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Bringing virtual reality to sports fans in the
stands

New England Patriots running back James White uses a virtual reality headset at a training camp on the practice field at Gillette Stadium in
Foxborough, Massachusetts. Photo by Pat Greenhouse/The Boston Globe via Getty Images

Sports businesses are coming up with new technologies to make fans feel the experience of

athletes. One big way is through virtual reality, also known as VR.

In VR, users often wear a headset that holds a screen up to their eyes. The screen changes based on

how the user moves. The results can be dramatic. Users don't just feel as if they are seeing another

world through the headset. They feel as if they are actually inside another world.

Virtual reality is going to change how people train for sports and experience sports, said VR expert

Michael Ludden.  

For two days in early October, sports business leaders met in London, England, to discuss VR. The

meeting was called the Leaders Sport Business Summit. 

Much discussion was about augmented reality, too. In this technology, computer-generated

images blend with real-world places.
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The "Pokemon Go" phone app was a popular example of augmented reality. Users could see the

world around them with their phone's camera. However, on top of that world, they would see

Pokemon monsters on their phone's screen.

Together, VR and augmented reality are called "mixed reality," or MR.

Into Another World

American football players are already using VR "to better train their minds, read the field,"

Ludden said. This can allow quarterbacks to improve their skills without risking injury.

"You can train with a real baseball bat that's tracked in virtual reality against real pitchers," added

Ludden. It would re-create the pitches and style of a particular pitcher. After swinging, batters

could get detailed information on how good a swing they took.

Mixed reality brings people into another world with just video and audio. However, other

technologies could soon re-create the true physical feeling of pro sports. It would change the way

people watch athletes.

Canadian company D-BOX Technologies designs and manufactures seats that move and vibrate.

These are often found in cinemas and theme parks. The company is now moving into sports. It

showed off its Formula One (F1) racing simulator at the London event.

The seats mimic the force of speed and every vibration of driving in an F1 race car. 

In The Driver's Seat

The simulation seat uses data it already has from past races. However, it could also use

information sent by a car that is racing in real time. This would allow fans to feel as if they are in

their favorite driver's car. They could experience the full racing adventure like that driver does,

said Veronique Maheu. She helps lead D-BOX.

Then, that live experience could be shown live in special theaters around the world, she said. 

The seat technology can be used to help train athletes in other sit-down sports such as rowing.

Maheu said she had also gotten interest from people in the horse-racing world.

Sensors could also be placed on sports fields, balls and on players. All together, these remotely re-

create the feel of football, soccer or baseball games. They can even make real events more intense.

Say you wanted to feel the stress of hitting against a pitcher in the major league. "You can have a

heartbeat added to the sensation on the seat and then you can feel it, boom, boom," Maheu

explained.

When the batter swings and hits the ball, you can feel that smash, she said.

A Pro Football Game Experience

The seats currently cost $10,000 each. That cost is a bit too much for the average fan. However,

the prices of simple VR headsets, such as Oculus Rift, are falling. Other VR equipment may come

down in price soon too.

Ludden also said that future technology could create "augmented stadiums" for live spectators.
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Panasonic is an electronics company. It recently showed off its "Smart Venue" plans at an event in

Las Vegas, Nevada. The company imagined a pro football game experience. Photos, replays and

player statistics would be shown on top of the actual football field. 

Ludden sees this as being useful for people sitting high up in cheaper seats.

Mixed Reality could also change halftime entertainment. Fans may someday join in stadium-wide

games. They could use the field as a virtual video gaming area, he added. From their seats, they

could participate in VR games that are shown live on the field.
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Quiz

1 Which two choices are main ideas of the article?

1. Augmented and virtual reality together are called mixed reality.
2. Technology used in virtual reality is too expensive for most people.
3. Mixed reality can change the way fans and athletes experience sports.
4. Companies are working on ways to make virtual reality even better.

(A) 1 and 2

(B) 2 and 3

(C) 3 and 4

(D) 1 and 4

2 Read the paragraph from the section "A Pro Football Game Experience."

Mixed Reality could also change halftime entertainment. Fans may someday join in stadium-wide
games. They could use the field as a virtual video gaming area, he added. From their seats, they
could participate in VR games that are shown live on the field.

How does this paragraph support the main idea of the article?

(A) It explains reasons why using virtual reality is currently so expensive.

(B) It predicts that new technology could change sports more in the future.

(C) It shows that halftime entertainment is an important part of virtual reality.

(D) It indicates that fans are excited to begin using virtual reality at stadiums.

3 According to the section "In The Driver's Seat," how does D-BOX Technologies plan to help people feel as if they are really
experiencing sports?

(A) It would use special theaters with seats that move in response to sensors placed on live athletes.

(B) It would use data from past races inside of model race cars that people could sit in and pretend to drive.

(C) It would put new seats into movie theaters and theme parks so people can try virtual reality before
buying it.

(D) It would put video of replays and player statistics on top of the actual football field where the players are.

4 What is the relationship between virtual reality and augmented reality?

(A) Virtual reality is cheap and easy for everyone to use, while augmented reality is very expensive.

(B) Virtual reality uses images people take with their phones, while augmented reality uses sensors.

(C) Virtual reality re-creates the feeling of a real-life situation, while augmented reality adds other images to
it.

(D) Virtual reality will change how people train for and experience sports, while augmented reality will not.


