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Anak usia dini

The most effective way to prevent the spread of Covid-19 is to comply with
health protocols. However, this habit is still tricky for some Indonesians,
including in early childhood. This study aimed to develop and test the Ultaco
game's quality as a medium in introducing the Covid-19 health protocol to early
childhood. The research and development (R&D) method was used in this study.
In developing the Ultaco game, three steps carried out, including planning,
design, and development. Product quality testing was carried out using three
techniques: alpha test, beta test, and final evaluation. This study showed that
the Ultaco game is a kind of snakes and ladders game that contains the Covid-
19 health protocol, including wearing a mask, maintaining distance, staying at
home, washing hands, covering sneezes, exercising diligently, and eating
nutritiously. The trial results showed that the Ultaco game is of good quality and
is suitable for use as a medium for introducing the Covid-19 health protocol to
early childhood. This is based on the average score of the alpha test score of
4.48, the beta test score of 3.41, and the final evaluation score of 3.64. This study
implies that children can become accustomed to complying with the Covid-19
health protocol with attractive, fun, and fun game media.

Abstrak

Cara paling efektif untuk mencegah penyebaran Covid-19 adalah dengan
mematuhi protokol kesehatan. Namun kebiasaan tersebut masih sulit
dilakukan oleh sebagian masyarakat Indonesia, termasuk anak usia dini.
Tujuan penelitian ini adalah untuk mengembangkan dan menguji kualitas
permainan Ultaco sebagai media dalam mengenalkan protokol kesehatan
Covid-19 pada anak usia dini. Metode research and development (R&D)
digunakan dalam penelitian ini. Dalam pengembangan permainan Ultaco
dilakukan dengan tiga langkah, yaitu planning, desain, dan pengembangan.
Untuk pengujian kualitas produk dilakukan dengan tiga teknik yaitu alpha test,
beta test, dan evaluasi akhir. Hasil penelitian ini adalah permainan Ultaco
adalah sejenis permainan ular tangga yang di dalamnya memuat protokol
kesehatan covid-19, meliputi: memakai masker, jaga jarak, di rumah saja,
mencuci tangan, menutup bersin, rajin berolahraga, dan makan bergizi. Hasil
ujicoba menunjukkan bahwa permainan Ultaco memiliki kualitas baik dan
layak digunakan sebagai media untuk mengenalkan protokol kesehatan Covid-
19 pada anak usia dini. Hal ini didasarkan pada hasil rata-rata skor penilaian
alpha test yaitu 4,48, skor penilaian beta tes 3,41, dan sekor penilaian evaluasi
akhir 3,64. Implikasi dari penelitian ini adalah anak-anak dapat terbiasa
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mematuhi protokol kesehatan covid-19 dengan media permainan yang menarik,
asyik, dan menyenangkan.

INTRODUCTION

Currently, the world is being hit by a catastrophic outbreak of the Covid-19 pandemic caused
by the coronavirus (Mahanani, 2020). Covid-19 infection cases have occurred in various countries,
such as China, Thailand, Japan, South Korea, Singapore, Vietnam, the United States, and 24 other
worldwide (Tian et al., 2020). Covid-19 is a global pandemic that has hit almost all countries (Di
Gennaro et al., 2020; Marques de Miranda et al., 2020). In Indonesia, the first case of covid-19
occurred in March 2020, as announced by the President. The cases continue to increase every day
until now (Ihsanuddin, 2020). This virus first appeared in December 2019 in Wuhan, South China
and was declared a health emergency in various countries (Ahmad, 2020; Fu et al., 2020; Shereen
et al., 2020; Singhal, 2020). It is known that this virus can infect the human respiratory system
through droplets from people who speak, cough or sneeze, then this virus enters and infects other
people through the mouth, nose and eyes (Novianty, 2020). The symptoms include fever, cough, sore
throat, shortness of breath, fatigue, and malaise (Ahmad, 2020). The World Health Organization
(WHO) has named Covid-19 a disease caused by Coronavirus 2 (SARS-CoV-2), where the virus is
very contagious and can cause infections in the acute respiratory tract (Barry, Dana M.; Kanematsu,
2020; Hu et al., 2020; Shereen et al., 2020).

