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EExxttrraa  TTooppiiccss  
 

Difference between CharacterStreams and ByteStreams. 

 

 character Streams  

 It allows you to read and write characters and strings. 

 An input character Stream converts bytes to Character. 

 An output character Stream converts character to byte.  

 Byte Streams  

 It allows you to read and write binary data.  

 For ex, an application that simulates the behavior of an electric circuit can write a sequence 

of float values to a file. These would represent the value of a signal over a time interval. 
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Write a program to copy one file to another. 

 

import java.io.*; 
class FileInputStreamDemo 
 { 
 
 public static void main(String args[]) throws Exception  
 { 
  int size;  
  InputStream f =new FileInputStream("FileInputStreamDemo.java"); 
  System.out.println("Total Available Bytes: " +(size = f.available())); 
  int n = size/40; 
  System.out.println("First " + n +" bytes of the file one read() at a time"); 
  for (int i=0; i < n; i++) 
   { 
   System.out.print((char) f.read()); 
  } 
  System.out.println("\nStill Available: " + f.available()); 
  System.out.println("Reading the next " + n +" with one read(b[])"); 
  byte b[] = new byte[n]; 
  if (f.read(b) != n)  
   System.err.println("couldn't read " + n + " bytes."); 
  System.out.println(new String(b, 0, b.length)); 
  System.out.println("\nStill Available: " + f.available()); 
  OutputStream f0 = new FileOutputStream("file1.txt"); 
  for (int i=0; i < buf.length; i += 2)  
  { 
   f0.write(buf[i]); 
  } 
  f0.close(); 
  OutputStream f1 = new FileOutputStream("file2.txt"); 
  f1.write(buf); 
  f1.close(); 
  f2.close(); 
 } 
} 

 

Explain Java graphics function any 5 with example. 

 

 Drawing Lines 

 Lines are drawn by means of the drawLine( ) method, shown here: 

void drawLine(int startX, int startY, int endX, int endY)  

 drawLine( ) displays a line in the current drawing color that begins at startX,startY and ends 

at endX,endY. 
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 The following applet draws several lines: 

// Draw lines 
import java.awt.*; 
import java.applet.*; 
/* 
<applet code="Lines" width=300 height=200> 
</applet> 
*/ 
public class Lines extends Applet  
{ 

public void paint(Graphics g)  
{ 

g.drawLine(0, 0, 100, 100); 
g.drawLine(0, 100, 100, 0); 
g.drawLine(40, 25, 250, 180); 
g.drawLine(75, 90, 400, 400); 
g.drawLine(20, 150, 400, 40); 
g.drawLine(5, 290, 80, 19); 

} 
} 

 

 Drawing Rectangles 

 The drawRect( ) and fillRect( ) methods display an outlined and filled rectangle, respectively. 

They are shown here: 

void drawRect(int top, int left, int width, int height) 

void fillRect(int top, int left, int width, int height) 

 The upper-left corner of the rectangle is at top,left. The dimensions of the rectangle are 

specified by width and height. 

 To draw a rounded rectangle, use drawRoundRect( ) or fillRoundRect( ), both shown here: 

void drawRoundRect(int top, int left, int width, int height,int xDiam, int yDiam) 

void fillRoundRect(int top, int left, int width, int height,int xDiam, int yDiam) 

 A rounded rectangle has rounded corners. The upper-left corner of the rectangle is at 

top,left. The dimensions of the rectangle are specified by width and height. 

 The diameter of the rounding arc along the X axis is specified by xDiam. The diameter of the 

rounding arc along the Y axis is specified by yDiam. 

 The following applet draws several rectangles: 

 

// Draw rectangles 
import java.awt.*; 
import java.applet.*; 
/* 
<applet code="Rectangles" width=300 height=200> 
</applet> 
*/ 
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public class Rectangles extends Applet  
{ 

public void paint(Graphics g)  
{ 

g.drawRect(10, 10, 60, 50); 
g.fillRect(100, 10, 60, 50); 
g.drawRoundRect(190, 10, 60, 50, 15, 15); 
g.fillRoundRect(70, 90, 140, 100, 30, 40); 

} 
} 
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 Drawing Ellipses and Circles 

 To draw an ellipse, use drawOval( ). To fill an ellipse, use fillOval( ). These methods are 

shown here: 

void drawOval(int top, int left, int width, int height) 

void fillOval(int top, int left, int width, int height) 

 The ellipse is drawn within a bounding rectangle whose upper-left corner is specified by 

top,left and whose width and height are specified by width and height. 

 To draw a circle, specify a square as the bounding rectangle. 

