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AKTIVITAS SOCIAL MEDIA MARKETING
DI TOYS GAMES INDONESIA
Brilliana Thalia Wijaya

ABSTRAK

Laporan magang ini membahas mengenai perkembangan zaman dan digitalisasi
yang telah mengubah lanskap pemasaran merek di Indonesia secara signifikan,
sehingga kini pemasaran traditional sudah beralih ke pemasaran digital. Dengan
banyaknya masyarakat Indonesia yang menggunakan internet khususnya media
sosial, model bisnis di Indonesia juga ikut berubah seiring dengan
perkembangannya digitalisasi teknologi. Sehingga, banyak bisnis mulai beralih ke
media digital sebagai alat pemasaran untuk menjangkau target market yang lebih
dekat atau lebih luas. Tidak terkecuali peruasahaan PT Toys Games Indonesia
yang dibawah naungan PT Kawan Lama Group yang juga sudah terjun ke dunia
digital. Tujuan penulis melakukan praktik kerja magang adalah memahami
aktivitas dan mendapatkan pengalaman dalam mengoptimalkan Social Media
Marketing di Toys Kingdom; memahami lebih dalam konsep yang telah dipelajari
dalam kelas dan menerapkannya dalam dunia nyata; mngembangkan hardskill dan
softskill; memperluas relasi profesional. Selama melaksankan praktik kerja
magang, penulis memiliki beberapa pekerjaan yaitu content creating, content
planning, dan influencer marketing. Setelah melaksanakan 640 jam magang, dapat
disimpulkan bahwa penulis telah berhasil menyelesaikan tanggung jawab yang
diberikan oleh PT Toys Games Indonesia dan mencapai tujuan yang sudah
ditetapkan.

Kata Kkunci: Content Creating, Influencer Marketing, Social Media
Specialist, Toys Kingdom
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THE ACTIVITY OF SOCIAL MEDIA MARKETING

AT PT TOYS GAMES INDONESIA
Brilliana Thalia Wijaya

ABSTRACT (English)

This internship report discusses about the development of the times and
digitalization that have significantly changed the brand marketing landscape in
Indonesia, with traditional marketing now shifting to digital marketing. With the
large number of Indonesians using the internet, especially social media, business
models in Indonesia have also evolved along with technological digitalization. As
a result, many businesses have started turning to digital media as a marketing tool
to reach their target market more closely or more broadly. This includes PT Toys
Games Indonesia, under the PT Kawan Lama Group, which has also ventured into
the digital world. The purpose of the writer's internship is to understand the
activities and gain experience in optimizing Social Media Marketing at Toys
Kingdom; to gain a deeper understanding of the concepts learned in class and apply
them in the real world; to develop hard skills and soft skills; and to expand
professional relations. During the internship, the writer had several tasks, including
content creating, content planning, and influencer marketing. After completing 640
hours of the internship, it can be concluded that the writer has successfully fulfilled
the responsibilities assigned by PT Toys Games Indonesia and achieved the set
objectives.

Keywords:Content Creating, Influencer Marketing, Social Media Specialist,
Toys Kingdom
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