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PERANCANGAN MEDIA INFORMASI CULTURE 

TRANSFORMATION DI HUMAN CAPITAL MAYBANK 

 (Detya Naziha Wikrama) 

ABSTRAK 
 

 
Dalam rangka memenuhi salah satu syarat kelulusan Universitas Multimedia 
Nusantara, setiap mahasiswa wajib melaksanakan program praktik kerja magang. 
Latar belakang program ini didorong oleh kebijakan Kampus Merdeka yang 
memberi kesempatan kepada mahasiswa untuk belajar di luar kampus, salah 
satunya melalui magang. Program magang ini memberikan kesempatan kepada 
mahasiswa untuk mempraktikkan teori dan konsep yang telah dipelajari selama 
masa perkuliahan, serta menambah pengalaman dalam dunia kerja profesional. 
Terutama dalam bidang desain grafis, yang kini menjadi elemen penting dalam 
strategi pemasaran digital dan pengembangan bisnis. Tujuan magang ini meliputi 
pengembangan keterampilan teknis dan soft skills, seperti koordinasi, komunikasi, 
manajemen waktu, serta memperluas jaringan profesional. Penulis memilih utuk 
melaksanakan praktik kerja magang di PT Bank Maybank Indonesia Tbk, yang 
merupakan salah satu institusi keuangan terkemuka di Indonesia. Melalui 
pengalaman ini, penulis berharap dapat berkontribusi dalam berbagai kegiatan 
operasional dan kampanye yang dijalankan oleh Maybank Indonesia, sekaligus 
mempersiapkan diri untuk bersaing di dunia profesional. 

 

Kata kunci: Maybank Indonesia, Magang MBKM, Desain Grafis. 
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INFORMATION MEDIA DESIGN OF CULTURE 

TRANSFORMATION AT HUMAN CAPITAL MAYBANK 

(Detya Naziha WIkrama) 

ABSTRACT 
 

To fulfill one of the graduation requirements of Multimedia Nusantara University, 
every student is required to carry out an internship program. The background of 
this program is driven by the Independent Campus policy, which provides 
opportunities for students to study outside the campus, one of which is through 
internships. This internship program provides an opportunity for students to 
practice the theories and concepts that have been learned during their studies, as 
well as gain experience in the professional world of work. Especially in graphic 
design, which is now an important element in digital marketing strategies and 
business development. The objectives of this internship include developing 
technical and soft skills, such as coordination, communication, time management, 
and expanding professional networks. The author chose to carry out an internship 
at PT Bank Maybank Indonesia Tbk, which is one of the leading financial 
institutions in Indonesia. Through this experience, the author hopes to contribute 
to various operational activities and campaigns carried out by Maybank Indonesia 
while preparing himself to compete in the professional world. 

 
Keywords: Maybank, MBKM Internship, Graphic Design. 
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