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Section 14: Graphics and Sound

1) Images
a) private Image image;
b) image = getlmage(getDocumentBase(), “pic.gif/jpg”);
c) g.drawlmage(image, X, y, width, length, this);

exanpl e:
I nport java.aw.*;
I nport java. appl et . Appl et;
I nport java.awt.event.*;
public class chp20 extends Applet {

private |Inmage i;

public void init() {

i = getlmage(get Document Base(), "tuxhat.gif");

public void paint(Gaphics g) {
g. drawl mage(i, 100, 100, 69, 89, this);
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2) Audio
a) private AudioClip sound;
b) sound = getAudioClip(getCodeBase(), “sound.au’);
c) sound.play();
d) sound.loop();
e) sound.stop();

exanpl e:

I mport java.awt.*;
I nport java. applet.*;

public class chp20a extends Applet {
private AudioCip s;

public void init() {
s = get Audi od i p(get CodeBase(), "birds.wav");
s.play();

3) Double Buffering Images
a) eliminates flicker
b) idea:
1) create a Graphics variable
1) draw all things to this variable (passing when necessary)
ii1) use drawlmage to draw the buffer
c) example:

| mge nyBuffer;

public void paint(Gaphics g) {
Graphi cs hi ddenG = nyBuffer. get Gaphics();
hi ddenG set Col or (Col or. red);
hi ddenG dr awLi ne( 10, 10, 50, 50);
g. draw mage(mnmyBuffer, 0,0, this);



