JavaF X Introduction

Why and What is JavaFX?
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Goals

* Motivation for a language such as JavaFX
> Architecture

- The JavaFX language
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Why JavaF X?

> Why was it created?

* Why should you spend time with JavaFX?
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Why was JavaFX Created?

* New styles of interactive application

> So called richer interfaces

* Animations
» Effects

* Innovative new ways of doing interactions

» Java Swing is not up fo it and frankly no fun

* A language specialized for GUI that still have

all that Java
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Why Learn JavaFX

» Personal opinion - it is fun!

- Discover new ways of designing user interfaces
> Excel is for numbers, JavaFX for simulation

- JavaFX runs on everything Java

* Focuses on the GUI, leaving the rest to Java

* More promising, technically, than Flash,
Silverlight and GWT for app
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New Ways - Why?

Sales Windows Maintenance
Maintain sales windows ﬁ

Service 'Applicatinn | Direction | Open {in days) _Close {in days) _AII day
LG / Exit seat WEESALES IN 0 =
LG / Exit seat WEBSALES ouT 14 7 4 " AN
M/ Meal adult WEEBSALES ouT 7 3 H D
M/ Meal adult WEESALES IN 1] =
M/ Asian Veget... WEBSALES ouT o D
M / Asian Veget... WEBSALES IN o 2
M / Child Meal WEESALES out 0 =
M/ Child Meal WEBSALES IM o D
M / Diabetic Meal WEBSALES IN o =
M / Diabetic Meal WEBSALES ouT 0 2=
M/ Gluten-Free... WEBSALES out o =
M / Gluten-Free... WEBSALES IN o =
M / High Fibre__. WEBSALES ouT ] =
M / High Fibre...  WEBSALES IN 4] ]
M / Hindu Veget... WEBSALES IN 1] =
M/ Hindu Veget... WEBSALES ouT 0 D
M/ Lactose Fre... WEBSALES ouT 0 =
M / Lactose Fre... WEBSALES IN 0 = E
M/ LOW CHOLE... WEBSALES ouT 0 = b !

[ Save ) m

e
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Architecture

JavaFX Development
Environment

JavaFX Script Graphics MetBeans IDE

Rendering Media Codecs

Runtime JavaFX Script Plugin

JavaFX Media Converter
Java Runtime Environment

Sun or Third Party

VS Designer Tool
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JavaF X Language

* What makes it a GUI language?

* Declarative
* GUI is described as a graph
» Variable bind and friggers

* Animation support
> Built-in effects for reflections, shadows, etc
> Built-in transformations

> Parser for XML & JSon to reach services
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Language Details: Datatypes

 The usuals suspects: strings, integers, floats et al

» Extra: Duration and Sequence

* Duration express a period of time, from ms fo hour
* E.g. 15ms, 25s, 24h
* Sequences are more powerful than arrays

s var Cards — [[2"10]’ "J", "Q", "K", IIAII];
cards [x | cardValue(x) > 10 ];

function cardValue(card: Object) §

for(c in cards ) §{ if(c == card) §{ return indexof ¢ + 2; }}

throw IllegalArgumentException §};
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Language: Objects

- Like Java, there are classes and objects

* No inferfaces, but possible to implement a
Java interface in JavaFX (typically callbacks)

- Extra: mixin inheritance

* Object initialization adapted for GUI

- var obj = SomeClass § namedParam : value }
* GUI classes tend to have many properties!
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Language: Functions

- Functions are first-class objects

* Thus can be a parameter to a function

function manipulate(s:String , f:function(:String):String) : Void {
printin("{s} = "+ f(s));

}

function lower(s:String) : String {
s.toLowerCase();

}

function sub(s:String) : String {
s.substring(0,4);

}

manipulate("JavaFX" , lower); -> javafx

manipulate("JavaFX" , sub); -> Java
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NetBeans Quickly

Pro:s |
w | ballgame

» [ Source Packages

» [ Libraries
v [P baratestar

v [[@ Source Packages

¥ [ baratastar
[P DrawingStage.fx

» drawing-1.fxz
[P drawing.fx
b drawing.fxz
[P drawing_LUL.fx
(7 notes.fx
» [@ Libraries
v | Bindlllustrated
v [F Source Packages
v [H bindillustrated
[P Main.fx
[F¢| Pagel.fx
[P Page2.fx
» [& Libraries
v |F< bouncingballs
v [@ Source Packages
v [ bouncingballs

|| baratestar - NetBeans IDE 6.8

r Search (3#+1)

Palette

DET

JavaFX Preview

- g B &5 B ¥ B B o o ©@ [0 ¢ 5Action ) onMouseMoved
124 canSkip: true Fm ¥ onMouseEntered s onMouseExited
125 |0 action: function () {
i;_‘; . gamelpdate( ) ; ) onMouseClicked ) onMousePressed
128 } [J) onMouseReleased “) onMouseDragged
129} ]
::2 r bi 2 onMouseWheelMoved D onkeyPressed
132 anim.play();: [ onKeyReleased (£) onKeyTyped
133
134 g function gamefver(): Void { w Basic Shapes
1358 anim.stop(}); .
136 @ playGround.scene.content = [ {F Arc {k Circle ) Ellipse [#] Group
137 playGround,
138 paddle, [-%] Image /" Line _ Polygon == Polyline
139 |5 Text {
140 |0 font: Font { TlRectangle T Text
141 size: 24
142 | L } w Controls
143 x: playGround.width / 2
144 ¥! playGround.height / 2 [2K] Button [] Check Box
145 fill: Color.WHITE G
146 content: "Game Over' k=l Label (=4 Listview
147 L } .
148 | ] I Progress Bar Progress Indicator
149 L
150 } (*) Radio Button Scroll Bar
151|m Stage { i
152 title: "Bounce Ball Game" E@J‘Shder [] Text Box
153 | scene: Scene { o
154 width: 400 [ Toggle Button = Hyperlink
155 height: 400
156 |0 content: [ vt
157 playGround
158 Dadara: ¢ L, gy aths
159 ball w Transformations
160 - ]
161+ } I@nm—l {8 Scale &5 Translate 7 Shear
162 L}
163 » Colors
rs
= w Gradients }:
[l limoae Ceadi Lol Dadial Ceacdi i Ston =

Qutput - bouncingballs (run)
linit:
deps-jar:
=] jcompile:
2% jar:
standard-run:
browser-run:

[jws-run:
midp-run:
run:

BUILD SUCCESSFUL {total time: 2 minutes 45 seconds)
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