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AHoTauia: MeTot CTaTTi € BUSBJIEHHS apXIiTEKTYPHUX CK/1aA0BUX Cy4acHOro Ki-
6epcriopTMBHOro KOMIJIEKCY 3a pe3y/sibTataMu aHasily ICHyruYmnx 06’€eKTiB B XPOHO-
JIOFYHOMY MOPSAKY iX M0sSBU 3 MOAaJsIbLUMM BU3HAYEHHSIM OCOB/IMBOCTEN CTPYKTYpU
KibepcriopTnBHOro o6’eKTy Ta rnepesikom 3agad, sKi po3B’s3yBaTuMe apXiTeKTop.

MeTtogosoris: 3 no3uuiit CTPYKTYPHO-QYHKLIOHa/IbHOro MiAXo4y MpoOBEAEHO
CUCTEMHME aHasi3 ICHyH4YMX Ta CIIPOEKTOBAHMX KibepCcriopTuBHUX KiybiB Ta apeH y
CBITi; 3a pe3ysibTaTaMu MOPIiBHSAJIbHOro aHasidy ix CTPYKTypu Ta HasiBHOCTI MeBHUX
CTPYKTYPHUX €/1IEMEHTIB 6Yy/10 BU3HAYEHO HU3KY Harbi/ibll HarnoBHEHUX Ta CaMOCTIik-
HuX 06°EKTIB, NpuU3HayYeHnx A/15 Kibepcrnopty. HaBeqeHO CTUC/ly XapaKTepUCTuKy ap-
XITEKTYPHOIro naaHyBaHHS Taknx 06’eKTiB.

34ificHEHO OUiHKY BranBY Ki6epcriopTy Ha apXiTeKTypy, npoaHasi3oBaHo Kibep-
CroOpTUBHI CriopyAn Pi3HUX POKiB CTBOPEHHS Ta BUSIBJIEHO 0COBINBOCTI iX r/1aHyBaHHS.
Ha npuknagax icHyro4unx KibepcrioptuBHux apeH 6y/s10 BU3HA4YEHO OCHOBHI (pyHKLiO-
Ha’slbHi 30HW Takux 06’exkTiB. [0JI0OBHOK CripSIMOBAHICTIO AOC/iAXKEHHS 6Y/10 BUOKPEM-
JIEHHS Takmnx 06’eEKTIB cepes 3BUYariHUX KOMIM'IOTEPHUX K1y6iB. BUOKpeMIEHI K/1H04OBI
acriekTv ix ¢popMyBaHHS IK KOMIJIEKCHOIroO CepeAoBunLya, B IKOMY 3HaxoAuTbCs Crlo-
pyAa 41 4acTUHOKO 4YOro BOHAa €. [0/I0BHOKO 03HaKOK KOMI/IEKCHOCTI CepefoBULLa €
HasiBHICTb 3a/40BOJIEHHS MIHIMasbHUX NoTpeb resimepa B caMoMy OG’EKTi um 06’eKTi
rnopyd (rotesiro, TOProBe/IbHOro LEHTPY TOoL0). AKTyasi30BaHO 3arasibHi rpuHUnnv
[POEKTYBaHHS Ki6epCropTUBHOIO apXiTEKTYPHOIro CEPEAOBULLA Ha NMPUKAAAI Ki/lbKOX
iCHytoumnx 06°exTiB. B X0A4i AOC/IAXEHHS BUSIB/IEHO 0CO6/IMBOCTI CTPYKTYpu Kibepcriop-
TUBHMX OBG’EKTIB Ta iX rPOEKTIB, BU3HAYEHO MOXX/MUBI LUISIXN 3340BOJIEHHS MOTPeD
npogeciiHnx reimepis i LWaHyBabHUKIB Ki6epcrnopTy, L0 Aas10 3MOry BUAIINTA HU3-
Ky KJI0YOBUX B/IACTUBOCTEN apXiTEKTYPHOIro cepeaoBuLLa A5 KibepcropTy.

Po6oTta Mae rnpakTnyHe 3HaqYeHHs y rJiaHi nepcrieKTuB PO3BUTKY apXiTeKTypu
KibepcriopTuBHUX 06’EKTIB Ta iX NMPOEKTYBaHHS Ki6EPCropTUBHUX SK Crieyiaai30BaHnx
KOMIIJIEKCIB 3rifJHO 3 Cy4YaCHUMM CyCrliJibHUMMN MoTpebamm 1a TEHAEHLISIMU.

Knwyosi cnoa: KibepcriopT; CropT; €/eKTPOHHUEI  CriopT; KOMIIIEKC;
KibepcriopTuBHa apeHa,; KibepcriopTuBHi 3MaraHHs; KibepcriopTCMeH, rpaBeLb; reimep;
AU3ariH; KibepcriopTuBHE cepeAoBuLLEe; apXiTEKTypa KibepcriopTy,; NpOEKTYyBaHHSI.
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BCTYN

BnpoaoBx ycboro CBOro icCHyBaHHS OACTBO
rnparHe YycCinskKo Ypi3HOMaHITHUTKM CBOE A03BiNNA.
BHacnifgok 4oro nepMaHeHTHO 3'BASIOTbLCA HOBI M
pO3BMBAlOTLCA YCTasieHi po3Barn, 30Kpema, crop-
TUBHOrO XapakTepy. Hainokasosiwumu npukna-
JaMn MOXHa HaseatTu ¢dyTbon, wWwo Bxe ctas be3-
3anepeyHo TpaauuiiHO-yCTaneHnM BUAOM CMopTy
[OJ19 3HAYHOI YaCTMHM HacesieHHs, Ta CKenTbopaiHr,
KNI We Tinbku 6yae gogaHuin Ao cnucky OniMnin-
ckux irop y 2021 poui.

Micus npoBefeHHS TakKuUX CrOPTUBHO-3Ma-
ranbHMX 3axoaiB 6ynn BM3HaA4YeHi Ta obnawToBaHi
3 NO3WNLIN SKHAMMNOBHILIOro 3a40BOJIEHHSA YCiX MO-
Tpeb 1oro yyacHukiB Ta rnagadis. lNpu LbOMy CTBO-
PIOBANNCS HaNeXHi YMOBU K A1 NPOBEAEHHS 3Ma-
raHb, Tak i ANS KOM@OPTHOro crnornsfgaHHs 3a ix
nepebiroM 4m rpoto 3 ypaxyBaHHSIM 0CcO6MBOCTEN
KOXXHOro BUAy CnopTry.

