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ABSTRAK 

 

 

Creativepreneur salah satu kegiatan berwirausaha yang sangat cocok dengan generasi muda walupun 

sedang dilanada masa pandemi. Creativepreneur juga bisa menjadi salah satu solusi untuk meningkatkan 

perekonomian di Indonesia, dengan begitu generasi muda saat ini diberi kesempatan besar untuk memulai 

dan mempelajari bagaimana menjadi generasi yang sukses dan bisa meningkatkan perekonomian di bidang 

creativepreneur. Creativepreneur memiliki beragam usaha yang bisa dipelajari, salah satunya creativepreneur 

di bidang Visual yang juga sangat didukung di era digital saat ini, banyak sekali generasi muda yang berminat 

dengan bidang tersebut tetapi belum mengerti bagaimana mengambakan dan bagaiaman caranya 

mengahasilkan di bidang creativepreneur visual tersebut, maka dari itu penelitian kali ini dilakukan untuk 

membantu generasi bangsa, agar bisa mempelajari serta menerapkan 

bagaimana menjadi creativepreneur di bidang visual. 

Kata kunci : Creativeprenur, Generasi Muda, Visual, Ekonomi 

 

Creativepreneur is one of the entrepreneurial activities that is very suitable for the younger generation even 

though it is being hit by a pandemic. Creativepreneur can also be one of the solutions to improve the economy 

in Indonesia, so that the younger generation is currently given a great opportunity to start and learn how to 

become a successful generation and can improve the economy in the creativepreneur field. Creativepreneur 

has a variety of businesses that can be studied, one of which is creativepreneur in the Visual field which is 

also very supported in the current digital era, there are many young people who are interested in this field 

but do not understand how to develop and how to produce in the visual creativepreneur field, so from That's 

why this research was conducted to help the nation's generation, so that they can learn and apply how to be 

a creativepreneur in the visual field. 
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