Some Code Examples

Fall 2009

Fall 2009 CS 150: Introduction to Computing



l..-"**

* Write a description of class TouchyButton here.
*

* Bauthor (your name)

* @yersion (a version number or a date)

*/

import squint.™*;
import javax.swing.*;

public class TouchyButton extends GUIManager {

private final int WINDOW_WIDTH = 158;
private final int WINDOW_HEIGHT = 300,

public TouchyButton() {
this.createWindow( WINDOW_WIDTH, WINDOW_HEIGHT );
contentPane.add{ new JButton{ "Click Here"™ ) J;

¥

public void buttonClicked( ) {
contentPane.add({ new JLabel{ "I'm Touchedn!™ J) J;

}
}
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import squint.®*;

lmport javax.swing.®,

public class AddressWindow extends GUIManager {

private final int WINDOW_WIDTH = 47@;
private final int WINDOW_HEIGHT = 11@;

public AddressWindow () {
this.createWindow WINDOW_WIDTH, WINDOW_HEIGHT ),
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JLabel{ "Street Addr:™ ) J;
JTextField( 38 ) ),

JLabel{ "City:"™ ) Ji
JTextField{ 15 ) J;

JLabel{ "State:™ ) J;
JTextField( 2 3 J;

JLabel{ "Zip:™ ) 2
JTextField{ 5 ) J;
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import squint.®;
import javax.swing.™*,

public class PopUpMenu extends GUIManager {

private final int WINDOW_WIDTH = 400,
private final int WINDOW_HEIGHT = 11@;

public PopUpMenu () {

this.createWindow WINDOW_WIDTH, WINDOW_HEIGHT);
contentPane . add( new JComboBox( new String[] {"Yes", "No", "Maybe 50"} ) J;
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import squint.*;
lmport javax.swing.™,

public class PasswordField extends GUIManager {

private final int WINDOW_WIDTH = 300,
private final int WINDOW_HEIGHT = 100,

public PasswordField (O {
this.createWindow( WINDOW_WIDTH, WINDOW_HEIGHT);
contentPane.add{ new JLabel{ "Password:" J J;
contentPane.add{ new JPasswordfField{ 1@ ) )
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erminology

e Program — a collection of cooperating
objects that accomplishes a particular
task.

e class — a description of a particular kind
of object, including state information
maintained by each instance and
method definitions that describe the
behavior of objects of this kind.
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object — an instance of a class, with its
own copy of the state information

high-level language — computer
language intended for use by humans in
constructing programs

machine language — the low level
language implemented in a CPU's
hardware. Unigue to the CPU type.

compiler — a program that translates a
high-level language program into the
machine language of a particular CPU

type.
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e class header — Java program line that
starts a class definition; contains the
name of the class and also tells If the
class is derived from any existing class.

e constructor — method called to create a
new object from a class definition. Has
same name as the class.

e method definition — a sequence of
Instructions that can be executed by
referring to the associated method
name.
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e field — a piece of data belonging to an
object. A name Is associated with each
field. (Also: data member, attribute)

e state — the state of an object is the
current value of all its fields.

e behavior — what an object can do,
determined by what methods are
defined in the class from which the
object was created.
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