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PERANCANGAN ULANG IDENTITAS VISUAL

KERIPIK PISANG SUSENO

(Vannes)

ABSTRAK

Keripik Pisang Suseno, sebuah merek legendaris dari Kota Lampung yang
telah Dberoperasi selama 52 tahun namun menghadapi tantangan dalam
mengembangkan identitas visual yang kuat dan relevan. Identitas visual yang
kurang representatif mengakibatkan merek ini sulit bersaing dengan
kompetitor dan mencapai target pasar yang lebih luas. Sangat disayangkan
apabila Keripik Pisang Suseno yang merupakan merek legendaris yang telah
berdiri selama 52 tahun tidak dapat bersaing dengan kompetitor-
kompetitornya karena adanya mispersepsi konsumen terhadap merek Keripik
Pisang Suseno. Maka dari itu penulis mengusulkan untuk melakukan
perancangan ulang identitas visual Keripik Pisang Suseno agar dapat
meningkatkan daya saing dan menarik minat konsumen. Metodologi
penelitian yang digunakan adalah campuran, dengan pendekatan kualitatif
melalui wawancara dan Focus Group Discussion (FGD) serta pendekatan
kuantitatif melalui penyebaran kuesioner. Dalam melakukan perancangan,
penulis menggunakan metode perancangan dari Alina Wheeler yang terdiri
dari conducting research, clarifying strategy, designing identity, creating
touchpoints, dan managing assets. Hasil dari penelitian menunjukkan bahwa
identitas visual baru yang dirancang mampu merepresentasikan keunikan dan
nilai dari Keripik Pisang Suseno. Identitas visual baru mencakup logo, warna,
tipografi, dan elemen desain lainnya yang mencerminkan merek.

Kata kunci: Keripik Pisang, Identitas Visual, Redesign
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REDESIGNING THE VISUAL IDENTITY OF

KERIPIK PISANG SUSENO

(Vannes)

ABSTRACT (English)

Suseno Banana Chips, a legendary brand from Lampung City which has been
operating for 52 years but faces challenges in developing a strong and
relevant visual identity. A less representative visual identity makes it difficult
for this brand to compete with competitors and reach a wider target market.
It would be a shame if Suseno Banana Chips, which is a legendary brand that
has been around for 52 years, cannot compete with its competitors because
of consumer misperceptions of the Suseno Banana Chips brand. Therefore,
the author proposes to redesign the visual identity of Suseno Banana Chips
in order to increase competitiveness and attract consumer interest. The
research methodology used is a mixture, with a qualitative approach through
interviews and Focus Group Discussions (FGD) and a quantitative approach
through distributing questionnaires. In carrying out the design, the author
used Alina Wheeler's design method which consists of conducting research,
clarifying strategy, designing identity, creating touchpoints, and managing
assets. The results of the research show that the new visual identity designed
is able to represent the uniqueness and value of Suseno Banana Chips. The
new visual identity includes a logo, colors, typography and other design
elements that reflect the brand.

Keywords: Banana Chips, Visual Identity, Redesign

IX
Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



DAFTAR ISl

HALAMAN PERNYATAAN TIDAK PLAGIAT ....cooveiiiieecieeee e I
HALAMAN PERSETUJUAN ...ttt ii
HALAMAN PENGESAHAN ......cccoiiiieieiet et iv
HALAMAN PERSETUJUAN PUBLIKASI KARYA
ILMIAH MAHASISWA . ...ttt e e e snae e anae e s snae e e nneeesnnees v
KATA PENGANTAR ..ottt st sae e anesbesaana st seensanens Vi
AB ST RAK ettt h et ba e e e aa e e anee e anae e anreeens viii
ABSTRACT (ENGIISN) ...ttt IX
DAFTAR IS .ottt sttt n et beane b enaanesne e enesse e X
DAFTAR TABEL ...ttt e e e e s anbaa e e s nntneeeeanes Xii
DAFTAR GAMBAR ... .ottt ettt sa e se e e snae e e anaeeaanaeesnnaeeaneeesneeens Xiii
DAFTAR LAMPIRAN ..ottt sa s ssesaenaanesnesaasessessesessessens XV
BAB | PENDAHULUAN .....cooiii it nnnee e nnnees 1
1.1 Latar Belakang ..o 1

