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ABSTRACT

The purpose of this study was to explore the adoption of Virtual Reality (VR) in
sports industries where the digitalization had become a trend. This study organized and
discussed the definition of VR, current mainstream brands of different VR Head Mounted
Display (HMD), and different applications in different segments of sports industries via
a literature review. The study found there had been a wide range of adoption in sports

broadcasting, sponsorship and fan engagement, sporting retail, sports museum, sports
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training and analysis, and sports participation, all of which had created innovative value;
in terms of sport facilities, there had been a company invested in VR stadium. The cases
of VR adoption that the study collected clearly showed a great contribution in sports
industries from VR, and the author believed that there will be more and more innovative
application and associated innovative business models in the future of sports industries.

Therefore, the related topics deserve further discussions.

Key words: sports technology, sports broadcasting, fan engagement, sponsorship.
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