Modify MortgageDisplayGui.java to implement ActionListener.java

· Associate the current action listener with

· Write the action Performed function to perform the following tasks:

· Interrogate the ActionEvent object and determine the source of the action.

· Based on the source of the action call one of four functions

· Quit()

· Calculate()

· Exit()

· ViewAmortization()

· Modify the mortgage program to add the following behaviors

· The Calculate button actions

· Determine the payment, based on user input and using the calculator work from UTIL package (modify if needed). Display the configured payment in the payment box.

· The Reset button actions

· Reset all the values in the text fields to blank

· Reset the values in the calculator to new or empty

· The Quit button

· Exits the System

· The viewAmortization button

· Pop up a dialog that displays the payment matrix in a JTextArea that is inside a JscrollPane. Use the toString ()function already in the Row class to write each line of the amortization table to the dialog.

· The dialog class will be called ScheduleDialog.java and will inherit from the JDialog class. The dialog constructor will take a Vector as an argument.

· Package the ScheduleDialog.java in the src.calculator.gui.

· Modify the mortgage program to disable the viewAmortization button if there is no payment displayed and enable it when there is a payment displayed.

Modification of Mortgage Gui class instructions

//modify init function to include

public void init(){

//create dialog passing in the current gui as the placement reference for the dialog.

scheduleDialog = new ScheduleDialog(this);

}

public void reset(){

// put blank string in each text box using the following example

This.rateText.setText(“  “)

//put blank string in the remaining text boxes

} 

//close the entire program

public void exit(0);{

}

public void calculate(){

//get the content of the amount box

String amount=amountText.getText();

//get the content of the remaining two inputs

//derive the double value

Double dAmount=Double.parseDouble(amount);

//derive double value for the remaining items.

//we need the payment amount, and per design calculator is in the Dialog, so create the dialog first, supply the inputs from user.

//get the payment amount

String payment=scheduleDialog.calculatePayment(pass in the three values);

//write the payment to the box

this.paymentText.setText(payment);

}

public void viewAmortiztion(){

scheduleDialog.displayPayments();

}

ScheduleDialog class instructions

Public void init()

//get the container

//set the size

//initialize with new() your viewPanel, and textArea

//add the textArea to the panel

//create scrollPane for the textArea

viewPane= new JScrollPane(viewArea, JScrollPane.VERTICAL_SCROLLBAR_AS_NEEDED, JScrollPane.HORIZONTAL_SCROLLBAR_AS_NEEDED);

//add ViewPane to Panel

//add panel to container

//create an instance of your calculator, be sure to import the src.util.Calculator;

}

Public String calculatePayment(double loanAmount….add arguments){

//create a double variable

//call calculatePayment on your calculator

//convert the value to a string

//return the payment as a string

}

Public void displayPayments(){

//create a string buffer

StringBuffer sb=new StringBuffer();

//use your calculator to get a Vector of Rows, device Matrix() ???? or whatever named in the UTIL

for …


//loop through the vector and for each element in the vector, cast to a Row and call the toString method to get the display string

Row currentRow = (Row)matrix.elementAt(i);

//concatenate all the strings together using the stringBuffer

String displayValue=currentRow.toString();

Sb.append(displayValue);

End loop

String matrix = sb.toString();

PaymentTextArea.setText(matrix);

//show the dialog

This.setVisible(true);

}

