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ABSTRACT

Logo and all aspects of the visual identity is an important asset to communicate
the vision, mission and functions of a brand. For that reason, logos and other
visual identities must be a representative symbol and applied alongside all visual
aspects consistently to maintain the credibility of a brand. While Kite Museum of
Indonesia have not reached that, as a result only a few people know about this
place, while this museum is the only museum with a special collection of kites in
Indonesia. Therefore, redesign brand identity is chosen as the solution of the
problem. The end result of this design is in the form of a Graphic Standard
Manual. It is hoped that by re-branding the identity of Indonesian Kites Museum,
it can represent the whole brand and become more recognizable to the public.

Keywords: brand, identity, kite, museum.
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