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ABSTRAK 

 

Perkembangan teknologi digital telah menghadirkan peluang baru dalam dunia 

pendidikan, salah satunya melalui media Virtual YouTuber (VTuber). VTuber yang sebelumnya 

dikenal sebagai hiburan visual kini mulai dieksplorasi potensinya sebagai media edukasi yang 

interaktif dan relevan, terutama bagi pelajar Sekolah Menengah Atas (SMA) yang akrab dengan 

media sosial. Melalui pendekatan visual yang menarik dan gaya komunikasi yang ringan, 

VTuber dapat menjadi sarana penyampaian informasi pendidikan yang lebih mudah diterima 

oleh generasi digital. 

Penelitian ini menggunakan metode kualitatif dengan pengumpulan data melalui studi 

literatur, observasi, wawancara, dan kuesioner kepada pelajar SMA. Tujuannya adalah 

menggali kebutuhan serta preferensi target audiens terhadap desain karakter edukatif di media 

sosial. Hasil analisis digunakan sebagai dasar dalam merancang konsep karakter VTuber yang 

komunikatif dan mudah diterima oleh pelajar. 

Dengan hadirnya Perancangan Karakter VTuber ini, perancangan ini diharapkan 

mampu memberikan alternatif baru dalam penyampaian konten pendidikan melalui media 

digital, serta mendorong minat belajar siswa di luar lingkungan kelas formal secara lebih 

interaktif dan menarik. 
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ABSTRACT 

 

The advancement of digital technology has opened new opportunities in the field of 

education, one of which is through the medium of Virtual YouTubers (VTubers). Previously 

known primarily as a form of visual entertainment, VTubers are now being explored for their 

potential as interactive and relevant educational media, particularly for high school students 

who are familiar with social media platforms. With engaging visual approaches and a casual 

communication style, VTubers can serve as an effective means of delivering educational 

content that is more accessible to the digital generation. 

This study employs a qualitative research method, with data collected through literature 

reviews, observations, interviews, and questionnaires distributed to high school students. The 

aim is to explore the needs and preferences of the target audience regarding the design of 

educational characters on social media. The analysis results serve as the foundation for 

designing a VTuber character concept that is communicative and easily accepted by students. 

The outcome of this VTuber Character Design project is expected to offer a new 

alternative for delivering educational content through digital media, while also encouraging 

students to engage in learning beyond the formal classroom environment in a more interactive 

and appealing way. 
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