This program used Model-View-Controller (“MVC”) as its primary architectural program.  The use of MVC allowed us to keep the actual user view where the game is played (View) separate from the code controlling the movements of each of the elements/monsters within the game (Model) which were then managed by the Controller and produces the game that the user sees in View.  Separating these functions within the code allows for flexibility and easier updating in the future.  The code created for this specific application could also easily be reused by someone who wants to create a similar interactive game.
The DotView within the program is referred to as ‘monster view’. This represents what the user sees when the program is actually running and playing the game.
The Model (“Model”) contains all of the logic and the functionality behind the scenes.  Model explains what the application is supposed to do and the rules and limitations of object behaviors. It contains the monster behaviors like add, remove, counting, vulnerability state changes and cell occupied checking.
Controller communicates between the user and the model.  The controller runs in the background and creates the monsters, makes them move and change state between vulnerable and invulnerable.
Some of the benefits of using this architecture is if the interface is changed, the software logic doesn’t have to change and if the software logic is changed, the interface doesn’t have to be changed. This provides a great deal of separation and makes updating the code much quicker and easier.  Separation within the program also is a great help when developing testing on the application.  Testing can be focused in on each part of the code and very specific testing can be done to ensure that the program has been built correctly.
[bookmark: _GoBack]Uidemo was used as a starting point in creating this program though it was not as interactive and had very few functions.  But the code was able to be refactored and created a useful base for this particular program. The dot generator portion of code was most significantly repurposed in aiding with the generation of the monsters in the game.