 The following program draws several ellipses: 

 

// Draw Ellipses 
import java.awt.*; 
import java.applet.*; 
/* 
<applet code="Ellipses" width=300 height=200> 
</applet> 
*/ 
public class Ellipses extends Applet  
{ 

public void paint(Graphics g)  
{ 

g.drawOval(10, 10, 50, 50); 
g.fillOval(100, 10, 75, 50); 
g.drawOval(190, 10, 90, 30); 
g.fillOval(70, 90, 140, 100); 

} 
} 

 

 Drawing Arcs 

 Arcs can be drawn with drawArc( ) and fillArc( ), shown here: 

void drawArc(int top, int left, int width, int height, int startAngle,int sweepAngle) 

void fillArc(int top, int left, int width, int height, int startAngle,int sweepAngle) 



 
 

 

 
[5] 

 The arc is bounded by the rectangle whose upper-left corner is specified by top,left and 

whose width and height are specified by width and height. The arc is drawn from startAngle 

through the angular distance specified by sweepAngle.  

 Angles are specified in degrees. Zero degrees is on the horizontal, at the three o’clock 

position. The arc is drawn counterclockwise if sweepAngle is positive, and clockwise if 

sweepAngle is negative.  

 Therefore, to draw an arc from twelve o’clock to six o’clock, the start angle would be 90 and 

the sweep angle 180. 

 The following applet draws several arcs: 
 

// Draw Arcs 
import java.awt.*; 
import java.applet.*; 
/* 
<applet code="Arcs" width=300 height=200> 
</applet> 
*/ 
public class Arcs extends Applet  
{ 

public void paint(Graphics g)  
{ 

g.drawArc(10, 40, 70, 70, 0, 75); 
g.fillArc(100, 40, 70, 70, 0, 75); 
g.drawArc(10, 100, 70, 80, 0, 175); 
g.fillArc(100, 100, 70, 90, 0, 270); 
g.drawArc(200, 80, 80, 80, 0, 180); 

} 
} 
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 Drawing Polygons It is possible to draw arbitrarily shaped figures using drawPolygon( ) and 

fillPolygon( ),shown here: 

void drawPolygon(int x[ ], int y[ ], int numPoints) 

void fillPolygon(int x[ ], int y[ ], int numPoints) 

 The polygon’s endpoints are specified by the coordinate pairs contained within the x and y 

arrays. The number of points defined by x and y is specified by numPoints. 

  There are alternative forms of these methods in which the polygon is specified by a Polygon 

object. 

 The following applet draws an hourglass shape: 

 

// Draw Polygon 
import java.awt.*; 
import java.applet.*; 
/* 
<applet code="HourGlass" width=230 height=210> 
</applet> 
*/ 
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public class HourGlass extends Applet  
{ 

public void paint(Graphics g)  
{ 

int xpoints[] = {30, 200, 30, 200, 30}; 
int ypoints[] = {30, 30, 200, 200, 30}; 
int num = 5; 
g.drawPolygon(xpoints, ypoints, num); 

} 
} 

 

Explain Swing and awt. 

 

 AWT: 

 

Pros (Advantage) 

 Speed: use of native peers speeds component performance.  

 Applet Portability: most Web browsers support AWT classes so AWT applets can run 

without the Java plugin.  

 Look and Feel: AWT components more closely reflect the look and feel of the OS they run 

on.  

Cons (Disadvantages) 

 Portability: use of native peers creates platform specific limitations. Some components may 

not function at all on some platforms.  

 Third Party Development: the majority of component makers, including Borland and Sun, 

base new component development on Swing components. There is a much smaller set of 

AWT components available, thus placing the burden on the programmer to create his or her 

own AWT-based components.  

 Features: AWT components do not support features like icons and tool-tips.  

 

 Swing: 

 

Pros 

 Portability: Pure Java design provides for fewer platform specific limitations.  

 Behavior: Pure Java design allows for a greater range of behavior for Swing components 

since they are not limited by the native peers that AWT uses.  

 Features: Swing supports a wider range of features like icons and pop-up tool-tips for 

components.  

 Vendor Support: Swing development is more active. Sun puts much more energy into 

making Swing robust.  
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 Look and Feel: The pluggable look and feel lets you design a single set of GUI components 

that can automatically have the look and feel of any OS platform (Microsoft Windows, 

Solaris, Macintosh, etc.). It also makes it easier to make global changes to your Java 

programs that provide greater accessibility (like picking a hi-contrast color scheme or 

changing all the fonts in all dialogs, etc.).  

 

Cons  

 Applet Portability: Most Web browsers do not include the Swing classes, so the Java plugin 

must be used.  

 Performance: Swing components are generally slower and buggier than AWT, due to both 

the fact that they are pure Java and to video issues on various platforms. Since Swing 

components handle their own painting (rather than using native API's like DirectX on 

Windows) you may run into graphical glitches.  

 Look and Feel: Even when Swing components are set to use the look and feel of the OS they 

are run on, they may not look like their native counterparts. 

 

 

 

 


