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PERANCANGAN DESTINATION BRANDING  

DESA WISATA PASIR EURIH 

 (Rasya Salsabila Haffaf) 

ABSTRAK 

 

Desa Wisata Pasir Eurih memiliki potensi wisata yang besar berkat kekayaan alam, 

peninggalan sejarah, dan budaya lokal yang kental. Namun, minimnya infrastruktur 

dan promosi yang belum efektif menyebabkan potensi tersebut belum dimanfaatkan 

secara maksimal. Perancangan ini bertujuan untuk merancang destination branding 

yang dapat memperkuat daya tarik Desa Wisata Pasir Eurih sebagai destinasi wisata 

budaya. Metode perancangan yang digunakan adalah metode kualitatif yang berupa 

observasi langsung dengan mengunjungi Desa Wisata Pasir Eurih, studi eksisting 

kampung wisata di Indonesia dan perancangan destination branding yang terletak 

di luar negri, wawancara dengan Ahli branding, ketua adat, pelaku UMKM, dan 

wisatawan Desa Wisata Pasir Eurih , dan kuesioner ke target perancangan. Hasil 

perancangan berupa Graphic Standard Manual (GSM) yang berfungsi sebagai 

panduan visual branding Desa Wisata Pasir Eurih. GSM ini mencakup elemen-

elemen visual seperti logo, warna, tipografi, serta aplikasi media promosi pada 

berbagai platform digital. Simpulan dari perancangan ini menunjukkan bahwa 

perancangan destination branding yang terstruktur melalui GSM dapat 

meningkatkan visibilitas desa, menarik lebih banyak wisatawan, dan mendukung 

pertumbuhan ekonomi lokal melalui pariwisata yang berkelanjutan.  

 

Kata kunci: Destination branding, Desa wisata, Identitas merek, Budaya lokal. 
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DESTINATION BRANDING DESIGN  

PASIR EURIH VILLAGE 

 ( Rasya Salsabila Haffaf ) 

 

ABSTRACT (English) 

 

Pasir Eurih Village possesses significant tourism potential due to its rich natural 

landscapes, historical heritage, and vibrant local culture. However, limited 

infrastructure and ineffective promotion have hindered the full utilization of this 

potential. This study aims to design a destination branding strategy that can 

enhance Pasir Eurih Village’s appeal as a cultural tourist destination. The design 

methodology used is a qualitative method involving direct observation by visiting 

Pasir Eurih Village, studying existing tourist villages in Indonesia, and destination 

branding designs abroad. Interviews were conducted with branding expert, 

traditional leaders, small business owner, and tourists in Pasir Eurih Village, as 

well as distributing questionnaires to the target audience. The result of this design 

is a Graphic Standard Manual (GSM), which serves as a visual branding guide to 

Pasir Eurih Village. This GSM includes visual elements such as logos, colors, 

typography, and promotional media application across various digital platforms. 

The conclusion of this design indicates that a well-structured destination branding 

approach through the GSM can increase the village’s visibility, attract more 

tourist, and support local economic growth through sustainable tourism. 

 

Keywords: Destination branding, Tourism Village, Brand identity, Local culture. 
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