The Ministry of Health and the Task Force for the Acceleration of Handling Covid-19 had
issued a guideline in the form of a Covid-19 health protocol that must be adhered to as prevention to
not suffer from Covid-19. The contents of the health protocol include maintaining hand hygiene,
avoiding touching the face, applying the ethics of coughing and sneezing, wearing a mask,
maintaining distance, isolating independently, and maintaining health. In addition, World Health
Organization (WHO) has also issued new guidelines for health protocol for Covid-19 on Thursday,
July 9, 2020. In addition to a previous protocol such as washing hands, wearing masks, keeping your
distance, ensuring good ventilation, and wearing a mask in a closed room (Dinisari, 2020). By
obeying the application of health protocol and keeping the surrounding environment clean and well-
maintained, the transmission of Covid-19 can be prevented as early as possible (Ichsan et al., 2020).
The Covid-19 pandemic has created various unexpected and unprecedented challenges (Laufs &
Waseem, 2020). This pandemic also affects all sectors of human life, including the education sector
(Barry, Dana M.; Kanematsu, 2020; Crawford, 2020; Mehmet & Assist, 2020; Toquero, 2020). Many
schools and universities have had to close schools for teaching and learning activities and replaced
with distance learning because of the very fast transmission of the Covid-19 disease (Mehmet &
Assist, 2020). Besides, it has also caused an economic crisis (DeWit et al., 2020).

Public awareness is needed in adhering to health protocols. Unfortunately, many people do not
have awareness, such as wearing masks and keeping their distance. According to Syamsuar (2020),
the transmission of Covid-19 has occurred so far because of the lack of public awareness in complying
with health protocols. In line with that, Prabawati (2021) explained that the public's ignorance of 5M
(Wearing Masks, Keeping Distance, Washing Hands, Staying Away from the Crowd and Reducing
Mobility) makes the potential for Covid 19 transmission in the community to remain high. Apart
from adults, awareness and habits of complying with health protocols also need to be carried out by
early childhood. This is because covid-19 can also affect children. According to the Indonesian
Pediatrician Association chairman, more than 40 children died with a positive status of Covid-19 and
more than 200 children deaths. The latter were patients under surveillance by the end of June 2020
(Wijaya, 2020). Of course, this situation is very worrying because the state must lose its golden age
children who will become the nation's successors. This virus has been confirmed to attack various
groups, but several groups are most at risk, namely the elderly and early childhood (Marques de
Miranda et al., 2020; Wijaya, 2020). The number of children with coronavirus disease-2019 (Covid-
19) has also increased significantly (She et al., 2020). For this reason, the habit of complying with
the Covid-19 health protocol needs to be introduced and instilled in early childhood.
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Particularly in early childhood, explaining the various covid-19 health protocol cannot only be
done in words of mouth. An exciting way is needed so that children can understand and apply the
different covid-19 health protocol correctly. Early childhood is the time to play. They learn through
playing (Cheung & McBride, 2017). Therefore, a suitable way to explain the Covid-19 protocol to
early childhood is through games. Theoretically, it is explained that games are fun and enjoyable
activities that can encourage each individual to explore (John W. Santrock, 2017). In line with that,
it is stated that playing is a means for children to facilitate the learning process, where they try out
their ideas, ask and question various problems, and get answers to their issues (Wulanyani, 2014).
Students will be more excited and interested and actively involved in learning (Nugroho et al., 2013).
Thus, it can be understood that through playing, early childhood can learn many things, including
getting to know the Covid-19 health protocol.

