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       J. Dichter

University of Bridgeport

In this program, you will write a Java application, which will utilize multithreading, simple graphics, swing components, collections - Vector or Collection classes are recommended - event handling, and a multi class design. I am giving you a copy of a jar file, which contains the set of classes required to run this program. Directions to run it follow on the next page.

I am recommending the following class design:

Classes:

MainJFrame

Ball

BouncePanel (Thread class)

We also need a set of Listener classes:

StartButtonListener  (ActionListener)

AddBallButtonListener

SpeedScrollBarListener  (AdjustmentListener)

SizeScrollBarListener

The listeners can be inner or anonymous inner classes: this is up to you.

Standard classes from Java 2 you should utilize include:

Thread – java.util

Jbutton – javax.swing

JScrollBar– javax.swing

Vector or Container – java.util or – javax.swing

Graphics – java.lang

Graphics2D – java.awt.geom

JColorChooser– javax.swing

Draw circles with the following call. Note in Java2 a Graphics object can be case as a Graphics2D object.

   Ellipse2D ellipse = new Ellipse2D.Float(x, y, width, height);

   ((Graphics2D)g).fill(ellipse); 

Download the jar file (bouncy.jar) with the working application

Run my Application with the following command at your OS prompt:

c:> java -cp bouncy.jar Bouncy2
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Observe this program and its behavior, and write a program as close as possible to this one. You will need to hand in a complete UML class design, including all classes used (standard classes as well as your own, all interfaces, and all associations between these classes and/or interfaces)

