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PERANCANGAN ULANG IDENTITAS VISUAL  

HIKING BOCAH 

 (Angelica Domminique) 

ABSTRAK 

 

Rekreasi merupakan aktivitas santai yang dilakukan untuk memperoleh ketenangan 

sekaligus menyegarkan kondisi mental dan fisik. Meskipun rekreasi memiliki peran 

penting dalam mengatasi kelelahan, minat masyarakat Indonesia untuk melakukan 

rekreasi masih tergolong rendah. Dalam hal ini, terdapat salah satu program yang 

dikenal dengan nama Hiking Bocah dan terletak wilayah Katulampa, Kota Bogor. 

Program ini menawarkan berbagai aktivitas luar ruangan ringan untuk keluarga, 

seperti hiking, rafting, dan menangkap ikan. Akan tetapi, hasil penelitian yang 

dilakukan melalui observasi, wawancara, dan kuesioner menunjukkan bahwa 

identitas visual Hiking Bocah tidak sepenuhnya mencerminkan citra program. Hal 

ini menyebabkan kesalahpahaman oleh target sasaran dalam memahami visi, misi, 

serta nilai-nilai yang ingin disampaikan. Untuk mengatasi permasalahan tersebut, 

dilakukan perancangan ulang identitas visual sebagai solusi agar citra, visi, dan misi 

program dapat tersampaikan dengan lebih tepat. Proses perancangan identitas 

visual ini menggunakan metode Alina Wheeler yang meliputi lima tahapan desain, 

yaitu conducting research, clarifying strategy, designing identity, creating 

touchpoints, dan managing assets. 

 

Kata kunci: Identitas Visual, Perancangan Ulang, Rekreasi Keluarga 
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REDESIGNING THE VISUAL IDENTITY OF HIKING BOCAH 

 (Angelica Domminique) 

ABSTRACT (English) 

 

Recreation is a leisurely activity undertaken to achieve tranquility while refreshing 

mental and physical well-being. Despite its significant role in alleviating fatigue, 

the interest of Indonesian society in engaging in recreational activities remains 

relatively low. One notable program addressing this issue is Hiking Bocah, located 

in the Katulampa area of Bogor City. This program offers a variety of light outdoor 

activities for families, such as hiking, rafting, and fish-catching. However, research 

conducted through observation, interviews, and questionnaires revealed that the 

visual identity of Hiking Bocah does not fully represent the program's image. This 

has led to misunderstandings among the target audience regarding the vision, 

mission, and values the program seeks to convey. To address these issues, a 

redesign of the visual identity was carried out as a solution to better align the 

program’s image, vision, and mission. The visual identity redesign process was 

based on Alina Wheeler's method, which consists of five design stages: conducting 

research, clarifying strategy, designing identity, creating touchpoints, and 

managing assets. 

 

Keywords: Visual Identity, Rebranding, Family Recreation  
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