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PERANCANGAN MASKOT 2D UNTUK SOSIAL MEDIA 

COSMIC COMPUTER 
 Jacqueline Chang 

ABSTRAK 
 

 
 Laporan magang ini berjudul “PERANCANGAN MASKOT 2D 
UNTUK SOSIAL MEDIA COSMIC COMPUTE” yang dilaksanakan di 
Cosmic Computer, sebuah UMKM yang bergerak di bidang jasa servis dan 
penjualan perangkat komputer. Kegiatan magang ini bertujuan untuk menerapkan 
ilmu yang diperoleh selama perkuliahan ke dalam dunia kerja melalui pembuatan 
media promosi dan edukasi yang kreatif, informatif, dan menarik. Selama 
pelaksanaan magang, penulis berperan sebagai Graphic Designer Intern yang 
bertanggung jawab dalam pembuatan konten media sosial, video promosi, konten 
edukatif, serta perancangan karakter maskot sebagai elemen identitas visual 
brand. Proses perancangan dilakukan dengan menyesuaikan kebutuhan dan 
karakter visual Cosmic Computer agar selaras dengan citra brand. Hasil kegiatan 
magang ini berupa berbagai konten visual digital yang mendukung promosi dan 
memperkuat citra profesional Cosmic Computer. 
 

Kata kunci: Mascot, Media Sosial, Desain Visual 
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2D Mascot Design for Cosmic Computer Social Media 

Jacqueline Chang 

ABSTRACT 
 

This internship report is entitled “2D Mascot Design for Cosmic Computer 
Social Media” which was carried out at Cosmic Computer, an MSME engaged in 
the service and sales of computer equipment. This internship activity aims to 
apply the knowledge gained during lectures to the world of work through the 
creation of creative, informative, and interesting promotional and educational 
media. During the internship, the author acted as an Intern Graphic Designer 
responsible for creating social media content, promotional videos, educational 
content, and designing mascot characters as elements of the brand's visual 
identity. The design process was carried out by adjusting the needs and visual 
characters of Cosmic Computer to align with the brand image. The results of this 
internship activity are various digital visual content that supports promotions and 
strengthens the professional image of Cosmic Computer. 
 

 
Keywords: Mascot, Social Media, Visual Design 
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