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INTISARI

Sejak teridentifikasinya virus Covid-19 pada awal maret 2020 di Indonesia
dan menjadi awal pandemic dimulal. Hampir seluruh  secior menghentikan
kegistannva dan melaksanakan WFH (Work Form Home). Terutama sector
Pendidikan sesuai anjuran pemeriniah mengharuskan melaksanakan kegistan
pﬁnbelajamu enline atau daring. Hal ini tentu menuntut baik siswa atau mahasiswa
dan pengajor untuk adaptasi dengan teknologi agar pembelajaran fetap dapat
dilaksanakan. Selain itu mxyn.rxknt - nenaati seluruh prorocel kesehatan
!ﬂngﬂlﬂ]]][[[kﬁl} DETTIET _-: an virus Covid-19. Sﬂ:lﬁhsm
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ABSTRACT

Since the identification of the Covid-19 virus in early March 2020 in
Indanesia and became the beginning of the pandemic began, Almost all sectors stop
their activities and implement WEH (Work Form Home). Especially the Education
sector as advised by the govermment requires carrving out anline or onfine learning
activities. Thix certaimly n:qum&mﬁ: TS md;mdemmﬂmﬁmiand@t
to technology so that _--;-.r ! e wteed. [ axeldition, the public is
reguired to adbereds of i afocels recon pded by the govermment fo
prevent the ransmission of the Covid-19 virus. One of the.cfforts in the prevention
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