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Sprint 2 Guides

These guides support Sprint 2. Read them as you work through the requirements.

Design Patterns

Guide When to Read

Introduction to

Design Patterns

Before starting — understand what design patterns are and why they

matter

The Observer

Pattern

Requirements 3, 6, 7 — PropertyChangeListener,

PropertyChangeSupport, and event-driven updates

Model-View-

Controller (MVC)

Requirements 2–7 — understand the architecture you're building:

Model (TetrisGame), View (panels), Controller (key/menu handlers)

The Strategy

Pattern

Supplementary — understand the Map-based strategy pattern used in

the back-end API

GUI & Events

Guide When to Read

Handling Key Events Requirement 5 — KeyListener, KeyAdapter, and three patterns

for mapping keys to actions

Animation with

javax.swing.Timer

Requirement 2 — setting up the game timer, start/stop, and

why Timer runs on the EDT

Adding Event Handlers Review — ActionListener patterns for menu items and timer

callbacks
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