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ABSTRAK 

 

Penelitian ini bertujuan untuk mengidentifikasi strategi yang dapat digunakan oleh PT 

Garuda Sepakbola Indonesia untuk meningkatkan keterikatan penggemar terhadap Timnas 

Sepakbola Indonesia dengan memanfaatkan aset-aset yang dimiliki perusahaan. Melalui 

analisis kualitatif dan kuantitatif, studi ini mengeksplorasi berbagai faktor yang 

mempengaruhi loyalitas penggemar dan bagaimana aset-aset perusahaan, seperti platform 

digital, merchandise, dan kolaborasi dengan influencer, dapat dioptimalkan untuk 

membangun hubungan yang lebih kuat dengan penggemar. Hasil penelitian menunjukkan 

bahwa pemanfaatan efektif dari aset digital dan fisik dapat memperkuat rasa kepemilikan dan 

kebanggaan di antara penggemar, yang pada akhirnya mendorong dukungan yang lebih besar 

terhadap Timnas Indonesia. Rekomendasi praktis diberikan untuk implementasi strategi ini 

guna mencapai keterikatan penggemar yang lebih tinggi. 

Kata Kunci : PT.Garuda Sepakbola Indonesia, Timnas Sepakbola Indonesia, 

Keterikatan Penggemar, Aset Perusahaan, Loyalitas Penggemar, Strategi Pemasaran, 

Platform Digital, Merchandise, Influencer, Dukungan Penggemar 
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ABSTRACT 

 

This study aims to identify strategies that PT Garuda Sepakbola Indonesia can use to 

enhance fan engagement with the Indonesian National Football Team by leveraging the 

company's assets. Through qualitative and quantitative analysis, this research explores 

various factors that influence fan loyalty and how company assets, such as digital platforms, 

merchandise, and collaborations with influencers, can be optimised to build stronger 

relationships with fans. The findings indicate that the effective utilisation of digital and 

physical assets can strengthen fans' sense of ownership and pride, ultimately driving greater 

support for the Indonesian National Team. Practical recommendations are provided for 

implementing these strategies to achieve higher fan engagement. 

Keywords : PT.Garuda Sepakbola Indonesia, Indonesian National Football Team, 

Company Assets, Fan Loyalty, Marketing Strategy, Digital Platforms, Merchandise, 

Influencers, Fan Support 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xi 
 

DAFTAR ISI 

HALAMAN PERNYATAAN ORISINALITAS .............................................. ii 

HALAMAN PERNYATAAN ORISINALITAS .............................................. iii 

HALAMAN PENGESAHAN .......................................................................... iv 

KATA PENGANTAR ..................................................................................... v 

HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI ......................... vii 

HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI ......................... viii 

ABSTRAK ...................................................................................................... ix 

ABSTRACT .................................................................................................... x 

DAFTAR ISI ................................................................................................... xi 

 BAB I  ............................................................................................................ 14 

           PENDAHULUAN .......................................................................................... 14 

1.1 Latar Belakang  .......................................................................................... 14 

1.2 Rumusan Masalah  ..................................................................................... 16 

1.3. Design Challenge ...................................................................................... 16 

1.4 Tujuan  ...................................................................................................... 16 

1.5 Manfaat Penelitian  .................................................................................... 17 

1.5.1 Manfaat Bagi Peneliti  ............................................................................. 17 

1.5.2 Manfaat Bagi Perusahaan  ....................................................................... 17 

1.5.3 Manfaat Bagi Penelitian Selanjutnya  ...................................................... 17 

1.5.4  Manfaat Bagi Pihak Lain  ....................................................................... 17 

BAB 2 ............................................................................................................. 19 

TINJAUAN PUSTAKA .................................................................................. 19 

2.1.  Keterlibatan Penggemar (Fans Engagement) ............................................ 19 

2.2. Strategi Merchandise, Media Sosial, Pengembangan Komunitas dan Fans 

Experience Untuk Meningkatkan Fans Engagement ......................................... 19 

2.2.1 Strategi Merchandise untuk Meningkatkan Fans Engagement ................. 20 

2.2.2 Strategi pemanfaatan media sosial untuk meningkatkan fans engagement 21 

2.2.3 Strategi Pengembagangan Komunitas dan Fans Experience untuk meningkatkan 

Fans Engagement ............................................................................................. 21 

