
 
Journal of Sport and Kinetic Movement No. 36,Vol. II/2020 

 

14 

INTEGRATION OF SPORT WITH OTHER INDUSTRIES LIKE 

ENTERTAINMENT 

 

Mаrius Cătălin POPESCU, Leonardo Daniel PĂSĂRIN, Septimiu Sorin POPESCU, Drаgoş 

Lаurențiu DIАCONESCU, George Bogdаn BURCEА 

 
University of Crаiovа, Fаculty of PhysicаlEducаtionаnd Sport, Crаiovа 

Corresponding author: cpopescuu@yаhoo.com 
 

Abstract: 

Sport is an increasingly widespread social phenomenon. Mankind is no longer so good at playing sports, but it excels at 

watching TV, and sports competitions are the favourite show. Why? Because sports have simple rules, easy to 

understand and add a special combination to entertainment. It's about drama, suspense, passion. 

Unlike the art show, in the sports show everything is anchored in reality. Everything happens for real, the plasticity of 

the images that the show offers sports, the fact that the executions differ attributes to the competition the value of 

effective means of educating the aesthetic sense. 

The sports show favourably influences the socio-affective field of the team and the members of a club. It also fulfils the 
economic function, there is a certain kind of sports show that has a role entertainment. In certain circumstances, sports 

as a spectacle influences the sphere of politics. 

The symbiosis of the media - sport is almost perfect, because without media coverage, sport is not as attractive as 

television, radio and the written press does not satisfy the audience if they do not bring content to their programs 

especially since society is increasingly dependent on information. 

Inthe paper "Integration of sport with other industries like entertainment" we try to present the main elements that led to 

this connection between sports and c, why sports came to be seen as a show and what are the main sports that offer a 

high degree of entertainment. 
Keywords:  technology, entertainment, sport, connection. 

 

Introduction  

In the last decades, sport has evolved at the level 

of society, from the way of leisure, to a major 
industry, having a direct contribution to the 

increase of social welfare (through the 

socialization effects they generate, by improving 

the biological condition of the members of the 
company) and the economic one[1]. 

Why has sport become so important in recent 

years and why is it given more importance with 
this technological development and digitization? 

Just as reading books develops and trains the 

mind, the intellect, the ability to think logically 

and make connections, so sport develops the 
physical part of an individual. So,be it? Not really. 

In reality, sport contributes to the global 

development of the self, both mentally or 
emotionally and socially. 

Practicing a performance sport means strength, 

endurance, mental endurance and character[2]. All 
these qualities of an athlete are acquired 

throughout life, along with the challenges they are 

exposed to, the choices they make and the path 

they want to follow. Gone are the days of 
stadiums filled with statistic-obsessed teenagers 

and fans dressed head-to-toe in sportswear. Event 

organizers in the region are rapidly revamping 
their entertainment offerings at events in a bid not 

only to grow audiences, but to enhance the overall 

experience. Sponsors are spending as much on 

their activation budgets as they are on acquiring 
the event rights in the first place[3]. The 

commercial dynamics of sport and entertainment 

are more intertwined than ever before.  

The continuous growth of the professional sports 
space is determined not only by the passion of the 

fans, but also by the key evolutions and 

innovations that help the sports entertainment 
market to attract the group of consumers of sports 

fans. 

We are in the midst of a period of unprecedented 

innovation in media technology and, as a direct 
result, the sports industry is facing major 

disruptions. New means of viewing are constantly 

appearing and watching sports is becoming an 
increasingly connected social experience[4]. 

 

Literature review 

The connection between sports and the 

entertainment industry 

One of the main elements that contributed to the 

connection between sports and entertainment was 
represented by the broadcasting technology that 

contributed to the improvement of the experience, 

but also of the number of fans.  
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The sports broadcast has evolved from telegrams 
that present only the most important parts of the 

match to television broadcasts, and now we see a 

shift to live web-based content. For those active in 
the sports entertainment market, it is very 

important to follow and be current with trends in 

the overall environment and the broadcast 
landscape and adapt these developments to 

improve the sports viewing experience that is still 

key to winning fans[5]. 

