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ABSTRACT 

Nowadays, there is a thousand of application or games that have been developed in 

android platform. As a result, the demands of user to play a variation of game have been 

increase slightly. In this project we propose to develop an education game which is 

crossword game. However, a lot of crossword games are already in market but the 

differences of our game from others are it is play in Bahasa Melayu. Therefore to make 

sure our game is more interactive than others we will collecting a thousand frequently 

used Bahasa Melayu word into the database and provide the rules , ensure the game be 

able to retrieve the correct word that has been insert into database table . In conclusion, 

this game will give a lot of benefit to people especially student to improve their Bahasa 

Melayu vocabulary and critical thinking skills 
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