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Proposal for an Esports Multipurpose Facility
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Although the population and market size of eSports in Japan are on the rise, they lag behind those of other advanced countries. A look

at the market share graph for eSports by country shows that Japan accounts for only 0.5%, which is significantly low compared to

other developed nations. The reasons for this include the existence of temporary and small-scale facilities, low recognition of eSports,

a limited number of professional and amateur players, and funding issues. By combining eSports with Japan's unique culture, such as

anime, we aim to create a new form that promotes broader recognition of eSports as a cultural phenomenon while also targeting

population growth. We seek to provide opportunities not only for viewing and participation but also for education and industrial

promotion.
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Figurel. The market share graph for eSports by country [1]

2. ___I_ ;uaE_L

2.1 BARIZBIZT=X

7 = A ACITHENZ X R VM OB D TH D,
T=AD5EY B 5 Ei3STH Y, AAEANZH A
SNRHDT-0, KT U Y VOEWEED 1 HDTHD.
2.2T7 =Rt e AR—YDME

E AR—=VZED BIF27-DIFETRHMLTH D
W, BEESOBLE TELC L B, ERERICHKRBR L Tt T b
59 LW EREIC DD VAT X O RIRNALETH
5EBEZD. I THRPTRIENGNT =X L

5 EIZISXC{IZ,Q: e Zﬂe‘—‘\‘/%@%ﬁ_é:k‘(mufnréi
FTRY TS, 7274 NEEZRVIABT ~F 27 -
T afEoNE BT

3. FHEEH
3.1 BBH
R F DO ANNT

7 HALRTND LM e AR—

VT2 AXNEEINTND R, e AR—YDE K
WIZHEANTHD LW B AP BELERE L.

Figure2. Aerial photo of the site[2]
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Figure6. Ferris wheel monitor perspective
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Figure3. Time series diagram
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Figure8. Model photo
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https://note. com/poco_c/n/n09137257bc4b

[2] google map

https://www. google. co. jp/maps/@35. 71712, 140. 0504
32, 14z?7h1=ja&entry=ttukg_ep=EgoyMDIOMDkyMy4wIKXM
FigureS. Stadium perspective DSoASAFQAW%3D%3D
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