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1 Schrijf een applicatie die het volgende lottospel simuleert.

// H13 oefening1: Lotto.java

// Java core packages

import java.awt.*;

import java.awt.event.*;

// Java extension packages

import javax.swing.*;

import javax.swing.border.*;

public class Lotto extends Jframe implements ActionListener

{

private boolean nrBB[]= new boolean [42];

private JButton nrButton[];

private JButton speel;

private JPanel nrPanel, buttonPanel;

private BorderLayout layout;

private boolean nrToggle = false;

// constructor sets up GUI

public Lotto()

{

super( "Lotto" );

// build nrPanel

nrPanel = new JPanel();

nrPanel.setLayout(new GridLayout(2,3));

nrPanel.setBorder(new TitledBorder( 

new EtchedBorder(), "De winnende nummers!!!"));

nrButton = new JButton[6];

for (int tel= 0; tel <nrButton.length; tel++)

{
nrButton[tel] = new JButton("....");

nrButton[tel].addActionListener(this);

nrPanel.add(nrButton[tel]);

}

// build button panel

speel = new JButton( "Speel" );

speel.addActionListener(this);

buttonPanel = new JPanel();

buttonPanel.setLayout( new FlowLayout() );

buttonPanel.add( speel );

// set layout

layout = new BorderLayout();

Container container = getContentPane();

container.setLayout(layout );

container.add( nrPanel, BorderLayout.NORTH );

container.add( buttonPanel, BorderLayout.SOUTH );

setSize( 300, 200 );

setVisible( true );

}  // end Lotto constructor

public void actionPerformed (ActionEvent event)

{

int help;

if (event.getSource() == speel)

{
for (int i = 0 ; i < nrBB.length; i++)

nrBB[i]= false;

for (int tel= 0; tel <nrButton.length; tel++)

{
help= ( int  ) ( Math.random() * 42 + 1 );

while (nrBB[help-1])

help = ( int ) (Math.random() * 42 + 1 );

nrBB[help-1]= true;

nrButton[tel].setLabel(String.valueOf(help));

}

nrToggle=false;

}

for (int tel = 0; tel <nrButton.length; tel++)

{

if (event.getSource() == nrButton[tel] && !nrToggle)

{

help = ( int ) ( Math.random() * 42 + 1 );

while (nrBB[help-1])

help = ( int ) (Math.random() * 42 + 1 );

nrBB[help-1]= true;

nrButton[tel].setLabel(String.valueOf(help));

nrToggle = true;

}

}

layout.layoutContainer(getContentPane());

}

// execute application

public static void main( String args[] )

{

Lotto application = new Lotto();

application.setDefaultCloseOperation( JFrame.EXIT_ON_CLOSE );

}

}  // end class Lotto
2 Schrijf een programma dat de gebruiker toelaat een vorm te kiezen.

//H13 Oefening 2: KiesVorm.java

// Java core packages

import javax.swing.*;

// Java extension packages

import java.awt.*;

import java.awt.event.*;

public class KiesVorm extends JFrame

{

private final int CIRKEL = 0, VIERKANT = 1, OVAAL = 2,

RECHTHOEK = 3, SIZE = 400;

private JComboBox keuzeBox;

private int vorm;

public KiesVorm()

{

keuzeBox = new JComboBox();

keuzeBox.addItem( "Cirkel" );

keuzeBox.addItem( "Vierkant" );

keuzeBox.addItem( "Ovaal" );

keuzeBox.addItem( "Rechthoek" );

keuzeBox.addItemListener( new ItemListener()

{

public void itemStateChanged( ItemEvent e )

{

setVorm( keuzeBox.getSelectedIndex() );

repaint();

}

}

);

getContentPane().add( keuzeBox, BorderLayout.SOUTH );

// add some to compensate for edges, combo box

setSize( SIZE + 20, SIZE + 70 );

setVisible( true );

}

// draw the new shape in random locations 20 times

public void paint( Graphics g )

{

super.paint( g );

for ( int tel = 1; tel <= 20; tel++ )

{

// add 10 and 25 to prevent drawing over edge

int x = ( int ) ( Math.random() * SIZE ) + 10;

int y = ( int ) ( Math.random() * SIZE ) + 25;

int breedte = ( int ) ( Math.random() * ( SIZE - x ) );

int hoogte = ( int ) ( Math.random() * ( SIZE - y ) );

