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ABSTRAK 

 
Perancangan Komunikasi Visual Promosi Produk Gula Aren Khas 

Lubuklinggau bertujuan membangun identitas visual yang mampu meningkatkan citra 

dan daya saing produk melalui desain yang modern serta tetap mengangkat nilai budaya 

lokal. Metode yang digunakan adalah Design Thinking yang meliputi tahapan 

Empathize, Define, Ideate, Prototype, dan Test, dengan pengumpulan data melalui 

observasi, wawancara, kuesioner, dokumentasi, dan studi literatur. Hasil perancangan 

berupa logo, kemasan, media promosi, media pendukung, serta buku Graphic Standard 

Manual (GSM) yang dirancang secara konsisten dengan konsep modern minimalis. 

Perancangan ini diharapkan dapat memperkuat identitas merek, meningkatkan nilai 

jual, serta memperluas daya tarik Gula Aren Khas Lubuklinggau di masyarakat. 

 

Kata Kunci: Promosi, Komunikasi Visual, Gula Aren, Lubuklinggau, Design Thinking. 
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ABSTRACT 
 

The visual communication design project for promoting Lubuklinggau’s 

signature palm sugar aims to establish a visual identity that enhances the product's 

image and competitiveness through a modern design that simultaneously highlights 

local cultural values. The project employs the Design Thinking methodology 

comprising the stages of Empathize, Define, Ideate, Prototype, and Test—with data 

collected through observation, interviews, questionnaires, documentation, and 

literature reviews. The design outputs include a logo, packaging, promotional 

materials, supporting media, and a Graphic Standards Manual (GSM), all created with 

a consistent modern-minimalist aesthetic. This design initiative is expected to 

strengthen brand identity, increase market value, and broaden the appeal of 

Lubuklinggau’s signature palm sugar among the public. 

 

Keyword: Promotion, Visual Communication, Sugar Palm, Lubuklinggau, Design 

Thinking. 
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