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Review



Objects



Creating an object

= {3

const things




AdAINg properties

const things = §
country: "USA’
3

things.animals = ['dog’, 'rhino']



—UNctions as rroperties

things.explode = function() §
alexrt('KABOOM')
3



ACCessIing Properties

things.animals
things[ 'KABOOM’ ]



—UNCLIONS



—UNCTION exXpressions

function sum(a, b) §
return a + b

3



FUNCTIONS as varianles

const sum = function(a, b) ¢
return a + b

3

const sum = (a, b) => §
return a + b

3



—UNction iNnvocation

const sum = function(a, b) §
// this === ?
return a + b;

3;

sum(2, 3);



—UNction iNnvocation

const sum = function(a, b) §
// this === window
return a + b;

3;

sum(2, 3);



—UNction iNnvocation

const sum = (a, b) => §
// this === ?

return a + b;

3;

sum(2, 3);



—UNction iNnvocation

const sum = (a, b) => ¢§
// this === whateven "this i3 1in
// the sunnounding gunction
return a + b;

3;

sum(2, 3);




—vent nandaler iInvocation

function handleclick(ev) §
// this === ev.tanget

3

btn.addEventListenexr('click', handlecClick)



—vent nandaler iInvocation

function handleclick(ev) §
// this === ?
3

btn.addEventListenexr('click', handlecClick)



—vent nandaler iInvocation

(with an anonymous function)

btn.addEventListenex('click’', function(ev) ¢{
// this === ?
3)



—vent nandaler iInvocation

([anynoymous function makes no difference)

btn.addEventListener('click’
// this === ev.tanget

3)

function(ev) {



—\vent nandler Invocation
(with an arrow function)

btn.addEventListenex('click', (ev) => §
// this === 2
3)



—\vent nandler Invocation
(with an arrow function)

btn.addEventListenex('click', (ev) => §
// this === whateven "this i3 in the
// surnounding gunction

3)



Nethods

(functions as object properties)

const thing = §

explode() £
alext('KABOOM')

3

3



Nethod Invocation

const thing = §
explode() {
// this === ?
alext('KABOOM')
3

3;
thing.explode()




Nethod Invocation

const thing = §

explode() §
// this === thing
alext('KABOOM')

3

3;
thing.explode()