1.2 Rumusan Masalah.........c.cccoiieiiiieiiieiieic e 3

1.3 Batasan Masalah.............ccccooiiiiiiiiiii e 3

1.4 Tujuan Tugas AKNIT ... 4

1.5 Manfaat Tugas AKNIr..........ccccoiiiiiii e 4

BAB 11 TINJAUAN PUSTAKA ...ttt 5
2.1 DSIGN. ittt e 5

2.1.1 EIemen DESAIN........ccouiuiiiieiraieiiesieaiesee e eeesieenneanee e e 5

2.1.2 Prinsip DESAIN .......ccceiiiiiiiii et sei et 8

2.1.3  GFI0 .ottt e e 12

2.1.4  PSIKOIOQI WaArN@.........ccocveiieiiiieiee e sa e sraesna e 14

2.1.5 TYPOQraphy ....cccccveieiiece e 14

2.2 Brand Identity ..o 16

2.2.1 LLOQ0. et 17

2.2.2 TaglNe.....coiieiiiiiee e 20

2.2.3 Collateral........ccocveiiiiiiiiie it 20

2.2.4 Brand GUIJEliNe..........cccoummniriiniinniene s 22

2.3 Visual TABNTILY ..c.ooiiiiiii et b 22

2.3.1 Tujuan Identitas Visual............cccoovevviieiieiieic e 23

X

Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



2.3.2 Komponen Identitas Visual ............ccooevvieienineninininns 24

BAB IIl METODOLOGI PENELITIAN DAN PERANCANGAN .............. 26
3.1 Metodologi Penelitian................ccoooveieiiiiiieeneceseece e 26

3.1.1 Metode Kualitatif.........cccoooriveiiniiiieiieie e 26

3.1.2 Metode Kuantitatif..........cccooerivrreiiienesiniiiseee e 34

3.1.3  Studi EKSISTING ...cveiviiiiiiiieieiesiesicsiesee e 40

3.1.4  Studi RefEreNnSi.....c.cccueieiiiiieiieie e 42

3.2  Metodologi Perancangan ..........ccccocveiiveiiieeiieanieesiessieesie e 45

BAB IV STRATEGI DAN ANALISIS PERANCANGAN .......cccocoovvievinnnnn, 47
4.1 Strategi PEranCangan .........cccccceoeiereneiisiesiesieesieseesse e sneseseeenns 47

4.1.1 Conducting Research............cccooeeveiieiiieneiie e, 47

4.1.2 Clarifying Strategy.........coceveeiiieiiieiieeieesie e 48

4.1.3 Designing Identity..........cccceeveeiiieiiieiiie e 52

4.1.4 Creating TouChpPOINt.........c.ccoveiieieiie e 57

4.1.5 Managing ASSELS ......cccueiueerueiieieerieaiesaeseeeieseenseeneesseenns 73

4.2 ANalisis PErancangan ...........ccoceoereieiesisieneeeeieee e 75

4.2.1 ANANSIS LOJO ...cuiiiiiiiieieiienie e 75

4.2.2 ANalisis SUPergrafis..........cccovveiiiiiiciiiciesseeses 76

4.2.3 ANAliSIS STAtIONEIY .....cc.ooviiiiiiiiiiieieeee e 77

4.2.4 ANalisis Packaging .........ccccoeiiriiiniiiicieic e 78

4.2.5 Analisis Media AdVertising.........cccccuvieeeeiiieiieciiie e, 79

4.2.6 Analisis Merchandise .........ccocooeveiiiiinninie e 80

4.2.7 ANAliSisS UNITOIrMS......co.ooviiiiiiiiisiseciesie s 81

4.2.8 ANAlisisS Beta TeSL........cociiiiiiiiiieiisiie e 81

4.3 BUUGELING ....cviiiiiitiiie it 84

BAB Y PENUTUP ... .ottt e 86
5.1 SIMPUIAN......coiiiic e 86

5P Bagang... V... L 5N BB D 87
DAFTAR PUSTAKA ittt simts e smne s snae e s nneessnseannee e Xiii
LAMPIRAN. &d...... e BB e BN XV

