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Abstract

Android is a software stack for mobile devices that includes an operating
system, middleware and key applications. Android is a software platform and
operating system for mobile devices based on the Linux operating system and
developed by Google and the Open Handset Alliance. It allows developers to write
managed code in a Java-like language that utilizes Google-developed Java
libraries, but does not support programs developed in native code.

The main objective was to build a smart game which would be playable by
the young between the age group of 6 to 18. Then the next hurdle was to have a
step of questions which would increase the 1Q level if the user plays the game
again and again. The interactive questions are of the basic level that any grown up
can answer. Then came the representation of the questions and android was the
perfect development tool for us. It gave us the liberty of playing with the questions
and it also became entertaining. We learned the Android tool and then came to
know more about it. We would love to build more games in the future which
would help our programming skills. We would also promote it in our country and
for that reason we included one level for our Pakistani users to answer.



Table of Content

Chapter 1: el oo [ ¥ o1 1 e o NPU OO TSR 1
00 I 1o e Yo [¥ ot o Y o OO OO OO OO ST OTSPT 2
L.1.1. IMEMOIY LEVEI oottt sttt ettt seebesbe st s e e e es et et et anssasebesteseseennnnnn srenns 2
10,20 AEENTION LEVEI vttt ettt st et st et st et es e st es b sbeses et anssbenensns 2
000 G R o = ol I Y= OO TSROSO 2
L.0.4. THIVIA LEVE ottt ettt et st et e e st e s be s et et st ses b e sbe sensesens st nensesarsannes 2
L. 2.TOOIS ettt ettt sttt st ettt s es st eae st et s e st s et et e bese st e e et sen ek eae ebe e et e e et nen b s et et st ses et et senens 2
Chapter 2: Use Case With DIarams ........civeeeeriereeiese st ettt et se e st stesae e e ses s aesessaseane s 3
2.1, USE CASES ..ttt st sttt et et ettt e e e st sa e st eaeeeb et eb e s e se e e e e se eueeut et et eebeen e et e e ebeseesreent 4
0t St Y 1 = PR SPR PSSR 4
2 0 o Y= Toll I LY = OO OO TSRRRTTRIN 4
2.1.3. ALEENTION LEVEI ettt ettt et st s et ste s et et ses et e eteen b eneaae senas 5
2.1 4. IMEMOIY LEVEI ittt ettt st st e e s ettt ee s saeete st sten e e nsesteb st et ansarnansene 5
2,15, THIVIA LEVEI ottt ettt e et st st st e bttt ae et et se see e e n bt be it et aneen 6
00 L ST Yol o1 (= O o) [0 Y o [OOSR 6
000 O A (- 1Y ] o) [0 o TSR 7
D 08 T o - Y I @ T 14 o OO TSP E T USRSTR 7
2,009, ADMIN ettt e et e e e ettt e be b st st e e n ettt e st et et e b ste st st e e enbenes 8
2.2, USE CASES DIQBIAM ..cuiiiiriiriiriieiieiises st steste st ee et ese aeesaesbessassessaeste st sueassensassesssessensensessseseessessessaasens 9
2.2, Class DIABIAM ..ccciiceieceeseeeseietiet sttt etestestesee e e s e st es s aseatesbeste e e sastesbes et areaneaasatestestenessansanssens 10
2.4. Sequence Diagrams & Collaboration Diagrams .........cccceeeeieininriniiresie e eress e seane s 11
Chapter 3: Implementation with Model Code & Controller Code ........covvervenrververecieieinienens 25
3.1, SEEEINES DUTLON ..oeeieee ettt sttt e v et et et e e sbesbesbessesseaesbesbes s beasabeabe st steseeasasassasansen 26
3.2, IMIEMIONY LEVEI ..ottt sttt et ettt te et ste st e e bas et et e es s et easansareabestestesnnnensaneans 27
3.3. SNOW SCOTME ..ttt ettt ettt et et st s et st s et s ek sea b et e b ses ek et ebeses et ere et senbebaneebenensasaneetes 37
Model Implementation

