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GameCanvas
paint(Graphics g)
{
g.drawlmage(offscreen_buffer, 0, 0, 20);
}

Graphics.LEFT | Graphics.TOP
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GameMIDlet.java

import javax.microedition.midlet.* ;
import javax.microedition.lcdui.* ;
public class GameMlIDlet extends MIDlet
implements CommandListener
{
Display display ;
public GameMIDlet()
{
display = Display.getDisplay(this) ;
}
MyGameCanvas mgc ;
public void startApp()
{
if(mgc==null)
{
mgc = new MyGameCanvas();
mgc.addCommand(

new Command("fg#4", Command.OK, 1));

mgc.addCommand(
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new Command("#53", Command.EXIT, 2));
mgc.setCommandlListener(this);
display.setCurrent(mgc);
}
}
public void commandAction(Command c,Displayable s)
{
String cmd = c.getLabel() ;
if(cmd.equals("Fa5"))
{
mgc.start() ;
lelse if(cmd.equals("453R"))
{
mgc.exit() ;
notifyDestroyed() ;
}
}
public void pauseApp()
{
}
public void destroyApp(boolean unconditional)
{
}
}

RAE RSN EERERF > FHE R NFHE - 3t MyGameCanvas
B start) ) EFRREEER ; = NER - TR A MyGameCanvas f stop()
% o stop()ER R EATIER - FILAREEEERE - MyGameCanvas 191215
N

MyGameCanvas.java

import javax.microedition.lcdui.* ;
import javax.microedition.lcdui.game.* ;
public class MyGameCanvas extends GameCanvas

implements Runnable

{
public MyGameCanvas()
{
super(true) ;
Game API AF§
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}
boolean conti = true ;
int rate =50 ;
public void run()
{
longst=0;
longet=0;
Graphics g = getGraphics() ;
while(conti)
{
st = System.currentTimeMillis() ;
render(g) ;
et = System.currentTimeMillis() ;
if((et-st)<rate)
{
try
{
Thread.sleep(rate-(et-st));
}catch(Exception exp){}
}
}
}
intx="50;
inty =10;
public void render(Graphics g)
{
g.setColor(255,255,255);
g.fillRect(0,0,getWidth(),getHeight());
g.setColor(0,0,0);
g.drawstring("Test" x,y,0);
X++
if(x > getWidth())
x=0;
flushGraphics() ;
}
public void start()
{
Thread t = new Thread(this) ;
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t.start();
}
public void exit()
{
conti = false ;
}
public void keyPressed(int keycode)
{
System.out.printin("iZ §#=4");
}
}
HITHE
Famil ) Fuml )
Test
e BARE | [fER Hﬁﬂﬁ_

F =X GameCanvas gk » E—HFEREEHE A GameCanvas - l?
GameCanvas lE—HEBNEE— @28 TLUMENENEBNE—HSER
= HA GameCanvas({£f super()) » I{FA true = false - %=/ GameCanvas &
BEE—N2EIRENEERR REAENFIREBEH » BA true SLE2EHH)  BA
false BLEAE - WRLEST - ZRIFIEA true - FERAA S HNH AL B SRS 4N
A BB PIFTIR S keyPressed() / keyReleased() / keyRepeated ()A€t
WIH(ER B LRt e EERESH > BREME ) - NREA false » IERZ R
Ra—% > REBEFEHERN YRl SigELERBSEHF -

M7 GameCanvas 1 > T8 E A7 /%(getKeyStates()) AT LIEAF 12 524
B THRRE R AREB D ERN FERANTERBREHEE) - MR PIERANTER
BEM - PEAGRESH A LUEINEIENEE - RRENEE -

S =
<
AN

FreB Gl E S - 1BR0R R B BAEE GameCanvas fIEH @ WA
HALE MRS EM -

1£ GameCanvas z H » H{HEf e EmEIE Off-Screen A » MARKRBER

Game API AF§ 4 -19
Copyright 2003 Sun Microsystems, Inc. All Rights Reserved. Enterprise Services



F4HD - BlE Game APl AF§

greRras L TUERMSERIHIA getGraphics()EF{tsk Off-Screen gy
Graphics #1 » |tk Graphics #)#FTgRIERE(F - #Z21E Off-Screen LE(E -

T EEIER SR -

R

#IRE(EH GameCanvas  H1: 3 5—(& Off-Screen: m H& XX IU A getGraphics()
Rl & NS am[A—{E Off-Screen {9 Graphics > (B2 &M A —X getGraphics()
B EA —ERIYH > BMEHE S HEARIFE & B2k R —{E Off-Screen
BRA Y NMRERRER  WMAEE RN —XEEEER -

