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Disclaimer

ǒ These slides are provided free of charge at http://www.symbianresources.comand 
are used during Java ME courses at the University of Applied Sciences in Hagenberg, 
Austria at the Mobile Computing department ( http://www.fh -ooe.at/mc )

ǒ Respecting the copyright laws, you are allowed to use them:

for your own, personal, non-commercial use

in the academic environment

ǒ In all other cases (e.g. for commercial training), please contact andreas.jakl@fh-
hagenberg.at

ǒ The correctness of the contents of these materials cannot be guaranteed. Andreas Jakl 
is not liable for incorrect information or damage that may arise from using the 
materials.

ǒ This document contains copyright materials which are proprietary to Sun or various 
mobile device manufacturers, including Nokia, SonyEricssonand Motorola. Sun, Sun 
Microsystems, the Sun Logo and tƘŜ WŀǾŀϰ tƭŀǘŦƻǊƳΣ aƛŎǊƻ 9Řƛǘƛƻƴare trademarks or 
registered trademarks of Sun Microsystems, Inc. in the United States and other 
countries. 
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Hierarchy of Displayables
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Canvas

ǒ Canvas = base class

Derive your own class from Canvas

ǒ Canvas assigned to the screen like high level UI 
can be mixed with high level UI!

ǒ Functionality:

Key events (key codes)

Pointer events

Paint (must be implemented)

Visible / invisible

Query properties
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Example: Canvas ςQuick Overview
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public class RealReplayMIDletextendsMIDlet {
private booleaniFirstStart= true;
private MenuCanvasiMainCanvas;

publicRealReplayMIDlet() { }

protected void startApp() {
// Startappalso gets called when the midlet gains foreground again
// -> Only initialize everything in the very first start-up.
if (iFirstStart)
{

iMainCanvas= newMenuCanvas(this);     // Create the main canvas
Display.getDisplay(this).setCurrent(iMainCanvas);   // Activate the canvas
iFirstStart= false;

}
}

publicvoidpauseApp() { }

publicvoiddestroyApp(booleanunconditional) { }

public void exit() {
destroyApp(true);
notifyDestroyed();

}
}



Example: Canvas ςQuick Overview
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public class MenuCanvasextendsCanvas {
privateRealReplayMIDletiMidlet;
private int iWidth;
private int iHeight;

publicMenuCanvas(RealReplayMIDletaMidlet) {
iMidlet = aMidlet;                   // Needed to quit the game
setFullScreenMode(true);     // Activate full screen mode
iWidth = getWidth(); // Query screen size
iHeight= getHeight();   

}

public void paint(Graphics aGraphics)
{

// Draw background
aGraphics.setColor(255, 255, 255);
aGraphics.fillRect(0, 0, iWidth, iHeight);
// [...]

}

protected void keyPressed(int aKeyCode)
{

// Process key events [...] 
repaint();

}
}



The Life of a Canvas

Andreas Jakl, 20098

Canvas
constructor

showNotify()

display.setCurrent
(myCanvas)

paint()

keyPressed()
pointerPressed()

hideNotify()

display.setCurrent
(myForm)

Χ eventsΧ


