CS121/IS223

Creating Java applets
Java applets are embedded in web pages and are downloaded to the user’s computer when the page is accessed.  They run on the user’s computer and not on the server.  You can embed them in a web page using html code.

<html>



<head>




<title>Animal Picture</title>



</head>



<body>




<h3>Picture of an Animal</h3>




<applet code="Picture.class" width=400 height=300></applet>



</body>


</html>
Applets can draw pictures, display pictures, input data and make calculations, and more.  We will first use an applet to display a picture, and then later we will draw pictures on the applet screen.  JDK provides a program, Applet Viewer, that displays applets without having to make a web page for them.  It displays only a single applet, but for testing purposes, that is enough.

When drawing applets, distance is measured in pixels.  The origin for the drawing is the upper left hand corner of the screen.  The x-axis points to the right while the y-axis points down.  One pixel is a dot, so 10 pixels is still a small distance.





x-axis

  y-axis

Applets can contain text boxes that can be used to get or display text.  They can be used to draw figures using the Graphics class, which is in the abstract windowing toolkit, AWT.  They can make calculations such as the body mass index, although this may be easier done with JavaScript.  An applet can react to a mouse click and then perform some operation.  There are a number of applets on my web page.  Two are listed on the syllabus for this class, Scribble and CheckColors.
We will use applets to draw pictures using methods in the Graphics class.  Lab 7 describes how to draw rectangles and ovals.  We can also draw lines, strings, arcs, polygons, and images.  Objects with complete perimeters can also be filled with color.  The pen color and font can be changed and new colors can be created.  Creating new colors uses the Color class.
For a complete description of the Graphics class, go to http://java.sun.com/j2se/1.5.0/docs/api/java/awt/Graphics.html
You can find a description of any Java class at http://java.sun.com/j2se/1.5.0/docs/api/.  This can be very helpful when you want to know what methods are available or how some method works.

See Lab 7 for more information about drawing and filling figures.
Datatypes

The char (character) datatype consists of letters, numbers, and punctuation marks (including the space).  They are represented in the computer by ASCII (American Standard Code for Information Interchange) codes.  Every key on the keyboard has an ASCII code.  Some of these are listed below.  A char constant is enclosed by single quotes, unlike strings, which use double quotes.
	Character
	ASCII Code
	Character
	ASCII Code
	Character
	ASCII Code

	A
	65
	a
	97
	0
	48

	B
	66
	b
	98
	1
	49

	C
	67
	c
	99
	2
	50

	D
	68
	d
	100
	3
	51

	E
	69
	e
	101
	4
	52

	F
	70
	f
	102
	5
	53

	G
	71
	g
	103
	6
	54

	H
	72
	h
	104
	7
	55

	I
	73
	i
	105
	8
	56

	J
	74
	j
	106
	9
	57

	K
	75
	k
	107
	space
	32

	L
	76
	l
	108
	
	

	M
	77
	m
	109
	
	

	N
	78
	n
	110
	
	

	O
	79
	o
	111
	
	

	P
	80
	p
	112
	
	

	Q
	81
	q
	113
	
	

	R
	82
	r
	114
	
	

	S
	83
	s
	115
	
	

	T
	84
	t
	116
	
	

	U
	85
	u
	117
	
	

	V
	86
	v
	118
	
	

	W
	87
	w
	119
	
	

	X
	88
	x
	120
	
	

	Y
	89
	y
	121
	
	

	Z
	90
	z
	122
	
	


A String variable consists of a sequence of characters enclosed in double quotes.  So "Mei Ling" is a String.   But 'M' is a character.  Also 'M' and "M" are not the same thing.  The first is a character and the second is a string.  Characters are declared in a program by


char letter = 'M';


char digit = '5';

We can find the ascii code of a character by casting it to an int.


int number = (int) 'M'; 

This will store 77 in the variable, number.

We can also go the other way.


char letter = (char) 77;

This stores M in the variable, letter.

There is one more basic datatype, boolean.  It has only two values, true and false.  We will discuss its use later on.






















