CS 116
Lab 3 - Widgets

Objectives

· Experiment with the widgets in the applet

· Add some widgets of your own to extend the applet

Exercises


Gigobite presents a collection of Java’s widgets - the built-in buttons, lists, choice boxes, labels, text fields and text areas that are used to create graphical user interfaces - for you to interact with.  Your job at this point is to run the program and to see how its appearance is described in the Java source code.


Create a Gigobite folder, download Gigobite.java and create a project.  Compile and run the applet and use the widgets.  That is, click on its list items, its check boxes, and its buttons.  Enter some text in the text fields and areas.


1. Part of the Java source code for the Gigobite class is listed below.  The listing is annotated with questions (in bold face) about how the code describing the widgets relates to how the widgets are displayed.  Answer the questions below by looking at the applet window, and by using any Java documentation (like the text or what is provided on the Sun web site) that you need.

     
What does 18 signify in the follow line?
     
TextField reminder = new TextField(“Ask for Coupons!”,18);
 
Answer:


 
What is the difference between true and false in the following lines?
 
List sandwhiches = new List(5,true);
 
List drinks = new List(5,true);
 
List sides = new List(3,false);
 
Answer:


 
What do 2 and 10 mean in the following line?
 
TextArea comments = new TextArea(“Hold the pickles!”,2,10);
 
Answer:


  
What does the following line do?
 
setBackground(Color.yellow);
 
Answer:


 
In what style will sandsLabel appear?
 
sandsLabel.setFont(myFont2);
 
Answer:

 
What is the difference between setBackground() and
 
setForeground()in the two lines below?
 
drinkLabel.setBackground(Color.cyan);
 
sidesLabel.setForeground(Color.red);
 
Answer:




2.  It is time to experiment a bit more actively with the class Gigobite. Here you will change the program, recompile it, and run it to observe differences in its appearance.

First alter the order in which items are added to the sandwich list.  Do the same for the sizes of the choice box.  Compile and run your revised program, noting the differences you detect.  How does the order of adding items determine the order of the display?
Answer:



Now, change the order in which the widgets themselves are added to the applet.  Compile and run the program. How are your changes to the code reflected in the applet’s appearance?
Answer:

 
Notice how the fonts, background and foreground colors of individual components can be specified.  Write the code to change the font and colors of any of the existing widgets and run your version of the applet to test it out.


3. We can now make more extensive changes to the class Gigobite. Use the code your were given as a model for making the following extensions.  Compile and run the applet after each stage to make sure that it behaves as you expect it to.

Add widgets to the applet to describe a few different “Combo-Meals” (that is, combination meals composed of a sandwich, a side order, and a drink).  Describe the combo-meals in a list and add a label that identifies the list.  Then add a few combo-meals as items to your list.


4. Add a Checkbox to indicate that the current order is “Special” – that is, requires some special action.


5. Add a Choice widget that indicates whether a particular order is for eating in or taking out.


6. Finally, add code that draws some simple logo for Gigobite around or near the name on the applet window using some of Java’s basic drawing commands.

7. Email your modified java file to jzimmerm@goucher.edu and turn in your answers above.  

PostLab

Write an applet that displays an order form for some merchandise.  You can use an order form that you have seen of the web as an example or use any mail-order catalog for a simple form to lay out on the screen.  I will expect each person’s applet to be different from everyone else’s.

