// Lab 8 GUI, 3-2-09

// Source code outline for ShapePanel class

package gui;

import javax.swing.*;

import java.awt.Graphics;

import java.awt.Color;

import java.awt.Polygon;

public class ShapePanel extends JPanel {


// The following line of code keeps the compiler happy!

static final long serialVersionUID = 0;


// a ShapePanel has a color and a shape


// the shape is always CENTERED in the panel



private Color color;


private int shape;


// There are eight different shapes


// shape == 1 is a filled rectangle


// shape == 2 is a filled, round-cornered rectangle


// shape == 3 is a filled 3-D rectangle, raised above surface


// shape == 4 is a filled oval


// shape == 5 is a filled circle (a "special" oval)


// shape == 6 is a fan like on p.437


// shape == 7 is an octagon, adapt from hexagon on p.440


// shape == 8 is a filled square (a "special" rectangle)


public static final int RECTANGLE = 1;


public static final int ROUND_RECT = 2;


public static final int THREE_D_RECT = 3;


public static final int OVAL = 4;


public static final int CIRCLE = 5;


public static final int FAN = 6;


public static final int OCTAGON = 7;


public static final int SQUARE = 8;


// 2-arg constructor, specifies color c and shape number n


public ShapePanel(Color c, int n)


{



color = c;



shape = n;


}


// 0-arg constructor, defaults to a green filled rectangle


public ShapePanel()


{



color = Color.GREEN;



shape = 1;


}


// tells JVM how to redraw the panel


protected void paintComponent(Graphics g) {



super.paintComponent(g); // redraw JPanel



g.setColor(this.color);



// Get the panel size



int width = ??;



int height = ??;



// Below are helpful values for drawing circle, fan, octagon, & square


// the circle's radius is 40% of the smaller dimension of the panel


int radius = (int)(Math.min(??);


// the center of the panel is (xCenter, yCenter)


int xCenter = ??; 



int yCenter = ??;


// the upper-left corner of a circumscribed square is (x, y)


int x = xCenter - radius; 



int y = yCenter - radius; 



switch (shape){ // draw the correct shape



case RECTANGLE: 




g.fillRect((int)(0.1*width),(int)(0.1*height),



    (int)(0.8*width),(int)(0.8*height));




break;



case ROUND_RECT:




??



break;



case THREE_D_RECT:




??



break;



case OVAL:




??



break;



case CIRCLE:




??



break;



case FAN:




??



break;



case OCTAGON:




??



break;



case SQUARE:




??



break;



}


}

}
