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PERANCANGAN DESAIN MEDIA SOSIAL BEATHOVER  

DI SAIA INDONESIA 

 (Lois Maria) 

ABSTRAK 
 

 

Magang Track 1 merupakan bagian dari program Kampus Merdeka yang wajib 

dijalani bagi mahasiswa Universitas Multimedia Nusantara jurusan Desain 

Komunikasi Visual. Program magang ini bertujuan untuk memberikan pengalaman 

bekerja secara profesional dengan jam kerja wajib yang harus ditempuh selama 640 

jam. Penulis melakukan magang di SAIA Indonesia sebagai desainer grafis, di 

mana SAIA Indonesia merupakan perusahaan Marketing Agency yang bertanggung 

jawab dalam pemasaran suatu brand. Program magang ini memberikan kesempatan 

kepada penulis untuk mencoba pengalaman baru dengan terjun ke dunia pasar Food 

and Beverage. Selama berjalannya magang, penulis membuat desain dari brand 

yang bekerja sama dengan SAIA Indonesia, terutama pada pembuatan konten 

promosi di media sosial brand tersebut, seperti perancangan poster, video promosi, 

story, hingga feeds interaktif yang didesain sesuai dengan perkembangan target 

pasar. Pembuatan konten media diawali dengan proses diskusi bersama tim 
marketing, pencarian ide, dan eksekusi desain dari brand ternama F&B, seperti 

NightCap, Beathover, Dancing Goat Coffee, dan lainnya. Dari pengalaman magang 

yang penulis dapatkan, diharapkan dapat menjadi pijakan utama dalam 

mengembangkan keterampilan, terutama dalam dunia desain. 

 

Kata kunci: Magang, Desain Grafis, Media Sosial, Promosi 
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SOCIAL MEDIA DESIGN FOR BEATHOVER  

AT SAIA INDONESIA 

(Lois Maria) 

ABSTRACT 

 

Internship Track 1 is a mandatory part of the Kampus Merdeka program for 

students of Visual Communication Design at Universitas Multimedia Nusantara. 

This internship program aims to provide professional work experience, with a 

required minimum of 640 working hours. The author undertook the internship at 

SAIA Indonesia as a graphic designer. SAIA Indonesia is a Marketing Agency 

responsible for the promotion and branding of various clients. This program 

offered the author an opportunity to gain new experiences by engaging directly in 

the Food and Beverage market. Throughout the internship, the author was involved 

in creating designs for brands partnered with SAIA Indonesia, particularly in 

developing promotional content for their social media platforms. These included 

designing posters, promotional videos, Instagram stories, and interactive feeds 

tailored to the preferences and behavior of the target market. The content creation 

process began with discussions alongside the marketing team, brainstorming ideas, 

and executing designs for well-known F&B brands such as NightCap, Beathover, 

Dancing Goat Coffee, and others. This internship experience is expected to serve 

as a strong foundation for the author in enhancing creative skills, especially in the 

field of graphic design. 

 

Keywords: Internship, Graphic Design, Social Media, Promotion 
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