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PERANCANGAN REBRANDING DITUSI GAMING 

 Maria Yuni Roseangela 

ABSTRAK 

Seiring dengan perkembangan jaman, bermain game online sebagai hobi 

semakin diminati banyak orang. Tingginya permintaan melahirkan 

perusahaan top-up di Indonesia yang salah satunya adalah Ditusi Gaming. 

Ditusi Gaming merupakan salah satu perusahaan top-up game services di 

Indonesia yang telah menjadi pilihan banyak gamers sejak 2014. Sudah 4 kali 

berganti nama, kerap terjadinya inkonsitensi pada identitas brand. Selain hal 

tersebut Ditusi juga turut melakukan repositioning dari yang tadinya dikenal 

sebagai penyedia jasa top-up game Dota 2, sekarang melakukan reposisi 

menjadi perusahaan top-up yang menyediakan banyak pilihan game serta 

menjual merchandise game dan anime. Menurut Wheeler dalam bukunya 

yang berjudul Designing Brand Identity, sebuah brand perlu melakukan 

rebranding apabila terjadi perubahan nama. Hal tersebut juga didukung 

dengan teori yang dikemukakan oleh Muzellec & Lambkin yang menyatakan 

bahwa, apabila sebuah brand ingin menciptakan positioning baru maka 

diperlukanlah rebranding. 

Kata kunci: Top-up, repositioning, game online, gamers 
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THE REBRANDING OF DITUSI GAMING 

 Maria Yuni Roseangela 

ABSTRACT (English) 

As time went by, many people are starting to play online games as a hobby. 

due to the high demand for game top-up services, a lot of top-up service 

company established.  One of them is Ditusi Gaming. Ditusi gaming is one of 

the top-up game service companies in Indonesia that has been trusted by 

Indonesian gamers since 2014. However, at the end of 2022, Ditusi is facing 

an identity crisis due to the change of the brand's name from D2C Gaming 

Store to what we know now as Ditusi Gaming. The changing of the name 

happened because Ditusi repositions itself from a brand that's identic to the 

Dota 2 game to a top-up company that sells a variety of games to choose from 

as well as a brand that sells anime merchandise.  According to Wheeler, a 

brand needs a rebrand if there's a name change. That statement is also 

supported by Muzellec & Lambkin's statement that states if a brand wants to 

reposition itself to stay relevant, then a rebranding is necessary. 

 

Keywords: top-up, repositioning, game online, gamers 
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