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PERANCANGAN IDENTITAS VISUAL

MUSEUM DI TENGAH KEBUN

(Dheanez Yashila)

ABSTRAK

Museum di Tengah Kebun merupakan museum yang menyimpan lebih dari 4.000
koleksi warisan budaya dari 63 negara dan 21 provinsi di Indonesia. Meskipun
memiliki nilai sejarah dan edukasi yang tinggi serta telah meraih berbagai
penghargaan, museum ini masih belum diketahui oleh masyarakat luas.
Ketidaktahuan ini dipengaruhi oleh lokasinya yang tersembunyi dan tidak adanya
sistem identitas visual. Museum hanya mengandalkan akun Instagram sebagai satu-
satunya platform, tanpa identitas visual seperti logo, tagline, warna, dan tipografi.
Berdasarkan hal tersebut, perancangan identitas visual diperlukan untuk
merepresentasikan nilai-nilai museum sebagai warisan sejarah dan budaya.
Penelitian ini menggunakan metode kualitatif berdasarkan Branding Process pada
buku Designing Brand Identity oleh Alina Wheeler and Rob Meyerson. Proses ini
terdiri dari lima fase yaitu Conducting Research, Clarifying Strategy, Designing
Identity, Creating Touchpoints, dan Managing Assets.

Kata kunci: Identitas Visual, Museum, Branding, Museum di Tengah Kebun
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VISUAL IDENTITY DESIGN FOR

MUSEUM DI TENGAH KEBUN

(Dheanez Yashila)

ABSTRACT (English)

Museum di Tengah Kebun is a museum that houses more than 4,000 cultural
heritage collections from 63 countries and 21 provinces across Indonesia. Despite
it’s high historical and educational value and numerous awards, the museum
remains relatively unknown to the general public. This lack of unknown are
influenced by its hidden location and the absence of a visual identity. The museum
relies solely on its Instagram account as the only platform, without a visual identity
such as a logo, tagline color palette, and typography. Based on these issues, a visual
identity design is needed to represent the museum’s values while enhancing its
image as an historical and heritage destination. This research uses a qualitative
approach based on the Branding Process from the book Designing Brand Identity
by Alina Wheeler and Rob Meyerson. The process consists of five phases:
Conducting Research, Clarifying Strategy, Designing Identity, Creating
Touchpoints, and Managing Assets.

Keywords: Visual Identity, Museum, Branding, Museum di Tengah Kebun
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