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Abstract
Casual games become increasingly
popular on mobile devices. Taiwanese

gamers ranked second in worldwide casual /
social gaming market. Therefore, it is very
important to develop casual games app on
Android system. This study aims to use App
Inventor 2 to develop a casual game app on
Android system. In order to attract users, the
interface of the game app is simple and easy
to be used in a cute style. This study takes
Rock Paper Scissors game app as an
example.

Keywords: casual games, Android, App, Rock
Paper Scissors.
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