J2ME_Fisheye Menu_with_JSR_226

A simple Fisheye menu can be created with JSR 226.
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Following is the actual implementation. Some details:

¢ paint() method is used to actually paint the menu on a Graphics instance
¢ keyPressed() method is used to handle keypress events, so, to scroll menu
¢ mustRepaint() is useful to know if menu requires a repaint or not

The rest is quite all size/coords calculations :)

import Jjavax.microedition.lcdui.Canvas;
import javax.microedition.lcdui.Graphics;
import javax.microedition.m2g.ScalableGraphics;
import javax.microedition.m2g.ScalablelImage;
public class SvgFisheye
{
ScalableGrapkiorliy
Scalabhleimegs = null;
int itemsNum = 0;
int bgColor Oxffffff;
int currentItem = 0;
int previousItem = 0;
int width = 0;
int height = 0;
int iconPadding = 10;
static int baseIconSide = 30;

static int currentIconSide

static final int TRANSITION_STEPS
int currentStep
int direction

boolean mustRepaint

public SvgFisheye (ScalablelImagel[]
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ScalableGraphics.createInstance();
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public void paint (Graphics g)
{
int cx, cy, cw, ch;

= g.getClipX (&x
g.getClipY (¢y
g.getClipwWidwh () ;
g.getClipHedght () ;

setClip (0, 0, width, height);

int currentSide = currentIconSide - (TRANSITION_STEPS - currentStep) * (currentIconSide - baselco
int previousSide = baselIconSide + (TRANSITION_STEPS - currentStep) * (currentIconSide - baselIconS

int center = 0;

if (direction == 0)
{

= (currentItem) *cdntemPadding + baseIconSide) + currentSide / 2;

}

else if (direction == Canvas.RIGHT)

{

int prevCenter = (currentItem - 1) * (iconPadding + baseIconSide) +
/ 2; previousSide

int currentCenter = prevCenter + previousSide / 2 + iconPadding +
/ 2; currentSide

= prevCenter + (cuemeatCenter - prevCenter) * currentStep / TRANSITION_STEPS;
}

else if (direction == Canvas.LEFT)
{
int currentCenter = currentItem * (iconPadding + baselIconSide) +
/ 2; currentSide
int prevCenter = currentCenter + currentSide / 2 + iconPadding +
/ 2; previousSide

= prevCenter + (cuemeatCenter - prevCenter) * currentStep / TRANSITION_STEPS;
setColor (bgColgr) ;
fillRect (0, 0,gwidth, height);
int left = width / 2 - center;

bindTarget (g) 9.

for(int i = 0; i < itemsNum; i++)

{

int iconSide = i == currentItem ? currentSide

(1 == previousItem ? previousSide : baselIconSide);

[1] .setViewportWidthd¢dnsnSide) ;
[i] .setViewportHeightdmnsonSide) ;

render (left, 0, iconss$ql);

= iconSide + iconPadding;

releaseTarget4y;


http://www.google.com/search?hl=en&q=allinurl%3Agraphics+java.sun.com&btnI=I%27m%20Feeling%20Lucky
http://www.google.com/search?hl=en&q=allinurl%3Acanvas+java.sun.com&btnI=I%27m%20Feeling%20Lucky
http://www.google.com/search?hl=en&q=allinurl%3Acanvas+java.sun.com&btnI=I%27m%20Feeling%20Lucky
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()i move

setClip(cx, cyg.cw, ch);

public boolean mustRepaint ()

{

return mustRepaint;

}

private boolean isMoving ()

{

return currentStep < TRANSITION_STEPS;
}

private void move ()

{

if (currentStep < TRANSITION_STEPS)
{

= true; mustRepaint
++; currentStep
if (currentStep == TRANSITION_STEPS)
{
= 0; direction
}
}
else
{
= false; mustRepaint

private void startMove ()

{

= 0;currentStep

trmegtRepaint

public void keyPressed(int keyCode)

{
int delta = keyCode == Canvas.RIGHT ? 1

(keyCode == Canvas.LEFT ? -1 : 0);

if (delta !'= 0 && !isMoving () && currentItem + delta >= 0 && currentItem + delta < itemsNum)

{

= currentItpmgviousItem
= currentItemutrrdetfaem
()7 startMove

= keyCode; direction
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