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ABSTRACT

Reports thesis entitled "Design Build Game EDUCIS (Education of
English) in Mobile Applications™ has been carried out and in accordance with pre-
determined objectives.

Learning English is still considered difficult by most of the children
because the language is unfamiliar and difficult way of pronunciation of words.
Thus we need a method for learning and training introduction in English to be
more interesting and fun. The method is a method of educational games or
educational games that will be implemented on the mobile phone has advantages
in affordability, access can be done anywhere and anytime, as well as a
technology owned by many people.

Implementation of this research resulted in a game that can run on mobile
phones that have been supporting Java (java enabled) with a 240x320 pixel
screen. Similarly, mobile users will get the entertainment that indirectly got a

lesson specifically on English lessons.

Keywords: Games, Education, English, Mobile
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