CS-2

Assignment 2.3

Graphic User Interfaces – Swing and Event-driven Programming

Purpose:

To produce a simple GUI interface for the ComputeStats problem.

Learning Objectives:

The power of modern computing comes from the ability to produce graphic user interfaces.  These allow users to interact in a more robust manner with the application engines we develop.  The learning objectives for this exercise are several.  You will learn how to develop event-driven programs.  You will start to become familiar with some of the GUI components provided by the Java Swing package.

Problem:

You are to reconstruct the original ComputeStats (Stat Pac) program, but this time with a graphic user interface.  

Requirements:

Run the demonstration program – ComputeAverageGUI.class to see hint about what your program should look like.  Implement a program that emulates this class’ behavior, expanding it to include all of the menu selections and functionality of the ComputeStats5 program.  

Name of the program: ComputeStatsGUI.java

Algorithm:

You will need to carefully study the chapter on event-driven programming and the Java event model in order to complete this assignment. 

Resources:

Text book chapters on event programming and Swing components.

Turn-in:

On a floppy disk, turn in your source code for ComputeStatsGUI.java

