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ABSTRAK

Ria Herlina Sihombing 201810415104. “Strategi Konten Kreator Dalam
Mengelola Project Game Based Learning Di PT. Telkom Indonesia Persero.Tbk.
Penelitian ini bertujuan untuk mengetahui konten kreator dalam mengelola project
game based learning (Savile) dalam mengembangkan media pembelajaran di dunia
pendidikan. Penelitian ini menggunakan metode kualitatif deskriptif. Teknik
Pengumpulan data menggunakan observasi, dokumentasi, wawancara dengan 4
informan salah satunya ada karyawan telkom indonesia. Hasil penelitian ini
menunjukan bahwa konten kreator menggunakan lean canvas dalam mengelola
game based learning (Savile). Hasil Penelitian Bahwa Strategi Konten Kreator
menggunakan lean canvas, lean canvas ini terdiri dari why, how, dan what tujuan
konten kreator menggunakan lean canvas untuk memastikan bahwa game based
learning Ini target pasar tepat serta mampu memberikan materi perikanan dan
kelautan secara jelas lalu dilkuti oleh . Inovasi yang diberikan oleh konten kreator
pun sangat sesuai dalam mengelola project game based learning ini adanya modul
perikanan yang mudah dipahami, serta mudah digunakan lalu dilengkapi dengan
berupa percakapan mengenai mengenai dunia perikanan dan kelautan serta
dilengkapi juga dengan video tutorial cara menggunakan game based

learning(Savile)

Keywords : Konten Kreator, Inovasi dan Game Based Learning
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ABSTRACT

Ria Herlina Sihombing 201810415104.. This study aims to find out content
creators in managing game-based learning (Savile) projects in developing learning
media in theworld of education. This research uses descriptive qualitative methods.
Data collection techniques use observation, documentation, interviews with 4
informants, one of which is an employee of Telkom Indonesia. The results of this
study show that content creators use lean canvas in managing game-based learning
(Savile). Research Results That Content Creators use Lean Canvas, lean canvas
consists of why, how, and what purpose content creators use lean canvas to ensure
that this game-based learning target market is right and able to provide fisheries
and marine materials in an educational and interactive manner. The innovation
provided by content creators is also very suitable in managing this game-based
learning project, there is a fisheries module that is easy to understand, and easy to
use and is equipped with conversations about the world of fisheries and marine
affairs and is also equipped with video tutorials on how to use game-based learning
(Savile). The content creators in this research make videos for savile, and are able
to create interesting, fun and easy-to-understand scripts with users who use this

game-based learning.

Keywords : Content Creator, game-based learning and innovations
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