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PERANCANGAN KAMPAYE PEMASARAN UNTUK  

MEMBANGUN MINAT MENONTON  

FILM INDONESIA DI NETFLIX 

 (Eveline Metadewi Hartono) 

ABSTRAK 

 

Industri film di Indonesia semakin berkembang pesat seiring dengan keberadaan 

platform Over-The-Top (OTT). Sejak pandemi COVID-19, Gen Z lebih memilih 

untuk melakukan streaming dibandingkan menonton di bioskop. Saat ini, Netflix 

menjadi top-of-mind mayoritas pengguna OTT karena menghadirkan beragam 

konten yang orisinal dan berkualitas. Meskipun menawarkan peluang besar, 

dominasi film asing membawa tantangan baru bagi daya saing konten Indonesia 

pada platform OTT. Selain itu, film lokal belum dipromosikan dengan upaya 

kampanye yang cukup. Penelitian ini bertujuan meciptakan kampanye pemasaran 

untuk menunjukkan potensi film Indonesia dan membangun minat menonton film 

Indonesia melalui platform OTT, khususnya Netflix. Design Thinking oleh Hasso 

Plattner (2010) digunakan selama proses perancangan media kampanye. Hasil dari 

kuesioner membuktikan bahwa minat menonton responden di Netflix memiliki 

kecenderungan terhadap konten Korea dan Barat. Terkait hal ini, penemuan dari 

wawancara menyatakan bahwa kesadaran masyarakat terhadap film Indonesia 

masih rendah. Pakar industri juga menekankan kebutuhan akan upaya distribusi dan 

promosi untuk mendukung perkembangan kreasi dan produksi film saat ini. 

Perancangan ini diharapkan dapat memperluas jangkauan dan memberikan 

kontribusi baik bagi pertumbuhan industri perfilman Indonesia. 

 

Kata kunci: Film Indonesia, Platform OTT, Gen Z, Kampanye Pemasaran, Netflix 
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MARKETING CAMPAIGN PLANNING TO BUILD 

 INTEREST IN WATCHING INDONESIAN  

FILMS THROUGH NETFLIX 

 (Eveline Metadewi Hartono) 

 

ABSTRACT (English) 

 

Indonesian film industry is growing rapidly along with the existence of the Over-

The-Top (OTT) platforms. Since the COVID-19 pandemic, Gen Z prefers to stream 

rather than watch in cinemas. Currently, Netflix is top-of-mind for most OTT users 

as it provides a variety of original and quality content. Though OTT offers great 

opportunities, the domination of foreign films brings new challenges to the 

competitiveness of Indonesian content on OTT platforms. In addition, local films 

have not been promoted with sufficient campaign efforts. This research aims to 

create a marketing campaign to show the potential of Indonesian films and build 

interest in watching Indonesian films via OTT platforms, especially Netflix. Design 

Thinking by Hasso Plattner (2010) is used during the campaign media design 

process. Results of the questionnaire proved that respondents’ viewing interests on 

Netflix tended towards Korean and Western content. In this regard, findings from 

interviews state that public awareness of Indonesian films is still low. Industry 

experts also emphasize the need for distribution and promotion efforts to support 

the current development of film creation and production. This design planning aims 

to expand its reach and make a positive contribution to the growth of the Indonesian 

film industry. 

 

Keywords: Indonesian Films, OTT Platform, Gen Z, Marketing Campaign, Netflix 
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