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PERANCANGAN MEDIA PROMOSI DIGITAL UNTUK 

BRAND COW PLAY COW MOO (CPCM) INDONESIA 

(Keren Cantika Sinanu) 

ABSTRAK 

 

 

Media seperti social media feeds, name card, billboard, poster, brosur, dan 

spanduk, dapat diklasifikasikan sebagai sebuah media promosi. Kegiatan magang 

memiliki tujuan untuk menambah pengalaman dan kemampuan desain di bidang 

profesional. Magang yang dilaksanakan selama masa kuliah merupakan hal yang 

wajib dilakukan untuk memenuhi syarat kelulusan sebagai sarjana Desain 

Komunikasi Visual. Cow Play Cow Moo (CPCM) merupakan perusahaan arcade  

atau jasa permainan asalah Singapura, yang telah berdiri sejak 2017. Perusahaan 

Cow Play Cow Moo mempekerjakan desainer grafis dalam membuat promosi, 

advertising, campaign, dan juga membuat media informasi. Penulis bekerja sebagai 

grafik designer magang dibawah naungan Cow Play Cow Moo dengan tujuan 

memenuhi kewajiban MBKM Internship Track 01, dan juga menambah pengalaman 

bekerja secara profesional. Media promosi yang dikerjakan oleh penulis, berupa 

hasil kerja sama dengan pihak Nickelodeon, Disney, Aurum Lab, ataupun membuat 

desain untuk PT yang menaungi Cow Play Cow Moo. 

 
Kata kunci: Magang, Cow Play Cow Moo, Media Promosi, Grafik Desainer 
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GRAPHIC DESIGN ROLE IN CREATING PROMOTIONAL 

MEDIA FOR COW PLAY COW MOO (CPCM) INDONESIA 

(Keren Cantika Sinanu) 

ABSTRACT 

 

Company social media feeds, name cards, billboards, posters, brochures, and 

banners can be classified as promotional media in graphic design. The internship 

program aims to develop professional skills and gain valuable experience. The 

internship program is a graduation requirement for a Visual Communication 

Design major and aims to prepare students for the professional graphic design 

industry. Cow Play Cow Moo (CPCM) is a Singapore-based arcade company that 

was established in 2017. Graphic Designer in Cow Play Cow Moo (CPCM) often 

creates promotional, advertising, campaign, and informational media. The writer 

applied under the Cow Play Cow Moo internship program to fulfill the MBKM 

Internship Track 01 program. This internship aimed to fulfill both professional 

working experience and academic requirements as a Visual Communication Design 

student. Design output such as ads or promotion media in Cow Play Cow Moo often 

involved collaboration with big companies like Nickelodeon, Disney, Aurum Lab, 

and various other companies. 

 

Keywords: Internship, Cow Play Cow Moo, Promotion Media, Graphic Design 
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