
Mobile Application and Web Design: HTML and JavaScript 
Project 07: “The Canvas: The TweetShirt Project” 
Marist School 
 
Description: 
 
In this project you will use the <canvas> object to create an App that communicates with an 
additional website (twitter.com) to create interactive art.  Key concepts include the <canvas> 
object, drawing graphics and shapes, communicating with external websites, and reading data 
from form objects.  Remember to read the assigned chapter and work to understand all the code 
and concepts presented in created the App. 
 
Reading: 
 
Head First HTML 5 Programming: Chapter 7: Bringing out the Inner Artist: The Canvas 
 
Process and Requirements (10 Points Each for total of 120 Points): 
 
1. Start the Chrome Dev Editor and create a new project called “Project07”.  
2. Create an HTML file called “tweetshirt.html”. 
3. Create a JavaScript file called “tweetshirt.js” 
4. Read pages 281 to 288 and implement the code on page 288 in “tweetshirt.html”. 
5. Implement the code on page 290 to test the canvas.fillRect() function.  You should see a black 
square as shown on page 291. 
6. Read pages 291 to 301 and then implement the code on page 301 to create the TweetShirt App 
user interface. 
7. Read pages 302 to 305 and implement the JavaScript to draw squares in “tweetshirt.js” 
8. Modify the code according to page 307 to clear the canvas after each button press. 
9. Read pages 307 to 319 and implement the code to draw a circle and test. 
10. Read pages 322 to 331 and implement the html and JavaScript that reads Tweets and then 
draws the text on the canvas. 
11. Download the image of the twitterBird at: 
http://www.nebomusic.net/htmllessons/twitterBird.png and save it in the Project07 folder. 
12.  Follow the directions on page 333 to insert the image on the canvas. 
 
Congratulations!  You finished the TweetShirt App!  Upload the Project07 folder to your web 
server to turn in the project.   
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