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ABSTRAK 

Penelitian ini bertujuan untuk mengkaji latar belakang minat Generasi Z 

terhadap profesi pro player serta memahami proses konstruksi sosial Generasi Z 

atas profesi tersebut dalam dunia e-sport di Kota Surabaya. Penelitian ini 

dilatarbelakangi oleh pesatnya perkembangan industri e-sport yang memunculkan 

profesi baru di era digital, namun masih menuai perbedaan pandangan di 

masyarakat. Penelitian ini menggunakan pendekatan kualitatif deskriptif dengan 

teknik pengumpulan data melalui wawancara mendalam, observasi partisipatif, dan 

dokumentasi terhadap delapan informan Generasi Z yang aktif sebagai pemain atau 

anggota komunitas e-sport di Surabaya. Analisis data dilakukan menggunakan 

model Miles dan Huberman. 

Hasil penelitian menunjukkan bahwa minat Generasi Z terhadap profesi pro 

player dilatarbelakangi oleh beberapa faktor utama, yaitu potensi penghasilan, 

fleksibilitas waktu kerja, hobi bermain game yang berkembang menjadi profesi, 

pengaruh figur pro player dan media sosial, serta dukungan lingkungan sosial dan 

komunitas e-sport. Sementara itu, konstruksi sosial Generasi Z terhadap profesi pro 

player terbentuk melalui tiga proses utama sebagaimana dijelaskan dalam teori 

konstruksi sosial Berger dan Luckmann, yaitu eksternalisasi, objektivikasi, dan 

internalisasi. Profesi pro player dipandang sebagai pekerjaan yang bergengsi, 

menjanjikan secara ekonomi, serta sesuai dengan minat dan identitas digital 

Generasi Z. Penelitian ini menunjukkan bahwa profesi pro player telah menjadi 

realitas sosial baru yang dilegitimasi melalui interaksi sosial, komunitas, dan 

budaya digital. Temuan ini diharapkan dapat memberikan kontribusi bagi kajian 

sosiologi mengenai transformasi profesi di era digital serta menjadi bahan 

pertimbangan bagi pihak terkait dalam pembinaan generasi muda di bidang e-sport.. 

 

Kata kunci: Generasi Z, konstruksi sosial, pro player, e-sports, komunitas digital. 

 

 

 

 



vii 
 

ABSTRACT  

This study aims to examine the background factors influencing Generation 

Z’s interest in the profession of pro players and to analyze the social construction 

of this profession within the e-sports industry in Surabaya. The research is 

motivated by the rapid growth of the e-sports industry, which has given rise to new 

digital professions that are still debated in terms of their legitimacy as career 

choices. This study employed a descriptive qualitative approach, with data 

collected through in-depth interviews, participatory observation, and 

documentation involving eight Generation Z informants who are actively engaged 

as players or members of e-sports communities in Surabaya. Data analysis was 

conducted using the Miles and Huberman model. 

The findings indicate that Generation Z’s interest in becoming pro players 

is influenced by several key factors, including economic potential, flexible working 

time, gaming hobbies that develop into professional careers, the influence of well-

known pro players and social media, as well as support from peers and e-sports 

communities. Furthermore, the social construction of the pro player profession 

among Generation Z is formed through three main processes externalization, 

objectification, and internalization as proposed by Berger and Luckmann’s social 

construction theory. The profession of pro player is perceived as prestigious, 

economically promising, and compatible with the digital identity and interests of 

Generation Z. This study concludes that the pro player profession has emerged as 

a new social reality that is legitimized through social interaction, community 

involvement, and digital culture. The findings contribute to sociological studies on 

the transformation of professions in the digital era and provide practical insights 

for stakeholders involved in youth development within the e-sports industry. 

Keywords: Generation Z, social construction, pro player, e-sports, digital 

community. 
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