
Minesweeper: 
a SDM project

The steps we took 
and how we worked together



a. Our team

1.  Introduction



b. Minesweeper game

1.  Introduction



1.  Introduction

c. Goals of the project

• Agile Development
• Continuous Integration
• Automated tests
• Test Driven Development
• Working software



a. The software we used:
 Lucidchart

2.  Project planning



b. Defining the steps

1. Architecture 
design

2. Github 
Configuration

3. Test Driven 
Development 4. Refactoring

5. Final debug 6. Presentation and 
documentation

2.  Project planning



c. Brainstorming a   
 class diagram

2.  Project planning



3.  Environment setup

a. Tools overview



b. Repository

3.  Environment setup



c. First Commit

3.  Environment setup



a. Initial distribution of responsibilities 

• Cell implementation
• User interaction
• Game implementation
• Board implementation
• Command parsing 

implementation

4.  Teamwork



4.  Teamwork
b. How it actually went:



c. Our approach at continuous integration

4.  Teamwork



5.  Design choices
a. The UML diagram



5.  Design choices

b. Cell design

• Distinguishing cell behaviour 
through hierarchy



5.  Design choices

b. Cell design

• Implemented state classes 

• Distinguishing cell behaviour 
through hierarchy



5.  Design choices

c. GameEventManager + 
 GameEventListener
• Observer pattern
• Singleton pattern



5.  Design choices

d. UIHandler
• For a future implementation 

of a GUI



a. Command
• Command: from 

record to class
• Subclass GameCommand
• Action: from String to

Enum

6.  Refactoring choices



b. GameController
• Moving game loop
• Big class

6.  Refactoring choices



c. Board
• From Board 

to BoardManager
• From BoardManager 

to BombPlacer

6.  Refactoring choices



7.  Testing

• Basic classes → fully tested
• Game Control Classes → partially tested
• User input → only a few tests

a. TDD



7.  Testing

b. Unit tests



7.  Testing
c. Service tests



8.  Conclusion
a. Challenges
• github 
• continuous integration
• gradle 
• test 
• teamwork
• classes’ responsibilities



8.  Conclusion
b. Our results



8.  Conclusion
b. Our results



8.  Conclusion
c. Future Implementations: GUI



9.  Demo Live