Introducing the Covid-19 health protocol to early childhood is an exciting and fun way. It is
necessary to develop a form of games that children like. One type of game that can be developed is
the snakes and ladders game. The snakes and ladders game was chosen to introduce the Covid-19
health protocol. Based on several previous studies, it was known that the snakes and ladders game
could increase children's learning enthusiasm and make it easier to memorize and practice teamwork
(Golchai et al., 2012). Many studies have shown the advantages of playing with snakes and ladders
for early childhood learning media. Snakes and ladders game is a great learning activity for early
childhood (Gough, 2001). These games can also improve English vocabulary for early childhood
(Wulansari & Azizah, 2018). The use of snakes and ladders to increase children's health knowledge
is better than using the health lecture method to improve the same aspect (Wulansari & Azizah,
2018).

The game of snakes and ladders was developed by Hindu religious leaders, Gyandev, to teach
children about appreciation. The snake symbolises bad or evil, while the ladder represents good and
truth (Wulanyani, 2014). In English, the game is called Snakes and ladders (Golchai et al., 2012).
The snakes and ladders game is one type of game that is quite popular in Indonesia (Noviana, 2010).
This game is very familiar in the world of children. Besides exciting and fun, it's also effortless to
play. Therefore, this snakes and ladders game is appropriate if used as a learning medium for early
childhood. It is widely believed that early childhood is a world of play. The principle of early
childhood learning is through playing(Alotibi, 2020; Milteer et al., 2012). Children learn through
play, and play is their child's learning (Britton, 1992; Ciolan, 2013; Marks, 2016; Zeece & Graul,
1990).

The game of snakes and ladders, when used as a learning medium, has several advantages,
including creating a pleasant learning atmosphere, stimulating students to carry out individual or
group learning activities, having the cognitive structures obtained by students as a result of the
learning process stable and are arranged in a relevant manner so that it will be kept in memory. The
knowledge in the memory (mind) can be retrieved at any time (Wulanyani, 2014). Several studies
have shown that the game of snakes and ladders helps help children to understand better nouns and
speaking skills in English (Musa et al., 2016; Sapungan, 2014; Sofyan et al., 2019). Snakes and
ladders board games have the potential to promote students' desire to talk within peers group.
Despite some difficulties, students seem to enjoy learning (Arfani & Sulistia, 2019). In addition, this
game media can be useful for increasing students activity, enthusiasm for learning, and having the
courage to express opinions that will have an impact on increasing students learning outcomes, and
make it easier for teachers to deliver learning material (DeWit et al., 2020). The benefits of playing
snakes and ladders are also related to students development, including: training motor skills,
practising concentration, increasing socialization skills (including competition), training language
skills, gaining insight, developing skills for problem-solving, developing leadership skills, developing
knowledge of norms and value, increasing self-confidence (Rifa, 2012; Supriatna, 2011). In addition,
the game of snakes and ladders can also be useful for developing intellectual intelligence, developing
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emotional intelligence, developing creativity, making children creative, becoming a medium for
therapy for children, and developing children's multiple intelligence (Nurhayati, 2012).

Ultaco is a type of snakes and ladders game. Ultaco itself has the meaning of the Covid-19
snakes and ladders. This game adapts the game of snakes and ladders, but it describes efforts to
prevent Covid-19 by introducing health protocol in early childhood. The history of the game of snakes
and ladders states that the game of snakes and ladders was initially named "Paramapada Sopanam"
(Ladder to Salvation) (Wulansari & Azizah, 2018). The snakes and ladders game is a board game for
children played by 2 or more people. The game board is divided into small squares and on some of
the squares, several "ladders" or "snakes" are drawn, connecting the boxes. From the various
descriptions, it can be understood that the game of snakes and ladders can be used as a learning
medium for children. For this reason, it is very appropriate when this game of snakes and ladders is
used as a means of introducing the Covid-19 health protocol to early childhood, especially during a
pandemic like now. Hopefully, through this game of snakes and ladders, will help disseminate and
socialize health protocol to reduce and prevent the spread of Covid-19 in the community.