3.4. Database CONNECLION ....ccuiiiiirtiveeeee ettt ettt et be st st st e e bes et et e seeseebesbesae e s seesessensensenees 38
Chapter 4: Testing With TESt CASES ...ucieiececece e ettt e e e e e 47
4.1, SELHINGS IMOUE ...ttt ettt ettt te st ste st e e e e sa et et et eae et ste st ste e e s nentensrnns 48
Ly oY= Toll I 1 TSSO S 49
4.3, ALEENTION LEVEI ittt ettt et et st st st s e e e b et et et e e b sbe se st e e benbenbee s 52
.4, IMEMOIY LEVEI .ottt ettt st st e e e a et et eas e ete st ste st esesesbesteteessssansaasarestesen stesseenns 56
B.5. THIVIA LEVEL ettt sttt st sttt st s ettt e b e b s et sbenen et en stenenbebane et ensbeseneees 61

R I oo <IN\, [oYc [T 64



4.7. Reset Mode

....................................................................................................................................... 66
4.8. SNAr IMOUE ...ttt ettt et st e s s et eeaesaeebe st sbe e sen eatesses et et ansaneasestees seeneen 67
Chapter 5: How to use With SNAPShOLS .......cuceeeiciiiiecece s 69
Chapter 6: (@70 0ol [V 1] o JPS S OO 84
6.1. (0] oY [=Tot 4 AV Z=T3 OO OO OUURRTRTR 85
6.2. RESEAICN ATEQ ...ttt sttt et ettt s e sae et st st e sesestebees e et eseasease st seenesnessensennns 85

6.3. Findings



List of figures

10 00 SRS S 9
10 0TSSR 10
10 0T USSR 11
10 0T USROS 11
10 0T TSR RRPORRPRN 12
10 0T USRS ORPRN 13
10 0T PSR OSRORRRN 14
U B et b bR bRttt bbb 15
1o UL USSR 16
FHGUIE L0 ittt et et e st et e e st e et e e te e st e e ae e teenteebe e teeneeaaeeate e tenneenreenreas 17
10 000 USROS 18
1o 0T USSR SRORSN 19
0 U 130 ST TP PP TP TP PP PP 20
FIOUIE LA bbb bbbt h et e bR E bRttt bbb 20
B UIE LD bbb b e bR bRttt bbb b 21
FUIE LB et b bbb Rt h e b bR R bRttt ettt b e 21
10 0T USROS 22
FHQUIE L8 ittt ettt ettt e st e e st e e te e be e st e s ae e be e st e ebe e te e eeeaeeateentenreenteerean 23
FIGUIE L ettt e e b et e st e et e e be e e eae e be et e ehe e te et e areeateereereenteere s 23


file:///C:/Users/Farhan%20Sayal/Desktop/DASH7%20Security%20Draft.docx%23_Toc300909119

University of Management & Technology

CHAPTER-01

Introduction

BRAIN BUILDER Page 1



University of Management & Technology

1.1Introduction:

Brain Builder is a mobile application game. Our main target is to introduce a platform
that will play its role in sharpening the brain. The game consist of levels, each level is
designed in such a way that will focus each aspect of brain intelligence.

Features:

Brain Builder will have 4 levels.

Settings Mode i.e. Easy Mode / Hard Mode
Scoreboard

Share Button i.e. to connect to the social media.

1.1.1- Memory Level
See the picture then memorize context/things in the picture and answer the questions
about it, like how many chairs were there or what color of car was in it?

1.1.2- Attention Level

Quick question like how many times A comes in the sentence, and in the second level it
can be how many times B comes in the sentence after giving you a little glimpse of a
sentence.

1.1.3- Logic Level
statement given like ----- % ----- =6 tick numbers from the table and solve it by putting the
suitable numbers inside these blanks from the given table of unordered numbers.

1.1.4- Trivia Level
A question is given based on the general Knowledge tick the correct answer from the
following choices

1.2. Tools:

e We will build the application in Android.
e Eclipse.
e JRE & JRE Tool kit.
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