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- the  regulations g
governing UEFA's
competitions allow for
fewer surprises, with

pitches required to be
DEFINING ARENA 100-105m long and
64-68m

wide

The offi-
cial size of the
NHL’s ice hockey rink
shall be two hundred 61 /
m long and eighty-five 26 -
m wide. The corners shall — To—
be rounded in the arc of a —

The future eSport
arena’s main stage should
be able to accommodate 2-100
competitors as in the latest Fort-
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The stan-
dard UFC’s octa-
gon has a diameter of
9.1 m with a 1.8 m
high fence. The cage Sport
sits atop a platform, arenas have de-
raising it 1.2 m from fined spaces in 2D and
the ground. even in 3D, but eSports don't. ¢
They only have specified competi- 4 4
tion desk sizes for certain games.
The future eSport arena
should not be build in a way that it .- _ 3 4 | |
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Looking for a stage layout with seating in 360 degree sight >> organizing main o\ : | ¢ _ S % n
stage with adjacent stages / seating platforms >> refining space in terms of - _— S —— |
space optimization and modularity
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seating showing that a

linear rather than curved
arrangement could be
used to spectate a game in AI con- \ % _ K
2 c;pposite_ ctlirecrfions if trolled assembly ,. b X
set up as interchange- & of hexaaonal ele- 7 W
-* & floor and a roof i o L %
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/7 structure with intelli- [Q llﬂ
ﬁ S\ / gent interlock- ; ' :
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l' > B e e e e e S = = ) s B Hexagonal connectivity allows for a high level of modularity and various arrangements. Act as independent or dependent or be stacked vertically providing a higher

' B R 55 s - number of seating spaces. In this way the arena can accommodate all various arrangement and eSport games requirements and needs. The future eSport arena should

S=====e - mated communi- also react on the increase in popularity and be ready for a shift from only high-end events to a daily use and public amateur engagement and league forming. The flexi-

= — . cation within the hex- bility of seating directionality provides a possibiliy for outdoor eSports - not limiting players and visitors to a closed indoor environment.

_ o e — agonal floor elements
Seating could be retracted from many directions, but s o allows for food supplies
floor retraction stands for the best option with its easy . and orders as well as
usage as a floor when not in operation. - storage of gaming

equipment.

FUTURE OF ESPORT

Hexago-

/:\' S " ' nal floor elements

can be arranged _ e
around a main Augmented Reality P Lt
stage or form an in- 5

) . (AR): there have always been

Melin siege Seatiny Arnoement e e e dependent  floor games in AR so what’s gonna be different in

' structure. the future? The competitive level of it and its ability to
merge Athletics with Gaming.

Virtual Reality (VR): The development of equipment
for VR and dealing with its lack in motoric sensations
along with using haptic suits will make VR more ac-
cessible and usable and break more into a competi-
tive scene of eSports.

Main stage Multiplayer Mode

T

Neuralink Brain Implant: Elon Musk’s Neuralink will
connect a brain to the computer providing a so called
full-dive experience. Possible future is spec-
tating the eSports of someone being
inside a game though a

brain implant.
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Retract-
able seats
equipped with environ-
mental haptic system for

7T sensing and experiencing players
/ thrilling sensations connecting as
‘ - 4 an audience on a deeper level. —
L g Hear the team talk - get inside ..«w‘ﬁ""-
-, the game and professional Elavate A D
" § / gamers community. Operate with spaces for toilets
a console for data ana- adequate to the
lyzes in a hand number of visitors.
reach.

Create and form seats,
tables and other struc-
tures using hexagonal
twists and rota-
tions.

ADVANCE

Designing
for the future that is
happening:

“California-based tech startup mojo vision has
revealed its smart contact lenses which use augmented
reality to place information inside of the wearer’s eyes”

This advance allows visitors to change entire arena setting

using AR incorporate in their glasses, contact lenses or brain im- Using AR

plants. The future arena should get rid of LED screens and use watch an ongoing

these systems to replace physical energy, maintenance, costly game wherever you go

and not sustainable systems. around the stadium. _
Get guided to the _

Cross the boundaries between a spectator and a game by being shortest pathway and

virtually dragged by augmented scenes of gaming elements and stay informed. A

dynamics. 83

Be in the stadium physically or visit as your virtual avatar. Inter- §_\ G B BB - B8 -C- 9 - PP -S0-0_00,
act with real people and objects within the stadium. S_

AR can give order to architecture an noice can- N

celling earphones with targeted audio S_
will seperate the spaces / . , 4 .
acousticly. ) v v Yy,
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~ . \ r : / cafés, bars, stream-
. { - : er rooms, kids sections,
. \—2‘ X j_/ retail, merchandise,
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modularly.
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