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. Abstract B i =87 | / Description \

BrainZ & GainZ is a free to play mobile
survival game using the Unity 3D engine.
BrainZ & GainZ is based on a real world city that
reflects an apocalyptic time. The purpose of
BrainZ & GainZ is to introduce mobile gaming to
a wider range of people by using the familiarity
of levels to gain their interest. BrainZ & GainZ is
available for download through the Android
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/ Arc h ite Ctu re \ Fig | Gameplay screenshot through unique. BrainZ & GainZ includes

The main goals for BrainZ & GainZ was
to develop a free easy to play mobile
game that was portable to the Android
operating system. BrainZ & GainZ is
meant to introduce mobile gaming to a
wider audience by using real world
locations that users have visited to entice
them to play. An intuitive heads up display

(HUD) allows BrainZ & GainZ to be an
easy to play game. Dynamic spawning of
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Mobile gaming is growing quickly in today’s Fig.2 Upgrade menu

market. The countless games on the mobile
market reflect that change. BrainZ and GainZ
integrated the most popular aspects of mobile
gaming: free to play, easy to understand, and fun
to play. BrainZ and GainZ hoped to reach out
to an even bigger audience by having its levels
based on real world cities. BrainZ and GainZ is

going feature more cities through
anloadable content. J Fig.3 Various game objects in BrainZ & GainZ

This project was developed in Spring 2014 as part of the course CS 426 Senior Projects in Computer Science




