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INTISARI

Pada tahun 2019 di Indonesia terjadi penyebaran virus Corona, virus ini yang
menimbulkan banyak gejala seperti flu, demam, tenggorokan sakit atau radang.
Munculnya wabah tersebut mendorong pentingnya menjalankan protokol covid-19
dalam mencegah virus tersebut.Banyaknya masyarakat yang belum melaksanakan
protokol dalam pencegahan dengan baik menjadi alasan untuk melakukan peningkatan
pengetahuan warga.

Tujuan Ini untuk memberikan informasi dan peningkatan pengetahuan warga
tentang pentingnya protokol dalam pencegahan penyebarluasan Covid-19. Penerapan
protokol covid-19 menjadi kunci penting pencegah penyebaran virus. Cara itu bisa
dimulai dari kedisiplinan di dalam rumah, terutama jika salah satu anggota keluarga
aktif beraktifitas di luar rumah. Kesadaran dan peran seluruh anggota keluarga untuk
saling melindungi satu sama lain sangatlah penting.

Menanggapi masalah tersebut dibutuhkan solusi agar mampu mempercepat
pemulihan ekonomi nasional akibat pandemic covid-19. Sehingga, penelitiaan ini
berusaha merancang dan membuat infografis berupa animasi 2D dengan Teknik
computing 2D tentang pentingnya mematuhi protocol covid-19. Tujuan pembuatan
infografis ini mampu menjadi media informasi kepada masyarakat luas.

Keywords : Covid-19 , Protocol, Computing 2D
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ABSTRACT

In 2019 in Indonesia there was the spread of the Corona virus, this virus that
causes many symptoms such as flu, fever, sore throat or inflammation. The emergence
of the outbreak has prompted the importance of implementing the covid-19 protocol in
preventing the virus. The large number of people who have not implemented the
protocol in prevention properly is a reason to increase citizens' knowledge.

This goal is to provide information and increase citizens' knowledge about the
importance of protocols in preventing the spread of Covid-19. The implementation of
the Covid-19 protocol is an important key to preventing the spread of the virus. This
method can be started from discipline at home, especially if one of the family members
is active outside the home.Awareness and the role of all family members to protect each
other is very important.

In response to this problem, a solution is needed to be able to accelerate the
national economic recovery due to the COVID-19 pandemic. Thus, this study seeks to
design and create infographics in the form of 2D animation with 2D computing
techniques about the importance of complying with the covid-19 protocol. The purpose
of making this infographic is to be able to become a medium of information to the wider
community.

Keywords : Covid-19, Protocol, Computing 2D
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