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KREZRREEPE 1 ZRAE— Hello World N AR, BHAT—MEEAIREL
DABHA—PIEPEE T 1. B AR ENRE - REERNED, £F— K& while
B3R, ERFRTRRERFRH EEFHLHRENE R HF—MER G
PAEER R FRREFROMEE, JERIEHE D EEERSH . ABPRSERpESURNE
E, FithiEE it ESEE— MRFHER.

1.1 {&FH FrameRate 3§

FrameRate 25{i7 F javagames.util U, ABHFTFF LN TERBEHBE XN TEE
W, B, BITEEXINMER—NTRE. IANEARUERB R RO ARFN
FHOMIZL ( frames per seconds, FPS), FPS #f8 “FPS 100" WA A—NFER/RFEH.
BUMEHSTTEXME,

EFFHRNENERRZ ], FESRA initialize)FF K. XA ETEEREZRFRIIAE
£ 0, FEIERUIR AR LT A (AR REAL ),

System.currentTimeMillis() VAFRE T M 1970 &£ 1 A 1 HFEFHRHZED I AEK
BIERS, WENRIKEERTEEARRE, Fian, —2 Windows AR BELRIE 10 ZRRIIEE

NTFE—/NERAM, EBNIZAR—K calculate) . EtENER, NBERERE
LRI, FHEREAFER] delta TR, B—PBTHEERSIEN, HH Y delta BHERBE—
PORORHR, SF=AEHTHI FPS, delta TR/ DHRTIHZET 1 B4, EM delta TERF 1000
B, PAEEBYNIZDE. —BREFTHONRE, BeEENHCE AR HRE,

package javagames.util;
public class FrameRate {



private String frameRate;
private long lastTime;
long delta;

int frameCount;

private
private

public void initialize() {
lastTime =
frameRate = "FPS 0";
}
public void calculate() {
long current =
delta += current - lastTime;
lastTime = current;
frameCount++;
if( delta > 1000 ) {
delta-= 1000;
frameRate =
frameCount = 0;
}

} .
public String getFrameRate () ({
return frameRate;

}

1.2 6l Hello World N R

String.format( "FPS %s",

1.2 I Hello World & AR

System.currentTimeMillis () ;

System.currentTimeMillis();

frameCount );

& 1.1 Fi7RK Hello World EFEEF?E%—'/‘%XEQDE’JT@ HelloWorldApp fi1F

javagames.render BH . B TIEMFAERLHT &,
XAE O AREER AN A . HelloWorldApp § &
T JFrame 3§, X Java H Swing EEFH—/\NTRRRIE
OAH. XA N ARFEAE— FrameRate R, &
X 5% PR SR B R FAR P RO R

BT Swing BERREREZ LM, FHIRNIZE £
7E Swing B2 L QIR H RS— JFrame, R,
ZREFH main()FEHARESRALE AR, B

|
\ FP8 1734
|

B 1.1 Hello World & f| #2 &

3



