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Objetivo do estudo

Este estudo investiga como a transformacao digital impulsionada pela pandemia de COVID-19
impactou a inovagdo e criagdo de cursos online, visando garantir a permanéncia e competitividade de
institui¢gdes de ensino no mercado.

Relevancia/originalidade

A pesquisa destaca ainovagdo no setor educacional durante a pandemia, evidenciando a criagdo de um
curso de games como resposta a necessidade de inovagéo, reestruturacdo e adaptacdo ao ensino a
distancia.

M etodologia/abor dagem

O estudo utiliza uma abordagem qualitativa, com entrevista semiestruturadas, relatando a experiéncia
de uma instituicdo de ensino que integrou um curso de desenvolvimento de games inicialmente como
bbnus, e posteriormente, como curso independente, apods andlise de mercado.

Principais resultados

A implementacdo do curso de games revelou-se uma estratégia eficaz, aumentando a retencéo e
atracdo de alunos, e demonstrou a importancia da inovagdo curricular e da transformacédo digital em
tempos de crise.

Contribuicoes tedricasmetodol 6gicas

O estudo contribui para a literatura ao fornecer insights sobre estratégias de inovagdo educacional
durante crises, e aimportancia de cursos voltados a transformacdo digital como resposta &s mudancgas
de mercado.

Contribuicbes sociaig/para a gestédo

A pesqguisa oferece um exemplo pratico de como institui¢cdes educacionais podem se adaptar a crises,
promovendo a sustentabilidade e a competitividade por meio da inovacédo curricular e da
transformacdo digital.
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Study purpose

This study investigates how the digital transformation driven by the COVID-19 pandemic impacted
the innovation and creation of online courses, aiming to ensure the permanence and competitiveness of
educational institutions in the market.

Relevance/ originality

The research highlights innovation in the educational sector during the pandemic, highlighting the
creation of a games course as a response to the need for innovation, restructuring and adaptation to
distance learning.x

Methodology / approach

The study uses a qualitative approach, with semi-structured interviews, reporting the experience of an
educational institution that integrated a game development course initially as a bonus, and later as an
independent course, after market analysis.

Main results

The implementation of the games course proved to be an effective strategy, increasing student
retention and attraction, and demonstrated the importance of curricular innovation and digital
transformation in times of crisis.

Theoretical / methodological contributions

The study contributes to the literature by providing insights into educational innovation strategies
during crises, and the importance of courses focused on digital transformation as a response to market
changes.

Social / management contributions

The research offers a practical example of how educational institutions can adapt to crises, promoting
sustainability and competitiveness through curricular innovation and digital transformation.

Keywords: Entrepreneurship, Games, Education, Digital Transformation, Course

Anaisdo XI1 SINGEP-CIK —UNINOVE — Sdo Paulo — SP — Brasil — 23 a 25/10/2024



