Object-Oriented Programming in Java

MISM/MSIT 95-712-C

Homework 6

Due: Wednesday, November 10, 2004, start of class

There are two exercises in this homework. The first one is 75 points, the second one is 25 points.

Follow the commenting and coding convention, and the minimal class description guidelines as discussed in the lectures for all the classes you introduce, except for the test driver classes that contain the main function.

Name your files as specified below. Generate the Java documentation by running the javadoc utility over all the classes and packages. Put all your java files, compiled class files and the documentation files into a zip file named Homework6.zip and submit it via the Drop Box on the blackboard by the due time. Also, print all your .java files with your name and bring them to me at the beginning of the class on the due date. Don’t print nor bring the documentation files.

1. In this exercise, you will write an interactive drawing program. The main frame shall have a menu bar, a drawing panel in the center and a button container panel in the south.

There are two menus: File and Draw. File menu has one menu item “Exit” which closes the program. The Draw menu has menu items “Line”, “Rectangle”, “Ellipse”, a separator, and another menu item “Change Color”.

The button container panel has four buttons “Line”, “Rectangle”, Ellipse” and “Change Color” in a flow layout.

When the user selects “Line” either through menu or button, your program should enable drawing line interactively on the drawing panel with the mouse (similar to drawing a line in Power Point).

Similarly, when the user selects “Rectangle” or “Ellipse”, your program should enable drawing rectangle or ellipse.

Use the Line2D.Double, Rectangle2D.Double and Ellipse2D.Double classes in your program. All these classes implement the Shape interface.

While drawing rectangles and ellipses, however, you may assume for simplicity that the user would always be dragging the mouse toward the south-east direction.

When the user selects “Change Color”, your program should display a color chooser dialog and let the user select a color. Once a color is selected, your program should repaint all the figures on the drawing panel with the selected color. The selected color should be used when drawing any new figure.

You should write your code in a way to eliminate any conditional check on the type of the figure the user is currently drawing. An otherwise correctly running program that queries the type of the figure will not get full credit.

You can have all your classes in a single file named Homework6_1 in the default package.

2. Write a program that shows a bouncing ball in a frame in a file named Homework6_2 in the default package.

Details about how to implement these exercises will be discussed in the class. The executable files and the skeleton code will be available in Homework6 directory of http://www.andrew.cmu.edu/user/syucel/Java/homework_solutions/ 

