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ABSTRAK

Corona Virus Disease 2019 atau yang biasa disingkat COVID-19 adalah penyakit
menular yang disebabkan oleh SARS-CoV-2, salah satu jenis koronavirus.
Penderita COVID-19 dapat mengalami demam, batuk kering, dan kesulitan
bernafas. Jumlah kasus virus corona sebanyak 3.607.863 pada tanggal 6 Agustus
2021, dan tanggal 29 Agustus 2021 bertambah menjadi sekitar 4.213.414. Dengan
jarak sekitar 23 hari wabah corona di Indonesia dalam skala luas, serta kasus
corona tidak boleh dianggap enteng. Covid-19 mudah terpapar dan berakibat fatal
bila penyakit tersebut mengenai pada anak-anak maka dari itu peneliti membuat
sebuah game edukasi covid-19. Covid-19 ini masih banyak terdapat anak yang
usia dini belum mengenali apa itu virus covid-19 serta apa saja yang wajib dicoba
buat menjahui ataupun penangkalan penyebaran virus covid-19 dan game banyak
diminati anak-anak serta dapat dijadikan buat media pendidikan bermain dan
belajar yang mengasyikkan. Peneliti melakukan penerapan kepada anak-anak
dengan menggunakan aplikasi game covid-19 yang mudah dipahami serta
menyenangkan. Dalam pembuatan game covid-19 menggunakan metode mdlc,
maka dilakukan pengujian pada game tersebut menggunakan pengujian blackbox.
Dengan adanya aplikasi game covid-19 dapat memberi edukasi kepada anak-anak
dan dapat mencegah penularan virus covid-19 dengan cepat. Oleh karena itu
peneliti ingin melakukan suatu perancangan atau pengembangan dalam bentuk
aplikasi game covid-19 berbasis godot engine.

Kata kunci: Covid-19, Game Edukasi, Godot



ABSTRACT

Corona Virus Disease 2019 or commonly abbreviated as COVID-19 is an
infectious disease caused by SARS-CoV-2, a type of coronavirus. People with
COVID-19 may experience fever, dry cough, and difficulty breathing. The number
of corona virus cases was 3,607,863 on August 6, 2021, and on August 29, 2021 it
increased to around 4,213,414. With a distance of about 23 days from the corona
outbreak in Indonesia on a wide scale, and corona cases should not be taken
lightly. Covid-19 is easily exposed and can be fatal if the disease affects children,
so the researchers created a covid-19 educational game. In this Covid-19, there
are still many children who at an early age do not know what the Covid-19 virus
is and what must be tried to avoid or prevent the spread of the Covid-19 virus and
games are in great demand by children and can be used as educational media for
playing and learning. which is exciting. Researchers applied it to children using
the covid-19 game application that was easy to understand and fun. In making the
covid-19 game using the mdlc method, testing is carried out on the game using
blackbox testing. With the covid-19 game application, it can provide education to
children and can prevent the transmission of the covid-19 virus quickly.
Therefore, the researcher wants to do a design or development in the form of a
covid-19 game application based on the Godot engine.

Keywords: Covid-19, Educational game, Godot
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