Programming Java, Handout 4

Tutorial by CodePug.com, C. 2003

After working through examples 1 thru 5, what are we expected to know about java?


Before continuing, I am hoping that you are now familiar with how to create a webpage for a java applet, how to type and save each of the examples, and how to create a .class file using the compiler.  Also we should recognize that in order to take full advantage of knowing java, it is important to become familiar with many of its built-in methods and variable types.  To make learning these easier, I have compiled the list below to help you.    

Variable Types

Description: Variables are used to store information in your programs.

Where to use: To use variables in your program, you should choose what type of variable you need.  Write the variable type and then its name on the lines following the class... extends Applet { line.

Name

Usage


Purpose

boolean
bool b;


Used to store a value of either true or false.



b = true;

integer            int n;


Used to store numbers without decimals such  

                         n = 330;                     as positions.

AudioClip 
AudioClip ac;
Used with the following lines to play sounds 



ac = getAudioClip(getCodeBase(),”sound.wav”);



ac.play();




Graphics Methods

Description: The graphics methods listed below allow you to draw various figures on the screen.  

Where to use: Use these methods only inside of the curly brackets { } of the public void paint(Graphics g) method.

Name

Usage






Purpose

drawString
g.drawString(“text”,xPosition,yPosition);
Draw words on the screen

drawOval
g.drawOval(xPosition,yPosition,width,height);
Draw the outline of an oval

fillOval

g.fillOval(xPosition,yPosition,width,height);
Draw a solid oval or circle


drawRect
g.drawRect(xPosition,yPosition,width,height);
Draw the outline of a retangle

fillRect

g.fillRect(xPosition,yPosition,width,height);
Draw a solid rectangle

fill3DRect
g.fill3DRect(xPosition,yPosition,width,height,true);       Draw a solid 3D rectangle

drawLine
g.drawLine(xPosition,yPosition, x2Position,y2Position);      Draw a line between 

                                                                                                                                      two points

setColor
g.setColor( Color.red);
 Put before another drawing method to change its color 

Control Statements

Description: Used to cause the program to perform differently in different conditions.

Where to use: inside any method

Name

Usage


Purpose

if

if (b)


If b is a boolean variable equal to true then the computer  

                                                                        will do the next line



if (!yy)


If yy is a boolean variable not equal to true then the      

                                                                        computer will do the next line



if (key == 'a')

If key is an integer variable and is equal to the character   

                                                                        'a' then do the next line



if (n > 5)

If the integer variable b is 6 or larger the computer will  

                                                                        do the next line



if (x > 5 && x < 15)
If the integer variable x is 6,7,8,9...14,15 then the 

                                                                        computer will do the next line



if (myNum < 0){ }
If the integer variable myNum has a negative value then  

the computer will do what is between the { and } brackets.

Note: You can also use the else statement after an if statement to offer an alternative command if the conditions are not met.

General Methods

Description: Methods perform actions in java.  When a method is called the code between the methods first and last { } brackets is read.

Use: Place within the public class ... ... extends Applet { lines (order is not important as long as the method is in the class object's {}.

Name

Usage





Purpose

init

public void init( ) { }



(Required) Used to set the 

                                                                                                                    starting values of variables 

paint

public void paint(Graphics g) { }


(Required) Used to paint on the 

                                                                                                                   screen and is called by repaint( ) 

keyDown
public bool keyDown(Event evt, int key){ }
Used to find which key was 

                                                                                                                    pressed.  (i.e. if (key == 'a'){})

mouseDown
public bool mouseDown(Event evt, int x, int y) { }  Automatically runs when the 

                                                                                                                      mouse button is pressed

mouseMove
public bool mouseMove(Event evt, int x, int y) { }   Automatically run when the 

                                                                                                                      mouse moves inside the applet 

