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INTISARI 

 

PT. DRW Corpora Indonesia itu perusahaan induk (holding company) yang 

punya banyak banget lini bisnis, mulai dari hotel sampai yayasan sosial. Di sini, 

saya dapet kesempatan magang jadi desainer tunggal di tim IT yang isinya cuma 5 

orang tanpa adanya Project Manager (PM). Kondisi tim yang ramping ini bikin 

saya harus "pake dua topi" sekaligus: jadi konseptor yang mikirin ide, riset bahan, 

sampe nyusun alur navigasi, dan jadi eksekutor visual yang bikin desain detail 

(high-fidelity) sampe prototipenya. Fokus kerjaan saya adalah ngerancang 5 website 

bisnis, yaitu DRW Corp, Dzawani Hospitality, Amanah Pangan Nusantara, DRW 

Foundation, dan Evening Zen. Prosesnya mulai dari nyari ide sendiri, nentuin tata 

letak, sampe bikin simulasi yang bisa diklik. Hasil akhirnya, desain yang saya buat 

jadi panduan utama buat temen-temen developer di kantor biar tampilan websitenya 

konsisten dan keliatan profesional di mata publik. 

  

Kata kunci: UI/UX Designer, Konseptor Visual, Eksekutor, PT. DRW Corpora 

Indonesia, Peran Ganda.  
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ABSTRACT  

  

PT. DRW Corpora Indonesia is a holding company overseeing various 

cross-sector business units. This study documents the author's strategic role as a 

sole designer within a lean IT team that lacks a Project Manager position. Such 

organizational conditions required the author to perform a dual role: as a 

conceptualizer responsible for ideation, asset research, and information 

architecture development, and as a visual executor producing graphic assets and 

high-fidelity prototypes. The design focus encompassed five business unit website 

ecosystems: DRW Corp, Dzawani Hospitality, Amanah Pangan Nusantara, DRW 

Foundation, and Evening Zen. The methodology employed included independent 

business requirement research, functional layout determination, and interactive 

simulation creation. The results of this exploration demonstrate that the integrated 

dual role of a UI/UX Designer is capable of producing consistent visual standards 

and serving as the primary technical guide for the internal development team to 

enhance the company's professional image. 

  

Keyword: UI/UX Designer, Visual Conceptualizer, Executor, PT. DRW Corpora 

Indonesia, Dual Rol