OAHIEID 3 OCHOBHWX 3amnopyK He TislbKu
YCMilWHOro, ase i BfacHe MpoOCTOro NpoBeAEeHHS
TaKMUX CMOPTMBHO-pPO3Ba)kallbHUX 3axoAiB € NeB-
Hi apXiTeKTYpHi MONOXEHHSI — HOPMU, NMPUHUUNK,
npasufia, BUMOrn AmM3aliHy — Ta iIX KOHKpeTHa pe-
anisauis y Burnsagi BiAMOBIAHOMO apXiTEKTYpPHOro
cepefioBuLLA.

KibepcnopTMBHa AncuuniiHa — siIK CBOEpiA-
HWI BMA CNOPTY — BiAKPWAa CBITY HOBY iHAYCTPItO
CNOPTUBHO-BUAOBULLHMX  po3Bar. [pyHTyOUUCb
Ha Cy4yacCHMX KOMM'IOTEPHMX TEXHONOrifAX, 3aco-
6ax Ta enekTpoHHMX Mepexax, KibepcrnopT oTpu-
MaB MNPaKTUYHO MOBCIOAHE nowunpeHHs. Kono 1oro
yyacHukie, yboniBanbHukiB, rnagadis, obcnyrosy-
IOUOro nepcoHany CTpiMKO 3pocTae. I nepeBa)kHO
Le Mosiodb, YMM 3YMOBJIOETLCA CyCrifibHa noTpe-
6a y CTBOpEHHi HanexHuUX yMOB MpOBEAEHHS Ta B
ynpaBniHHi (KOHTPONi) TaKMMK 3axo4aMun 3 Mopasib-
HO-BUXOBHMX MO3ULIN.

[Onsa npoBefieHHSA NOTOYHUX 3MaraHb HUHI BU-
KOPWUCTOBYIOTLCS iCHYIOUI ByaiBni, Taki SK CNopTUB-
Hi CTaZiOHM 4YM KOHLUEPTHI 3a5u, WO CTBOPKE A0-
[ATKOBI NpobneMn Ta CTaBUTb 3aBAaHHSA y aganTta-
uii cepepoBuLla nig KibepcnopTueHy nogaito. Ha uen
yac y CBITi iCHYIOTb Ta OYHKUIOHYOTb nLeE KisbKa
HOBOCTBOpPEHMX creuianizoBaHnx KibepcrnopTus-
HMX 06’ekTiB. OAHOYACHO MOMITHA iX KiNbKiCTb ne-
pebyBae Ha cTagii po3pobkm um Bxe OyAyeTbCs.
0O6’eMHO-NpOCTOpPOBa i MNaHyBanbHa CTPYKTypa ic-
HYUMX Ta ManbyTHIX KibepCcrnopTUBHMX CropyA4, iX
¢dopMa, HaNOBHEHHSA Ta YMOBW iCHYBaHHS i (yHK-
LioHYyBaHHSA NMOTpebytoTb peTenbHOro iX BUBYEHHS
Ta aHanizy — s\K HOBOro TUMOJIONYHOro pisHOBUAY
apXiTeKTypHOro rpoMaZCbKoro 3aknaay.

Y Ui cTaTTi 3@ XpoHonorieto X nosBn byae
pO3rNsaHYTO Kifbka 0O6’€KTIB, WO € MOKa3oBUMKU B

KibepCrnopTMBHIl apXiTekTypi, 3 aHasisom ix nna-
HyBasibHOi CTPYKTYpW Ta TMpPOrHOo3yBaHHSAM rnep-
CMEeKTUB PO3BUTKY apXxiTekTypu KibepCrnopTUBHUX
06’ekTiB.

AHANI3 NONEPEAHIX AOCNIIAXEHD

Tema apxiTekTypu KibepcnopTuBHux 06°ek-
TiB € iHHOBALIiNHOW, agXe apxiTEeKTYpHi MPOEKTU
KibepcnopTMBHOrO CNpsiMyBaHHSA AOHeAaBHa po3-
naganncs He ik aBTOHOMHI 06’ekTU, a sk 36inblue-
HUI aganToBaHWM BapiHT KOMN'IOTEpHUX KNy6iB.
MpodeciliHi gocnigxeHHA Ta HaykoBi ny6nikauii,
npucBsyeHi KibepcnopTy, ICHYKOTb nuLe y CyMix-
HUX obnacTsax i 3 sAKMX OnocepeakOoBaHO MOXHa
Ai3HaTUCA MpO PO3BUTOK BriaCcHe KibepcrnopTMBHOI
apXiTEKTYpPW SIK HOBOIo HanmpsMKy Ta MpoaHanily-
BaTu MOro.

Y poboti bysHoBa A.B., KosuniHa B. «Ku-
6epcriopT: WcTopusa CTaHOB/IEHMSI, COBPEMeHHOoe
COCTOSIHME W nepcrnekTuBbl pa3BuTus»[3] (Has3Ba
MOBOI OpuriHany) NigHIMaeTbCA Lina HM3Ka Pi3HUX
opraHizauiiHMX NMTaHb Ta akTyanidyeTbcst npobne-
Ma NepCreKkTUBHOIo po3BUTKY KibepcnopTy i Ha Ui
OCHOBi — BMABNEHHS 0COBNMBOCTEN Ta BU3HAYeEH-
HS nepcnekTuB KibepcnopTUBHOI apxiTekTypu. [o-
JIOBHO 3BEpPTAETLCA yBara Ha notpeby B yHidikauii
niaAxoAiB A0 opraHi3auinH1UX acnekTiB iCHyYBaHHS Ki-
6epcnopTy, YMM HaronoOWYETLCA yBara Ha Heobxia-
HOCTi KOMMJIEKCHOI 3/1aroaXXeHoi poboTn ycix 1oro
YYaCHUKIB.

Y craTtTi WnpobakiHa €.0. [9] 6yno BusHave-
HO (baKTOpW CTAHOBJIEHHSA KibepcrnopcrnopTy sK Npo-
deciiHOro BmMay CnopTy, WO MakoTb BPaxoByBaTUCS
nig Yac CTBOPEHHS apXiTeKTypHOro cepeaosuLla Ans
renmepis, rnsgadis i Ans BCiX y4acHUKIB Takoro Ain-
cTBa. Pa3oM 3 TUM y CTaTTi HE NMOpYLUEHO MUTaHHS
CTBOpPEHHS1 YMOB LWoA0 3abe3neyeHHs di3nyHoi ak-
TUBHOCTI Ki6epcnopTUBHUX rpaBLiB Ta iX NMOLiIHOBY-
BauiB, ki 0co6n1MBO NOTPebyOTh LbOro, 3BaXxkauu
Ha ManopyxaMBUN CNOCI6 IXHbOIO XUTTS.

