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WHAT IS VIRTUAL SPORT?

Think about a bobsleigh simulator (Huffman & Hubbard, 1996), which attempts
to reproduce for bobsleighers the look and feel of a bobsleigh run, including
the ability to steer, and which gives indications of performance, while in fact
no forward motion takes place. This could be seen as an archetypal virtual
sport, especially if and when a competition was held using this simulator to
see who had the best simulated run.

Consider a rally driver sat in her car, which she is about to drive around
the course. Unlike the other rally cars, though, this driver does not have a
human navigator, but rather has a computer with voice synthesis which uses
the most accurate global positioning satellite technologies to call the hazards
ahead in the same way as a navigator would. This is a use of information and
communications technologies (ICTs) in sport which, in theory, could enhance
performance, but which leaves the driver controlling a physical car in exactly
the same way as one without this ICT. This appears to be ICT assisted sport,
but not virtual sport. The rally driver is not taking part in virtual sport because
the driver’s relationship with ICT is entirely as recipient of output from ICT.
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