Based on some of these studies, this study aimed to develop a game of snakes and ladders to
introduce the Covid-19 health protocol. This research is fundamental to do to help early childhood
know the Covid-19 health protocol. The game to be developed is named Ultaco, namely the Covid-19
Snakes and Ladders. With the Ultaco game created, it is hoped to help socialize the Covid-19 health
protocol to early childhood in a more exciting and fun way. By getting to know the Covid-19 health
protocol, children will apply it in their daily lives. This condition is indirectly able to help prevent the
occurrence of Covid-19 transmission in early childhood.

METHODS

To develop and produce game products of Ultaco game (the Covid-19 snakes and ladders), this
research used the research and development (R&D) method. This method was chosen because it is
very appropriate and under the research objectives, namely to produce a game product to introduce
the Covid-19 health protocol to early childhood. R&D is the process of developing a specific existing
product to make it more perfect (Borg, 2007). The method was intended to produce products tested
for feasibility and effectiveness (Sugiyono, 2011). The resulting products can be software or
hardware, such as books, modules, learning programs, and learning aids (Borg, 2007). In this
research, the product to be developed and produced is a learning aid called Ultaco. Ultaco game is
the short name for the Covid-19 Snakes and Ladders. The Ultaco game media was designed as a
medium for introducing the Covid-19 health protocol to early childhood. The development model
used refers to the opinion of Borg and Gall (2007), namely developing and testing the feasibility of
the product.

Research Settings

This research was conducted in Ponorogo Regency, East Java Province, Indonesia. The choice
of Ponorogo Regency as a research site was due to the large number of parents and early childhood
education teachers who still have difficulty creating and developing learning media to introduce the
Covid-19 health protocol to early childhood.

Product Trials and Research Participants

Product trials are carried out in three steps, namely the expert validation, small-scale field
trials, and large-scale field trials:
1. Expert validation

Expert validation is a product trial conducted by involving two validators, namely a material
expert and a media expert. In this study, the validator will provide an assessment of the products
produced. The assessment was carried out by filling in the instruments prepared by the researcher.
The assessment results and various inputs from the validator were used as material for revising the
product to make it more perfect. After that, the subsequent trial was carried out.
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2. Small-scale field trials

Small-scale field trials is a trial that was done after the expert validation. This trial has involved
users, but the number is still limited. Therefore, beta test trials are often referred to as limited trials.
In this beta test trial, the subjects for the trial were 10 early childhood. After conducting the trial,
each child was asked to assess the Ultaco game products' quality. The assessment results and various
inputs during this limited trial were used to revise the product before testing more widely to the user.

This study consisted of 10 early childhood children from 2 kindergartens (TK) in Ponorogo
Regency. These ten children were selected based on age, namely 4-6 years.
3. Large-scale field trials

The large-scale field trials were the last stage to determine the quality of the product produced.
The final evaluation was carried out in this study by testing on a large or broader scale involving 40
early childhood students from 10 kindergartens (TK). This trial aimed to determine children's
interest in playing Ultaco. In addition, an Ultaco game quality assessment was also conducted to
introduce the Covid-19 health protocol to early childhood. The children's questionnaire was filled in,
assisted by teachers and people, based on their observations when they played Ultaco.

The subjects in this research consisted of 40 early childhood children from 10 kindergartens
(TK) in Ponorogo Regency selected based on the ages of 4-6 years. This final evaluation involved
children in several early childhood education institutions, namely, each institution becoming the
final evaluation site according to their needs.

Data Collection

Collecting data in this study used a questionnaire containing several written statements
intended for the specified respondents. This questionnaire consists of a questionnaire for material
experts and media experts, a questionnaire for small-scale field trials, and a questionnaire for large-
scale field trials. This questionnaire will be used as an assessment tool regarding the quality of Ultaco
games as a medium for introducing the Covid-19 health protocol to early childhood. The results of
the assessment were then described in the form of qualitative data.

