//CIS  790   (790-02c.java)         L.A.T.T.C                PROF. AUCIELLO

// Programmed by Joseph Auciello, CIS Professor, LA Trade Technical College.

/*

Topics:  .      Overall Applet Structure.

         .      Inputting a string variable name.

         .      gettext() -- important.  (textbox)

         .      TWO WAYS TO COMMENT

         .      Text and Background Color

         .      while (condition) {execution} loop

         .      Time Delay  (note speed of loop)

         .      Defining and initializing variables (int xx = 50)

         .      incrementing   (x =+ 50)

*/

//  (1) links to libraries go 1st!

import java.awt.*;                 

// explain  

import java.awt.event.*;


// explain  

import java.applet.*;

import java.awt.Font;

import java.awt.Color;

import java.lang.Double;

import java.lang.Integer;

import java.lang.Math;

import java.lang.String;

import java.net.*;

import java.util.*;

import java.util.Random;


// explain  every line above

// (2) this starts your program (main routine)

//      Note the "{"  (main bracket) immediately follows.

public class amatha3 extends Applet       // explain  

{  TextField inputField1;

   Button button1;                        // explain button.

   int red = 255; int gre = 00; int blu = 00; int xx = 1;

   String s1, sx;




// explain  

  // (3) in the above section, all "global" variables are defined.

  // (4) the start() method is run every time the applet program runs.

   public void start()



// explain  

     { Label namelabel1 = new Label("Enter Name",Label.RIGHT);

       add (namelabel1);                     // def and add label.

       inputField1      = new TextField(10); // create, add, and

       add (inputField1);                    // initialize input field1.

       inputField1.setText("Harvey");








// explain  
    

       button1          = new Button("Enter Name");  // def button.

       add(button1);

  //   the above section (start() method) sets up the labels, textfields

  //   and buttons.

     } // end start()

  // (5) the paint() method does calculations, and output.

   public void paint(Graphics g)

// explain  

     { Font fonts1   = new Font("Helvetica",Font.BOLD,16);

       g.setFont(fonts1);

       g.setColor(new Color(240,25,25));             // base color








// explain  

       g.drawString("CIS 790 JAVA PROGRAMMING  PROF. AUCIELLO FELIX ",20, 315);

       g.drawString("Press 'Enter Name'", 20,365);

       Font fonts2   = new Font("Helvetica",Font.BOLD,12); // explain  

       g.setFont(fonts2);

       g.setColor(new Color(25,25,245));  // base color

  //   the above section sets up Fonts, Colors and Titles.

       setBackground(Color.pink);

// explain  

       red = 255;

       blu = 00;

       gre = 00;

       xx  = 00;






       while (red>0)



// explain  

         {

           g.setColor(new Color(red,gre,blu));

           g.drawString("Yo! World! from " + s1 + " (in 10 point font) at hor=10, ver="+red,10,blu+60);

           repaint();



// explain  

           red -= 8;

           blu += 16;

           gre += 16;



// explain  

         }

          while (xx < 500)   // out of loop - 2 second pause.

            { xx += 1;

              g.drawString(""+xx, 400,300);

            }


// explain this loop

         red = 255;

         xx  = 00;

     }  // end paint()

  // (6) this section "listens" when the "enter button" is clicked.

       public boolean action(Event event, Object arg)

       // When "Enter Name" is clicked ....

        { if (arg == "Enter Name")

                 {  sx = "Clicked Enter Name";

                    // get input text.

                    s1    = inputField1.getText();

                    repaint();

                    return true; 

                 }

               else

                  return false;

        }  // end action.  

}  //  end class


// explain every line in this procedure (above)






// explain  how the "action listener works!

//  ===================== END   OF   PROGRAM  ===========================

/*  BEGIN BLOCK COMMENT ......

<xmp>

THIS IS GEN3.HTM:

<html>

<table border cellpadding=10 width=140>

       <tr>

          <th><th colspan=120 <h3> <pre> 

"Learn from this Applet about  Changing Fonts, 

 controlling  location of  printing on screen, 

 and changing colors with combinations of red, 

 green, & blue. Using  "controlled experiment"

 method, "hack" away  until you improve it and

 fully understand it." JA </pre>         

          </th>

          <td valign="top" width=140> 

          <IMG SRC="auci-07.gif" width=140><BR>

          </td> 

       </tr>

</table>

<APPLET CODE="gen3.class" WIDTH=600 HEIGHT=300 IGNORE="">

</APPLET>

</html>

</xmp>

 end block comment  */

I DOUBLE-SPACED THIS JAVA PROGRAM SO THAT YOU WILL HAVE

ENOUGH SPACE TO WRITE IN YOUR COMMENTS.  Just comment every line.

Unless it is clearly redundant.   The goal is that you achieve

A strong understanding of what Java Statements mean.

This is absolutely required as a prerequisite to programming in Java.

FOR HELP IN UNDERSTANDING JAVA STATEMENTS, CLICK

http://kbs.cs.tu-berlin.de/~jutta/ht/JDK-beta2-quickref.html
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