CS 324
Read:  IJP Ch. 16:  Event-Driven Programming

Due Tuesday 1/12/13, 8:00 AM

1. In the context of GUI programming, what is an "event"?

2. The root class of the Java event classes is __________________________ .

3. If the user of a GUI program clicks a button, hits ENTER on a text field, or selects a menu item, this will fire a _______________ (type) event.

4. If the user of a GUI program clicks the mouse, this will fire a ___________ (type) event.

5. When a source object fires an event, an object interested in the event handles it.  The latter object is called a _______________ , and it must be an instance of the appropriate interface and must be registered with the source component.

6. How is an inner class created in Java, and how does the use of inner classes help to make programs simple and concise?

7. Suppose "button" is an instance of JButton.  Write the code to create and register an anonymous inner-class listener to the button.  When the button is click, the string "Don't click me!" should be printed to the console.

8. What does the "pack()" method do when called on a frame?
9. What is a "convenience listener adapter" and why would you want to use one?

10. What does the "repaint()" method do when called on a component?

11. You can use the Timer class to control Java animations.  A timer fires a _________ (type) event at a fixed rate.  The listener calls repaint to simulate an animation.