// used for circle and square, to prevent drawing off the window

int diameter = breedte;

if ( breedte > hoogte )

diameter = hoogte;

// draw the appropriate shape

switch ( vorm )

{

case CIRKEL: 
g.drawOval( x, y, diameter, diameter );

break;

case VIERKANT: 
g.drawRect( x, y, diameter, diameter );

break;

case OVAAL:

g.drawOval( x, y, breedte, hoogte );

break;

case RECHTHOEK:
g.drawRect( x, y, breedte, hoogte );

break;

}

}

}

// set new shape

public void setVorm( int voorkeur )

{

vorm = voorkeur;

}

// execute application

public static void main( String args[] )

{

KiesVorm app = new KiesVorm();

app.setDefaultCloseOperation( EXIT_ON_CLOSE );

}

}  // end class KiesVorm

3 Schrijf een applicatie die een serieschakeling laat zien.

// H13 oefening3: Schakelaar.java

// Java core packages

import java.awt.*;

import java.awt.event.*;

// Java extension packages

import javax.swing.*;

public class Schakelaar extends JFrame

{

private final int startX=100, startY=100;

private int x, y;

private JCheckBox vak1, vak2;

private JPanel vakPanel;

private boolean standSchakelaar1, standSchakelaar2;

// set up GUI

public Schakelaar()

{

super( "Schakelaar Test" );

// get content pane and set its layout

Container container = getContentPane();

container.setLayout( new BorderLayout() );

vakPanel= new JPanel(new GridLayout(1,2));

// create checkbox objects

standSchakelaar1 = false;

standSchakelaar2 = true;

vak1 = new JCheckBox( "Schakelaar1", standSchakelaar1);

vakPanel.add( vak1 );

vak2 = new JCheckBox( "Schakelaar2", standSchakelaar2 );

vakPanel.add( vak2 );

container.add(vakPanel, BorderLayout.SOUTH);

// register listeners for JCheckBoxes

CheckBoxHandler handler = new CheckBoxHandler();

vak1.addItemListener( handler );

vak2.addItemListener( handler );

setSize( 400,250 );

setVisible( true );

}

public void paint (Graphics g)

{

super.paint(g);

x= startX;

y= startY;

tekenSchakelaar(g, standSchakelaar1,50);

tekenDraad(g, 80, 0);

tekenSchakelaar(g, standSchakelaar2,50);

tekenDraad(g, 0, 50);

x= startX;

y= startY;

tekenDraad(g,0,50);

tekenDraad(g,75,0);

tekenLamp(g,30);

tekenDraad(g,75,0);

}

public void tekenSchakelaar(Graphics g, boolean dicht, int dx)

{

g.fillOval(x-2,y-2,5,5);

if (dicht)

g.drawLine(x,y,x+dx,y);

else

g.drawLine(x,y,x+dx,y-20);

x +=dx;

g.fillOval(x-2,y-2,5,5);

}

public void tekenDraad(Graphics g, int dx, int dy)

{

g.drawLine(x,y,x+dx,y+dy);

x +=dx;

y +=dy;

}

public void tekenLamp(Graphics g, int diameter)

{

if (standSchakelaar1 && standSchakelaar2)

{

g.setColor(Color.red);

g.fillOval(x,y-diameter/2, diameter,diameter);

g.setColor(Color.black);

}

else

g.drawOval(x,y-diameter/2,diameter,diameter);

x +=diameter;

}

// execute application

public static void main( String args[] )

{

Schakelaar application = new Schakelaar();

application.addWindowListener(

new WindowAdapter()

{

public void windowClosing(WindowEvent event)

{

System.exit(0);

}

}

);

//application.setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE );

}

// private inner class for ItemListener event handling

private class CheckBoxHandler implements ItemListener

{

// respond to checkbox events

public void itemStateChanged( ItemEvent event )

{

if (event.getSource()==vak1)

if (event.getStateChange() == ItemEvent.SELECTED)

standSchakelaar1 = true;

else

standSchakelaar1 = false;

if (event.getSource()==vak2)

if (event.getStateChange() == ItemEvent.SELECTED)

standSchakelaar2 = true;

else

standSchakelaar2 = false;

repaint();

}

}  // end private inner class CheckBoxHandler

}  // end class Schakelaar

