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Abstract – Jigsaw Puzzle is a portable application which is intended to give a riddle comprehending knowledge to the player. 

There are numerous riddle amusements created till now which utilize the pictures from the display and on -spot cam caught 

pictures. In spite of the fact that a percentage of the recreations still utilize their own particular inherent exhibition for 

separating pictures. There are numerous riddle recreations which utilize system for their working while some can be played 

logged off.  

 

For the most part, every new level begins with the division of the picture into various matrices these networks fluctuated 

arbitrarily with level change according to the outlined diversion. There are numerous standard focused around which the 

picture division occurred, some of them incorporate picture determination, shapes like rectangle, square and so forth. The 

greater part of the amusements likewise gave the first picture see out of sight or showed a minimized perspective of the firs t 

picture at any of the corners or some simply did not take after this approach. Java, Android, Symbian, Asha, IOS, and so on 

are the distinctive stages that have been utilized to outline riddle recreations.  
 

I.   INTRODUCTION 

 

Diversion playing began with the tabletop games which then developed into played in centralized servers and afterward later 

on Pcs. At the point when played on machines, riddle incorporated the move and customize strategy. With the headway of 

innovation these recreations were presently played on java telephones. Later this progressed to android telephones with touch 

screen which facilitated the customary move and customize strategy.  

 

The amusement normally begins with the picture being isolated into various frameworks and matrices can b e lines, handles, 

interlocking, example or any unpredictable shape which are scattered over the screen. The player improves the scattered 

networks and tries to organize in the same way as the first picture. The player needs to comprehend the level in the b ase time 

and in some riddle amusements he can choose the level of its own decision to score the most noteworthy. The pictures in this 

application can be chosen the from the display introduce on the SD card or from the cam caught picture. The most 

noteworthy score accordingly produced can be redesigned with the player's name. Any novice who has recently started 

playing the diversion can elude the guidelines and continue the amusement in understanding. The client can haphazardly 

select any of the tackled levels and resolution it to procure higher score and utilizat ion the slightest time as could be allowed.  

 

There have been a few recreations till date which have included numerous properties like extract ion of pictures from the 

display and cam caught pictures. What makes the jigsaw riddle emerge is the voyage replay gave toward the end. One more 

in addition to purpose of this application is that it doesn't oblige net access to capacity and continue further. No different 

database is made to choose pictures or music records rather they can be specifically chosen from the display and playlist 

introduce on the SD card.  

 

II. THE EVALUATION 

 

The diversion composed till date has constantly considered time as a vital trait. Keeping this parameter in thought, recreations 

are ad libbed with each one passing day. The most punctual rendition of riddle d ivers ions didn't force at whatever time 

boundations on the player- the player can take as much time he needs to, according to his ability. The high score is made by 

the person who takes restricted time to adjust the pieces and concentrate the first picture. This gives the player adequate time 

to play yet his fundamental need is to place all the pieces at its legit imate place at all t ime.  

 

With time, changes were set aside a few minutes constraint was forced on the matrix. A perfect t ime, remembering the 

multifaceted nature of the riddle is relegated to each level and as needs be the player needs to settle the riddle in that exact 

apportioned time. The indiv idual setting aside the slightest time for tackling is incorporated as the most astounding scorer.   
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III. DATA FLOW DIAGRAM 

 

 

  

IV. GENERAL ANALYS IS OF CUTTING S TYLES  

 

Fundamentally, jigsaw riddle is examined from five viewpoints: the interlocking nature of the riddle, the state of the handles, 

the shape of the lines between handles, the general example made, and unique systems.  

 

• Interlocking. A riddle is interlocking when a large portion of it can be pulled along the table by a corner; it is semi -

interlocking when just littler areas slide together along the table; and non -interlocking when just the pieces touched will 

move.  

 

1. Round  

 
 

2. Square  
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3. Bend  

 
 

4. Curl   

 

 
 

 5. Earlet (classic)  

 
 

 

6. Foot  
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•knobs the state of handles (otherwise called tabs, bolts, or keys) comes in about boundless varieties, contingent on the 

creative energy and aptitude of the cutter. For characterization purposes, I characterize the real shapes as round, square, bend.

 

V. CONCLUS ION 

Like all the games built till date and inferring all research papers we reach to a conclusion that even this game includes 

extracting images from the gallery present on the sd card . The factor which makes this game stand out is the journey replay 

provided at the completion of each level.  
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