META

MeTolo cTaTTi € BUABNEHHSA apXiTEKTYPHUX
CK/TafloBMX Cy4YaCHOro KibepcnopTMBHOIro KOMMeK-
Cy 3a pe3syfbTaTaMu aHanily icHytumx o6’ekTiB B
XPOHOJIOMYHOMY MOPSAAKY X MOSABM 3 MoAasblnM
BU3Ha4YeHHsM 0cobnmBoCTeln CTPYKTYpu Kibepcnop-
TUBHOro 06’eKTy Ta nMepenikoM 3agay, Ki po3B’a3y-
BaTUME apXiTeKTop.

PE3YJIbTATU TA OBrOBOPEHHA

Ha noyaTKy uUbOro CTONITTS 3aBASKW MOSA-
BWM HOBOi MOXJIMBOCTI 3MaraTtucst B KOMM'IOTEPHUX
irpax KifbKOM remmepam, iHTepHeT-k1ybu cranu

© Doroshenko Y.0., Titova K. V. (2021). Design of the architectural environment for Esports. Theory and practice of
design. Design. 2(23). C.95-104, doi: 10.18372/2415-8151.23.16273



Teopis Ta npakTMka AusanHy. Bun. 23.2021 AusaiH

[97]

MangaH4Ynkamum Ans Takux 3mMaraHb 3 MiCLUeBUM, pa-
MOHHWM YU CBITOBMM 3HAYEHHSAM. B HMX 36upanucs
yyaCHUKM 3axoady Ta rnsggadi. Konm B komn'totep-
HOMY kny6i He BuMcTadano Micust Ans BCiX OXOUMX
— WyKanu iHWWin MangaHymK, NpmaaTHUA 4nas nNpo-
BeJleHHS Takoro poay 3maraHb. I Take 6yno 3BU-
YalMHOI NPaKTMKOK. TOMY 3 3pOCTOM MOMNY/ISIPHOCTI
Kibep3maraHb, 36ifbLUEHHAM KiNIbKOCTI iX YYaCHUKIB
Ta BiABiAyBayiB, 3pocTanu BMMOrM A0 PO3MipiB ro-
TpibHOro cepepoBumwa i, BignosigHo, byaisens.

Y 2010 poui B Kuesi 6yB opraHizoBaHui
Benukuin komn'totepHuii kny6 KibepapeHa, akumn
NMPOTSArOM HacCTYMHWUX POKiB CTaB BM3HAYHWM MaW-
OAHYMKOM ANs NpOBeAEHHS FO/I0OBHUX 3MaraHb CBi-
TOBOro MacwrTaby. Llen kibepcnopTmBHMIA 06°ekT
cnpusB po3BuUTKYy Kibepcnopty B CH/ Ta 3pobus
KuiB UeHTpOM KibepcnopTUBHUX MOAi BNPOAOBX
MWHYIOr0 AEeCATUNITTS.

CTpyKkTypHO apeHa 6yaisni knyby (puc. 1)
CKJ1AJA€ETbCH 3 BXiAHOI 30HU — KOpPMAOPY, 3 AKOro
MOXHa 6yno moTpanuTu B rOAIOBHY 3any MJIOLLED
1500mM? Ta MarasuHy rpanbHoi 6peHAo0BaHOiI Mpo-
AYKUii, 8 KOMeHTaTopCcbKa kabiHa BnawToByBanacs
B 3ani.

Puc. 1. Cxema CTpyKTypu rosoBHoi 3a1u KibepapeHu,
M. KuiB

FonoBHa 3ana B 6yaHi dyHKUiOHyBana sk
KOMM'lOTEPHUIN KNy6, Ae 6inblly 4YaCTUHY MNpPOCTO-
py BiaBoamnocs nig iHAMBIiAyanbHi KOMM'IOTEPHI
Micus, a B Topui 3asM po3TaloBYyBaBCS BeEINKUMN
€eKpaH A9 TPaHCAIBAHHA KOHTEHTY 3MaraHb AN
HEeBENIMKOI KiNIbKOCTI rnsggaviB, SKUM Tex BigBoAMU-
nucs okpemi Mmicus (puc. 2). Mig yac nposeneHHs
odnanH-3axoniB apeHa nepeobnagHysanacs cne-
uiaNbHUM UYMHOM | AN9 y4YacCHWKIB, | Ana rnapadis,
Hagatoun 6inblue Micus rnagayvyam 3a paxyHOK 3MeH-
WEeHHA rpanbHMX KOMA'lOTEPHMX Micub (puc. 3).
Mpn UbOMY ANS 3BYKOI30M5UII rpaBuUiB Ha CUeEHi Ta
Ans 3anobiraHHs nNiackasok 3 3aJM BUKOPUCTOBY-
Ba/INCS NULLE 3BYKO3aXUCHI HaBYLUHUKMU, LLO iIHKONU
HeraTMBHO BMAMBAIO Ha Xi4 MaTyy.

Puc. 3. IHTep’ep KibepapeHu nig 4ac
GiHanbHMX 3mMaraHb

Y 2018 poui 6yB aHOHCOBaHWI Ta BiAKPUTUN
iHHOBALiMHMI KOHKYpeHTo3a4aTHMM 06’ekT Arlington
Esports Stadium B wTtaTi Texac, CLWA. BiH cTaB
nepwmM MOBHOLUIHHMM Kib6epCcnopTUBHUM 06'€KTOM
3 0co6/IMBMM MepenikoM NpuMilleHb, WO 3a40B0Sb-
HAOTb Cy4acHi noTpebu kibepcnopTcmeHis, rnaaa-
yiB Ta NpauiBHMKa Megis. Ha BigmiHy Bia Kibep Ape-
HU, WO CTBOPOBaNacsa K MangaHuynk 3 MOXIMBICTIO
rnpoBeAeHHs TypHipiB, ApniHrtoH CTtagiym CTBOpto-
BaBCs A5 Toro, abm 3abesneunTn HanexHy sKicTb
NpoBeAeHHS 3MaraHb, MOBHOLHHOIMO TPeHYyBaHHS
rerMepiB Ta 3pyYHOCTI aisnbHOCTI Megia.[18]

