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ABSTRAKSI

Seiring berkembangnya ilmu pengetahuan dan teknologi internet masa kini, muncul
kompetisi video game berbasis online yang disebut E-Sports. Pertumbuhan Industri E-
Sports di Indonesia mengalami pertumbuhan yang sangat pesat. Indonesia adalah salah
satu negara dengan pemain E-Sports terbanyak dan menghasilkan pendapatan besar setiap
tahunnya. Namun di Indonesia sendiri belum memiliki wadah khusus yang mampu
digunakan sebagai tempat penyelenggaraan dan sarana pengembangan E-Sports, maka
dari itu muncul ide dasar perancangan E-Sports arena ini. Selain itu muncul ide kebaruan
dari segi penambahan fasilitas Gaming Entertain and Community Hub untuk
memfasilitasi pengembangan minat dan bakat konten kreator game dan atlet E-Sports
Indonesia di dunia Entertainment. Metode perancangan yang digunakan menggunakan
metode force based framework oleh Plowright dengan menggunakan tema arsitektur
modern di kawasan SCBD Senayan, Jakarta Selatan. Perancangan E-Sports arena ini
diharapkan mampu menjawab kebutuhan serta memfasilitasi seluruh kegiatan kompetisi

serta pengembangan minat bakat atlet dan kreator game di Indonesia.

Kata kunci : Game, E-Sports, Arena Pertandingan, Modern
ABSTRACT

Along with the development of science and internet technology today, an online video
game competition called e-sports has emerged. the growth of the e-sports industry in
Indonesia has experienced very rapid growth. Indonesia is one of the countries with the
largest number of e-sports players and contributes large revenues every year. however,
Indonesia itself does not yet have a special container that can be used as a place to hold
and a means of developing e-sports, therefore the basic idea of designing this e-sports
arena emerged. in addition, a new idea emerged in terms of adding gaming entertainment
and community hub facilities to facilitate the development of interests and talents of game
content creators and Indonesian e-sports athletes in the entertainment world. the design
method used uses the force based framework method by plowright using a modern
architectural theme in the scbd senayan area, south jakarta. the design of this e-sports
arena is expected to be able to answer the needs and facilitate all competition activities

as well as the development of talents of athletes and content creators in Indonesia.
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