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Study on Android Game Framework Using
Document-View Pattern (DVAGF)

Youngmee Choi'

ABSTRACT

Analyze the Android game framework that can be apply to the Application development of new areas
and suggest Document-View pattern of a design pattern, design that this applies the Android
framework(DVAGF) for novice Game programming learner. Case of Snake game development through
DVAGTF is supporting modularity of the code, reusability and expandability that seems that the learners
can easily understand the game programming basic structure. In addition, the Android framework
(DVAGF) seems to provide a basis that can be easily extended to 2D and 3D games.
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