T

ApeHy noaineHo Ha cneuianizoBaHi 30HM 3
NPpUMILLEHHAMM BIAMNOBIAHO A0 rPynyBaHHA YCiX
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yYacCHUKIB Ta BiABiAyBa4yiB 3MaraHb: 30Ha KOMaHA
(6byTkemn) y cknagi nayHX-30HW KOMaHau, KiMHaTu
ONS TpeHyBaHb, Micus ANns npeacTaBHUKIB Megia,
3B'SI3KY 3 WaHyBasibHUKaMW; 30Ha MarasunHis 6peH-
[OBaHOI MpoAayKLuii; relMMepcbka ranepes; rnsaa-
LbKa 3asa 3MaraHb; 30Ha npojaklleHy, Micusa ang
OpUriHaNbHMX TPAHCAALIA Ta CTBOPEHHS KOHTEHTY;
TEeXHiYHa 30Ha.

KibepcrnopTuBHmMin 06°€eKT 3HaxoAMUTbCSA MO-
psa4 3 rotesneM Ta CrOPTUBHWUM CTALIOHOM, WO €
BaXK/IMBMM (PaKTOpPOM AN 3py4HOro nepebyBaHHSA
YYaCHUKIB 3MaraHb, SKi Npui3aaTb 3 iHWOro Micrta
yM KpaiHW. 3aBAsKM LUbOMYy KibepcrnopTuBHa apeHa
Arlington Esports Stadium mMae pncu KOMNIEKCHOro
06’eKTy, WO 34aTHMIN 3a40BOJIBHUTU Malixe BCi no-
Tpebu BiaBigyBauyiB.

TEAM AREA
RETAIL STORE
GAMER GALLERY

CouPETTION ARENA J I .Ti:_'ﬁfiﬂmg\
i X y e
T

PRODUCTION STUDIO

suront aten /

gy #

Puc. 5. ®yHKUiOHa/ibHE 30HYBaHHS apeHu
Arlington Esports Stadium [18]

TEAM ROOMS

TRAINING ROOMS~
MEDIA/PRESS ROOMS

Puc. 6. 30Ha KkomaHa (KOMaHAHI KiMHaT, TPeHyBasbHi
KIMHaT1 Ta rpec-yeHTp)

Y 2020 poui yKpaiHCbKMIN TYpHipHMIA onepa-
Top WePlay nepeobnagHas 7-n nasinbiioH BOHI y
Kuegi nia ApeHy Ans nposefeHHs KibepcnopTMBHMX
3MaraHb. BoHa BMiwye 160 rnsgadvie Ta Mae okpe-
Mi 30HM ONA rpasBLiB, KOMEHTaTopiB, aHaniTUKIB Ta
nepcoHany. ApXiTekTypa 3anu nepeabavyace MOXan-
BiCTb ii TpaHcdopmMauii BignosiaHo Ao ocobnmBocTen
ManbyTHbOI nogii Ta 3 6yab-akoi gucumnninn. [23]

PeanizoBaHa 06’eMHO-NpocTOpOBa Ta apxi-
TEKTYpHO-MJlaHyBasbHa opraHisauid ApeHu opi-
€HTOBaHa Ha LWOTMXHEBE OHOBJIEHHS KOHTEHTY Ta
Ha BUCBIT/IEHHS pi3HOro piBHA 3MaraHb (tier 1, tier
2), 30KpeMa, 1 HaniBnpodecinHnx. Mana KinbKicTb
rnsgaubknMx Micub MoB’A3aHa 3 TUM, WO cropyjaa
po3paxoBaHa MepeBaHO Ha OHJIAMH-TPaHCAALI
3MaraHb. [Ana NnpuMMaHHS X 6iNbLOT KiNbKOCTI rns-
[adiB Moxe 6yTu 3a4igHMIN IHWKMA MaldaHuyuK, Ha-
npuknag, cyciaHin 6 nasinbiioH. Micue npoBeaeH-
HSA 3ax04y BM3HA4Ya€EeTbCA OKPEMO, Y BiANOBIAHOCTI 3
piBHEM 3an/1l@aHOBAHOIro TYPHIPHOro 3MaraHHs.

Po3MmilleHHA caMoro XonAwuHry opradisauil
Weplay 3i cTygieto Ta npauiBHMKaMU 3HaxoAuTbCs
Ha nisomMy 6epesi [Hinpa. 3BiATK 34iACHIOTLCS OC-
HOBHi TpaHcnsUii Ta BiaAbyBaEeTbCcs NOTOYHA poboTa
opraHizauii.

Puc. 7. IHTep’ep WePlay Esports Arena Kyiv [23]

Mepwum B CBIiTIi KI6EPCNOPTUHMM KOMMEeK-
COM MOXe CTaTW aHOHCOBaHWI ManbyTHIin 06’ekT B
KuTai, y MicTi XaHWKOy, CNOpYAXXEHHSA SIKOro rnia-
HYETbCS A0 no4aTtky A3siicbkux Irop 2022 poky, ski
3annaHoBaHi Ha 10-25 BepecHs. Moro cTpykTypa
LOMoku Hesigoma. PasoM 3 TMM y cnopyai po3Tta-
woByBaTUMyTbcs 4087 rnagaubkux micub, a ii nao-
wa csarae 80 Tuc. kB.M. Lle 6yae nepwwnii B CBITi
Ki6epCcnopTMBHUI KOMMIEKC TaKoro piBHSA i Takoro
mMacwTaby.

Puc. 8. PeHaep ripoekTy B XaH4xoy.[15,17]

BMMOrn [0 Cy4acHoOro CropTMBHOIO 06'eKTy
BMCOKOrO YK CBITOBOMO piBHS — Lie Hacamnepes 3a-
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6e3neyeHHsa CMOPTCMEHIB, rNsAadiB Ta NpauiBHUKIB
YCiM HeobXifgHMM, CTBOPEHHS A/ HUX KOMGOPpT-
HMX YMOB 3Mararrs, cnornsgaHHs, pobotu. Kibep-
CNOpPTUBHMIN 06’eKT 3 apxiTeKTypHO-6yaiBenbHUX
Ta CNOXMBALUbKNX NO3MLIM MaE ByTM KOMMAEKCHO
CamMoA0CTaTHbOK CMOpPYyAOoHD, B SKiA 3a40BOJIbHS-
I0TbCS yCi noTpebu yyacHukiB aincrea.

