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STRATEGI ONLINE PERSONAL BRANDING ANISA RAHIM SEBAGAI 
GAMING INFLUENCER 

 Ollivya Rhesty Mudetya 

 

ABSTRAK 
Personal branding merupakan hal penting untuk dibangun setiap orang termasuk 
Gaming Influencer. Sebagai Gaming Influencer, Anisa Rahim harus membangun 
personal branding-nya secara online melalui media sosial. Personal branding 
merupakan proses seseorang untuk mengomunikasikan diri dengan menojolkan 
kelebihan, ciri khas, dan keunikan sehingga memiliki identitas profesional yang 
kredibel. Anisa Rahim salah satu orang yang memanfaatkan media sosial dalam 
mengomunikasikan personal branding-nya secara online melalui media sosial Tikok. 
Penelitian ini bertujuan untuk mengetahui strategi online personal branding Anisa 
Rahim melalui media sosial TikTok. Penelitian ini menggunakan paradigma post-
positivistik, jenis penelitian deskriptif kualitatif, dan metode penelitian Studi kasus. 
Konsep utama yang digunakan dalam penelitian ini adalah Online Personal Branding 
menggunakan Twelve of Online Personal Branding oleh Ryan M. Frischmann. 
Memperoleh data berdasarkan wawancara, observasi, dan simpanan rekaman. Hasil 
penelitian menunjukkan bahwa secara keseluruhan Anisa Rahim telah melakukan dua 
belas tahapan membangun personal branding online dan berhasil dalam 
mengomunikasikan personal brand-nya melalui konten-konten yang diunggahnya di 
TikTok. Beberapa langkah yang dilakukan oleh Anisa Rahim adalah menyadari 
kemampuan dan potensi dirinya, mengidentifikasi audiens target, mengidentifikasi 
pesaing, membuat profil media sosial, membuat konten, memperoleh umpan balik, 
membentuk koneksi koneksi, melakukan pengembangan dan perubahan, memenuhi 
ekspektasi diri sendiri dan audiens, dan mengikuti perkembangan teknologi dan norma 
yang berlaku. Kesimpulannya, Anisa Rahim telah berhasil mengomunikasikan 
personal brand-nya melalui TikTok berdasarkan konsep yang digunakan yaitu Twelve 
of Online Personal Branding. Namun Anisa Rahim belum melakukan tahap Build 
Personal Website karena dinilai belum dibutuhkan untuk saat ini. 

Kata Kunci: Anisa Rahim, E-sport, Online Personal Branding, Twelve Step of Online 
Personal Branding. 
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ONLINE PERSONAL BRANDING STRATEGY OF ANISA RAHIM AS AN 
GAMING INFLUENCER 

Ollivya Rhesty Mudetya 

 

ABSTRACT 
Personal branding is an important thing for everyone to build, including Gaming 
Influencers. As a Gaming Influencer, Anisa Rahim must build her personal branding 
online through social media. Personal branding is a person's process of 
communicating themselves by highlighting their strengths, characteristics, and 
uniqueness so that they have a credible professional identity. Anisa Rahim is one of 
the people who use social media to communicate her personal branding online through 
Tikok's social media. This study aims to determine Anisa Rahim's online personal 
branding strategy through TikTok social media. This study uses a post-positivistic 
paradigm, qualitative descriptive research, and case study research methods. The 
main concept used in this research is Online Personal Branding using the Twelve of 
Online Personal Branding by Ryan M. Frischmann. Obtaining data based on 
interviews, observations, and recordings. The results show that overall Anisa Rahim 
has carried out twelve stages of building online personal branding and has succeeded 
in communicating her personal brand through the content she uploads on TikTok. 
Some of the steps taken by Anisa Rahim are realizing her abilities and potential, 
identifying the target audience, identifying competitors, creating social media profiles, 
creating content, getting feedback, forming connections, developing and changing, 
meeting the expectations of themselves and the audience, and keep abreast of 
technological developments and applicable norms. In conclusion, Anisa Rahim has 
succeeded in communicating her personal brand through TikTok based on the concept 
used, namely the Twelve of Online Personal Branding. However, Anisa Rahim has not 
yet carried out the Build Personal Website stage because it is considered not needed 
at this time. 

Keywords: Anisa Rahim, E-sport, Online Personal Branding, Twelve Step of Online 
Personal Branding. 
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