FINDINGS AND DISCUSSION

Prevention of the spread of Covid-19 must be carried out in various ways and strategies. The
first step that can be taken is to recognize and know the Covid-19 health protocol. The introduction
of this health protocol can teach clean and healthy living habits to prevent and avoid Covid-19. The
Ultaco is a type of snakes and ladders game designed and created to introduce the Covid-19 health
protocol. The Ultaco game development aimed to introduce the Covid-19 health protocol to early
childhood. There were two main questions in this research, namely: 1) how is the development and
form of Ultaco games, and 2) what is the appropriateness of the Ultaco game to introduce the Covid-
19 health protocol to early childhood. Referring to these two questions, the results of this study can
be explained as follows:

Development and form of Ultaco games

Ultaco game development started with making Ultaco image designs and displays. Making this
game design was done by utilizing the CorelDraw application. It took one month to make Ultaco
designs.

The Ultaco games were designed and developed to introduce early childhood to the Covid-19
health protocol. Through this developed game, hopefully, it can be used as a medium for children to
recognize and comply with the health protocol established by World Health Organization (WHO)
and the Indonesian government's Covid-19 Handling Task Force. In addition, to introduce daily
activities or activities that violate the Covid-19 health protocol. Thus, children become accustomed
to implementing the Covid-19 health protocol properly and correctly so that they can avoid the
spread of Covid-19.
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The Ultaco form of playing has a size of 33 x 26 cm. It has 100 squares measuring 2 x 2 cm.
Each square has a variety of colours, and there are numbers from one to one hundred. Eight boxes
containing images comply with the Covid-19 health protocol, and eight boxes containing images that
violate the Covid-19 health protocol. In addition, there are pictures of ladders, snakes, and the
coronavirus in this game. The images in the Ultaco game were designed very attractively according
to the level of early childhood development. The material for this game is 260 grams of ivory paper
so it is more durable and safe for use by children. Ultaco games also come with dice and pawns to
play with. Ultaco game display can be seen in Figure 1.

PERMAINAN ULTACO
ULAR TANGGA COVID-19

Melanggar
' 90  protokol Kesehatan
¥ Covid-19

‘Tidak Pakai Masker
hals
Berkernmmn
s
Liburanerwisata
Ll
7
Tangan Eotor
s,

Bersin Sembarangan

T

Mengustp Vajab
So?
Jajan Sembarangun

Figure 1. Display of Ultaco game

The Covid-19 health protocol in the Ultaco game is grouped into two, namely, the attitude of
complying with the Covid-19 health protocol and the perspective of violating the Covid-19 health
protocol. Forms of attitudes adhering to the Covid-19 health protocol include: wearing a mask,
keeping the distance, staying at home, washing hands, covering sneezes, exercising diligently, and
eating nutritiously. Forms of violating the Covid-19 health protocol include: not wearing masks,
gathering in a crowd, travelling, having dirty hands, being lazy to exercise, rubbing the face, and
snacking carelessly.

At least two children play the Ultaco game, where each child plays alternately. The winner in
the Ultaco game is the fastest player who reaches the box with the number 100. Thus, the game can
be ended and started again according to the agreement of each child.

The procedure to play Ultaco is, in principle, the same as playing snakes and ladders in general.
The steps in playing Ultaco are: a) the children prepare Ultaco game sheets, dice, and pawns; b) the
children decide the order in which the participants play; c) the children alternately roll and drop the
dice and then count the numbers; d) if the child scores a 6 in rolling the dice, he/she gets a bonus to
roll the dice once; e) if a pawn carried by a child falls, in the box with a ladder containing the Covid-
19 health protocol, he/she gets a bonus for jumping or climbing stairs; f) If a pawn carried by a child
falls on a snake drawing box containing a prohibition on the Covid-19 health protocol, he/she will be
punished with falling /sliding according to the length of the snake and g) the child who can reach
box number 100 is the winner.