3a perynsapHicTio BiABiAyBaHHA BiABiAyBaui
KibepcnopTnBHOro o6’ekTy MOAINATLCA Taki rpy-
nu: perynsapHoro BiABiAyBaHHSA, 0CO6MBOro BiABi-
AyBaHHA (Ha neBHy MOAi0, 3MaraHHA) Ta Kibep-
cnoptcMeHun. Ocobnusi BigBigyBadi — ue Ti, XTO
6yayTb BigBiAyBaTW KOMMAEKC Yy pasi NpoBeAeHHs
TaMm 0cobnueoi nogii (MacwTabHoro 3maraHHs, de-
cTuBanto Towo). PerynspHi Biasigysayi — ue Ti, ans
KOro KOMMieKc € ixHiM MicueM pobotu, abo x Ti,
XTO perynsapHo nNpuxoauTb 3a4/s A03Binfs, Hesa-
NexHo Big noain B apeHi. KibepcrnoptcMeHun, sk i
0Co6MBI FOCTi, MOXYTb MPUIKAXATK 3 iHLOT KpaiHM
3aans 3MaraHHs, abo x nepebyBaTtn B KOMMEKCI
Linni ce30H, MPOBOASAYM pEerynsipHi TpeHyBaHHS
(byTkemn). byTkemn nepenbavae okpeme Micue
ONS TPeHyBaHHSA BCi€i KOMaHAM 3 NMOBHWM KOMM'tO-
TepHMM 3abe3nevyeHHsM, a TakOX HasBHICTb AoAaT-
KOBMX CepBIiCiB ANA pekpeauii Ta niagTPUMKK 340-
poB’s rpaBLUIB.

Komnnekc, wo 3abe3neuye BCix 6€3 BUHAT-
Ky BiABioyBadiB yciM HeobXxigHWM, MNOBWMHEH ne-
penbavatv: MNPOXMBaHHSA, XapyyBaHHS, TpeHy-
BaHHSA (KOMM'IOTEpPHI), HasABHICTb rNsaaubKoi 3anm
(apeHa), koMn'toTepHOro knyby, NpoAaKLiH-30HU
(TpaHcnsauia Ta TexHiyHe 3abe3neyeHHs), a Takox
30HY Ana pekpeauii Ta Qi3UYHUX TPpEHYBaHb.

KinbkicTb rnsgaubkux Micub, Wwo 6yayTb
po3MilleHyBaTUCSA 3ani ApeHun, 3anexuTb Bi4 piB-
HS 3MaraHb, §Ki 6yayTb Tam npoBoauTucs. QiHa-
NN WOPpPIYHMX KibepcnopTUBHUX 3MaraHb 1 piBHS
Ha CMOPTMBHWUX CTaZioHaX 3a3Buyain 36upatoTb A0
100-200 Tunc. 4Yon., woce3oHHi — go 10 Tuc. yon.,
perioHanbHi Ta Micuesi 3MaraHHa — 40 1 TUC. 4oI.
Ane y 3B’A3Ky 3 NaHAeMi€to 6inblWiCTb 3MaraHb ne-
penwnn y dopMat OHNaWH-TPaHCNAUIA, WO Aae€
3MOry MNpOBOAWUTU TYPHIPHI 3MaraHHs HaMBULLOIO
piBHA 6e3 6e3nocepeaHbOl NPUCYTHOCTI rAs4adviB.

MixkHapoaHa apXiTekTypHa Au3aliHepcbka
KoMmnaHia Populous ony6nikyBana KoOHUenTyanbHi
306paxeHHsa cBoro nNpoekty Gaming House of the
Future — sk 6araTopiBHEBOro KOMMJeKCcy Asis npo-
decinHoro kibepcnopTy.

Takunii KOMNNeKC Ma€ BUrNag ABOX BEX i po3-
pobneHuni 3a NPUHLUMNOM rapMOHIMHOIo NoeAHaHHS
AOMaLIHbOro 3aTULWKY Ta 06CTaHOBKM TpeHyBasib-
HOro uUeHTpy. B Moro igeriHin ocHOBi — CTBOpeH-
HA Ta iCHYBaHHS MalZaHuuKa ANS BMPOLLYBaHHS,
BUXOBAHHS i NepMaHEeHTHOro po3BUTKY Kibepcnop-
TUBHUX TanaHTIB He TilbkKKW cepen nianitkie, a u
cepeg gopocnux. Yci Biagsiaysayi 3abesnevyrotbcs
HeOobXiAHUMM 3PYYHOCTSIMW, MNpPU3HAYEHUMU 4N
BOOCKOHAIEHHS! HABMYOK i 36epexXeHHs MCUXIYHOro
Ta i3nYHOro CctaHy rpaBsuiB Bigeoirop (remmepis).

Ha po3pisi (puc. 9) 3anpoekToBaHoOi cnopyau
BMAHO OCHOBHI 1i MpOCTOpU: TYPTOXWUTOK, TpeHa-
XXepHuii 3an, disioTtepaneBTUYHUN KabiHET, CKENT-
napk, 6acelrH Ta pekpeauiliHMi cag 3 pOCNIMHaMW.
3a xapyyBaHHS TakKOX BiANOBIAA€E 3aKknaa.

Puc. 9. PeHpep po3pi3y npoexkty Gaming House of the Future [20]
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BpanaH Mipak’aH, npoBigHWI apXiTeKTop
KomnaHii Populous, W0 3ariMaBCs MPOEKTYBAHHSAM
KibepcnopTuBHOiI apeHn Fusion Arena B ®inagens-
&ii, BM3HAUMB 3arasibHi NMPUHLUMMNU MPOEKTYBAHHS
KibepcrnopTMBHOIO apXiTeKTYpHOro cepefoBuLla Ha
npuknaai KinbKox peanbHUX O6’'eKTiB, HaA SKUMU
npautoBasno noro 6topo (Fusion Arena Ta Arlington
Stadium) [22]:

— Yac Ha ekpaHi: kibepcnopT — ue ekpaHu,
AKi MO CyTi € EAMHUM CNOCOBOM ANBUTUCS 3a IPoI0.
ToMy NpOEKTYBAHHSA apeHn Mae (oKycyBaTUCS Ha
NiHii ornagy MK CNMHKaMM CUAiHb Ta YNCIIEHHUMU
eKpaHaMn Ha cueHi. EkpaHn TakoxX MoxXyTb 6yTu
BNlalwTOBaHi B QOVE;

