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ABSTRAK

ANALISIS NARATIF DALAM MENCIPTAKAN MINAT PENONTON
PADA KONTEN EDUKATIF REALITY SHOW CLASH OF CHAMPIONS
DI ERA DIGITAL

Disusun Oleh
Ralvy Reizo Adhyaksa
2010863020

Pembimbing:
Yuliandre Darwis, S.Sos.M.Mass.Comm., Ph.D
Rinaldi, S.Sos., M.I.LKom

Perkembangan teknologi digital telah mengubah preferensi masyarakat
terhadap konten yang tidak hanya menghibur, tetapi juga mendidik. Penelitian ini
menganalisis peran teknik naratif dalam membangun minat penonton terhadap
reality show edukatif Clash of Champions produksi Ruangguru. Permasalahan yang
dikaji adalah bagaimana  teknik naratif mampu mempertahankan perhatian
penonton terhadap konten, edukatif dan sejauh mana elemen naratif
menggabungkan hiburan dan edukasi untuk meningkatkan keterlibatan audiens di
era digital. Metode yang digunakan adalah kualitatif dengan paradigma interpretatif
dan analisis naratif Tzvetan Todorov, yang mencakup lima tahap: equilibrium,
disruption, recognition, attempt to repair, dan new equilibrium. Data diperoleh
melalui observasi dan dokumentasi terhadap tiga episode pertama dengan jumlah
views tertinggi. Hasil penelitian menunjukkan bahwa teknik naratif yang digunakan
berhasil membangun ketegangan dan minat melalui struktur cerita yang
terorganisir. Program ini efektif menggabungkan tantangan intelektual dengan
format hiburan, menciptakan pengalaman edutainment yang menarik bagi generasi
muda. Elemen seperti latar arena modern, teknik sinematik dinamis, musik heroik,
dan interaksi karakter mampu membangun keterlibatan emosional tanpa kesan
menggurui. Penelitian ini berkontribusi pada pengembangan strategi naratif dalam
konten /edukatif digital dan model .pembelajaran| berbasis hiburan di platform
digital.

Kata Kunci: analisis naratif, edutainment, reality show, konten edukatif, era
digital



ABSTRACT

NARRATIVE ANALYSIS IN CREATING AUDIENCE INTEREST IN
EDUCATIONAL CONTENT OF REALITY SHOW CLASH OF CHAMPIONS IN
THE DIGITAL ERA

By:
Ralvy Reizo Adhyaksa
2010863020

Supervisor:
Yuliandre Darwis, S.Sos.M.Mass.Comm., Ph.D
Rinaldi, S.So0s., M.1.Kom

The advancement of digital technology has shifted public preferences
toward content that is not only entertaining but also educational. This study
analyzes the role of narrative techniques in attracting audience interest in the
educational reality show Clash of Champions, produced by Ruangguru. It
addresses how narrative strategies can sustain audience attention and to what
extent narrative elements integrate entertainment and education to enhance
audience engagement in the digital era. This qualitative research adopts an
interpretive paradigm and " applies Tzvetan Todorov’s narrative analysis
framework, consisting of five stages: equilibrium, disruption, recognition, attempt
to repair, and new equilibrium. Data were collected through observation and
documentation of the three most-viewed episodes. The findings indicate that the
applied narrative techniques effectively build tension and captivate viewers through
an organized storyline. The program successfully merges intellectual challenges
with an entertaining reality show format, offering a compelling edutainment
experience for young audiences. Elements such as a modern arena setting, dynamic
cinematography, heroic music, and character interaction foster emotional
engagement without being didactic. This research contributes to the development
of narrative strategies in digital educational content and entertainment-based
learning models on digital platforms.

Keywords: narrative analysis, edutainment, reality show, educational content,
digital era
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