Chapter 18 Applets and Multimedia
1.
Every applet is an instance of java.awt.Applet. Not every applet is an instance of javax.swing.JApplet. Only the Swing applets are instances of JApplet.

2. 
Yes

3.
See the section "The <applet> HTML Tag." You use the <applet> tag to embed an applet in the Web page.

4.        Create an HTML file with an <applet> tag to embed an applet and use the command 

appletviewer file.html 

to test the applet

5.

Applets are not allowed to read from, or write to, the file system of the computer. Applets are not allowed to run any programs on the browser's computer. Applets are not allowed to establish connections between the user's computer and another computer except with the server where the applets are stored.

6.      The components are added to the content pane of the applets. The default layout manager of the content pane of JApplet is BorderLayout.

7.       No.

8.
Yes. You can create an instance of JApplet and place it in a frame and use it.

9.      An application has a main() method and runs as a standalone. An applet does not need a main method and must run from a Web browser. Applications and applets are compiled in the same way.

10.
See the text.

11. 
(a) The void should be removed to declare a constructor.

(b) The jlblMessage is declared in Line 2 as a data field, but redeclared in Line 5 as a local variable. The local variable is assigned with new  JLabel("It is Java"), but the data field is still null. In Line 12, jlblMessage is null, which causes NullPointerException.

12.
Use the <param> tag in the HTML file to pass parameters to an applet.

13.
The getParameter() method is defined in the Applet class. 

14. 
Revision 1 is wrong because the getParameter method is an instance method and it cannot be invoked before an instance of the applet is created. Revision 2 is wrong because the init method is invoked after the applet instance is created.

15.
The program makes the ball moving by repeatedly displaying the ball at a new location. The program uses the timer to repaint the ball panel.

16.
The code tests if x <0 or x > getWidth(). If so, change the sign of dx. This changes the direction of the ball movement horizontally. The code tests if y <0 or y > getWidth(). If so, change the sign of dy. This changes the direction of the ball movement vertically.

17.
When the Suspend button is clicked, the program invokes the listener’s actionPerformed method, which invokes timer.stop() to suspend the timer. When the Resume button is clicked, the program invokes the listener’s actionPerformed method, which invokes timer.start() to resume the timer.
18. When the game starts, whoseTurn is ‘X’. When the game is over, whoseTurn is ' '.

19. If the game is not over, when the user clicks on an empty cell, an X or O will be set for the cell depending on the value in whoseTurn. If the game is over, when the user clicks on an empty cell, nothing will happen.

20. The program checks whether a player wins whenever a move is made using the isWin(token) method. This method checks if a row, a column, or a diagonal is filled with the token. The program checks whether all cells are filled using the isFull() method. This method checks if all the cells have a non-empty token. If so, isFull() returns true.
21.
The drawing will be corrupted.
22.
To create an URL object for the file www.cs.armstrong.edu/liang/anthem/us.mid on the Internet, use new URL(“www.cs.armstrong.edu/liang/anthem/us.mid”). To create an URL object for the file anthem/us.mid, use

URL url = this.getClass().getResource(filename);

23.
First create an URL for the image source, then use new ImageIcon(url) to create an ImageIcon for the source. 

24.
You can use AIFF, MIDI, and RMF in addition to AU and WAS files in Java 2.

25.
First create an URL for the audio source, then use the Applet.getAudioClip(url) method to obtain an audio clip.

26.        You can use the play(), stop(), and loop() methods to play, stop, or repeatedly play the audio, respectively.

27. The program sets the initial image icon using
jlblImageLabel.setIcon(icons[0]);

The program plays the initial audio clip using

currentAudioClip.play();

28. When the Suspend button is clicked, the program stops the current audio clip. When the Resume button is clicked, the program plays the current audio clip.

