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INTISARI

Pengguna smartphone di dunia merupakan yang terbesar khususnya

android dan di dalam setiap smartphone tersebut terdapat setidaknya satu sampai

line yang harus dimainkan

spesifikasi

is Android dengan

Menggunakan Construct 27

Kata Kunci : Game, Microbian Shooter, Aplikasi Game, Berbasis Android,

Construct 2.
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ABSTRACT

Smartphone users in the world are the biggest especially Android and in
each of these smartphones there are at least one to two games. However, these

games are mostly online games that must be using an internet connection.

ames are internet

needed to and new

talgia for

. Android Based,
Construct 2.
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