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42318210035 

 
ABSTRACT 

 
Visual identity has a very important role in a brand through a value proposition that 

involves functional, emotional or form of self-expression as well as being able to 

recognize and distinguish a brand from competitors' brands. The design of this brand 

guideline is a series of guidelines that are used to display the brand identity of the R 

appo Impact Centre Depok in an integrated manner through logos, colors, typography 

and other graphic elements consistently. This work is expected to improve the brand 

image of the Rappo and facilitate efforts to promote the products of Rappo. 

Kata Kunci: Visual identity, Brand Guidline, Rappo 
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ABSTRAK 
Identitas visual memiliki peran yang sangat penting terhadap sebuah brand melalui 

proposisi nilai yang melibatkan manfaat fungsional, emosional atau bentuk ekspresi 

diri sekaligus dapat mengenali dan membedakan sebuah brand dengan brand yang 
dimiliki kompetitor. Perancangan brand guideline ini merupakan rangkaian panduan 

yang digunakan  untuk menampilkan identitas brand Rappo Impact Centre Depok 

secara terpadu melelalui logo, warna, tipografi dan elemen-elemen grafis lainnnya 
secara konsisten. Karya ini diharapkan dapat meningkatkan citra brand Rappo serta 

memudahkan dalam upaya mempromosikan produk Rappo. 

 
Kata Kunci: Identitas Visual, Brand Guidline, Rappo 
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