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INTISARI 
 

 
Virus Covid-19 mewabah di dunia pada tahun 2020, Covid-19 tidak hanya 
menyerang orang dewasa saja melainkan anak-anak dan remaja. Untuk itu setiap 
orang diwajibkan menerapkan protokol kesehatan 3M agar pesebaran virus 
Covid-19 tidak semakin menyebar. Tetapi pelanggaran dalam upaya pencegahan 
Covid-19 masih sering dijumpai diberbagai wilayah. Kesadaran masyarakat masih 
rendah dalam mematuhi protokol kesehatan, hal itu mengakibatkan orang yang 
terpapar virus semakin banyak dan mengakibatkan jumlah korban yang meninggal 
semakin bertambah. Penelitian ini bertujuan menghasilkan sebuah mobile game 
Basmi Covid sebagai media kampanye pentingnya penerapan 3M untuk 
mencegah penularan virus Covid-19.  
Pada penilitian ini metode yang digunakan yaitu GDLC (Game Development Life 
Cycle), dimulai dari fase prototype/pembuatan konsep, preproduction, production, 
beta dan realease. Dari 5 fase tersebut dapat dikelompokkan menjadi 3 proses 
utama yaitu; Proses prototype yang terdiri dari konsep dan design, Proses 
produksi terdiri dari Pra-Produksi, Produksi, dan Pengujian (Alpha dan Beta), dan 
Release. Penulis  menggunakan Game Maker Studio 2 dalam membuat aplikasi 
game Basmi Covid sebagai media permainan. 
Hasil dari penelitian ini dapat disimpulkan bahwa perancangan game “Basmi 
Covid” sebagai kampanye penerapan 3M Covid-19 telah berhasil dikembangkan 
sesuai tahap – tahap pengembangan dan dapat berjalan lancar dalam sistem 
operasi android. Hasil uji coba game mendapatkan prosentase 85,33% sampai 
dengan 84% yang berarti game Basmi Covid ini menyenangkan serta dapat 
dimainkan dengan mudah dan dapat menjadi media kampanye penerapan 3M. 
Dengan ini Game “Basmi Covid” yang telah dirancang dan dibuat telah 
dinyatakan layak untuk digunakan. 
  
Kata Kunci : Covid-19, Game Maker Studio 2, GDLC      
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ABSTRACT 

 
 

Covid-19 virus outbreak in the world in 2020, Covid-19 not only affects adults but 
also children and adolescents. For this reason, everyone is required to implement 
the 3M health protocol, so the spread of the Covid-19 virus does not spread 
further. However, violations in Covid-19 prevention efforts are still often found in 
various regions. Public awareness is still low in complying with health protocols, 
resulting in people being exposed to the virus more and more and resulting in a 
growing number of victims who die. This research aims to produce a Basmi Covid 
mobile game as a campaign for the importance of implementing 3M to prevent the 
transmission of the Covid-19 virus. 
In this research, the method used is GDLC (Game Development Life Cycle), 
starting from the prototype / concept creation phase, preproduction, production, 
beta and realease. Of the 5 phases can be grouped into 3 main processes, namely; 
Prototype consisting of concept and design, production process consists of Pre-
Production, Production, and Testing (Alpha and Beta), and Release. This time, 
the author used Game Maker Studio 2 in creating the Basmi Covid game 
application as a game medium.  
The results of this study can be concluded that the design of the game "Basmi 
Covid" as a campaign for the implementation of 3M Covid-19 has been 
successfully developed according to the stages of development and can run 
smoothly in the android operating system. The results of the game trial get a 
percentage of 85.33% to 84% which means that this Basmi Covid game is fun and 
can be played easily and can be a medium for 3M implementation campaigns. 
With this game "Basmi Covid" that has been designed and made has been 
declared suitable for use. 
 
 Keyword : Covid-19, Game Maker Studio 2, GDLC      
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