&Ry Off-Screen 1% » g2l flushGraphics()E #f93E Off-Screen
@RE| &R L flushGraphics() &% Off-Screen EfT&EE L2 T A &IR([E < 5
EZheEE E NI A repaint()FNU A serviceRepaintsRyIhgE M B &R A E#&E
RAELR - ANi@ flushGraphicsOlt A ELE@EMH - MEEER Off-Screen IR
AEREER L - FrLHA flushGraphics()fs » IAEIUA paint()7574 °

flushGraphics() T8 5% 215 & Off-Screen #E & Hm F = H K MRHFIRA
£ Off-Screen REEFAE = > BRERLIUA S I —EEBIUES 219 flushGraphics() -
REBRTERR XER YRR - FE -~ RERIFA -

Game API AF§ 4 -1-10
Copyright 2003 Sun Microsystems, Inc. All Rights Reserved. Enterprise Services



F4HD - BlE Game APl AF§

YN B2 AR AR RE

BRANBESHRBEHBREBFEHINENMHE - £ GameCanvas H » 2XH
BT EEHRENREE - TN AT getkeyStates() @ (FA G EUT:

MyGameWithinputCanvas.java

import javax.microedition.lcdui.* ;

import javax.microedition.lcdui.game.* ;

public class MyGameWithinputCanvas extends GameCanvas
implements Runnable

{
public MyGameWithinputCanvas()

{
super(true) ;
}
boolean conti = true ;
int rate =50 ;
public void run()
{
longst=0;
longet=0;
Graphics g = getGraphics() ;
while(conti)
{
st = System.currentTimeMillis() ;
input() ;
render(qg) ;
et = System.currentTimeMillis() ;
if((et-st)<rate)
{
try
{
Thread.sleep(rate-(et-st));

}catch(Exception exp){}
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}
}
intx=50;
inty =10;
public void input()
{
int keystate = getKeyStates() ;
if((keystate & UP_PRESSED)!=0)
{
y=y-2;
lelse if((keystate & DOWN_PRESSED)!=0)
{
y=y+2;
}
}
public void render(Graphics g)
{
g.setColor(255,255,255);
g.fillRect(0,0,getWidth(),getHeight());
g.setColor(0,0,0);
g.drawstring("Test" x,y,0);
X++
if(x > getWidth())
x=0;
flushGraphics() ;
}
public void start()
{
Thread t = new Thread(this) ;
t.start();
}
public void exit()
{
conti = false ;
}
public void keyPressed(int keycode)
{
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private Sprite createCharacter(String pic)
{
Image img = null ;
try
{
img = Image.createlmage(pic);
}catch(Exception exp)
{
System.out.println(exp);

}
return new Sprite(img,64,64) ;
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MyGameWithSpriteCanvas.java

import javax.microedition.lcdui.* ;

import javax.microedition.lcdui.game.* ;

public class MyGameWithSpriteCanvas extends GameCanvas
implements Runnable
{
private LayerManager Im;
private Sprite c1 ;
public MyGameWithSpriteCanvas()
{
super(true) ;
Im = new LayerManager();
cl = createCharacter("/pic/characterl.png") ;

Im.append(cl);
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private Sprite createCharacter(String pic)
{
Image img = null ;
try
{
img = Image.createlmage(pic);
}catch(Exception exp)
{
System.out.printin(exp);
}
return new Sprite(img,64,64)
}
boolean conti = true ;
int rate =100 ;
public void run()
{
longst=0;
longet=0;
Graphics g = getGraphics() ;
while(conti)
{
st = System.currentTimeMillis() ;
input() ;
render(qg) ;
et = System.currentTimeMillis() ;
if((et-st)<rate)
{
try
{
Thread.sleep(rate-(et-st));
}catch(Exception exp){}
}
}
}
intx=10;
inty =10;
public void input()
{
Game API AF§ 4 -1-23

Copyright 2003 Sun Microsystems, Inc. All Rights Reserved. Enterprise Services



FA4WH - F1E

Game APl AFH

int keystate = getKeyStates() ;
if((keystate & UP_PRESSED)!=0)
{

y=y-2;

lelse if((keystate & DOWN_PRESSED)!=0)

{

y=y+2;
lelse if((keystate & LEFT_PRESSED)!=0)
{

X=X-2;

lelse if((keystate & RIGHT _PRESSED)!=0)

{
X=X+2;

}

}

public void render(Graphics g)

{
g.setColor(255,255,255);
g.fillRect(0,0,getWidth(),getHeight());
cl.nextFrame();
Im.setViewWindow(0,0,x,y);
Im.paint(g,10,10);
g.setColor(0,0,0);
g.drawRect(10,10,128,128);
flushGraphics() ;

}

public void start()

{
Thread t = new Thread(this) ;
t.start();