— KibepcnopTtuBHa apeHa Ha 3500 micub
LOCUTb Masna Yy MNOpPIiBHSAHHI 3 iHWKWMW CMIOPTUBHUMU
MalgaHuYnkamn (Ha apeHax HBA, wo 4yacTto Moxe
6yt obpaHoto opeHAaTopaMu ANs NPOBEeAEHHS Ki-
6epcnopTMBHOIro 3axoA4y, MOXHa 04HO4YaCHO po3Mi-
ctuT noHaa 16 000 B6oniBanbHMKIB). ApXiTeKTop
obpaB BapiaHT po3KIaAkn CUAiHb Yy TeaTpasibHOMY
CTWANi, Ha BiAMIHY BiA KpyroBoi apeHu, abu B npu-
MilLleHHi MOXKHa 6yno NpoBOAMTU W iHWI, He TiNnb-
Kn KibepCcnopTuBHI 3axo4M — KOHLUepTU, CeMiHapwu
UM KOHdepeHuii. 3a Takmx obCTaBMH 3aknaj CTae
MYNbTUMYHKLIOHANbHUM | MOXE BUKOPUCTOBYBaTU-
Csl B MiXKCE30HHMI nepioa.

— Pe)XuUM npuxoByBaHHA remepiB Bia
3HaKiB rnsaadis, CTBOPEHHS YMOB HeAOCTYMHOCTI
nigckasok. [ns npuknaay: apxiTeKktop opraHisysas
3MaraHHa 3 MoKepy, Ae WOro y4yacTHWKM rpakTb
Ha CLeHi, a BigeokaMepun noKasykTb PYKU KOXHO-
ro rpasus Ha BENIMKOMY eKpaHi. BHacnigok uboro
rnsagavam sierko BUKpUKYyBaTU HATSKM rpaBuUsiM, LLO
BpeLWTi-pewT npu3sene A0 3iNCyBaHHA BCIEl rpu.
o6 3anobirtm 6yab-akuMm cnonnepaM, Ha 6ara-
TbOX eTanax KibepcrnopTMBHMX 3MaraHb BUKOPUCTO-
BYIOTbCA [OCUTb BENUKiI MPO30pi 3BYKOi30/1IbOBaHi
kabiHkn, abwu rpaBsui He MOrAM MOYyTU MiAKa3Ku
B6oniBaNbHUKIB.

— HapsBuuaiiHO BUCOKi TexHosnorii. Hali-
Kpawa IT-iHdppacTpykTypa Mae BaXxJIMBe 3HAYEHHS
K AN 34aTHOCTI KOMaHA rpaTu, Tak i Ans 3a40Bo-
neHHs 6axxaHHS rnagadis cnoBHa BigyyTW rpy. 3o0-
Kpema, yboniBasibHUKN BUMAratoTb OTPMMaHHS NoB-
HicTio 6e34p0oTOBOr0 AOCBIAY — Big KyniBni KBUTKIB
[0 opraHizauii xapyyBaHHSA. [HLWI CNOPTMBHI apeHu
TaKOX NepexoAsiTb A0 MOBHICTIO LM(ppPOBOro npoaa-
XY KBUTKIB. TOMy y KibepcrnopTi HeobxigHnin wena-
KU i noTy>xxuHuin Wi-Fi. 3aTpyMKa nigkn4YeHHs 4o
IHTepHeTy MOXe MaTu BupillanbHe 3HaYEeHHS | BU-
3HayaTuUCsa BUrpalleM Ym nporpawem TypHipy.

— MopTtn USB. ApxiTekTop BpaltaH Mipak’'aH
OKPEMMM MYHKTOM BifIHIC MOXNMBICTb MiA’€AqHAHHS
[0 Mepexi po3TallyBaHHSAM MNOPTiB Yy KoMn'toTep-

HUX CUAIHHAX, @ TaKoX HAsiBHICTb eKpaHiB y No4X-
6okcax (kabiHku pgna rpu), abw waHyBanbHUKK
MOTI/IM TPAHC/OBATK iX Y NpsiMoOMy edipi.

— CTBOpEeHHSI HaNeXHUX YMOB [/4
rpasuiB, 30KpeMma, TpPeHyBaTUCA Y HaBYasIbHOMY
npumiweHHi nnoweto 10 000 kBagpaTHUX yTiB, Ae
€ BiTanbHi Ta po3asiranbHi.

— «CBo6opa 6nykatm>». Ockinbkn Kibep-
CNOPTUBHI 3MaraHHs MOXYTb TpMBaTW OO BOCbMU
roAvH, TO WAaHyBa/ibHUKAM HEAAETbCA MOXJIMBICTb
BMBYNTU MiCLie MpoBeAEeHHSA 3axoay. TOMY CTBOPEH-
HA CNiNbHUX NpUMilleHb 6yno npioputeTom Ans Mi-
pakigHa. Fusion Arena Ma€ ABi couianbHi 30HKU, Ae
MOXYTb 36upatucsa sBbonisanbHUKK, i ABa 6anKOHHI
6apu, 3 AKMX BOHM MOXYTb CTEXMUTU 3@ CLEHOIO.

ENTRY LOBBY

Puc. 10. @yHKUioHaibHe 30HyBaHHs Fusion Arena

HacTtaB yac nepenTtn Big aHanNiTU4HOro pos-
rnsay HasiBHOrO apXiTeKTypHoro gocsigy 3abesne-
YeHHs NpoBeAeHHs Kibep3MaraHb 4O BUCHOBKIB.

