The Timer Class

When a new timer is created, specify a time t in seconds. You must also activate the timer, providing an ActionListener as input via the addActionListener method, and define an object obj via the setActionObject method. Then the timer can be started. If started, it will fire an action event every t seconds whose source appears to be obj. To stop the timer, call its stop method.

import java.awt.*;

import java.awt.event.*;

public class Timer implements Runnable

{

    private ActionListener listener = null;

    private Object object = null;

    private Thread thread = null;

    private int timer = 0;

    private int time = 5;

    public Timer(int time)

    {  this.time = time;

    }

    public void setActionObject(Object object)
    {  this.object = object;

    }

    public void addActionListener(ActionListener listener)

    {   this.listener = AWTEventMulticaster.add(this.listener, listener);

    }

    public void start()

    {

        thread = null;

        if ((listener != null) && (object != null))

        {

            thread = new Thread(this);

            thread.start();

        }

    }

    public void stop()

    {   thread = null; 

    }

    public void run()

    {   Thread currentThread = Thread.currentThread();

        while ((currentThread == thread) && (timer < time * 1000))

        {

            timer += 100;

            try

            {   thread.sleep(100); 

            }

            catch(Exception e)

            {   System.err.println("Unknown error " + e); 

            }

            if (timer >= time * 1000)

            {

                ActionEvent e = new ActionEvent(object, 

                                                ActionEvent.ACTION_PERFORMED, 

                                                "time up");

                listener.actionPerformed(e);

                timer = 0;

            }

        }

    }

}

