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Computer Engineering Technology student at Politeknik Negeri Semarang with a 3.81/4.00 GPA.
Specialized in UI/UX Design and digital product development, with a proven track record of designing
intuitive web and mobile interfaces using user-centered design principles. Experienced in leading digital
product projects, cross-functional collaboration, and organizational management. Driven to deliver user-
oriented design solutions that create a meaningful business impact.

PROJECT EXPERIENCE

WICARA - Campus Complaint, Lost Item Report & Academic Service Rating System
UI/UX Designer | Project-Based Learning, Polines | 2024
o Designed information architecture, user flows, and navigation structures for the WICARA web
application (Admin Panel) and mobile application.
o Created low-fidelity wireframes to interactive high-fidelity prototypes in Figma for features including
complaints, lost and found reporting, and campus academic service ratings.
o Applied user-centered design principles to ensure intuitive, user-friendly interfaces with clear
visual hierarchy tailored for students and administrators.
e Collaborated closely with developers to build a Ul component system (design system), ensuring a
seamless and efficient design-to-code handoff.
Tools & Design Stack: Figma, UI/UX Design, User Flow, Information Architecture, & Design System

GUDANGKU - Warehouse Management System
UI/UX Designer | Project-Based Learning, Polines | 2025
¢ Designed information architecture and a web-based dashboard interface to streamline real-time
monitoring, tracking, and warehouse inventory management.
o Mapped out user flows and wireframe layouts focused on navigational efficiency for inventory data
management, minimizing operational data entry complexity.
o Developed high-fidelity Ul designs and a consistent design system in Figma, ensuring table
elements, status cards, and data filters are clear and user-friendly.
e Collaborated with the team to align warehouse system workflows with a clean, functional, and
intuitive layout.

Tools & Design Stack: igma, UI/UX Design, Information Architecture, Wireframing, & Design System

TaniKita — Mobile App UI/UX Design for Farmer Empowerment
UI/UX Designer | UI/UX Design Competition HIMI UNSURYA | February 2025
e Conceptualized and designed the TaniKita mobile app interface using user-centered design
principles to improve supply chain efficiency and daily farming operations.
o Conducted problem framing, developed user personas, and mapped user flows tailored to the
specific needs and digital literacy levels of the target users.
e Developed intuitive, user-friendly, and aesthetically pleasing high-fidelity Ul designs, along with
interactive Figma prototypes to simulate core features.
e Delivered rapid prototyping solutions within tight competition deadlines, spanning from initial
ideation to final visual asset creation.

Tools & Design Stack: Figma, UI/UX Design, User Research, Wireframing, & User Flow
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WORK & INTERNSHIP EXPERIENCE

Warehouse Operations Intern — PT. Telkom Akses Semarang
June 2022 — December 2022

Performed Quality Control (QC) and physical condition verification on incoming inventory and
materials to ensure full compliance with operational standards and specifications.

Meticulously managed, updated, and organized logistics inventory data to maintain high stock
accuracy across warehouse operations.

Analyzed and categorized inbound and outbound material flows to enhance processing efficiency
and streamline supply chain management.

Collaborated with the logistics team to complete inventory evaluations and ensure property
governance adhered to Standard Operating Procedures (SOP).

Graphic Designer — PT. Jagat Media Teknologi
June 2023 — August 2023

EDUCATION

Designed visual content and digital promotional assets aligned with the company’s brand identity
to drive user engagement.

Applied visual hierarchy, layout principles, and strong typography as core foundations for impactful
visual communication designs.

Partnered with cross-functional internal teams to translate business goals and media requirements
into informative and aesthetic visual assets.

Managed graphic asset production efficiently under tight project deadlines prior to commencing
university studies.

Politeknik Negeri Semarang | Bachelor of Applied Science in Computer Engineering Technology
GPA: 3.81/4.00 | Semarang | 2023 — Present

ORGANIZATION

Polytechnic Computer Club | Research & Development
Semarang | 2025 - 2026

Supervised and evaluated executive board operations to ensure all work programs aligned with
the organization's vision and strategic goals.

Provided strategic guidance, critical analysis, and actionable recommendations regarding the
execution of organizational work programs within UKM PCC.

Coordinated and monitored division performance as appointed by the executive board to maintain
high standards of operational quality.

Formed and led collaborative project teams with the Workshop Division to plan and execute IT
events and initiatives.

Project Manager / Chairman of Techcomfest 2026: Spearheaded a national-level IT competition
for high school and university students, managing committee workflows and ensuring end-to-end
event execution.



Polytechnic Computer Club | Multimedia Department Staff
Semarang | 2024 - 2025

SKILLS

Designed and produced diverse visual assets, graphic elements, and multimedia portfolios to
support organizational branding and work programs.

Facilitated workshops and sharing sessions on multimedia and design for internal members as
well as external university audiences.

Upskilled UKM PCC members and board members in technical hard skills related to graphic
design and visual media.

Managed and curated multimedia blog content in collaboration with the Workshop Division to boost
the organization's digital reach and publication presence.

Provided technical support, strategic recommendations, and design execution for multimedia
requirements across all active work programs.

UI/UX Design & Methodology: UI/UX Design, User Research, Wireframing, Interactive
Prototyping, Information Architecture, User Flow, Design Systems, Usability Testing, Visual
Hierarchy.

Additional Skills (Design & Technical): Graphic Design, Video Editing, Layouting, Front-End Basics
(HTML, CSS, PHP, Laravel, Flutter).

Software & Tools: Figma, Canva, CapCut, OBS Studio, Git & GitHub, Google Workspace, Notion.
Soft Skills: Leadership, Team Management, Event Planning, Problem Solving, Analytical Thinking,
Critical Thinking, Attention to Detail, Communication.

Languages: Indonesian (Native), English (Professional Working Proficiency).



