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ABSTRAK 

PERANCANGAN ESPORTS ARENA DI JAKARTA UTARA DENGAN 

PENDEKATAN ECO – FUTURISTIC  

 

Perkembangan industri Esports di Indonesia mengalami pertumbuhan pesat 

seiring dengan meningkatnya jumlah pemain, infrastruktur digital, serta dukungan 

dari pemerintah. Namun, hingga saat ini masih terdapat keterbatasan fasilitas yang 

memadai untuk menunjang pengembangan komunitas Esports, khususnya di 

wilayah seperti Jakarta. Menyikapi hal tersebut, dirancanglah Esports Arena yang 

bertujuan untuk menyediakan sarana pertandingan, pelatihan, hingga hiburan bagi 

para atlet dan masyarakat umum. Tingginya kebutuhan energi dalam 

penyelenggaraan kegiatan Esports seperti panel videotron dan perangkat komputer 

bagi atlet menjadi salah satu pertimbangan utama dalam perancangan. Untuk 

merespons hal tersebut, digunakan pendekatan arsitektur Eco-Futuristic yang 

mengintegrasikan prinsip keberlanjutan dan inovasi teknologi. Pendekatan ini 

bertujuan untuk mewujudkan bangunan yang ramah lingkungan, efisien dalam 

penggunaan energi, serta memiliki karakter yang dinamis dan adaptif terhadap 

perkembangan industri Esports yang terus mengalami kemajuan. Hasil dari 

perancangan ini diterapkan melalui lima prinsip utama. Prinsip Embrace Nature in 

Design diwujudkan lewat Green Roof yang menurunkan suhu, menyerap air hujan, 

dan menciptakan ruang hijau di kawasan urban. Prinsip Think Beyond Sustainability 

diterapkan melalui sistem Rainwater Harvesting yang mengolah air hujan untuk 

kebutuhan non-potable. Prinsip Dynamic Movement tercermin pada bentuk 

bangunan yang melengkung dan dinamis, mendukung ventilasi alami sekaligus 

menampilkan karakter futuristik. Sementara itu, prinsip Choose Sustainable 

Material diwujudkan dengan penggunaan fasad Anodized Honeycomb Aluminum 

berbentuk hyperboloid yang efisien dan tahan lama. Terakhir, prinsip Think Long-

Term diimplementasikan melalui pemasangan panel surya untuk memenuhi 

kebutuhan energi secara berkelanjutan. Dengan demikian, perancangan ini 

diharapkan dapat menciptakan bangunan yang mampu memanfaatkan sumber daya 

secara efisien, sehingga menghasilkan penggunaan energi yang lebih hemat dan 

berkelanjutan. 

 

 

Kata Kunci : Olahraga Elektronik, Game Online, Arsitektur Eco-Futuristic, 

Keberlanjutan. 
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ABSTRACT 

 

DESIGN OF ESPORTS ARENA IN NORTH JAKARTA WITH A ECO-

FUTURISTIC ARCHITECTURAL APPROACH 

 

The esports industry in Indonesia has undergone rapid growth, supported 

by an increasing number of players, advancements in digital infrastructure, and 

government initiatives. However, there remains a shortage of adequate facilities to 

support the development of the esports community, particularly in regions such as 

Jakarta. In response to this issue, the Esports Arena is designed to serve as a facility 

that accommodates competitions, training sessions, and recreational activities for 

both athletes and the general public. One of the main considerations in the design 

process is the high energy consumption required for esports events, including 

videotron panels and computer systems used by athletes. To address this challenge, 

an Eco-Futuristic architectural approach is employed, integrating principles of 

sustainability with technological innovation. This approach aims to create a 

building that is environmentally responsible, energy-efficient, and characterized by 

a dynamic and adaptive form that reflects the evolving nature of the esports 

industry. The design is realized through the application of five core principles. The 

Embrace Nature in Design principle is implemented through the integration of a 

green roof, which reduces building temperature, absorbs rainwater, and introduces 

green space within an urban environment. The Think Beyond Sustainability 

principle is applied through a rainwater harvesting system that processes and 

recycles rainwater for non-potable uses. The Dynamic Movement principle is 

reflected in the building’s flowing and curved structure, enhancing natural 

ventilation and contributing to a futuristic aesthetic. The Choose Sustainable 

Material principle is demonstrated through the use of anodized honeycomb 

aluminum panels shaped in a hyperboloid form, chosen for their strength, 

durability, and energy efficiency. Lastly, the Think Long-Term principle is addressed 

through the implementation of solar panels, which help meet the building’s energy 

demands in a sustainable manner. In conclusion, this design aspires to produce a 

building that efficiently utilizes natural resources, leading to reduced energy 

consumption and supporting long-term environmental sustainability. 

 

 

Keywords : Esports, Online Games, Eco-Futuristic Architecture, 

Sustainable. 
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