CSCI 240 Project
 
Alphabet Game
 
40 Points 
Problem Statement

The purpose of this project is to implement a java application or applet that implements a graphical user interface using swing components.
​Requirements
You are to implement an Alphabet Game that allows the user to pick a letter, and then displays the name of an animal whose name begins with that letter and the location where the animal can be found.  Sample output for the letter S is depicted in Figure 1.  You can execute the program at  http://www.cs.iupui.edu/~cs240/fall07/AlphabetGame/AlphabetGame.htm.
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Figure 1 Alphabet Game for the Letter S
An implementation of an applet implemented using the java Abstract Window Toolkit (AWT) is included in Appendix A.  You are requirement to upgrade the class to use Java Swing Components.

You are to try an match the look and feel of the sample applet as closely as possible.  For example, you need to set font and background colors as shown.  You can add extensions that come with swing.  For example, you can implement pop-up tooltips if you wish.

Java Programming Notes
The main window is going to extend JFrame for an application or JApplet for an applet.  A GridLayout manager is used for the main window.  The buttons are contained within a panel at the bottom.  A GridLayout manager is used to place the 27 buttons in a 3 x 9 grid inside the panel.

Grading

Place your code (*.java) in the Project Drop Box by the due date.

Execution – 40 points
Appendix A Java AWT Implementation
//developed by Dale Roberts 09/27/99

// Class library list

import java.applet.*;

import java.awt.*;

import java.awt.event.*;

public class AlphabetGame extends Applet implements ActionListener

{

        // Class constants

        static final int LABEL_INDEX = 0;

        static final int ANIMAL_INDEX = 1;

        static final int LOCATION_INDEX = 2;

        static final String MESSAGES[][] =

                { {"A", "Aye-Aye", "Madagascar"},

                  {"B", "Bald Eagle", "United States"},

                  {"C", "Caribou", "Arctic"}, 

                  {"D", "Dingo (wild dog)", "Australia"}, 

                  {"E", "Echidna (spiny anteater)", "Australia"}, 

                  {"F", "Flying Squirrel", "North America"},

                  {"G", "Gibbon", "Southeast Asia"},

                  {"H", "Hippopotamus", "Africa"}, 

                  {"I", "Ibex", "Asia"}, 

                  {"J", "Jaguar", " South America"}, 

                  {"K", "Kangaroo", "Australia"}, 

                  {"L", "Lemming", "Arctic"}, 

                  {"M", "Musk Ox", "Arctic North America"}, 

                  {"N", "Numbat", "South America"}, 

                  {"O", "Orangutan", "Bornea"}, 

                  {"P", "Polar Bear", "Arctic"}, 

                  {"Q", "Quokka", "Australia"}, 

                  {"R", "Reindeer", "Arctic"}, 

                  {"S", "Snowy Owl", "Arctic North America"}, 

                  {"T", "Tasmanian Devil", "Australia"}, 

                  {"U", "Unau (two-toed sloth)", "South America"}, 

                  {"V", "Vulture", "Africa"}, 

                  {"W", "Wolverine", "Labrador"}, 

                  {"X", "Xukazi", "Africa"}, 

                  {"Y", "Yapok", "Australia"}, 

                  {"Z", "Zebra", "Africa"}, 

                  {"About", "Enhanced Alphabet Game, 09/27/99", "About"} 

                };

        // Class variables

        // Labels

        Label animalLabel;

        Label locationLabel;

        // Fonts

        Font animalFont;

        Font locationFont;

        // Declare a panel to hold the buttons

        Panel buttonPanel;

        // Declare a button array

        Button buttonArray[];

        public void init()

        {

                // Instantiate the fonts

                animalFont = new Font("SansSerif", Font.PLAIN, 20);

                locationFont = new Font("SansSerif", Font.ITALIC, 20);

                // Instantiate the labels

                animalLabel = new Label();

                locationLabel = new Label();

                // Set label font and color

                animalLabel.setFont(animalFont);

                animalLabel.setBackground(Color.white);

                animalLabel.setForeground(Color.black);

                animalLabel.setAlignment(Label.CENTER);

                locationLabel.setFont(locationFont);

                locationLabel.setBackground(Color.blue);

                locationLabel.setForeground(Color.yellow);

                locationLabel.setAlignment(Label.CENTER);

                // Instantiate and initialize the panel and button array

                buttonPanel = new Panel();

                buttonArray = new Button[MESSAGES.length];

                buttonPanel.setLayout(new GridLayout(3,9));

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

                {

                        buttonArray[i] = new 
                                Button(MESSAGES[i][LABEL_INDEX]);

                        buttonArray[i].addActionListener(this);

                        buttonPanel.add(buttonArray[i]);

                }

                // Set the layout of the sandbox and add labels and panel

                this.setLayout(new BorderLayout());

                this.add(locationLabel, BorderLayout.NORTH);

                this.add(animalLabel, BorderLayout.CENTER);

                this.add(buttonPanel, BorderLayout.SOUTH);

        } // end of init()

        public void actionPerformed(ActionEvent e)

        {

                // Local variables

                int i = 0;

                // See which button was pressed

                while (e.getSource() != buttonArray[i]) i++;

                // i now points to selected button.  Display its info

                animalLabel.setText(MESSAGES[i][ANIMAL_INDEX]);

                locationLabel.setText(MESSAGES[i][LOCATION_INDEX]);

        } // end of actionPerformed()

} // end of Applet AlphabetGame
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