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Muhammad Farhan susanto

ABSTRAK

Selama proses magang berlangsung, penulis bekerja sebagai content creator di perusahaan
PT. Bermain Indonesia Gemilang yang merupakan perusahaan yang berfokus pada dunia
e-sport atau olahraga berbasis elektronik seperti personal computer atau PC. Penulis memilih
perusahaan tersebut karena penulis ingin terlibat sebagai tim kreatif dalam bidang e-sport dan
melihat dunia baru didalamnya. Penulis juga dipercaya sebagai salah satu orang untuk tampil
di platform Live Streaming sebagai talent dari perusahaan. Selama pandemi Covid-19
aktivitas masyarakat di luar rumah sangatlah minim dan terbatas dan memuncak pada
teknologi digital. Penulis bekerja untuk memasarkan konten konten perusahaan pada
platform-platform social media yang ada dan sedang diminati oleh masyarakat di masa
pandemi. Penulis dan rekan magang lain berbagi tugas untuk mengerjakan beberapa proyek
perusahaan. Penulis dan rekan magang lain telah membuat dua proyek yang dikerjakan
bersama yaitu video team profile dan event big battle arena. Penulis sendiri membuat proyek
sendiri yaitu short video tentang competitive player dari salah satu team yang ada di
perusahaan. Penulis mendapatkan pengalaman dalam bekerja di tim kreatif dan mendapat
pemahaman lebih untuk bekerja di industri kreatif yang berfokus pada pemasaran.

Kata Kunci : Content creator, e-sport, pekerjaan magang
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DUTIES AND RESPONSIBILITIES OF CONTENT CREATOR IN MAKING MEDIA
CONTENT AT PT. BERMAIN INDONESIA GEMILANG

Muhammad Farhan susanto

ABSTRACT

During the internship process, the author worked as a content creator at PT. Playing Indonesia
Gemilang which is a company that focuses on the world of e-sports or electronic-based sports
such as personal computers or PCs. The author chose the company because the author wanted
to be involved as a creative team in the field of e-commerce, e-sport and see a new world in it.
The author is also trusted as one of the people to appear on the Live Streaming platform as a
talent from the company. During the COVID-19 pandemic, people's activities outside the
home were minimal and limited and culminated in digital technology. The author works to
market the company's content on existing social media platforms and is in demand by the
public during the pandemic. The author and other interns share the task of working on several
company projects. The author and other interns have made two projects that they worked on
together, namely a video team profile and a big battle arena event. The author himself made
his own project, namely a short video about competitive players from one of the teams in the
company. The author gains experience working in a creative team and gains a deeper
understanding of working in a marketing-focused creative industry.

Keywords : Content creator, e-sport, internship.
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