map_4
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INSTRUMENTE GRATUITE CLICKABLE MAPS 
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INSTRUMENTE COMERCIALE CLICKABLE MAPS 

http://freehtml5maps.com/
http://www.saleie.co.uk/SSSH/graphics/infobycountry.php
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INSTRUMENTE COMERCIALE CLICKABLE MAPS 


