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PERANCANGAN ULANG IDENTITAS VISUAL KAMPOENG 

WISATA CINANGNENG 

 (Andriana Cipta Wijaya) 

ABSTRAK 

 

Kampoeng Wisata Cinangneng salah satu destinasi yang menawarkan wisata 

sembari mempelajari kebudayaan suku Sunda dan gaya hidup agraris masyarakat 

lokal setempat di Bogor. Namun, tempat wisata ini mengalami penurunan 

pengunjung dalam 5 tahun terakhir. Berdasarkan penelitian yang sudah dilakukan 

berupa observasi, kuisioner, dan wawancara terdapat permasalahan yang dihadapi 

berupa identitas visual yang sudah usang, kurang mencerminkan citra brand, serta 

memiliki dua logo sehingga menunjukkan inkonsistensi. Hal ini kemudian 

menimbulkan mispersepsi bagi kalangan yang belum pernah mengunjungi tempat 

tersebut. Oleh karena itu, perancangan ulang identitas visual dapat menjadi langkah 

untuk merevitalisasi Kampoeng Wisata Cinangneng untuk memiliki arahan 

identitas visual yang lebih relevan, jelas, dan konsisten. Metode perancangan yang 

digunakan berupa designing brand identity milik Alina Wheeler dengan tahapan 

meliputi conducting research untuk mengumpulkan data sebagai penambah 

wawasan dalam membantu proses clarifying strategy yaitu menentukan konsep 

yang cocok. Tahapan designing identity dilakukan dengan merancang logo, 

penentuan penggunaan tipografi dan warna, serta merancang supergrafis agar bisa 

digunakan untuk creating touchpoints berupa pengaplikasian ke berbagai media 

seperti stationery, uniform, packaging, signage, dan merchandise yang kemudian 

dimasukkan ke dalam pedoman identitas visual berupa buku graphic standard 

manual pada tahapan managing assets. Hasil akhir dari perancangan ini berupa 

identitas baru sebagai solusi agar Kampoeng Wisata Cinangneng memiliki identitas 

yang relevan dan sesuai dengan kesan yang ingin disampaikan. 

 

Kata kunci: Kampoeng Wisata Cinangneng, Identitas Visual, Wisata Edukasi       
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REDESIGNING VISUAL IDENTITY OF KAMPOENG WISATA 

CINANGNENG 

 (Andriana Cipta Wijaya) 

 

ABSTRACT (English) 

 

Educational tourism is a concept that combines learning activities with recreation, 

offering visitors a more interactive experience. This is ideal for direct teaching 

about culture, history, and traditions. Kampoeng Wisata Cinangneng is one 

destination that offers this kind of tourism, allowing visitors to learn about 

Sundanese culture and the agrarian lifestyle of the local community in Bogor. 

However, the number of visitors in this place has decreased in the last five years. 

Based on research conducted including observation, questionnaires, and 

interviews, several issues were identified such as an outdated visual identity that 

doesn’t accurately represent the brand image, and having two logos which 

indicates inconsistency. This situation later creates misperception among those 

who have never visited the place. Therefore, redesigning the visual identity can be 

a step to revitalize Kampoeng Wisata Cinangneng by giving it more relevant, clear, 

and consistent direction. This study used Alina Wheeler’s “Designing Brand 

Identity” method with stages involves conducting research to gather data for 

insight, which helps in the process of clarifying strategy (determining a suitable 

concept). The designing identity stage includes designing the logo, determining the 

use of typography and colors, and creating supergraphics so they can be used for 

creating touchpoints through application to various media such as stationery, 

uniforms, packaging, signage, and merchandise. These are then compiled into a 

visual identity guide in the form of a graphic standard manual book during the 

managing assets stage. The final result of this redesign is a new identity to ensure 

Kampoeng Wisata Cinangneng has an identity that is relevant and aligned with the 

impression it wishes to express. 

 

Keywords: Kampoeng Wisata Cinangneng, Visual Identity, Educational Tourism 
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