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MOTTO 

“The death of one man is a tragedy. The death of millions is a statistic.” 

(Joseph Stalin) 

 

“If you want to destroy any nation without war, make adultery or nudity common 

in the young generation.” 

(Salahuddin Ayyubi) 

 

 “If you had not commited great sins, God would not have sent a punishment like 

me upon you.” 

(Genghis Khan) 

 

“Right action is better than knowledge; but in order to do what is right, we must 

know what is right.” 

(Anime Bakuman) 

 

“If you wish for peace, then prepare for war.” 

(Oda Nobunaga) 
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INTISARI 

Menurut pengamatan yang terjadi pada masyarakat, Smartphone adalah 

barang yang sedang tren pada saat ini. Banyak masyarakat yang menggunakan 

Smartphone untuk kebutuhan sehari hari karena memiliki beragam fitur dan 

Smartphone merupakan komputer mini. Diantara banyak Smartphone yang 

beredar sekarang ada salah satu sistem operasi yang mendukung Smartphone, 

yaitu Android. 

Perangkat Smartphone seperti Android sudah seperti kebutuhan primer 

yang dapat memberikan informasi pada penggunanya. Sebagian besar dari 

masyarakat luas belum mengetahui sejarah mengenai kapal Perang Dunia II. 

Sehingga dari sini muncul gagasan untuk membuat aplikasi android untuk 

memberikan informasi kepada masyarakat mengenai kapal Perang Dunia II. 

Penyampain informasi mengenai sejarah kapal Perang Dunia II, informasi 

persenjataan kapal dan informasi peran kapal dan nilai historis lainnya sangat 

jarang di ketahui oleh masyarakat luas. Untuk itu penulis mencoba membuat 

Warshipedia Media Informasi Kapal Perang Dunia II Berbasis Android. 

Kata Kunci : Smartphone, Android, Kapal Perang Dunia II. 
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ABSTRACT 

According to observations that occur in the community, smartphones are 

goods that are trending at the moment. Many people use smartphones for their 

daily needs because they have various features and smartphones are mini 

computers. Among the many smartphones that support now there is one operating 

system that supports smartphones, namely Android. 

Smartphone devices like Android are like primary needs that can provide 

information to users. Most of the wider community do not know the history of 

World War II ships. So from here came the idea to create an android application 

to provide information to the public regarding World War II ships. 

Submitting information about the history of World War II battle ships, 

information on ship weaponry and information on the role of ships and other 

historical values is very rarely known by the public. For this reason the author 

tries to make Warshipedia Media Information a World War II battle Ship Based 

on Android. 

Keywords : Smartphone, Android, World War II Battle Ship. 

 

  