As new ways of viewing become widespread and 
sectors such as the emerging competitive gaming 

industry gain momentum, new trends and 

investment opportunities are emerging to help 
improve the experiences of fans in the sports 

entertainment market. 

Today's sporting events welcome people of all 
ages and backgrounds who are looking for more 

than just their action on the field. The crowds of 

the biggest sporting events place more value on 

the entertainment and pleasure they offer off the 
field, and companies are responding quickly to 

this. 

Event organizers in the region are rapidly 
renovating entertainment offerings at events, 

trying not only to increase the audience, but to 

improve their overall experience[6]. Sponsors 

spend as much on their activation budgets as they 
do on acquiring event rights. The commercial 

dynamics of sports and entertainment are more 

intertwined than ever. 
Why this connection between the two industries is 

more developed now than a decade or two ago. 

The explanation involves many elements, 
including new technologies that lead to an 

increase in the number of fans, the profit obtained 

by companies that sponsor sports events that have 

realized that they can earn much more if they turn 

the sport into a real show, people who come to be 
entertained at sporting events, not only the 

matches themselves being so important, but the 

show created. 
As an example, we can mention Shakira at the 

2010 World Cup, cheerleaders at IPL Cricket, 

Janet Jackson and Justin Timberlake at the Super 
Bowl. 

The global sports market reached a value of 

nearly $488.5 billion in 2018, having grown at a 

compound annual growth rate (CAGR) of 4.3% 
since 2014, and is expected to grow at a CAGR of 

5.9% to nearly $614.1 billion by 2022. According 

to the Business Research Company, the fast 
growth of the global sports industry from 2014 to 

2018 can be attributed to two main factors: the 

fast growth of emerging markets, and rapid 
urbanisation. 

In 2020, the global eSports market was valued at 

just over 950 million U.S. dollars. According to 

the source's estimates, global eSports market 
revenue will reach almost 1.6 billion U.S. dollars 

in 2023. The eSports industry is expected to grow 

rapidly in the coming years. The majority of these 
revenues come from sponsorships and advertising, 

and the rest from media rights, publisher fees, 

merchandise and tickets, digital, and streaming. In 

terms of revenues, Asia and North America 
represent the two largest eSports markets, with 

China alone accounting for almost one fifth of the 

market. 
As we can see in the figure below, mobile is one 

of the primary devices used to consume sports 

content, where 49% of users watch four hours or 
more of sports programming outside of the home. 

Over 40% expect their consumption to increase in 

the near future. 

 
Fig. 1 The most important devices used to consume sport content 
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Source: https://investingnews.com/innspired/sports-entertainment-market-fan-experience/ 
 

The continuous growth of the professional sports space is determined not only by the passion of the fans, but 

also by the key evolutions and innovations that help the sports entertainment market to attract the group of 

consumers of sports fans. 
The investment in technology will be spent on reducing latency (including 5G investment), creating unique 

ways for users to engage with the different sports they watch, deploying tools that enable operator flexibility 

in defining experiences and monetization capabilities. 
 

 

 

Fig. 2 Investments in technology in the future 

 

 

 
Source:https://investingnews.com/innspired/sports-entertainment-market-fan-experience/ 

 
An important element that led to the merger of the 

two industries is the growth of professional 
eSports and, for good reasons, because cumulative 

earnings on the eSports segment reached $ 655 

million in 2017, an incredible figure, given that 

the market was at the beginning a decade ago. 
Part of the success of eSports is due to the fact 

that it appeals to a new demographic category, 

which is largely separate from the traditional 
sports audience, but no less passionate or 

numerous. 

This situation did not go unnoticed by the big 
sponsors. More and more important names are 

associating their image with this new industry. 

Coca Cola and Red Bull are just two examples. 

Often, clubs have their own smaller sponsors who 
support their work. 

Investors in the gaming segment also understood 

the potential of this industry and began to enter 
this market. There is already an e-sports arena in 

Beijing, and Ourgame, which also owns the 

World Poker Tour, has announced plans to invest 

in a similar arena in Las Vegas. So far, most 
competitions take place in rented spaces, so this is 

a new step for the e-sports industry. 

