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ABSTRAK 
 

Penelitian ini bertujuan merancang strategi pemasaran inovatif untuk meningkatkan 

jumlah anggota baru di Basefit Club dengan menggunakan metode Design Thinking. Latar 

belakang penelitian berawal dari permasalahan jumlah anggota aktif yang cenderung menurun 

meskipun pendaftar baru mengalami peningkatan. Persaingan ketat di industri kebugaran, 

keterbatasan strategi promosi, dan belum adanya program pemasaran partisipatif berbasis 

komunitas menjadi faktor utama yang menghambat pertumbuhan anggota aktif. Penelitian ini 

menggunakan pendekatan kualitatif dengan pengumpulan data melalui wawancara mendalam, 

observasi langsung, dan studi dokumentasi terhadap manajemen, anggota aktif, serta calon 

anggota gym. Tahapan Design Thinking yang digunakan meliputi Empathize, Define, Ideate, 

dan Prototype. Hasil penelitian menunjukkan bahwa strategi berbasis komunitas dan 

pengalaman langsung, seperti penyelenggaraan event kompetisi kebugaran Crossfit Clash 

Throwdown yang ramah pemula, dapat meningkatkan ketertarikan calon anggota, memperkuat 

interaksi antaranggota, serta mendorong konversi pendaftar potensial menjadi anggota aktif. 

Kesimpulannya, penerapan Design Thinking mampu menghasilkan strategi pemasaran yang 

lebih relevan, interaktif, dan berkelanjutan, sehingga berpotensi memperkuat daya saing 

Basefit Club di tengah kompetisi industri kebugaran. 

 

Kata Kunci: Strategi Pemasaran, Design Thinking, Anggota Baru, Gym, Event Komunitas. 
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ABSTRACT 
 

This study aims to design an innovative marketing strategy to increase the number of 

new members at Basefit Club using Design Thinking methods. The research background stems 

from the declining number of active members despite an increase in new registrations. Fierce 

competition in the fitness industry, limited promotional strategies, and the absence of 

community-based participatory marketing programs are the main factors hindering the growth 

of active members. This study used a qualitative approach, collecting data through in-depth 

interviews, direct observation, and documentation studies with management, active members, 

and prospective gym members. The Design Thinking stages used included Empathize, Define, 

Ideate, and Prototype. The results show that community-based strategies and direct experience, 

such as the beginner-friendly Crossfit Clash Throwdown fitness competition, can increase the 

interest of prospective members, strengthen interactions between members, and encourage the 

conversion of potential registrants into active members. In conclusion, the application of 

Design Thinking can produce a more relevant, interactive, and sustainable marketing strategy, 

potentially strengthening Basefit Club's competitiveness in the competitive fitness industry. 

 

Keywords: Marketing Strategy, Design Thinking, New Members, Gym, Community Event. 
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