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ANALISIS DATA VISUALISASI SOCIAL MEDIA  

DAN LAPORAN STRATEGI DIGITAL DI  

PT. RANS ENTERTAINMEN INDONESIA 

 Widiq Waskito Adimukti 

ABSTRAK 
 

Program magang merupakan sarana pengembangan menuju dunia profesional. 
Kegiatan ini dilaksanakan di PT RANS Entertainment Indonesia, perusahaan media 
digital yang memiliki bisnis luas di bidang hiburan digital. Permasalahan utama 
yang dihadapi adalah terbatasnya pemahaman terhadap praktik kerja nyata dalam 
pengelolaan data dan strategi media sosial. Tujuan dari kegiatan ini adalah untuk 
memahami dan mengimplementasikan proses analisis pada media sosial seperti 
perancangan laporan strategis, sampai dengan pengelolaan kampanye digital. 
 
Metode pelaksanaan dilakukan melalui pembagian tahapan kerja mulai dari 
pengenalan unit bisnis dan tools, observasi sistem kerja, pelaksanaan tugas analisis 
seperti resume mingguan, report performa, brand tap-in, hingga kampanye 
YouTube menggunakan berbagai tools seperti Fanpage Karma, Google Ads, dan 
YouTube Analytics. Selama pelaksanaan, ditemukan beberapa kendala seperti 
keterlambatan pengajuan tugas dari unit terkait, keterbatasan komunikasi dengan 
atasan, serta kesulitan awal dalam memahami sistem kerja dan unit bisnis. Kendala 
ini diatasi melalui perencanaan waktu yang lebih fleksibel, komunikasi, serta 
inisiatif belajar mandiri maupun diskusi dengan rekan kerja dari divisi lain. 
 
Program ini menghasilkan peningkatan signifikan dalam pemahaman terhadap 
strategi digital, keterampilan pengolahan data media sosial, serta wawasan 
mengenai lingkungan kerja profesional. Selain mengasah kemampuan teknis, 
pengalaman ini juga memperkuat kemampuan adaptasi, kolaborasi, dan pemecahan 
masalah di tengah dinamika kerja industri kreatif. 
 
Kata kunci: Analisis Media Sosial, Fanpage Karma, Google Ads, RANS  
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SOCIAL MEDIA DATA VISUALIZATION ANALYSIS 

AND DIGITAL STRATEGY REPORTING AT  

PT RANS ENTERTAINMEN INDONESIA 

Widiq Waskito Adimukti 

ABSTRACT  
 

The internship program serves as a bridge toward the professional world. This 
activity was conducted at PT RANS Entertainment Indonesia, a digital media 
company with an extensive presence in the creative industry. The main issue 
addressed is the limited understanding of real-world practices in data management 
and social media strategy. The objective of this program is to understand and 
implement analytical processes related to social media, such as strategic report 
development and digital campaign management.  
 
The method was carried out through several stages of work, including the 
introduction to business units and tools, observation of workflow systems, and 
execution of analytical tasks such as weekly performance summaries, performance 
reports, brand tap-ins, and YouTube campaigns. Various tools were utilized, 
including Fanpage Karma, Google Ads, and YouTube Analytics. Several challenges 
emerged during the process, including late task submissions from related units, 
limited communication with supervisors, and initial difficulty in understanding 
internal systems and business structures. These issues were resolved through better 
time management, improved communication, and proactive self-learning, as well 
as collaboration with team members from other departments.  
 
The program significantly enhanced skills in digital strategy, social media data 
processing, and understanding of professional work environments. In addition to 
strengthening technical capabilities, the experience also fostered adaptability, 
teamwork, and problem-solving skills within the dynamic nature of the creative 
industry. 
 
 
Keywords: Fanpage Karma, Google Ads, RANS, Social Media Analysis 
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