Xi

Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 4.1 Brand Mantlra.....c.cceeieeeeieeeeieiesiesessessreestessiessessesssessreestsssessressesssesans 49
I o] YT T o T R 51
Tabel 4.3 BUAGELING ...vovviviieicteieiieisic ettt sttt ae e 84

NIVERSITAS
ULTIMEDIA
NUSANTARA

U
M

Xii
Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



DAFTAR GAMBAR

GAMDAN 2.1 GANIS .ttt st st eseeseesaessesbesbesbesseeseeseeseihe b et nbesbeeseenee e e nbenbenbesse e 6
GAMDAT 2.2 WAIMNA 11 cvee ettt eeesteesseeaessaessaenaessaesseaneessaasaeeseesseenseaseessaeneensesnes 6
GaMDAr 2.3 BENTUK ...ttt ettt 7
GaAMDAN 2.4 TOKSTUN ....eiite ettt sttt sbe e e aneesaeeeeenee e 8
Gambar 2.5 KeSEIMDANGAN ........cceeiveiieieeieieeieeieeseesseaeessaesseeseesreessesseesseesseaseenns 9
Gambar 2.6 Hierarki ViSual .........ccooiiiiiiiiiiiiiiicii e 10
GaMDAr 2.7 TFAMA. .. ee.eeieie et e e sieese e e e saeeneesbaeseaneesnaesneaneesraensesseesseeneas 11
GamMBAr 2.8 KESATUAN ... ceveiiieitiiiesiisie ittt st sbesbesbesseeneeaenesnesbesbeseesnenreas 12
Gambar 2.9 PSIKOIOGE WAIMA .........oiiiiiiiieieieiesiesie s 14
Gambar 2.10 LOGO WOrdMAIKS. .......ueeiieieiierienieniesiesiessesiesseseeseensessessesseseessessens 18
Gambar 2.11 Logo Letterforms..........ocveiiiiiieeiie et sae e 18
Gambar 2.12 LOgO0 PICIOMAIS .....oiveiiiieiieiieieiieie et 19
Gambar 2.13 LOGO ADSIIAK.......eieeiiiiieiieie e seesteeeesreesse e ssaesnsaseesraesseeeesseennas 19
Gambar 2.14 Logo EMBIEMS .........coiiiiiiiiiiieie i 20
Gambar 3.1 Wawancara kepada Penerus Keripik Pisang SUSeno...............cc.c...... 30
Gambar 3.2 Wawancara kepada Ahli Branding dari Googstuph..............ccccue..... 32
Gambar 3.3 FGD dengan Target AUIENS..........ccooeiiiiiiiineeieee e 34
Gambar 3.4 Ketertarikan Audiens dalam Membeli Produk dari Keripik Pisang
Suseno berdasarkan ldentitas Visual............ccooeiiiiiiiiiiiiiiiceee e 35
Gambar 3.5 Persepsi RESPONUEN........ccviiiiiiie e 35
Gambar 3.6 Merek yang Dipilih AUIENS ..o 36
Gambar 3.7 Pentingnya ldentitas Visual........ccccccooviiiiiiiiiiinicce e 37
Gambar 3.8 Pentingnya ldentitas Visual...........cccooiiiiiiiiiiiicicsee 38
Gambar 3.9 Pentingnya Identitas Visual dalam Keputusan Pembelian................ 38
Gambar3.10 Persepsi RESPONAEN.......cccceiviiiiieiiiiiiee et 39
Gambar 3.11 Persepsi RESPONAEN........couiiiieiiieiieit et 39
Gambar 3.12 Bana Healthy Banana Chips...........cccovviiiiiiiiieiicce s 40
Gambar 3.13 SANG DEBWA .........cooiiiiiiiiiiisir ettt nn e 41
Gambar 3.14 Zanana ChiPS........ccocuiiiiiiiieieiesie e 42
Gambar 3.15 MEIte VaNANA ........iciiiiiie ittt e bbb 43
Gambar 3.16 MI. MONKEY ...........iiiiiiiiiiieiiee it 44
Gambar 4.1 MiNAMAP ..cvveveeiiiiiieiiiie st s s an e re e beshaesneenas 48
Gambar 4.2 Brand Brief..........oocoiiiiiieieiiiii et 52
Gambar 4.3 MOOUDOAIT .....c..oviieieiiiie et nr e 53
Gambar 4.4 SKetSA LOJO0 .....cc.eiiiiieieeiiiie ittt e et re e 53
Gambar 4.5 Eksplorasi Logo Teerpilin..........cccoooviiiiiiiiiiiicciesc e 54
Xiii

Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



Gambar 4.6 LOGO Gridl.......cooiiiiiiiiiiiiiniieieee s 54

Gambar 4.7 Colour Palette Keripik Pisang SUSENO0..........cccccovvevieiiieiiieciieesienns 55
Gambar 4.8 Typeface Poetsen One & NUNItO Sans .......cccccovvvvevvnieieenesieseene, 56
Gambar 4.9 Supergrafis Keripik PiSang SUSENO0...........ccccvevveieeveeieiiece e 57
Gambar 4.10 KOP SUFAL ......eoiieiiieiie et be e e e st ereesnee s 58
Gambar 4.11 AMPIOP et sh bbb 59
Gambar 4.12 Kartu NAMA ..........oieiiiiiieieieienie e sse e ssessessesssssessssssessessessessessens 60
Gambar 4.13 PACKAGING .....cviiiiueriiitinieiieiieieiieste sttt snesne b s nneas 61
Gambar 4.14 ShopPING BaQ ........coveiiiiiiiieieieiie sttt 62
Gambar 4.15 BillDOArd........cooiviiiiiiie e e 63
GaAMDAN 4.16 POSLET .......ueeieeieiie ettt ettt e st sneesbeebeaneesneesneaseesbeenbeaneesreeneas 64
Gambar 4.17 Media SOSIAL............cooiiiiiiieieiese e e 65
Gambar 4.18 E-COMMEICE..........ccueiuiiieiieeiueiiesieesieaeesieessesssssseessesseesseessesseeseeenes 66
GamBbar 4.19 TOE BAJ ......veiveueiueriesiisiesiiniieieniessesiessessessessessesssesensesnesseseessesnesseas 67
GaAMDAr 4.20 TOPI c.vveuveeeieieiiteeeesteesteeseesreesteaseesseesaeansessaeseansesseesneaneessaenseaseesseennas 68
Gambar 4.21 Gantungan KUNCH .....c..coeiiiieieiieiesiesie st sn e 69
Gambar 4.22 TUMDBIEE .........oeeieceee e 70
GaMDAr 4.23 SNIMT ..ot 71
GambDar 4.24 1d Card ......ooeeieiieeieie ettt et 72
Gambar 4.25 SIgNAgE STOTE .......oieeieciese ettt sre s 73
Gambar 4.26 Grid Graphic Standard Manual...............ccccoeeiiiiiie i 74
Gambar 4.26 Konten Graphic Standard Manual.............ccccoovviiiiinncniencns 75
Gambar 4.27 Supergrafis Keripik Pisang SUSEN0.........cccccvevveiieveeieiiecie e 77
GamBbar 4.28 STALIONETY ........oiieiiiiieitieieiieie ettt sb ket se e nbe b 78
Xiv

Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A Form BAP BimbiNgan ..........ccccoveiiiiieiiieii i se s XV
Lampiran B Hasil TUFNITIN ......oooiiiiiiie i XVi
Lampiran C Hasil KUBSIONE .........c.eiiuieiieiieiiie et sie e sae et see s XXi
Lampiran D Transkrip Wawancara Penerus Keripik Pisang Suseno.................. XXV
Lampiran E Transkrip Wawancara Ahli Branding ............cccccevviveiieeieciennn, XXVilii
Lampiran F Transkrip Focus Group DISCUSSION ..........ceeiveiiieeiieiiieeiieeieeesineanns XXX
Lampiran G Transkrip Beta TeSt........coouiiiiieie s XXXiii
XV

Perancangan Ulang Identitas..., Vannes, Universitas Multimedia Nusantara