}

public void exit()

{
conti = false ;

}
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1

prevFrame() prevFrame()
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MyGameWithSpriteCanvasl.java

import javax.microedition.lcdui.* ;

import javax.microedition.lcdui.game.* ;

public class MyGameWithSpriteCanvasl extends GameCanvas
implements Runnable
{
private LayerManager Im;
private Sprite c1 ;
public MyGameWithSpriteCanvasi()
{
super(true) ;
Im = new LayerManager();
cl = createCharacter("/pic/characterl.png") ;
int seq[] = new int[|{ 5,5,5,5,0,0,0,0} ;
cl.setframeSequence(seq);
Im.append(cl);
}

private Sprite createCharacter(String pic)

{
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Image img = null ;
try
{
img = Image.createlmage(pic);
}catch(Exception exp)
{
System.out.printin(exp);
}
return new Sprite(img,64,64) ;
}
boolean conti = true ;
int rate =100 ;
public void run()
{
longst=0;
longet=0;
Graphics g = getGraphics() ;
while(conti)
{
st = System.currentTimeMillis() ;
input() ;
render(qg) ;
et = System.currentTimeMillis() ;
if((et-st)<rate)
{
try
{
Thread.sleep(rate-(et-st));
}catch(Exception exp){}
}
}
}
intx=10;
inty =10;
public void input()
{
int keystate = getKeyStates() ;
if((keystate & UP_PRESSED)!=0)
Game API AF§ 4 127
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{
y=y-2;
lelse if((keystate & DOWN_PRESSED)!=0)
{
y=y+2;
lelse if((keystate & LEFT_PRESSED)!=0)
{
X=X-2;
lelse if((keystate & RIGHT _PRESSED)!=0)
{
X=X+2;
}
}
public void render(Graphics g)
{
g.setColor(255,255,255);
g.fillRect(0,0,getWidth(),getHeight());
cl.nextFrame();
Im.setViewWindow(0,0,x,y);
Im.paint(g,10,10);
g.setColor(0,0,0);
g.drawRect(10,10,128,128);
flushGraphics() ;
}
public void start()
{
Thread t = new Thread(this) ;
t.start();
}
public void exit()
{
conti = false ;
}
}
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MyGameWithSpriteCanvas2.java

import javax.microedition.lcdui.* ;

import javax.microedition.lcdui.game.* ;

public class MyGameWithSpriteCanvas2 extends GameCanvas
implements Runnable
{
private LayerManager Im;
private Sprite c1 ;
private Sprite c2 ;
public MyGameWithSpriteCanvas2()
{
super(true) ;
Im = new LayerManager();
cl = createCharacter("/pic/characterl.png") ;
Im.append(cl);
System.out.printin("cl By 5 E"+cl.getHeight());
System.out.printin("cl @ EE"+cl.getWidth());
c2 = createCharacter('/pic/character2.png") ;
c2.setPosition(x,y);
System.out.printin("c2 By 5 E"+c2.getHeight());
System.out.printin("c2 @ EE"+c2.getWidth());
Im.append(c2);
}

private Sprite createCharacter(String pic)

{
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Image img = null ;
try
{
img = Image.createlmage(pic);
}catch(Exception exp)
{
System.out.printin(exp);
}
return new Sprite(img,64,64) ;
}
boolean conti = true ;
int rate =100 ;
public void run()
{
longst=0;
longet=0;
Graphics g = getGraphics() ;
while(conti)
{
st = System.currentTimeMillis() ;
input() ;
render(qg) ;
et = System.currentTimeMillis() ;
if((et-st)<rate)
{
try
{
Thread.sleep(rate-(et-st));
}catch(Exception exp){}
}
}
}
intx=32;
inty =32;
public void input()
{
int keystate = getKeyStates() ;
if((keystate & UP_PRESSED)!=0)
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c2.move(0,-2);
lelse if((keystate & DOWN_PRESSED)!=0)
{
c2.move(0,2);
lelse if((keystate & LEFT_PRESSED)!=0)
{
c2.move(-2,0);
lelse if((keystate & RIGHT _PRESSED)!=0)
{
c2.move(2,0);
lelse if((keystate & FIRE_PRESSED)!=0)
{
if(cl.isVisible())
{
cl.setVisible(false);
lelse

{

cl.setVisible(true);

}
public void render(Graphics g)

{
g.setColor(255,255,255);
g.fillRect(0,0,getWidth(),getHeight());

Im.paint(g,10,10);

g.setColor(0,0,0);
g.drawRect(10,10,128,128);
flushGraphics() ;

}

public void start()

{
Thread t = new Thread(this) ;
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t.start();
}
public void exit()
{
conti = false ;
}
}
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