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SINIAR E-SPORTS VAGANZA: 

“ANCAMAN KESEHATAN BAGI 

ATLET E-SPORTS DI INDONESIA” 
(Muhammad Zukhruf Tamzidillah) 

 

ABSTRAK 

 

Perkembangan pemberitaan olahraga, khususnya e-Sports mulai dilirik khalayak di 

Indonesia. Hal tersebut tidak lepas dari keikutsertaan tim e-Sports Indonesia di 

ajang SEA Games 2019 serta dijadikannya olahraga elektronik ini cabang olahraga 

prestasi di Indonesia. Dalam e-Sports, ada beberapa turnamen yang merebut titel 

bergengsi dan hadiah uang. Dari turnamen tersebut, atlet e-Sports diharuskan untuk 

berlatih keras agar mendapatkan hadiah uang dan titel bergengsi tersebut. Namun, 

terlalu besarnya antusias atlet e-Sports terhadap turnamen tersebut menimbulkan 

beberapa masalah yang serius. Waktu latihan yang bisa lebih dari 12 jam 

menimbulkan masalah-masalah kesehatan, seperti kecanduan, kerusakan pada 

mata, kegemukan, dan lain sebagainya. Dampak dari waktu latihan yang lama 

terlihat dari beberapa atlet e-Sports di luar negeri yang terpaksa harus pensiun dini 

di umur masih sangat muda karena masalah kesehatan. Di Indonesia, penulis hanya 

menemukan sedikit kasus tentang kesehatan pemain yang tidak baik akibat waktu 

latihan yang lama, padahal ancaman kesehatannya cukup berbahaya. Keanehan ini 

membuat penulis ingin mencari lebih dalam tentang ancaman kesehatan terhadap 

atlet e-Sports, khususnya atlet e-Sports di Indonesia. Penulis hendak memproduksi 

sebuah karya jurnalistik berbasis audio podcast yang membahas waktu latihan lama 

berdampak kepada kesehatan atlet e-Sports. Karya ini mengundang narasumber 

yang ahli dari berbagai bidangnya, yaitu atlet e-Sports, dokter spesialis mata, dan 

dokter spesialis saraf. Karya podcast atau siniar ini berdurasi 90 menit (1 episode) 

yang dibagi menjadi tiga part atau bagian. Karya tersebut diproduksi menjadi siniar 

dengan judul kanal E-Sports Vaganza dan berkelompok dengan Albert Tanuwijaya. 

Dengan judul E-Sports Vaganza, siniar ini diharapkan dapat membuka wawasan 

baru mengenai e-Sports terlepas dari segala hal yang terjadi di depan kamera. Siniar 

E-Sports Vaganza ini masuk ke klaster Programming-Based Project. 

 
Kata kunci: e-sports, kesehatan, atlet e-Sports, waktu latihan, siniar 

 

Kluster Karya: programming-based project 
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E-SPORTS VAGANZA PODCAST: 

HEALTH THREATS FOR E-SPORTS 

ATHLETE IN INDONESIA 
(Muhammad Zukhruf Tamzidillah) 

 

 
ABSTRACT (English) 

 

The development of sports news, especially e-Sports, has begun to be noticed by the 

public in Indonesia. This is inseparable from the participation of the Indonesian e- 

Sports team in the 2019 SEA Games and making this electronic sport an 

achievement sport in Indonesia. In e-Sports, there are several tournaments that win 

prestigious titles and prize money. From the tournament, e-Sports athletes are 

required to train hard in order to get the prize money and prestigious titles. 

However, the enthusiasm of e-Sports athletes for the tournament was too big, 

causing some serious problems. Exercise time that can be more than 12 hours 

causes health problems, such as addiction, eye damage, obesity, and so on. The 

impact of the long training time can be seen from several e-Sports athletes abroad 

who are forced to retire early at a very young age due to health problems. In 

Indonesia, the authors found only a few cases of players' poor health due to long 

training times, even though the health threat was quite dangerous. This oddity 

makes the author want to find out more about health threats to e-Sports athletes, 

especially e-Sports athletes in Indonesia. The author wants to produce a journalistic 

work based on audio podcasts that discusses the impact of long training time on the 

health of e-Sports athletes. This work invites resource persons who are experts from 

various fields, namely e-Sports athletes, ophthalmologists, and neurologists. This 

podcast or broadcast is 90 minutes (1 episode) in length which is divided into three 

parts or parts. This work was made into a broadcast with the title of the E-Sports 

Vaganza channel and in a group with Albert Tanuwijaya. With the title E-Sports 

Vaganza, this broadcast is expected to open new insights about e- Sports regardless 

of everything that happens in front of the camera. Sinar E-Sports Vaganza is 

included in the Programming-Based Project cluster. 

 
Keywords: e-sports, health, e-Sports athlete, training time, podcast 

Cluster: programming-based project 
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