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INTISARI

Pandemi Covid-19 terjadi pada awal tahun 2020. Pandemi ini disebabkan oleh
virus corona. Pandemi ini juga menyebabkan aktivitas masyarakat terganggu.
Termasuk menggangu kegiatan belajar mengajar Siswa dan Guru di Sekolah.
Siswa/i masih belum memahami bahaya virus corona dan cara mencegahnya.

Perlu adanya media informasi tentang virus corona pada anak agar mereka
dapat mengetahui bahaya virus tersebut dan cara mencegahnya. Game edukasi
merupakan salah satu media informasi yang dapat diterapkan pada anak untuk
menjelaskan tentang bahaya virus corona.

Oleh karena itu penulis membuat game edukasi “Awas COVID-19”
menggunakan software Construct 2 yang mendukung pengenalan virus corona
kepada anak. Penulis juga mencoba mengimplementasikan logika Fuzzy Sugeno
untuk menentukan bentuk bonus yang terdapat pada game tersebut. Terdapat 3
variabel input yang digunakan meliputi variabel Nyawa, Skor, dan bom. Dan 1
variabel output yaitu variabel bentuk bonus. Dengan adanya game edukasi “Awas
COVID-19” diharapkan dapat menjadi bekal bagi anak saat akan melakukan
sekolah tatap muka dimasa pandemi COVID-19.

Kata Kunci: Construct 2, Virus Corona, Game, Fuzzy Sugeno
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ABSTRACT

The Covid-19 pandemic occurred in early 2020. This pandemic was caused
by the corona virus. This pandemic has also disrupted community activities.
Including disrupting the teaching and learning activities of students and teachers
in schools. Students still do not understand the dangers of the corona virus and
how to prevent it.

There is a need for media information about the corona virus in children
so that they can know the dangers of the virus and how to prevent it. Educational
games are one of the information media that can be applied to children to explain
the dangers of the corona virus.

Therefore, the author created an educational game “Beware of COVID-19"
using the Construct 2 software which supports the introduction of the corona virus
to children. The author also tries to implement Sugeno's Fuzzy logic to determine
the form of bonuses contained in the game. There are 3 input variables used include
Life, Score, and Bomb variables. And 1 output variable, namely the bonus form
variable. With the educational game "Beware of COVID-19" it is hoped that it can
be a provision for children when they are going to face-to-face school during the
COVID-19 pandemic.

Keywords: Construct 2, Coronavirus, Game, Fuzzy Sugeno
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