Metode Penelitian ............................................................................................ 23 

3.1 Metode Penelitian ...................................................................................... 23 

3.2 Sumber Data dan Teknik Pengumpulan Data ............................................. 23 

3.2.1  Observasi ............................................................................................... 23 



xii 
 

3.2.2  Studi Pustaka ......................................................................................... 24 

3.2.3  Wawancara ............................................................................................ 24 

3.2.4  Pendapat Ahli......................................................................................... 24 

3.3 Metode Analisis Data ................................................................................. 24 

3.3.1. Proses Ekstraksi Data Empati menjadi Insight ........................................ 25 

3.3.2. Proses Pembentukan Tema berdasarkan Insight ...................................... 25 

3.3.3. Proses Pemilihan Thematic Insight ......................................................... 26 

3.3.4. Proses Pemilihan How Might We ........................................................... 26 

3.3.5. Proses Brainstorming Ide dan Pemilihan Ide .......................................... 26 

3.3.6. Proses Pembuatan Prototype dan Testing ............................................... 27 

BAB 4 ............................................................................................................. 29 

Pembahasan ..................................................................................................... 29 

4.1 Design Challenge ....................................................................................... 29 

4.1.1 Pemahaman Awal ................................................................................... 29 

4.1.2 Dampak Yang akan dicapai ..................................................................... 30 

4.1.3 Kemungkinan Kendala Yang dihadapi .................................................... 30 

4.2 Empati ....................................................................................................... 30 

4.2.1 Deskripsi Penggemar .............................................................................. 30 

4.2.2 Interview/Observasi Note ........................................................................ 32 

Narasumber 1 .................................................................................................. 32 

Narasumber 2 .................................................................................................. 33 

Narasumber 3 .................................................................................................. 35 

Narasumber 4 .................................................................................................. 36 

Narasumber 5 .................................................................................................. 37 

Narasumber 6 .................................................................................................. 38 

Narasumber 7 .................................................................................................. 39 

Narasumber 8 .................................................................................................. 41 

Narasumber 9 .................................................................................................. 43 

Narasumber 10 ................................................................................................ 44 

Narasumber 11 ................................................................................................ 46 

4.2.3 Persona Pengguna ................................................................................... 47 

Deskripsi Pengguna: ........................................................................................ 47 

4.3 Define (Definisi Masalah) .......................................................................... 48 

4.3.1 Design Challenge .................................................................................... 48 



xiii 
 

4.3.2 Tematik Insight 1 .................................................................................... 48 

4.3.3 Tematik Insight 2 .................................................................................... 49 

4.3.4 Tematik Insight 3 .................................................................................... 49 

4.4 Ideate ......................................................................................................... 50 

Final Ideate ...................................................................................................... 64 

4.5 Prototype ................................................................................................... 66 

4.5.1 Prototype ( Step 1 ) ................................................................................. 66 

4.5.1.1 Tabel Prototype ( Step 1 ) ..................................................................... 66 

4.5.2 Prototype ( Step 2 ) ................................................................................. 67 

4.5.2.1 Tabel Prototype ( Step 2 ) ..................................................................... 67 

4.5.3 Prototype ( Step 3 ) ................................................................................. 68 

4.5.3.1 Tabel Prototype ( Step 3 ) ..................................................................... 68 

4.5.4 Prototype (Step 4 ) .................................................................................. 69 

4.5.4.1  Tabel Prototype ( Step 4 ) .................................................................... 69 

4.6 Testing ....................................................................................................... 70 

BAB 5 ............................................................................................................. 76 

KESIMPULAN DAN SARAN ........................................................................ 76 

5.1 Ringkasan Hasil ......................................................................................... 76 

5.2 Saran.......................................................................................................... 77 

DAFTAR PUSTAKA ...................................................................................... 78 

 

 


	HALAMAN PERNYATAAN ORISINALITAS
	HALAMAN PERNYATAAN ORISINALITAS (1)
	KATA PENGANTAR
	HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI
	HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI (1)
	ABSTRAK
	ABSTRACT