The feasibility of playing Ultaco in introducing the Covid-19 health protocol.

After the Ultaco game was successfully created and developed, various trials were carried out
to determine its feasibility in introducing the Covid-19 health protocol to early childhood. There were
three forms of testing conducted, namely alpha test, beta test, and final evaluation. Alpha test is the
activity of validating Ultaco game products before they are used for testing with users. The activity
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was carried out by involving one material expert in the Covid-19 health sector and one learning media
expert in early childhood education. The beta test is a limited trial activity involving 10 early
childhood. The final evaluation is a broad trial involving 40 early childhood children in Ponorogo
Regency. The results of this Ultaco game trial can be explained as follows:
a. Expert validation

The validation test involving material experts and media experts showed that the Ultaco game
was very good for introducing the Covid-19 health protocol in early childhood. The assessment score
obtained from the material expert was 4.5 out of the 20 statement items that appear in the validation
instrument. If the average score is converted, the assessment score is in the very good category, X>
4.2. The assessment score from media experts was 4.46 out of 13 statement items that appear in the
validation instrument. If the conversion of the average score is carried out, the assessment score is
in the very good category, where 4.2 <X. This assessment score can be seen in Table 1 below:

Table 1. Expert validation scores

No. Validator The number The number The mean of Assessment
of of assessment Category
statements assessment scores
scores
1 Material Expert 20 90 4.5 Very good
2 Media Expert 13 58 4.46 Very good

The material expert gives the inputs suggestion, and the media expert on the development of
the Ultaco game includes displaying several pictures showing the activities of complying with and
violating the Covid-19 health protocol that must be clarified so that children can understand the
meaning. In addition, it is necessary to explain the forms of Covid-19 health protocol activities in the
Ultaco game display so that children can read and recognize them one by one. From this alpha test
activity, it can be understood that the Ultaco game can be used as a medium to introduce the Covid-
19 health protocol to early childhood.

b. Small-scale field trials

Small-scale field trials were carried out after the Ultaco game product was declared good and
passed the assessment of the material expert validator and media expert. A limited trial was carried
out in this activity involving 10 early childhood children in Ponorogo Regency to play Ultaco. The
trial was carried out in the home of each child and still paid attention to health protocol. Based on
the results of the limited trial, the overall average assessment score was 3.41. The results of the Ultaco
small-scale field trials game can be seen in Figure 2 below:

The small-scale field trials

m Ve ry good m Good sSufficient m Mot good

Figure 2. Results of small-scale field trials
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The small-scale field trials showed that 2 children rated the Ultaco game as not good for use, 3
children rated it as sufficient, 4 children rated it good, and 1 child rated it very good. The average
score for assessing the beta test results in Figure 2 shows that the Ultaco game is in a good category
to be used as a medium for introducing health protocol in early childhood. In the conversion of the
mean score, it is stated that if 3.4 <X <4.2, then the assessment is in a good category.

c. Large-scale field trials

After the expert validation and small-scale field trials stages were passed, the Ultaco game was
tested extensively. This trial was intended as a large-scale field trials before Ultaco games were
massively produced and used by early childhood. The large-scale field trials were carried out by
involving 40 early childhood children in Ponorogo Regency. Based on the results of the broad tests,
the overall average score was 3.64. The results of the large-scale field trials of this Ultaco game can
be seen in Figure 3 below:

The large-scale field trials

| Ve ry good m Good Suf ficient = Mot good

Figure 3. Results of the large-scale field trials

The large-scale field trials data showed that 2 children rated the Ultaco game as not good for
use, 8 children rated it as sufficient, 28 children rated it good, and 2 children rated it very well. The
average score of the large-scale field trials results in Table 3 shows that the Ultaco game is in a good
category to be used as a medium for introducing health protocol in early childhood. In the conversion
of the mean score, it is stated that if 3.4 <X <4.2 and therefore the assessment is in the good category.

