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PERANCANGAN MEDIA PROMOSI BOOTH DAN MEDIA SOSIAL
UNTUK APLIKASI E-COMMERCE KARYA SENI “WARNI”

Jocelyn Ameris Raharjo

ABSTRAK

Pertumbuhan pekerja seni di Indonesia semakin meningkat, namun apresiasi
terhadap karya seni masih rendah. Untuk mengatasi masalah ini, Warni, sebuah
aplikasi e-commerce karya seni, dirancang untuk meningkatkan exposure dan
kesempatan bagi para pekerja seni Indonesia. Di sisi lain, perancangan media
promosi booth dan media sosial untuk Warni bertujuan memperluas jangkauan dan
meningkatkan kesadaran audiens terhadap aplikasi ini. Metode penelitian yang
digunakan adalah metode hybrid atau gabungan antara penelitian kualitatif dan
kuantitatif dalam mengumpulkan data. Teknik-teknik yang digunakan dalam
mengumpulkan data adalah wawancara, pengumpulan data dokumen, Focus Group
Discussion (FGD), survei, dan studi kepustakaan. Hasil penelitian menunjukkan
bahwa media promosi yang efektif dapat meningkatkan visibilitas dan apresiasi
karya seni, serta memudahkan transaksi jual-beli. Dengan demikian, diperlukan
media promosi yang strategis untuk mendukung pertumbuhan aplikasi e-commerce
Warni dan meningkatkan apresiasi terhadap karya seni Indonesia.

Kata Kunci: E-commerce, perancangan, pekerja seni, karya seni, media promosi
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DESIGNING BOOTH AND SOCIAL MEDIA AS PROMOTIONAL MEDIA
FOR “WARNI” E-COMMERCE APPLICATION

Jocelyn Ameris Raharjo

ABSTRACT (English)

The number of art workers in Indonesia is increasing, but appreciation for art
remains low. To address this issue, Warni, an art e-commerce application, is
designed to enhance exposure and opportunities for Indonesian art workers. On the
other hand, the goal of Warni's social media and promotional media booth designs
is to expand reach and raise audience awareness of the application. The research
method used is a hybrid method, combining qualitative and quantitative research
for data collection. Techniques used in data collection include interviews,
document collection, Focus Group Discussions (FGD), surveys, and literature
studies. Research findings indicate that effective promotional media can increase
visibility and appreciation of art, as well as facilitate buying and selling
transactions. Therefore, strategic promotional media are needed to support the
growth of the Warni e-commerce application and enhance appreciation of
Indonesian art.

Keywords: E-commerce, design, art workers, art, promotional media
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