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ABSTRAK 

REDESAIN YUSSAR FISHING AND PLAYGROUND DI DESA 

KALIDAWIR TANGGULANGIN DENGAN PENDEKATAN 

REGENERATIVE DESIGN 

 Desa Kalidawir yang terletak di Kecamatan Tanggulangin, Kabupaten 

Sidoarjo memiliki potensi wisata lokal yang cukup menonjol, salah satunya melalui 

kawasan Yussar Fishing and Playground. Awalnya kawasan ini dikelola oleh pihak 

swasta, namun setelah masa kontrak berakhir, pengelolaan beralih ke BUMDes dan 

Pokdarwis setempat. Sayangnya, kawasan ini sempat mengalami kerusakan berat 

akibat angin puting beliung pada tahun 2022, yang menyebabkan turunnya aktivitas 

wisata serta berdampak langsung terhadap penghasilan warga sekitar yang 

menggantungkan hidup dari sektor tersebut. Menanggapi kondisi tersebut, redesain 

kawasan wisata dilakukan sebagai upaya pemulihan, tidak hanya dari sisi 

infrastruktur tetapi juga dari sisi fungsional, sosial, dan lingkungan. Dalam proses 

perancangannya digunakan pendekatan Regenerative Design, yang mengutamakan 

peningkatan kualitas lingkungan, kemandirian ekonomi lokal, serta keterlibatan 

aktif masyarakat. Pendekatan ini dinilai tepat karena mampu menciptakan kawasan 

wisata yang lebih adaptif terhadap bencana, berkelanjutan, dan memperkuat 

ekosistem sosial. Perancangan difokuskan pada pengembangan fasilitas edukasi, 

rekreasi keluarga, pelestarian budaya, serta pemberdayaan UMKM desa. Kawasan 

juga dirancang menggunakan elemen terbuka dan material lokal agar selaras 

dengan kondisi iklim dan karakter tapak. Redesain ini diharapkan menjadi langkah 

nyata dalam membangkitkan kembali potensi wisata Desa Kalidawir menuju arah 

yang lebih tangguh, mandiri, dan berdaya guna. 

Kata Kunci: Regenerative design, redesain wisata pemancingan, partisipasi 

masyarakat, pemberdayaan lokal, desain berkelanjutan, Kalidawir, Yussar Fishing 

and Playground.
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ABSTRACT 

REDESIGN YUSSAR FISHING AND PLAYGROUND IN 

KALIDAWIR TANGGULANGIN VILLAGE WITH A 

REGENERATIVE DESIGN APPROACH 

 

Kalidawir Village, located in Tanggulangin District, Sidoarjo Regency, has 

notable potential for local tourism, one of which is through the Yussar Fishing and 

Playground area. Initially, this area was managed by a private party, but after the 

contract ended, management was transferred to the local BUMDes (village-owned 

enterprise) and Pokdarwis (tourism awareness group). Unfortunately, the area 

suffered severe damage due to a tornado in 2022, which led to a decline in tourism 

activities and directly impacted the income of local residents who depended on this 

sector for their livelihoods. In response to this condition, the redesign of the tourism 

area was carried out as a recovery effort, not only in terms of infrastructure but also 

from functional, social, and environmental aspects. The design process adopted a 

Regenerative Design approach, which prioritizes environmental quality 

improvement, local economic self-reliance, and active community participation. 

This approach is considered suitable as it creates a more disaster-adaptive, 

sustainable tourism area while strengthening the local social ecosystem. The design 

focuses on developing educational facilities, family recreation, cultural 

preservation, and the empowerment of village MSMEs. The area is also designed 

using open elements and local materials to align with the site’s climate and 

character. This redesign is expected to be a concrete step in revitalizing the tourism 

potential of Kalidawir Village toward a more resilient, self-sufficient, and impactful 

future. 

 

Keywords: Regenerative design, fishing tourism redesign, community 

participation, local empowerment, sustainable design, Kalidawir, Yussar Fishing 

and Playground. 
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