Computer Science 260

Homework 8: Design Patterns
Due:  Wed. Apr. 24 at the beginning of class.

This question concerns the Observer design pattern discussed in the textbook and in class.  
In GUI design, a slider is a component that allows the user to specify a value from a continuum of values by dragging an indicator.  In Swing, sliders are added to the interface by creating objects of type javax.swing.JSlider.  GUI components that want to take an action when the user drags the slider can do so by putting the action inside an object that implements the ChangeListener interface, and then adding the listener object to the slider:
public interface ChangeListener

{


public void stateChanged (ChangeEvent e);

}
The JSlider object calls the stateChanged() method of the attached ChangeListener object whenever the user moves the slider.  Here is a segment of code that changes the contents of a text field each time the user drags the slider.


final JSlider theSlider = new JSlider (MIN, MAX);


final JTextField textField = new JTextField ("0");

theSlider.addChangeListener (
new ChangeListener()


{



public void stateChanged (ChangeEvent e)




{




/* getValue() returns an int, which we




   
   want to turn into a String. */




Integer sliderPos = slider.getValue();





textField.setText (sliderPos.toString());




}



}); 
Make a table like the one we constructed in class for other design patterns.  Your table should show how the parts of the Observer pattern are realized in the code above.  You can see an example of such a table for the Iterator pattern on page 179 of the textbook.
What to turn in:  Turn in a neatly formatted version of your table.
