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PERAN DESAINER GRAFIS DALAM AGENSI VIRTUAL 

YOUTUBER MAHA5 
Wilson Anggono 

 

ABSTRAK 

Sebagai salah satu perusahaan multinasional asal Jepang, RENTRACKS Indonesia 

melalui PT. Rentracks Creative Works telah melahirkan sejumlah inovasi dalam 

bidang bisnis dan hiburan, salah satunya dengan membuka sebuah agensi virtual 

youtuber bernama MAHA5. Penulis yang tertarik untuk bekerja di perusahaan 

multinasional, mendapatkan kesempatan untuk melakukan proses kerja magang di 

tempat yang bersangkutan selama beberapa bulan dengan menempati posisi sebagai 

desainer grafis. Proses kerja magang ini dilakukan dengan tujuan untuk 

mempelajari sekaligus mengasah keterampilan teknis, serta menambah 

pengetahuan nonteknis, khususnya perihal peran desainer grafis dalam perusahaan 

multinasional yang membawahi agensi virtual youtuber. Berbekal pengetahuan 

terbatas yang diperoleh selama pembelajaran di universitas, penulis tentu 

menemukan beberapa kendala dan tantangan selama pengerjaan berbagai tugas dan 

proyek. Namun, hal tersebut justru berlaku sebagai salah satu wadah pembelajaran 

penulis agar lebih mampu memahami kedinamisan dunia kerja profesional terutama 

dalam bidang seni dan desain. 

 

Kata kunci: desainer grafis, MAHA5, RENTRACKS Indonesia, virtual youtuber. 
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THE ROLE OF A GRAPHIC DESIGNER IN MAHA5 VIRTUAL 

YOUTUBER AGENCY 
Wilson Anggono 

 

ABSTRACT 

As one of a multinational company based in Japan, RENTRACKS Indonesia with 

Rentracks Creative Works as their subsidiary has spawned numerous amounts of 

innovations especially in the business and entertainment industry, with the 

prominent one being a virtual youtuber agency named MAHA5. With the interest 

and enthusiasm for proactively working in a multinational companies, the author 

obtained a set of opportunities to partake in an internship with the said company 

and agency by occupying the graphic design intern role. The said internship 

programme was carried out with the aim of learning as well as honing hard 

technical skillset and also to supplement nontechnical or soft skills knowledge, 

especially in the regards of the role of a graphic designer in a multinational 

company that oversees a virtual youtuber agency. Armed with a limited set of 

knowledge that was gained during university studies, the author certainly 

experienced several obstacles and challenges while working and finishing on 

various assignments and projects. That being said, those various experience has 

developed into one of the learning forums so that the author could fathom and 

appreciate the dynamics of how professionals work, especially in the fields of arts 

and design.  

 

Keywords: graphic designer, MAHA5, RENTRACKS Indonesia, virtual youtuber. 
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