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Abstract: This work deals with development of android-based multiple-option questions and some fun and 

study related games. This application is developed for educational purpose, allowing the students to learn 

and boost memory power by learning with this app. Most of the parents sometimes want to test their children’s 

mental progress. Trivia and quiz games are an excellent way to test and flex of your brain. Our android app 

includes the best trivia that will provide your kids with all the vital knowledge related to different subjects 

and boost his practice skills. Whether you prefer general knowledge trivia quiz or specific topics on different 

subjects, we have the best quiz apps comprising of fun trivia game applications for little ones. Children will 

enjoy their learning session like never before with the kids trivia app. We will try to develop an amazing and 

Different kind of user interface so that students can enjoy endless trivia and have fun while learning. 
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