According to analyses published on American 
websites, the e-sports industry has surpassed the 

music industry in terms of revenue. Annually, e-

sports competitions and events around the world 
generate an estimated $ 20 billion in net revenue 

in addition to the music industry. A figure that can 

no longer be ignored by investors. 
So, expect that in the future, with the evolution of 

technology, the way we watch sports will change. 

People are always looking for a much easier way 

to access information, and streaming gives them 
just that. The combination of streaming, eSports 

and the fact that viewers can be active in real time 

is a method that traditional broadcasting cannot 
offer[7]. 

Big names in the North American eSports scene, 

such as the NBA 2K League, the North American 
League of Legends Championship League and the 

Overwatch League, are constantly generating 

publicity through massive events and extensive 

marketing, helping to ensure continued growth in 
space. As the eSports market continues to grow 

and develop, it will increasingly compete with 

traditional professional sports in terms of size, 
revenue and media attention. 

The Internet is one of the main factors that have 

changed the way we watch sports shows. In 

addition to offering new ways to watch the game, 
fan communities were created that could 

communicate online, debate and even go before 

and after each game. 
"Sports intimacy" radically changes the rules of 

the game from several points of view. Social 

networks have created a direct link between 
athletes and their sponsors, on the one hand, and 

https://investingnews.com/innspired/sports-entertainment-market-fan-experience/
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on the other hand between athletes and their 
public.  

A relationship that increasingly frustrates clubs, 

competition organizers and the press. A reality 
that forces everyone to reinvent themselves: 

athletes to become real entertainers, but also to 

take on responsibilities, journalists to get out of 
the comfortable sphere of the small "scoop" of the 

press, club officials to manage a delicate situation 

in terms of privacy, competition organizers to 

drastically protect their rights and those of their 
own sponsors, coaches to be able to keep players 

focused in the context of multimedia assault. 

Posting videos made in the type of competitions 
or official events on social networks is prohibited 

without the consent of the CIO. 

Athletes can post on blogs or personal pages of 
social networks photos and texts only in 

accordance with the ethical values. 

The passion of the fans is a force that has led the 

sports industry since the advent of professional 
sports and will be the force that cannot be 

defeated too soon and that will always have 

something to say[8]. Like any industry, the need 
to innovate and keep up with media developments 

affecting the way people interact with sporting 

events has led the industry to demonstrate its 

ability to modernize, which has led to growth and 
opportunities in the sports market professional. 

 

Sport as a spectacle 

Sports events are part of social festivities with 

obvious aesthetic functions. 

The symbolism of the sport knows the flags, 
anthems, heraldry, the awards ceremony, the 

flame and the Olympic rings, the oath, the parade, 

the drawing of lots. The athlete wears himself and 

spreads around an emotion of an aesthetic nature. 
The sports show, as a form of mass 

communication, engages a large number ofpeople, 

but it also serves their integration and the 
exchange of values. Show sports exerts complex 

influences on the public, from social and 

psychological to thosebiological aesthetics[9]. 

The fact that in the sports show a number of 
elements are unknown frombeginning, and the 

result is impossible to predict, gives viewers the 

opportunity to change behavior, to "live" 
everything that happens, to become part of the 

event and, at the end, to identify with the winners 

exclaiming: "I won!" 
The spectator is not isolated from the rest of the 

participants in the event, does not withdraw itself 

to taste, to better understand the message of the 

show, but merges with the whole mass of fans. 

His individuality takes a back seat. React other 
than if he were alone.  

Spiritually fused with the crowd, it is integrated 

into the great wholeof the tribune that executes a 
unique game, but directed by the athletes on the 

field. The athlete is a specialist who appears to the 

spectator as a means of satisfying his pleasure as a 
spectator. 

The public appreciates not so much the man who 

evolves in front of him, but the performer, the 

bearer of the mastery sports. Champions become 
idols, but they can become anonymous when they 

are no longer satisfy the taste of the public. 

The sports show is a good opportunity to establish 
new relationships betweenparticipants and 

countries[10]. 

Unlike the art show, inthe sports show everything 
is anchored in reality.Everything happens for real, 

the plasticity of the images that the show 

offerssports, the fact that the executions differ 

attributes to the competition the value ofeffective 
means of educating the aesthetic sense. 

