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INTISARI 
 

Kemajuan teknologi saat ini sangat pesat, mulai dari persenjataan, 

internet, dan  elektronik. Elektronik yang salah satunya adalah ponsel pintar 

sangat diminati anak  muda untuk  berkomunikasi, social media, bermain game. 

Namun  dengan adanya ponsel pintar segudang permainan yang ditawarkan sangat 

menarik bagi mereka. Bagi para pemancing keseruan dalam memancing,  

dibutuhkan kesabaran menunggu sambaran ikan dan sensasi tarikan ikan dengan 

tarikan  pemancing. Seiringnya waktu, memancing mendapat pengakuan sebagai 

bagian dari tradisi bangsa sebagai sarana rekreasi, olahraga dan hobi. Disini 

penulis menghadirkan game memancing kedalam ponsel pintar, agar dapat terus 

dimainkan. Tentu dengan format sedikit berbeda, yaitu berbasis permainan 

android. 

Android merupakan system operasi ponsel pintar yang terkenal dan 

popular didunia saat ini. Android berbasis linux dan merupakan System operasi 

open source, yang membuat Android semakin gampang untuk dikembangkan dan 

memudahkan bagi developer untuk membuat aplikasi mereka berjalan di sistem 

Android.  

Permainan memancing berbasis game Android ini diharapkan dapat 

digemari oleh anak- anak maupun dewasa melatih kesabaran. 

 

Kata Kunci: Memancing, Android, Game 
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ABSTRACT 

 

Advances in technology today is very quickly, ranging from weaponry, 

internet, and electronics. Electronics one of which is a smart phone is in great 

demand of young people to communicate, social media, play games. But with the 

a myriad of smart phone games that are offered are very attractive to them. 

Excitement  for the angler in fishing, it takes patience to wait a strike of fish and 

pull the fish with the pull sensation anglers. Time by time, fishing has been 

recognized as part of the tradition of the nation as a means of recreation, sports 

and hobbies. Here the authors present a fishing game into smart phones, in order 

to continue playing. Of course with a little different format, which is based on 

android games. 

Android is an operating system smart phone that is well-known and 

popular in the world today. Android is a Linux-based and open source operating 

system, which makes Android more likely they are to be developed and make it 

easier for developers to make their applications run on the Android system.  

Fishing  game based on Android game is expected to be popular with 

children and adults  to exercise patience.. 

 

Keyword: Fishing, Android, Game 

 

 

 

 

 

 

 

 

 

 

  


