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PERANCANGAN ULANG IDENTITAS VISUAL MUSEUM 

JENDERAL BESAR DR. A.H. NASUTION 

 (Vincent Alexander Bagaskara) 

ABSTRAK 

 

Museum Jenderal Besar Dr. A.H. Nasution merupakan salah satu museum 

bersejarah di Jakarta yang menyimpan bukti perjalanan perjuangan bangsa 

Indonesia. Namun, hingga kini museum masih dipersepsikan sebagai tempat 

penyimpanan benda kuno yang kurang menarik bagi masyarakat modern, 

khususnya Generasi Z. Kondisi tersebut diperkuat dengan identitas visual 

Museum Jenderal Besar Dr. A.H. Nasution yang dinilai belum mampu 

merepresentasikan citra museum secara relevan, edukatif, dan menarik. 

Elemen identitas visual, khususnya logo, tipografi, warna, dan komposisi, 

dianggap memiliki tampilan yang kuno dan tidak sesuai dengan standar visual 

modern, sehingga tidak mampu mencerminkan karakter museum. Penelitian 

ini bertujuan untuk merancang ulang identitas visual Museum Jenderal Besar 

Dr. A.H. Nasution agar memiliki meaning dan coherence serta relevan bagi 

Generasi Z usia 18–25 tahun. Metode perancangan yang digunakan mengacu 

pada teori Alina Wheeler dalam buku Designing Brand Identity, yang 

meliputi tahapan conducting research, clarifying strategy, designing identity, 

creating touchpoints, dan managing assets. Perancangan dilakukan melalui 

observasi, wawancara, dan kuesioner. Hasil perancangan berupa sistem 

identitas visual baru yang diaplikasikan pada berbagai media, seperti signage 

dan media kolateral, serta dirangkum dalam brand guidelines sebagai 

pedoman penggunaan identitas secara konsisten. Simpulan dari penelitian ini 

menunjukkan bahwa perancangan ulang identitas visual diperlukan untuk 

memperkuat citra Museum Jenderal Besar Dr. A.H. Nasution dan 

meningkatkan relevansinya bagi generasi muda. 

 

Kata kunci: Museum Jenderal Besar Dr. A.H. Nasution, Identitas Visual, 

Branding 
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VISUAL IDENTITY REDESIGN FOR THE MUSEUM OF 

GENERAL DR. A.H. NASUTION 

 (Vincent Alexander Bagaskara) 

 

ABSTRACT (English) 

 

The Great General Dr. A.H. Nasution Museum is one of the historical 

museums in Jakarta that preserves evidence of the journey of the Indonesian 

nation's struggle. However, until now the museum is still perceived as a place 

to store ancient objects that are less attractive to modern society, especially 

Generation Z. This condition is reinforced by the visual identity of the Great 

General Dr. A.H. Nasution Museum which is considered unable to represent 

the museum's image in a relevant, educational, and attractive manner. Visual 

identity elements, especially the logo, typography, color, and composition, 

are considered to have an old-fashioned appearance and do not comply with 

modern visual standards, so they are unable to reflect the museum's 

character. This study aims to redesign the visual identity of the Great General 

Dr. A.H. Nasution Museum to have meaning and coherence and be relevant 

to Generation Z aged 18–25 years. The design method used refers to Alina 

Wheeler's theory in the book Designing Brand Identity, which includes the 

stages of conducting research, clarifying strategy, designing identity, 

creating touchpoints, and managing assets. The design was carried out 

through observation, interviews, and questionnaires. The design results in the 

form of a new visual identity system that is applied to various media, such as 

signage and collateral media, and summarized in brand guidelines as a 

guideline for consistent use of the identity. The conclusion of this study shows 

that a redesign of the visual identity is needed to strengthen the image of the 

Museum of General A.H. Nasution and increase its relevance for the younger 

generation. 

 

Keywords: Museum of General Dr. A.H. Nasution, Brand Identity, Branding 
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