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PERANCANGAN MEDIA MARKETING DALAM BISNIS

APLIKASI BOOK WRM
(Eirene Margareth BR. Sianipar)

ABSTRAK

Perkembangan teknologi digital telah mengubah kebiasaan membaca di kalangan
Generasi Z, di mana akses terhadap buku fisik semakin beralih ke platform berbasis
teknologi. Namun, keterbatasan dalam pencarian buku bekas berkualitas serta
kurangnya platform khusus yang memfasilitasi transaksi buku fisik yang menjadi
tantangan tersendiri. Book Wrm hadir sebagai solusi dengan menyediakan platform
jual-beli, dan menyewa buku bekas yang lebih terstruktur dan mudah diakses, serta
menyatukan komunitas pencinta buku. Penelitian ini bertujuan untuk merancang
strategi pemasaran yang efektif bagi aplikasi Book Wrm guna meningkatkan daya
tariknya di kalangan Generasi Z. Metode penelitian yang digunakan meliputi
pendekatan kualitatif dengan teknik pengumpulan data berupa kuesioner, Focus
Group Discussion (FGD), wawancara, dan observasi. Fitur seperti jual beli buku
preloved, penyewaan buku, rekomendasi personalisasi, serta fitur interaktif seperti
story dan komunitas membaca juga berperan dalam meningkatkan keterlibatan
pengguna. Metode Perancangan yang digunakan merupakan Design Thinking.
Output utama dari tugas marketing mencakup penyusunan editorial plan,
pembuatan aset visual, dan distribusi konten melalui Instagram dan TikTok yang
mempromosikan output dalam bentuk aplikasi Book Wrm. Strategi pemasaran yang
tepat memperkuat posisi Book Wrm sebagai platform literasi digital dan acuan
bisnis digital inovatif bagi mahasiswa DKV.

Kata kunci: Minat Baca, Generasi Z, Aplikasi Digital, Marketing
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DESIGNING MARKETING MEDIA FOR BOOK WRM

APPLICATION

(Eirene Margareth BR. Sianipar)

ABSTRACT (English)

The development of digital technology has changed the reading habits of
Generation Z, with access to physical books increasingly shifting to technology-
based platforms. However, the limitations in finding quality used books and the lack
of a specialised platform that facilitates physical book transactions is a challenge.
Book Wrm comes as a solution by providing a more structured and accessible
platform for buying, selling and renting used books, as well as bringing together a
community of book lovers. This research aims to design an effective marketing
strategy for the Book Wrm app to increase its appeal among Generation Z. The
research method used includes a qualitative approach with data collection
techniques in the form of questionnaires, Focus Group Discussions (FGDs),
interviews, and observations. Features such as buying and selling preloved books,
book rental, personalised recommendations, and interactive features such as
stories and reading communities also play a role in increasing user engagement.
The design method used was Design Thinking. The main outputs of the marketing
task include the development of an editorial plan, the creation of visual assets, and
the distribution of content through Instagram and TikTok that promotes the output
in the form of the Book Wrm app.The right marketing strategy strengthens Book
Wrm's position as a digital literacy platform and innovative digital business
reference for DKV students..

Keywords: Reading Interest, Generation Z, Digital Apps, Marketing
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