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ABSTRAK

Rumah BUMN Semarang menghadapi kendala dalam penguatan dan penyampaian
brand identity kepada masyarakat dan pelaku UMKM. Media komunikasi yang
digunakan saat ini masih berfokus pada penyampaian informasi melalui media
digital, namun belum secara optimal merepresentasikan identitas lembaga secara
konsisten dan berkelanjutan. Media komunikasi yang digunakan saat ini masih
berfokus pada penyampaian informasi dan belum secara optimal merepresentasikan
identitas visual Rumah BUMN Semarang secara konsisten dan berkelanjutan. Oleh
karena itu, perancangan desain merchandise dilakukan sebagai media Public
Relations yang bertujuan untuk memperkuat brand identity Rumah BUMN
Semarang. Metode penciptaan karya yang digunakan terdiri atas tiga tahapan, yaitu
pra-produksi, produksi, dan pasca-produksi. Tahap pra-produksi meliputi
pengumpulan data melalui observasi, wawancara dengan koordinator Rumah
BUMN Semarang, penyebaran kuesioner kepada 103 responden, serta studi
literatur. Tahap produksi mencakup proses perancangan desain merchandise,
pengembangan konsep visual, penerapan elemen identitas visual lembaga, serta
pembuatan mockup produk. Tahap pasca-produksi dilakukan melalui evaluasi
desain bersama pihak internal Rumah BUMN Semarang dan pengujian persepsi
responden menggunakan skala Likert berdasarkan indikator kesesuaian visual,
konsistensi desain, dan representasi brand identity. Hasil perancangan
menghasilkan lima item merchandise, yaitu tumbler, tote bag, bolpoin, notebook,
dan gantungan kunci yang menerapkan elemen visual Rumah BUMN Semarang
berupa logo, warna, tipografi, dan tagline “Go Modern, Go Digital, Go Online, Go
Global”, elemen pendukung secara konsisten. Hasil evaluasi menunjukkan bahwa
mayoritas responden memberikan penilaian positif terhadap desain merchandise
yang dirancang. Merchandise dinilai mampu merepresentasikan identitas lembaga,
mencerminkan karakter Rumah BUMN Semarang yang modern dan profesional,
dan perancangan desain merchandise ini dinilai efektif sebagai media Public
Relations dalam memperkuat brand identity Rumah BUMN Semarang.

Kata Kunci: Brand Identity, Merchandise, Public Relations, Rumah BUMN
Semarang.
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ABSTRACT

Rumah BUMN Semarang faces challenges in strengthening and communicating its
brand identity to the public and MSME actors. The communication media currently
used primarily focuses on delivering information through digital platforms and has
not optimally represented the institution’s visual identity in a consistent and
sustainable manner. Therefore, this project aimed to design merchandise as a
Public Relations medium to strengthen the brand identity of Rumah BUMN
Semarang. The creative process consisted of three stages: pre-production,
production, and post-production. The pre-production stage involved data collection
through observation, interviews with the coordinator of Rumah BUMN Semarang,
questionnaire distribution to 103 respondents, and a literature review. The
production stage included merchandise design development, visual concept
creation, application of the institution’s visual identity elements, and product
mockup. The post-production stage involved design evaluation with the internal
team of Rumah BUMN Semarang and respondent perception testing using a Likert
scale based on indicators of visual suitability, design consistency, and brand
identity representation. The project resulted in five merchandise items: a tumbler,
tote bag, pen, notebook, and keychain. These items consistently incorporated
Rumah BUMN Semarang’s visual identity elements, including its logo, color
palette, typography, tagline “Go Modern, Go Digital, Go Online, Go Global,” and
supporting graphic elements. The evaluation results indicated that the majority of
respondents gave positive assessments of the designed merchandise. The
merchandise was perceived as effectively representing the institution’s identity and
reflecting the modern and professional character of Rumah BUMN Semarang. In
addition, the merchandise design was considered an effective Public Relations
medium for enhancing and strengthening Rumah BUMN Semarang’s brand
identity.

Keywords: Brand Identity, Merchandise, Public Relations, Rumah BUMN
Semarang.
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