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April 6, 2016

Understanding Different Ways of Writing Graphics programs

Name all of the programs the same, just call them ..A, ..B, … to match the letters below.
(e.g. GraphicsStyleA.java, GraphicsStyleB.java …)
OMIT THIS. WE’VE DONE MOST OF IT IN CLASS

1. Write the following brief graphics programs.
All of them need to have a JPanel that has a different coloured background and a JButton. 
All should be in one file.
 
A. the main class extends JFrame

 
B. the main class extends Jpanel

 
C. the main class does not extend anything.
2. Write the following brief graphics programs that have events:
All of them need to have a JPanel that has a different coloured background and two Jbuttons.

Each button does something different (e.g. set the colour to x).

D. the main class implements ActionListener (one action listener to handle both buttons)

E. the main class does not implement anything
     The action listeners are inner classes
     Each button has its own action listener class.

F. the action listener is in a separate Java file
     You can use the same actionListener for both buttons.

3. Choose one of your programs that has inner classes. Write down the names of the bytecode class files that are made when you compile the sourcecode. 
** Don't just guess the answer. Actually look for the .class files in your folder.

My graphics programs are named  ___________________

I'm looking at the class files for _______________________

The names of the class files are:

