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INTISARI

Game telah lama menjadi salah satu media hiburan atau hanya sekedar
mengisi waktu luang. Tidak hanya di mesin ding-dong dan game console, dengan
perkembangan teknologi game telah bisa dimainkan pada komputer pribadi,
bahkan telepon genggam. Apalagi masa sekarang, handphone berbasis Android
telah banyak beredar dan d1m1hk1 oleh masyarakat luas. Android ini dipilih karena

Game Development, Java, Android, Framew:




ABSTRACT

Game has long been one of the entertainment media or just to fill spare
time. Not only in the machine ding-dong and games console, with technology
development game has to be played on personal computers, and even mobile
phones. Especially at present times, Android-based phones have been widely
owned. Android had been selected because of the many applications provided by
developers making it easier for user to seleet the desired application, including
games based on Android.

“Take It based on Java
platform. “Take It”

Development, Java, Android, Framewor




