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ABSTRAK 

Penelitian ini bertujuan untuk mengetahui manajemen ekstrakurikuler eSports 
di SMA Pangudi Luhur Jakarta. Penelitian ini menggunakan pendekatan 
kualitatif dengan metode penelitian deskriptif. Dalam mengumpulkan data 
penelitian, teknik pengumpulan data yang digunakan yaitu wawancara, 
observasi dan studi dokumentasi. Dalam penelitian ini melibatkan guru 
pendamping, pelatih dan peserta didik ekstrakurikuler eSports SMA Pangudi 
Luhur Jakarta. Hasil dari penelitian ini adalah; (1) Perencanaan ekstrakurikuler 
eSports di SMA Pangudi Luhur Jakarta dilakukan pada rapat awal tahun. Pada 
tahap perencanaan ekstrakurikuler eSports ini melibatkan Kepala Sekolah, 
Wakabid Kesiswaan, Koordinator Ekstrakurikuler, dan Guru Pendamping. 
Adapun hal-hal yang ditentukan yaitu seperti jadwal, materi dan kegiatan 
ekstrakurikuler eSports, (2) Pengorganisasian ekstrakurikuler eSports di SMA 
Pangudi Luhur Jakarta terdiri dari Guru Pembimbing, Pelatih, Ketua 
Ekstrakurikuler, Sekretaris dan Anggota, (3) Pelaksanaan ekstrakurikuler 
eSports di SMA Pangudi Luhur Jakarta dilakukan sesuai dengan jadwal yang 
telah ditentukan yaitu setiap hari Kamis, setelah jam pulang sekolah yakni 
pukul 15.00 s.d. selesai. Dalam pelaksanaan ekstrakurikuler eSports terdapat 
lima sesi, yaitu sesi pembukaan, sesi materi, sesi latihan/match, sesi diskusi 
dan sesi penutup, (4) Pengawasan ekstrakurikuler eSports di SMA  Pangudi 
Luhur Jakarta dilakukan oleh guru pendamping dan pelatih secara langsung 
setiap latihan dilaksanakan. Hasil pengawasan yang telah dilakukan oleh Guru 
pendamping dan pelatih akan dilaporkan secara lisan kepada Koordinator 
Ekstrakurikuler, Wakabid Kesiswaan dan Kepala Sekolah pada saat rapat 
evaluasi ekstrakurikuler.  
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ABSTRACT 

This study aims to find out the management of eSports extracurricular at 
Pangudi Luhur High School Jakarta. This study uses a qualitative approach 
with a descriptive research method. In collecting research data, the data 
collection techniques used are interviews, observations and documentation 
studies. This study involved accompanying teachers, coaches and 
extracurricular students of eSports at Pangudi Luhur High School Jakarta. The 
results of this study are; (1) The planning of eSports extracurricular activities at 
SMA Pangudi Luhur Jakarta was carried out at the beginning of the year. At 
the eSports extracurricular planning stage, it involves the Principal, Vice 
President of Student Affairs, Extracurricular Coordinator, and Accompanying 
Teachers. The things that are determined are such as schedules, materials and 
extracurricular activities for eSports, 2) The organization of eSports 
extracurricular activities at Pangudi Luhur High School Jakarta consists of 
Supervisors, Coaches, Extracurricular Chairmen, Secretaries and Members, 
(3) The implementation of eSports extracurricular activities at Pangudi Luhur 
High School Jakarta is carried out according to a predetermined schedule, 
namely every Thursday, after school hours, namely 15.00 pm to finish. In the 
implementation of eSports extracurriculars, there are five sessions, namely the 
opening session, material session, training/match session, discussion session 
and closing session. 4) Extracurricular supervision of eSports at Pangudi Luhur 
High School Jakarta is carried out by accompanying teachers and coaches 
directly every exercise is carried out. The results of the supervision that have 
been carried out by the accompanying teachers and trainers will be reported 
orally to the Extracurricular Coordinator, Vice President of Student Affairs and 
the Principal during the extracurricular evaluation meeting. 
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