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INTISARI

Tahun 2020 mnqunn tahun terjadinya pandemi Covid-19 termasuk di
Indonesia. Di samping ltu1 Indonesia yang merupakan negarn tropis. pm}r&ht
sepertl Influenza dan DBD juga mengintai. Edukasi tentang cara pencegahan virus-
virus tesebut terutama kepada pemuda (onak-snak dan remaja). Di tengah
meningkolmya penggunaan smariphone, gmme merupakon media yang sering
diginakan oleh penm-;hunmknwmm hiburan l:innjuga sebagai sarana Edulr.mi
yang bagus. '[.'Ilehkar:rﬂ:ulu perm]m it

BN Dengue (DBD) dan. Covid19, —_—
efektif digunokan untuk pengembangan geme e



ABSTRACT

20200 ix the year of the Covid-19 pandemic, including in Indonesio. Besides
that, Indomesia which is a tropical country, diseases such as fnffuenze and DHF
are also furking. Education on how to prevent these viruses, especially for vouth
{childven and adolescents). In the midst of the increasing use of smariphones,
Eames gre g medium that i often used by vouth to seek entertainment and alvo oax
a goad educational fool. Therefore, the auther infends jo creale an educational
gime “Redzone” hased on Android wi m af educating voung people ahout
haw fo prevent the Influenza, DHE, g Covid-19 isex, lesting the effectiveness
af gamex as educatipiol medio ond lesting the effectivencss of the selected research
methos,

lesigminge. the fe !  the fndie Game
it was l:'.ﬁnsﬂl m de-.qg'i:irﬂ'

t it resouwrces. arducts fiterature

(s et collection meili

was texted on 43 respondents,
Re=pne game, then answered g guestionnain
AP Mn'rhcﬂhw@'nhﬂinﬂﬁ'ﬁm free's itself. T
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