BUCHOBKM

HwuHi apxiTekTypa onsa kibepcrnopTy WBMAKO
pPO3BMBAETLCS, MPUYOMY, 3@ Pi3HUMWU HaNpsSMKaMMU.
OCHOBHMM NigepoM y MPOEKTYBaHHI crneuianizoBa-
HMX iIHHOBaLiHMX 06’eKTIB € A3is, Ae 3aBEpPLUYETLCSA
CMOPYAXEHHS MepLloro y CBiTi KibepcnopTMBHOro
KOMMAeKcy. 3aBAaHHS TaKoro Npo’KTy — 3a40BOJIb-
HUTK KiBepcnopTMBHE CYCMiNbCTBO Ha HaNGAMXKYO-
MYy MiXKHauiOHa/lbHOMY 3MaraHHi HaMBULLOIO PiBHSA.
IHWi apxiTekTypHi 06'ekTN, AKI HUHI 3’9BNAOTLCA Y
Pi3HMX KyTO4YKax CBiTy, MalTb CKPOMHILli po3Mipu
Ta 06’eMmn, NpoTe BiANOBIAAKOTb BUMOraM A0 npose-
OEHHS 3MaraHb BignoBigHoOro piBHS i notpebam ny-
6nikun. PiBeHb 3MaraHHsa (1 piBeHb- tier 1, 2 piBeHb
- tier 2 TOoWO) BM3HaA4YaETbCA KiNbKICTIO rnsaadvis,
aKi MaloTb HaMmip BigBiAaTW 3axia, NpecTuxXeMm Ko-
MaHz i rpaBLUiB, Wo b6yayTb 3MaraTucs, Ta couianb-
HMM CTaTyCOM 3anpoLUeHMX rocTein.

BuasneHo 06’€KTMBHI O3HaKW PO3BUTKY ap-
XiTeKTypu Ans kibepcnopTy, WO € nepeayMoBaMu
CNOpYAXeHHs KibepcnopTmBHMX 06°ekTiB. SAKLWO
nepwi kibepcnopTuBHi 06’ekTM 6ynu cTBOpPEHi 3
MEeTOI MaTu 3MOry NpuUnHATK y cebe WwaHyBaabHU-
KiB, TO Cy4acHi 06’€KTU NMPOEKTYIOTbLCS BXE 3 METOHO
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NpOBOANTM 3MaraHHs NOTPIGHOro piBHA Ta 3 AKHaN-
Kpawwum 3abesneyeHHAM nNpodeciiHMX rpaBuiB Ta
npauiBHUKIB yCiM HEOOXigHUM.

BuasneHi B xoai AocnigXXeHHss ocobanBOCTI
CTPYKTYpU KibepcnopTmBHMX 06’ekTiB Ta iX npo-
€EKTIB, MOX/MBI LWASXM 3a[40BOSIEHHS NoTpeb npo-
decinHnx reriMepiB i WaHyBanbHUKIB KibepcriopTy
[alTb 3MOry BUAINUTU Taki BNACTUBOCTI apxiTek-
TYpHOro cepefoBuwa Ans KibepcnopTy:

1. Mnapaubka 3ana Mae 6ytn cdopmoBaHa
HaBKONO ekpaHy. EkpaH € eniueHTpoM AincTBa, Ha
HbOMYy 6€3 30poBMX MepernoH Mae (OoKyCyBaTUCH
yBara rnapadie. KinbKicTe rnggadie He MoBUMHHa
BMAMBATWU Ha SAKICTb Nepernsagy irpoBoro ekpaHa.

2. Y 3B'A3Ky 3 AOCUTb BENIMKOK TPUBAsICTIO
3MaraHb, QyHKUIS rnsaaubkoi 3anu Moxe agenery-
BaTucsa oiie, 6apy, HassBHUM pekpeauiiHuM npu-
MillleHHsIM, abu rnsaadi, BUAWOBLWMK 3 rs4auUbKoil
3anu1, Maaun 3Mory cnigkyBaTu 3@ XO40M 3MaraHb.

3. 3axucT npodeciinHnX rpaBLiB Ha 3MaraHHi
Big AOMaraHb rnagadiB. 3axoam 6e3neku 3A4iMCHIo-
IOTbCA 3@ [AOMOMOroK i30/110BaHHA npodecinHnx
rpasuiB B 3ani (aKycTuyHi kabiHkn, okpeMi npumMi-
LWEHHS TOoLo).

4. Po3BMHYTa iHpacTpykTypa cnopyau. [o-
CTaTHS KiNbKiCTb PO3€TOK Ta po3’eMiB 6ins KOXHO-
ro micua nepebyBaHHs BiaBigyBaya, mepexi WiFi,
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MOYMHKY Ta XapuyyBaHHS rermMepis (3 MOXIMBICTIO
cnigkyBaTtu 3a nepebirom noaii) 3 MiATPMMKOK iX-
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6. 3pydyHa nnaHyBsasibHa CTpPyKTypa npuMi-
LeHb | BCbOro npocTtopy (4 KOMMeKcy crnopya):
WaHyBaNbHMKAM HaAAETbCA MOXMBICTb KOHTaKTYy
3 NpodecCinHMMKN rpaBusaMM Yy NEBHOY Micui i vaci;
npodecinHi rpaBui 3abe3neyeHi nerkMM AOCTYMOM
3i cBoro Mmicusa nepebyBaHHS OO apeHW 4u CLEHMU;
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HacamkiHeub 3a3HauuMo, WO KibepcnopT €
npuBabnmMBMM Cy4yacHMM OcCepenKoM ANns iHBeCTUu-
Ui Ta CNOHCOPIB Yy BCiX PO3BUMHYTUX KpaiHax CBITY,
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AopoweHko KO. A., TutoBa K. B. [ln3aiiH
apXUTEeKTYPHOI# cpeabl ANnsl knbepcnopra. Le-
JIbIO CTaTby SIBJISIETCS] BbIAEJIEHNE apPXUTEKTYPHbIX
COCTaB/IAOLUMNX COBPEMEHHOIO KMOEPCMOPTUBHOIO
KOMrJieKca Mo pe3ysbTartaM aHaav3a CyLecTBy-
owmx 06bEKTOB B XPOHOJ/IOMMYECKOM MOPSAKE MX
rosiB/IeEHUsI C IOC/IEAYIOLUNM ONpeAEIEHUEM 0CO-
6eHHOCTEN CTPYKTYpbl KN6EPCNOPTUBHOIO 06bEKTA
U rnepeyHeM 3a4ad, KoTopblie byAeT peliaTb apxu-
TEKTOp.

