
ALARM UYGULAMASI 

 

using System; 
using System.Collections.Generic; 
using System.ComponentModel; 
using System.Data; 
using System.Drawing; 
using System.Linq; 
using System.Text; 
using System.Threading.Tasks; 
using System.Windows.Forms; 
using System.Media; 
 
namespace hafta10 
{ 
    public partial class Form1 : Form 
    { 
        public Form1() 
        { 
            InitializeComponent(); 
        } 
 
        private void Form1_Load(object sender, EventArgs e) 
        { 
            timer1.Enabled = true; 
        } 
 
        private void timer1_Tick(object sender, EventArgs e) 
        { 
            label1.Text = DateTime.Now.ToShortDateString(); 
            label2.Text = DateTime.Now.ToLongTimeString(); 
        } 
        string ses, video; 



        SoundPlayer player = new SoundPlayer(); 
 
        private void button1_Click(object sender, EventArgs e) 
        { 
            openFileDialog1.Filter = "Sound Dosyası|*.wav"; 
            openFileDialog1.ShowDialog(); 
            ses = openFileDialog1.FileName; 
        } 
 
        private void button2_Click(object sender, EventArgs e) 
        { 
            openFileDialog1.Filter = "mp3 Dosyası|*.mp3|mp4 dosyası|*.mp4"; 
            openFileDialog1.ShowDialog(); 
            video = openFileDialog1.FileName; 
        } 
 
        private void timer2_Tick(object sender, EventArgs e) 
        { 
            if (DateTime.Now.Hour==numericUpDown1.Value && 
DateTime.Now.Minute==numericUpDown2.Value) 
            { 
                timer2.Enabled = false; 
                player.SoundLocation = ses; 
                player.PlayLooping(); 
                axWindowsMediaPlayer1.URL = video; 
            } 
        } 
 
        private void button3_Click(object sender, EventArgs e) 
        { 
            timer2.Enabled = true; 
        } 
 
        private void button4_Click(object sender, EventArgs e) 
        { 
            player.Stop(); 
        } 
 
        private void button5_Click(object sender, EventArgs e) 
        { 
            player.Stop(); 
            timer3.Enabled = true; 
        } 
 
        private void timer3_Tick(object sender, EventArgs e) 
        { 
            player.PlayLooping(); 
        } 
    } 
} 
 