The sports show favorably influences the socio-

affective field ofthe team and the members of a 
club.It also fulfills the economic function, there is 

a certain kind of sports show that has a 

roleentertainment. In certain circumstances, sports 

as a spectacleinfluences the sphere of politics[11]. 
The show was not at the center of the first sports. 

The stadium was chosen a lot time at random, 

crowded, crossed by trees, without precise 
contour. An order is required, however since the 

1900s - tribunes delimitate, geometrized sites. The 

twentieth century will usher in the known shape 
of large, massive circles. A taste is also born, 

through which the celebration and the old moral 

sermons intertwine. It can be said that sport adapts 

to the era: space mobility, time availability. Sport, 
with the apparent valorization of health, with the 

effervescence and obvious illustration of progress, 

becomes one of the major performances of 
twentieth century. The number of spectators is 

increasing[12]. The sports show becomes a 

phenomenon festive, collective joy, a mixture of 

relaxation, effervescence and trade[13]. 
The sport has not only spectators, but also active, 

passionate companions, who bear different names: 

fans in Romania or fans in England. From the 
moment it was set up as a show, 

The sport began to look more and more like 

theater. Although with more rigorously observed 
acts (rounds), sport is characterized by 

improvisation and the unforeseen. Sport as a 

spectacle contributes to the spread of the group 

mood (feeling of pride, honor, etc.) and the 
formation of group solidarity. These feelings are 
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enhanced by the use of social media fans 
interactions. Fans are sharing their emotions using 

communications apps [14]. Fascinated by the 

victory, the audience of the sports show manifests 
itself differently than in the case other forms of 

entertainment.  

 
Findings and discussions: The most popular 

sports that have turned into a form of 

entertainment 

The more the sports show is watched, the more 
money will revolve around it. Because sport has 

become a mega business. 

Globally, valuable athletes are paid much better 
than doctors, engineers or even corporate 

presidents. 

Through sports, if you have a little talent and you 
are willing to work hard (do you know that saying 

with 1% inspiration and 99% perspiration?) You 

have the chance to become rich and famous. 

1. Football - the king sport not only in Romania, 
but all over the planet. It is the dominant sport in 

Europe, South America and Africa. The World 

Cup final draws around 600 million viewers while 
the Football Champions League final enjoys an 

audience of 300 million viewers. More than 200 

countries are entering the start of qualifying for 

the Football World Cup. 
2.Basketball - a widespread sport in the USA and 

China and also very popular in Europe and South 

America. The NBA Finals is broadcast in over 
200 countries. 

3.Tennis - probably the most uniform sport. It's in 

the top 7 preferences in any country. The men's 
final at Wimbledon is in the top 10 most watched 

events. 

4.Cricket - is very popular in the UK and in the 

former colonies of the British Empire - Australia 
and South Africa. The 4th place in this ranking is 

due to India (with a population of over 1 billion) 

where it is the most popular sport. The World Cup 
final is watched by about 400 million spectators, 

and an India-Pakistan match of over 1 billion. 

5.Baseball - very popular in two strong countries - 

USA and Japan, in Japan being the most popular 
sport. It is also popular in Canada, Mexico and 

Korea. The large number of spectators / viewers is 

also due to the fact that baseball matches are very 
frequent. 

6.American football - the most beloved sport in 

the USA. Also, very popular in neighbouring 
countries - Canada and Mexico. The Superbowl 

has become the most watched annual event 

(considering that the Olympics and world football 

championships take place only once every 4 
years). 30 seconds of advertising in the Superbowl 

break costs over $ 4 million. That's why 
companies that buy advertising space have strived 

over time to make memorable advertisements, and 

this has further increased the number of people 
watching this event. 

7.Formula 1 - It is very popular in Europe and 

Latin America, but is expanding rapidly in Asia - 
Japan, Malaysia, Singapore, China, Persian Gulf.  

The races are broadcast in over 200 countries with 

almost 500 million viewers at each race. The big 

players in the automotive industry are involved in 
Formula 1 and invest around $ 3 billion. 

8.Golf - very popular in the USA, Japan, Korea 

and the UK, but also in the rest of Europe and 
Australia. 