The score of the expert validation, small-scale field trials, and large-scale field trials shows that
the Ultaco game is suitable for use as a medium for introducing the Covid-19 health protocol to early
childhood. The average score of the alpha test is 4.48, which means it is very good. The average beta
test score is 3.41, which means good, and the average final evaluation score is 3.64, which means
good. Thus, it can be concluded that the Ultaco game has a good rating to be suitable for use in early
childhood. Through this Ultaco game, children can get to know the Covid-19 health protocol in an
exciting and fun way.

Playing tools for early childhood are essential (Milteer et al., 2012). Most of their life is spent
playing. Through play, children can learn many things (Cheung & McBride, 2017), (Ciolan, 2013;
Marks, 2016; Zeece & Graul, 1990). Game tools can be used as learning media. Games make children
more excited, interested, and actively involved in learning (Nugroho et al., 2013). Games can
encourage children to explore (John W. Santrock, 2017). Many developmental game tools effectively
increase children's knowledge, including the game of snakes and ladders (Hadisuyitno, Aswin,
Tapriadi, 2017; Nurmaningtyas et al., 2016; Rekysika & Haryanto, 2019). The game of snakes and
ladders can increase children's enthusiasm for learning and make it easier for children to memorize
material (Golchai et al., 2012). One of the great learning activities for early childhood is through the
snakes and ladders game (Gough, 2001).
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The Ultaco game has proven worthy of being used as a learning medium to introduce the covid-
19 health protocol in early childhood. The results of previous research indicated that the game of
snakes and ladders increased health knowledge in children (Wulanyani, 2014). Other researchers
stated that the game of snakes and ladders could be used as a medium to introduce moral education
and familiarize children to follow the rules (Ibam et al., 2018; Muh Ibnu Sina, 2017; Syawaluddin et
al., 2020). In addition, the Ultaco game is expected to help teachers or schools overcome the mental
health of children caused by Covid-19. The community's role is considered important by the
community as mitigation not only for Covid-19 but also for children's mental health (Marques de
Miranda et al., 2020). Therefore, teachers or schools can take advantage of the Ultaco game as an
interesting and fun learning medium to entertain and relieve feelings of stressed children due to the
coronavirus. In addition, children can also learn and get to know the Covid-19 health protocol.

The Covid-19 health protocol can be introduced in early childhood through the Ultaco game.
The habits of wearing masks, washing hands and maintaining a distance are very important for
children to understand to avoid the spread of the coronavirus. For early childhood, the introduction
of the Covid-19 health protocol must be packaged in the form of a game. Thus, the Ultaco game can
be used as an alternative media in introducing the Covid-19 health protocol in early childhood.
Hopefully, is game can help prevent the spread of the coronavirus in early childhood, especially in
Indonesia.

Research and development of the Ultaco game are still limited to testing product feasibility,
not testing its effectiveness. In the future, it is necessary to test the effectiveness of the Ultaco game
as a guide to introduce the Covid-19 health protocol to early childhood. In addition, this game is only
suitable for children aged 5 years and over, so children under age cannot use it optimally.

CONCLUSION

The Covid-19 disaster occurred because people didn't comply with health protocol. Early
childhood is no exception. The Ultaco game were designed and developed to introduce the Covid-19
health protocol to early childhood. This game is very suitable to be used as a Covid-19 learning
medium. The research data showed that the average score of the alpha test assessment was 4.48, the
beta test score was 3.41, and the final evaluation score was 3.64. Thus, it can be understood that the
Ultaco game obtained good ratings and was worthy of use. Therefore, hopefully, children will
recognize and get used to complying with the Covid-19 health protocol through this game.
Furthermore, the development of this game can help prevent the spread of the coronavirus,
especially in early childhood in Indonesia.
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