Graphtale  Programmiertipps

import java.awt.*;                  //   Abstract Window Toolkit 

    class Graf extends Frame {



     int winkel = 0;       int x_old   = 10;     int y_old   = 300;


    Graf( ) {                              // Konstruktor



setLayout(null);




setSize(600,500);



setBackground(Color.yellow);


setTitle("Fraktale");





Label L1 = new Label("Graphtale");


L1.setBounds(50,50,300,50);



L1.setFont(new Font("TimesRoman",Font.ITALIC,50));



add(L1);



TextField txt = new TextField("Eingabe",70);



txt.setBounds(50,150,200,30);


add(txt);



TextArea txtfeld = new TextArea("hier eingeben",50,50);



txtfeld.setBounds(50,300,200,200);


add(txtfeld);



Button knopf = new Button("wähle ");

knopf.setBounds(50,550,200,30);



add(knopf);





setVisible(true);


    }


    public void paint(Graphics g){




...


    }      


    public  void move(int entfernung ){




 int x_new, y_new;






 double radiant = -Math.PI/180*winkel; 





      x_new = (int) Math.round(x_old + entfernung * Math.cos(radiant) );




      y_new = (int) Math.round(y_old + entfernung * Math.sin(radiant) );       




      Graphics g = getGraphics( );     g.drawLine(x_old,y_old,x_new,y_new);




      x_old = x_new;



      y_old = y_new;


    } 
 

                public  void turn(int drehwinkel){  




        winkel = winkel + drehwinkel;





if (winkel >= 360) winkel -= 360;





if (winkel <= -360) winkel += 360;


    }          
 

                 public void zeichne(int n,double laenge) {




StringBuffer fraktal = new StringBuffer("vlvrvlv");
    





  ...


     } 
   // end  zeichne   

    }  // end  class Graf


class kochiterativ  {



public static void main(String args[ ] ) {



    Graf Zeichnung = new Graf( );




}


}
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