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PERANCANGAN KAMPANYE 

DIGITAL AXIS DI ADTREE DIGITAL 

 (Abraham Anelka Amar) 

ABSTRAK 
 

 

Industri periklanan di Indonesia mengalami perkembangan pesat dengan 

meningkatnya penggunaan agensi untuk memperkuat awareness brand melalui 

kampanye dan brand activation, serta memanfaatkan platform digital. Adtree 

Digital, sebagai digital creative agency, menawarkan solusi promosi digital untuk 

berbagai klien, termasuk AXIS. Dalam rangka meningkatkan visibilitas dan 

engagement, strategi promosi digital diterapkan pada kampanye brand tersebut. 

Penulis, yang memiliki minat dalam Desain Komunikasi Visual, memilih untuk 

menjalani magang selama lima bulan di Adtree Digital. Selama magang, penulis 

terlibat langsung dalam pembuatan pitching AXIS, yang memberikan kesempatan 

untuk mengasah keterampilan desain grafis, penggunaan software, kreativitas, 

serta soft skill seperti manajemen waktu, kolaborasi tim, dan komunikasi. 

Pengalaman ini diharapkan dapat memperkuat kemampuan penulis dalam 

merancang strategi desain grafis yang efektif dan memberikan kontribusi dalam 

pembuatan media promosi digital klien. 

 

Kata kunci: Magang, Desain Grafis, Kampanye 
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DESIGNING THE DIGITAL 

CAMPAIGN FOR AXIS AT ADTREE DIGITAL  

(Abraham Anelka Amar) 

ABSTRACT 

 

The advertising industry in Indonesia has experienced rapid growth with the 

increasing use of agencies to strengthen brand awareness through campaigns and 

brand activation, as well as leveraging digital platforms. Adtree Digital, as a 

digital creative agency, offers digital promotional solutions for various clients, 

including AXIS. To enhance visibility and engagement, digital promotion 

strategies are applied in the brand’s campaigns. The author, with an interest in 

Visual Communication Design, chose to undergo a five-month internship at 

Adtree Digital. During the internship, the author was directly involved in creating 

the AXIS pitching, which provided an opportunity to hone skills in graphic design, 

software usage, creativity, as well as soft skills such as time management, team 

collaboration, and communication. This experience is expected to strengthen the 

author’s ability to design effective graphic strategies and contribute to the 

creation of digital promotional media for clients. 

 

Keywords: Internship, Graphic design, Campaign 
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