
DAFTAR PUSTAKA 

Alden, C. (2023). Fasilitas Pelatihan dan Arena Turnamen Esports di Surabaya. 
EDimensi Arsitektur Petra, XI(1), 505–512. 
https://publication.petra.ac.id/index.php/teknik-
arsitektur/article/viewFile/13724/11793 

Alfari, S. (n.d.). Mengenal Arsitektur Futuristik. Arsi Tag. Retrieved March 5, 2025, 
from https://www.arsitag.com/article/mengenal-arsitektur-futuristik 

Amelia, T., & Santoso, J. M. J. P. (2019). KAJIAN PERANCANGAN ARENA 
OLAHRAGA ELEKTRONIK. Jurnal Stup: Sains, Teknologi, Urban, 
Perancangan, Arsitektur, 1(2), 971–986. 

Asim, F., & Shree, V. (2018). A Century of Futurist Architecture: From Theory to 
Reality. December. https://doi.org/10.20944/preprints201812.0322.v1 

Assidik, F. (2022). Perancangan Bandung Esports Venue. In Elibrary UNIKOM. 
Universitas Komputer Indonesia. 

Block, S., & Haack, F. (2021). eSports: a new industry. SHS Web of Conferences, 92, 
04002. https://doi.org/https://doi.org/10.1051/shsconf/20219204002 

Burhan, F. A. (2022). Survei: 52 Juta orang Indonesia Konsisten Bermain Gim. 
Katadata.Co.Id. https://katadata.co.id/digital/teknologi/61d5607e7dcfc/survei-52-
juta-orang-indonesia-konsisten-bermain-gim 

Coates, D., & Parshakov, P. (2017). Team vs. Individual Tournaments: Evidence from 
Prize Structure in eSports. SSRN Electronic Journal. 
https://doi.org/10.2139/ssrn.2787819 

Duran, H. B. (2025). IESF and DLA+ Architecture reveal Esports Venue 
Standardisation Guidelines. Esports Insider.
https://esportsinsider.com/2020/12/iesf-dla-esports-venue-standardisation-
guidelines 

Fiqram, M., Fattah, F., & Rachman, A. (2024). Rancang Bangun Jaringan Tournament 
Offline Esport Permainan Player Unknown Battleground Mobile. LINIER, 1(3), 
241–247. 

Harris, H. (2021). Indonesia Esports Industry Outlook 2021. 
https://www.industry.co.id/read/90615/indonesia-esports-industry-outlook-2021-
optimisme-industri-perbankan-terhadap-pertumbuhan-industri-esports 

Hidayah, A. (2022). Esport Indonesia Peringkat 17 Dunia, Sumbang Rp 30 T Setahun. 
CNBC Indonesia. https://www.cnbcindonesia.com/tech/20221120065129-37-

Universitas Kristen Indonesia73



389569/esport-indonesia-peringkat-17-dunia-sumbang-rp-30-t-setahun 

Liquipedia. (2022). M4 World Championship. 
https://liquipedia.net/mobilelegends/M4_World_Championship# 

Meliyunita, F. (2024). Konsep desain arsitektur futuristik pada bangunan. 
5(September), 43–58. 

PBESI. (2021). PERATURAN PENGURUS BESAR ESPORTS INDONESIA 
TENTANG PELAKSANAAN KEGIATAN ESPORTS DI INDONESIA. In 
Pharmacognosy Magazine. Pengurus Besar Esports Indonesia. 

Prasetya, H. G., Haryanto, & Virgio, D. (2022). Perbedaan Antara Game Kasual dan 
Game Kompetitif Terhadap Perkembangan Jumlah Pemain Game Online Serta 
Pengaruh Genre Tersebut Bagi Para Pemainnya. Jurnal Universitas Bunda 
Maria, 1(1), 1–17. 

Prima, L. (2019). Mengenal Profesi Caster, Komentator dalam Pertandingan eSports. 
Hi Pontianak. https://kumparan.com/hipontianak/mengenal-profesi-caster-
komentator-dalam-pertandingan-esports-1s88GVmao7R 

Rahman, M. (2024). Mengenal Arsitektur Futuristik, Ciri Utama serta Contoh 
Desainnya. 99.Co. https://www.99.co/id/panduan/futuristik/ 

Ryan Rogers. (2019). UNDERSTANDING ESPORTS : An Introduction to the Global 
Phenomenon (Vol. 4, Issue 1). Lexington Books. 

Seo, Y. (2013). Electronic sports: A new marketing landscape of the experience 
economy. Journal of Marketing Management, 29(13–14), 1542–1560. 
https://doi.org/https://doi.org/10.1080/0267257X.2013.822906 

Tables, S. (2022). Esports Venue Requirements: The Essential Guide. Social Tables. 
https://www.socialtables.com/blog/event-planning/esports-venue-requirements/ 

Tobing, R. R. (2003). Perancangan Rumah Villa (Guesthouse) Mr. Andreas Chen Xue 
Fa. 

Viktor Saut. (2022). XO Hall MPL Arena Kebakaran Diduga Korsleting Listrik, Tidak 
Ada Korban Jiwa. Ligagame.TV. https://www.ligagame.tv/latest/xo-hall-mpl-
arena-kebakaran-diduga-korsleting-listrik-tidak-ada-korban-jiwa 

Universitas Kristen Indonesia74




