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MOTTO

Do not take life too seriously. You will never get out of it alive.
Laugh, and the world laughs with you. cry, and you will cry alone.

Honor lies in honest toil.

Attitude is a little thing that
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INTISARI

Sekarang cerita dongeng sudah banyak kita jumpai dalam media cetak
yang terdapat pada toko-toko buku, seiring perkembangan teknologi yang pesatlah

yang mendorong pengembangan aplikasi INA Folklore sebagai media alternative

selain buku, dengan memanfaatkan si i android pada smartphone.
antara lain perancangan

buatan ilustrasi

ngan dibuatnya aplikasi dongeng ini, di

ah minat masyarakat dalam menikmati ceri

an budaya nusantara.

ta Kunci : INA Folklore, Dongeng, Android, Ec
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ABSTRACT

Now many folklore we find today are in shape of books at bookstores,
The rapid development of technologies encourage the development of INA

Folklore application as an alternative media other than books, using the android

operating system on smartphones.
jon are among others,
ore illustrations

INA Folklore

ith the development of this application, jtate and

public interest in enjoying the folklore Indon

: INA Folklore, Folklore, Android, Eclips
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