
2015 Frame and Image Quiz     Name _______________________________  

Period ___ 

1. You are making a frame that will be 300 x 400 pixels (300 is width) appearing on the monitor at 

position (20, 20) and will not be resizable.  It will close when the X on its top right corner is 

pressed.  It contains a single panel of the class PanelOnTop.  Complete the frame’s class 

including main() and its constructor.  You do not need to write PanelOnTop, but be sure to 

instantiate this panel and add it to the frame. 

//assume libraries are imported already 

public class Framey extends ________________________  

{ 

 public static void ____________ ( String [] args)  

{ 

         //instantiate this Frame 

 } 

 public _____________ ()  

{        //add 7 lines of code per 

description at top 

 

 

 

 

 

 

 

} 

} 

2. What is true about buffering of images?  (circle all that apply) 

a) Buffering is used because images are large and take a long time to load. 



b) Buffering gives the user a better experience with the image if it is taking a while to load, so 

the user is less frustrated. 

c) Buffering involves drawing an ImageObserver and an OffScreenImage indicates when the 

image is ready to load to the monitor. 

d) An ImageObserver can be null if you want to turn off buffering. 

 

 

Turn over – halfway done! 

 

3. In the grid provided, draw the frame described in question #1.  Inside of it, draw the images 

produced by the code below.  The original images are shown below from left to right; apple is a 

60 wide x 70 tall image, bear is 130 wide x 110 tall, and cat is 140 wide x 180 tall.   If you feel 

there is overlap or you draw off the panel/frame, you are welcome to explain in words along 

with your graphic. 

g.drawImage(apple, 20, 30, this); 

g.drawImage(bear, 100,40,80,60,this); 

g.drawImage(cat, 10, 100, 50, 160, 30, 40, 80, 100, this); 

                
 

Assume each box in the grid is 20 x 20 pixels and the top left corner of the grid is (0,0). 



 

 

 


