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INTISARI

Teknologi saat ini berkembang pesat, salah satunya sistem operasi

smartphone yaitu android. Android adalah sistem operasi mobile yang bersifat
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ABSTRACT

The current technology is growing rapidly, one of which operating system
is android smartphone. Android is a mobile operating system that is open source.

Currently used for the manufacture of Android applications as a learning medium.

No doubt mobile devices are very

Android, Quiz, Wonosobo, Smartphone, Gam.
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