Metogonorusi: ¢ no3vumii CTPYKTYPHO-QYHK-
LMOHaJ/IbHOro noAxoAa rnpoBeAeH CUCTEMHbIN aHa-
JIN3 CyLUECTBYIOLUMX U CrIPOEKTUPOBAaHHbLIX Knbep-
CrIOPTUBHbIX Kiy60B M apeH B MUPE; M0 pe3yJib-
TataM CpaBHUTEIbHOIO aHaam3a ux CTPYKTypbl U
Hanmummy OnpeaeseHHbIX CTPYKTYPHbIX 3/1eMEHTOB
6b11 onpeaeneH psig Hanbosiee Harno/IHEHHbIX U ca-
MOCTOSITE/IbHbIX OOBEKTOB, MNPEAHa3HaYeHHbIX A/15
knbepcriopta. llpnBeaeHa KpaTkasi XapakKTepucTmka
apXUTEKTYPHOrO r/1aHUpPOBAaHMNS TaKuX 06 bEKTOB.

OcyLyecTBieHa oLeHKa B/INSIHUS Knbepcriop-
Ta Ha apxuTeKkTypy, MpoaHaan3npoBaHbl Kunbep-
CrIOPTUBHbIE COOPYIXKEHMSI Pa3HbIX JIeT CO3A[aHus
U BbIsIBJIEHbI OCOBEHHOCTM MX M1aHupoBaHus. Ha
npumMepax CyLecTByrLNX KN6epCriopTUBHbIX apeH
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30HbI Taknx 06bEeKTOB. [71aBHOV HarpaB/1EHHOCTbIO
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cpean 0b6bIYHBIX KOMIMbKOTEPHbLIX K/y60B. Bbige-
JIEHbI K/THOYEBbIE aCreKTbl X OPMUPOBAHUS KaK
KOMIJIEKCHOro0 CpeAbl, B KOTOPOM HaxoamTCs CO-
OpYXEHMEe WM 4acTbl 4Yero OHa eCTb. [/1aBHbIM
PU3HaKOM KOMI/IEKCHOCTU CpeAbl SIB/ISIETCS Ha-
JMyne yA0BIETBOPEHUS MUHUMA/IbHbIX MOTPEOHO-
cTeu revimepa B caMoM 06beKTe uin 06beKTa psigoM
(roCTmHunLbI, TOProBoro UeHTpa v T.4.). AKTyanu-
3MpOBaHO 0bLyMe NMPUHUNIILI MPOEKTUPOBAHNS KU-
6epCriopTUBHOM apXUTEKTYPHOUM CPpeabl Ha rpuMepe
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ABSTRACT

Doroshenko Yu.A., Titova K. V. Design
of the architectural environment for eSports.
The purpose of the article is to highlight the archi-
tectural components of a modern cybersport com-
plex based on the results of the analysis of existing
facilities in the chronological order of their appear-
ance with the subsequent determination of the fea-
tures of the structure of a cybersport facility and a
list of tasks will solved by the architect.

Methodology: from the standpoint of the
structural and functional approach, a systematic
analysis of existing and designed cybersport clubs
and arenas in the world was carried out; Based
on the results of a comparative analysis of their
structure and the presence of certain structural el-
ements, a number of the most complete and in-
dependent objects intended for e-sports were de-
termined. A brief description of the architectural
planning of such objects is given.

An assessment of the impact of e-sports on
architecture was carried out, e-sports equipment
of different years of creation has been analyzed
and the features of their planning have been iden-
tified, and the regularities of the conditions for
their creation have been characterized. Based on
the examples of existing e-sports arenas, the main
functional zones of such facilities were determined,
the expediency and possibilities of their addition
were clarified. Outstanding eSports venues are
briefly described. The focus of the study was to
single out such objects among ordinary computer
clubs. The key aspects of their formation as a com-
plex environment in which the structure is located
or which they are a part of were highlighted. The
main sign of the complexity of the environment is
the posibility of meeting the minimum needs of the
gamer in the object itself or an object nearby (ho-
tel, shopping center, etc.).

The general principles of designing an
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B xoae wnccnenoBaHusi BbisiB/IEHbI OCOGEH-
HOCTU CTPYKTYypbl KM6EPCIOPTUBHbLIX OOBEKTOB,
oripeaesieHbl BO3MOXHbIE [1yTU Y/OB/IETBOPEHMSI
noTpebHoCTer MpoGECCMOHaIbHbIX IEHMMEPOB U
MOKJ/IOHHNKOB KnbepcriopTa, 4To o3B0/IM/I0 Bbige-
JINTb PsiA KJIKOYEBLIX CBOUCTB apXUTEKTYPHOM cpe-
Abl 47151 KnbepcriopTta.

Pabota wuMeeT npakTU4YeCKOe 3Ha4yeHune B
rjaHe repcreKkTuB pasBUTUS apXUTEKTYPbl Ku-
6epcriopTBHbLIX O0OBEKTOB U UX MPOEKTUPOBAHME
Kak creynaan3mpoBaHHbIX KOMIM/IEKCOB COr/1acHo
COBpPEMEHHbIM 00LECTBEHHBIMU MOTPEGHOCTIMU U
TEeHAEHUMNSMU.

Knwyesble cnosa: kubepcriopT; criopTt;
3/1EKTPOHHbIV CITIOPT; KOMI/IEKC; KN6EPCNOPTUBHBIX
apeHa; KnbepcriopTUBHbIE COPEBHOBaHUS,; Kubep-
CrIOPTCMEH; WUIPOK; reumep; Au3ariH;, kunbepcriop-
TUBHbIX CPEAY; apxXnUTeKkTypa knbepcriopta,; rnpoeKk-
TUPOBAHMe.
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e-sports architectural environment have been up-
dated on the example of several existing facilities.

In the course of the study, the features of
the structure of e-sports facilities and their projects
were revealed, possible ways to meet the needs of
professional gamers and esports fans were identi-
fied, which made it possible to single out a number
of key properties of architectural environment for
esports.

The work is of practical importance in terms
of the prospects for the development of the archi-
tecture of e-sports facilities and their design as
specialized complexes in accordance with modern
social needs and trends.

Key words: e-sports; sport; electronic
sports; complex; e-sports arena; e-sports compe-
titions; e-sportsman; gravel, gamer; design; cy-
bersport environments; eSports architecture; de-
sign.

Titova Konstantsiia Vladislavivna,
student of the Department of Architecture,
National Aviation University, Kyiv, Ukraine,
e-mail: konstansiatitova@gmail.com

Cratrs nogaHa Ao peaakuii 15.09.2021p.
Cratrs npuiiHsaTa 4o Apyky 25.09.2021

© Doroshenko Y.0., Titova K. V. (2021). Design of the architectural environment for Esports. Theory and practice of
design. Design. 2(23). C.95-104, doi: 10.18372/2415-8151.23.16273