9.Athletics - is the most watched sport at the 

world's largest sporting event - the Summer 
Olympics. The final of the 100m race had an 

audience of over 1 billion people. 

10.Ice Hockey - The most watched sport in 

Canada, 2nd in importance in Russia and 4th in 
the USA. It is also popular in Europe (the Nordic 

countries and the Czech Republic). The world 

championships are broadcast in over 100 
countries and have an audience of over 700 

million people, despite the fact that many hockey 

stars (all involved in the NHL - US competition) 

do not participate in the world championship. 
11.Boxing - extremely popular in North and 

Central America, but also in Europe and Japan. 

Boxing galas are frequently organized, the ones in 
Las Vegas being famous, but the fact that there is 

nothing regular makes boxing not in the top 10. 

12.Volleyball - widespread in Brazil, but also in 
Asia and Europe. Volleyball is the sport with the 

most national federations - over 200 in number. 

13.Badmington - is not very common in the 

world, but it is very popular in the countries with 
the largest populations in the world - India and 

China. 

14.Snooker - arouses interest in the UK, the 
country that invented it, but especially in China 

where this sport is number 4. 

15.Cycling - very popular especially due to the 3 

major tours - the Tour de France, the Tour of 
Spain and the Tour of Italy which are among the 

main world events. 

16.Swimming - is the second most watched sport 
at the Summer Olympics after athletics. It is not in 

the top 10 in any country, but in absolutely all 

countries it is in the top 20. 
17.Mixed Martial Arts - among the most popular 

sports in Brazil and Japan. It is the sport with the 

most spectacular growth, due especially to the 

UFC - Ultimate Fighting Challenge - a very 
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popular competition in the USA, but also in 
Europe (especially the UK). 

18.Nascar - the most popular motorized 

competition in the USA and growing. However, 
globally, interest in Nascar is very low. 

19.Rugby - a major sport especially in the 

southern hemisphere - Australia, New Zealand 
and South Africa. Also popular in France and the 

UK. In the rest of the countries, it is not such a 

popular sport, however, the world cup gathers 

record audiences of over 4 billion viewers. 
20.Field Hockey - In many charts it ranks 5th in 

the world, although few have heard of field 

hockey. This is due to India where it is the 
national sport and it is very widespread. 

21.Horse racing - are known mainly for their bets. 

They are very popular especially in the USA, UK, 
Japan, Australia and the countries in the Persian 

Gulf area. 

22.Table tennis - very popular in Asia and 

especially in China. Although it is a very popular 
sport at the amateur level, professional 

competitions do not attract such a large number of 

viewers. 
23.MotoGP - popular sport in Europe, especially 

in Spain and Italy. It is also followed in Brazil and 

Australia. Although attempts are being made to 

popularize this sport in the USA and Asia by 
organizing races in those areas, the audience is 

very limited. Curiously, most motorcycle sales are 

in Asia and the USA. 
24.Wrestling - is a traditional sport in many 

countries of ancient Europe, but also Turkey, 

Russia, Mongolia or Japan.  
Widely practiced in college in the USA, but not 

widely watched on television. The popularity of 

the sport has grown a lot in India after athletes 

from this country won medals at the Olympics. 
 

Conclusions 

Under the influence of the media and television, 
in particular, performance sports have evolved to 

its spectacular, commercial side, and the athlete is 

a professional, subject to the contract, which can 

be traded when the interests of the club require it. 
Although through the great possibilities of 

winning, the society supports through the 

performance sport the orientation towards 
progress and success, the professional sport of 

becoming more and more distant from the original 

formative objectives, from the Olympic ideals and 
from the code of honour of the sport in its 

traditional meaning. 

The culture of modern sport is sensational 

oriented and brings to the fore, often before the 
performance and the implicit positive model, the 

explicit violence and intolerance on and around 
the sports fields. With however, the true talent, the 

finesse of the performances of some athletes will 

be unanimously recognized and appreciated 
compared to the use of violence, harshness and 

intimidation. 

All these tendencies make the spirit of fair play 
fall into disuse in most sports. From this point of 

view, we can consider that the stage preparatory 

to performance and the amateur sports segment 

remains the framework in that the established 
educational values. 
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