Week 3

Simple Applets

· Applets are designed to run in your web browser.

· They are downloaded as a result of your browser seeing an applet tag in your html page.

· There are a series of routines (we call them methods in Java) that are known by the browser.  These methods are called automatically according to the following rules:
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When the method is called and its purpose

public void init()

public void start()

This method is called once by the Appletviewer or browser when
an applet is loaded for execution. It performs initialization of an
applet. Typical actions performed here are initialization of
instance variables and GUI components of the Applet, loading of
sounds to play or images to display (Chapter 14, Multimedia),
and creation of threads (Chapter 13, Multithreading).

This method is called after the init method completes execu-
tion and every time the user of the browser returns to the HTML
page on which the applet resides (after browsing another HTML
page). This method performs any tasks that must be completed
when the applet is loaded for the first time into the Appletviewer
or browser and that must be performed every time the HTML
page on which the applet resides is revisited. Typical actions per-
formed here include starting an animation (Chapter 14, Multi-
media) and starting other threads of execution (Chapter 13,
Multithreading).

public void paint( Graphics g )

public void stop()

public void destroy ()

This method is called after the init method completes execu-
tion and the start method has started executing to draw on the
applet. It is also called automatically every time the applet needs
to be repainted. For example, if the user of the Appletviewer or
browser covers the applet with another open window on his or
her computer then uncovers the applet, the paint method is
called. Typical actions performed here involve drawing with the
Graphics object g that is automatically passed to the paint
method for you.

This method is called when the applet should stop executing—
normally when the user of the browser leaves the HTML page
on which the applet resides. This method performs any tasks that
are required to suspend the applet’s execution. Typical actions
performed here are to stop execution of animations and threads.

This method is called when the applet is being removed from
memory—normally when the user of the browser exits the
browsing session. This method performs any tasks that are
required to destroy resources allocated to the applet. Typical
actions performed here include terminating threads (Chapter 13,
Multithreading).




Here is an applet program, along with the output it produces.  We will spend the rest of the period discussing how this program works. 
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// Using if statements, relational
// operators, and equality operators
import java.applet.Applet;

import java.awt.*;

import java.awt.event.¥*;

public class Comparison extends Applet
implements ActionListener {

Label promptl; // prompt user to input first value

TextField inputl; // input first value here

Label prompt2; // prompt user to input second value

TextField input2; // input second value here
int numberl, number2; // store input values

// setup the graphical user interface components

// and initialize variables
public void init ()

{
promptl = new Label( "Enter an integer" );
add( promptl ); // put promptl on applet
inputl = new TextField( 10 );
add( inputl ); // put inputl on applet
prompt2 =

new Label( "Enter an integer and press Enter" );

add( prompt2 ); // put prompt2 on applet
input2 = new TextField( 10 );
input2.addActionListener( this );
add( input2 ); // put input2 on applet

}

// display the results
public veoid paint( Graphics g )
{

g.drawString( "The comparison results are:",

if ( numberl == number2 )

g.drawString( numberl + " == " + number2,
if ( numberl != number?2 )
g.drawString( numberl + " I!= " + number2,

if ( numberl < number2 )
g.drawString( numberl + " < " + number2,

if ( numberl > number2 )
g.drawString( numberl + " > " + number2,

70, 75 );

100, 90 );

100, 105 );

100, 120 );

100, 135 );
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}

if ( numberl <= number2 )
g.drawString( numberl + " <=

if ( numberl >= number2 )
g.drawString( numberl + " >=

" 4+ number2,

" + number2,

100,

100,

// process user's action on the input2 text field
public void actionPerformed( ActionEvent e )

{

numberl = In\:eger.parse:nt( inputl.getText() );
number2 = Integer.parselInt( input2.getText() );
repaint();
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This program solves the identical problem using Swing components

package comparisonswing;
/* <p>Title: ComparisonSwing </p>

 * <p>Description: Compares 2 numbers</p>

 * <p>Copyright: Copyright Coach (c) 2003</p>

 * <p>Company: Coach's Corporation</p>

 * @author Coach

*/

import java.awt.*;

import java.awt.event.*;

import javax.swing.*;

public class ComparisonSwing extends JApplet implements ActionListener{

  JLabel prompt1;

  JTextField input1;

  JLabel prompt2;

  JTextField input2;

  int number1, number2;

  JTextArea resultField;

  // setup the graphical user interface components and initialize variables

  public void init()

  {

    Container container = getContentPane();

    container.setLayout(new FlowLayout());

    prompt1 = new JLabel("Enter an integer");

    container.add(prompt1);

    input1 = new JTextField(10);

    container.add(input1);

    prompt2 = new JLabel("Enter an integer and press Enter");

    container.add(prompt2);

    input2 = new JTextField(10);

    input2.addActionListener(this);

    container.add(input2);

    resultField = new JTextArea();

    container.add(resultField);

  }

  // process user's action on the input2 text field

  public void actionPerformed(ActionEvent e)

  {

    number1 = Integer.parseInt( input1.getText() );

    number2 = Integer.parseInt( input2.getText() );

    resultField.setText("The comparison results are:" + "\n");

    if (number1 == number2)

      resultField.append(number1 + " == " + number2 + "\n");

    if (number1 != number2)

      resultField.append(number1 + " != " + number2 + "\n");

    if (number1 < number2)

      resultField.append(number1 + " < " + number2 + "\n");

    if (number1 > number2)

      resultField.append(number1 + " > " + number2 + "\n");

    if (number1 <= number2)

      resultField.append(number1 + " <= " + number2 + "\n");

    if (number1 >= number2)

      resultField.append(number1 + " >= " + number2 + "\n");

  }

}
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Your 4th Assignment:
You may use either interactive techniques (as demonstrated by the two examples above, to solve the following problem.  Technique one uses TextFields, with a paint routine.  Technique two uses swing components, with no paint routine.

[image: image7.png]- Because of energy conservation, ecology and the high price of gasoline, drivers are con-
cerned with the mileage obtained by their automobiles. One driver has kept track of several tankfuls
of gasoline by recording miles driven and gallons used for each tankful. Develop a Java applet that
will input the miles driven and gallons used (both as integers) for each tankful. The program should
calculate and display the miles per gallon obtained for each tankful and print the combined miles per
gallon obtained for all tankfuls up to this point. All average calculations should praduce floating-
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