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* Providing educational platform in e-healthcare
* Inexpensive technology

* Spreading awareness

* Source of attraction to the youngsters
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* NHM Hasni, MAHM Adib, TAA Kadir, MNH Hassan, Avoid Virus * International University Carnival on E-Learning (IUCEL
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*  MAHM Adib, NHM Hasni, MNH Hassan, Covid Run Game: Awarness [Gold Medal Award)]
on Covid-19 issues among University Student in Pahang, « Sintok International Games & Gamification (SIGG
International Journal of Serious Games (1JSG). 2020), UUM, Perlis
[Scopus Indexed — Accepted] [The Best Innovation Award; Health Game Category]
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