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INTISARI

Perkembangan Covid-19 saat ini telah merubah budaya di seluruh dunia,
termasuk budaya dalam belajar. Dikarenakan Covid-19 telah menjadi pandemi,
maka belajar harus dilaksanakan dari rumah (BDR). Hal ini menyebabkan
keterbutuhan teknologi menjadi utama, terutama kepemilikan gadget. Gadget
merupakan media komunikasi dan pembelajaran yang paling mudah digunakan
dan hampir seluruh orang memilikinya. Tetapi hingga saat ini ketergantungan
terhadap gadget tidak hanya sebagai alat komunikasi dan pembelajaran, tetapi
sebagai alat bermain yang sangat diminati semua orang, baik tua maupun muda.
Sehingga peminat game online semakin hari semakin meningkat.

Agar anak-anak aman dalam bermain game maka perlu dibangun suatu
game yang mampu mengedukasi. Salah satu game yang dapat dijadikan
pembelajaran anak-anak adalah game berbasis edukasi. Game Edukasi adalah
permainan yang dirancang untuk merangsang daya pikir termasuk konsentrasi dan
memecahkan masalah (Handriyani, 2019).

Sehingga mampu merangsang perkembangan saraf motorik dan
keseimbangan otak kanan. Terutama bagi anak- anak usia di bawah 12 tahun.
Anak-anak sangat cepat dalam merespon sesuatu, sechingga orang tua perlu
memperhatikan game yang dimainkan anak- anak di masa Belajar Dari Rumah
(BDR) saat ini.

Kata Kunci  : Gadget, Game Edukasi
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ABSTRAK

The development of covid-19 currently has changed culture around the world ,
including culture in learning .Because covid-19 has become pandemic , so learning has to
be implemented from home ( bdr ) .This has led to become main technology needs ,
especially ownership of gadgets .Gadgets is a medium of communication and the learning
process that can be most easily used and almost all anyone have her .But until now
dependence on gadgets not only as a-means of communication and the learning process ,
but as a means of playing that were very interested in everyone , both young and old .

So that people interested in studying in an online game is getting increased so that
the children safe in playing a game built a program needs to be able to educate the
game .One of the game can be used as learning children are game based education .Game
education is a game that were designed to stimulate including concentration and solve
problems ( handriyani , 2019 )

So that it can stimulate the motor nerves and balance. right brainMade especially
for children aged under 12. yearsChildren very quickly in response to something, so

parents should look the game played in the different ways children learn from home ( bdr )

Keywords : Gadget, Games Education
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