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Some updates included. 

In this arƟcle, I address the growing interacƟon between esports and autosports and the possible, 

consequent changes regarding the power relaƟonship of these sports. Due to pressure to change 

that the automoƟve industry and -sports have faced, I argue that in the future compeƟƟve gaming 

with its popularity as a media-friendly sport could become as popular as the F1 series, for example. 

These are related to the byproducts of esports, such as the synergy between states, constructors, 

and teams. These would have larger cultural, economic, and technical consequences and even 
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affect fan and gaming culture. My theoreƟcal framework is Jean Baudrillard’s concepts of 

simulaƟon, simulacra, and hyperreality that relate to miming, experiencing, and replacing reality. 

With the investments of compeƟƟve gaming, carmakers, game and equipment manufacturers, 

fans, as well as sports and insƟtuƟons, there is a possibility that virtual gaming becomes one of the 

”real” motorsports due to its low costs, entertainment value, and sustainability. However, F1 

Esports have problems when compared to real life auto sports. These problems include limitaƟons 

of the source code, and the potenƟal to simulate unpredictable compeƟƟon incidents. It lacks an 

affecƟve feel connected with the risk of actual physical injury – or even death. Nevertheless, the 

growing interest of official autosports among esports offers possibiliƟes to different parƟes. Yet the 

success of a simulated racing series requires sufficient popularity and adequate, high-quality 

gaming simulaƟons. 

IntroducƟon 

In this arƟcle, I reflect on the views of the French philosopher Jean Baudrillard by uƟlising the 

relaƟonship between simulaƟon, the F1 series and the F1 Esports racing game series founded in 

2017. I argue that in the future, of all the simulated racing series, it will be possible for F1’s own 

esports series to rise closer to the popularity of the real-life F1 series, or at least complement the 

publicity value of its paragon. This is due to the license of the InternaƟonal Automobile FederaƟon 

FIA, its low threshold parƟcipaƟon, ecology, broadcastability, and high compeƟƟon level. 

SimulaƟon gaming has clear advantages over the F1 series. For example, it is more environmentally 

friendly, safer, and requires significantly fewer resources to start a career. At least for the Ɵme 

being, it is not plagued by conflicts related to organizing races in countries where there are poliƟcal 

tensions. 

On the other hand, there are some counterarguments to the success of the F1 Esports series. The 

principle of imitaƟon associated with simulaƟon, the limitaƟons of the game code, the controversy 

over the sporƟng status of esports – especially due to the physical criteria required for it – possible 

corrupƟon and environmental problems as seen in real-life sports, and the lack of risk-taking and 

life-threatening condiƟons surrounding F1 from the point of view of entertainment and gaming 

experience. The aim of my research is to analyze and describe the broader changes in the 

relaƟonship between esports and motorsport culture. How will the trends develop in the future? 

The core quesƟon is whether the growing popularity of esports can create serious pressure on 
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tradiƟonal sports in order to challenge its status and media visibility. At the same Ɵme, I assess if 

this scenario can as a maƩer of fact improve the media visibility and popularity of F1, in the hope 

of gaining new audiences.  

In addiƟon to the academic literature on game and simulaƟon research and (auto) sports, I seek 

answers to these quesƟons using various sports news outlets as sources. Due to the theoreƟcal 

framework, research sources, and relaƟve research data of my arƟcle, my approach is closer to a 

qualitaƟve analysis that emphasizes a holisƟc understanding of the topic. My research design is 

close to descripƟve research. Comparing the conclusions of research arƟcles related to the topic, 

and observaƟons extracted from the news plays an important role in this approach. 

The adaptaƟon of previous game and simulaƟon research is indicaƟve without extensive empirical 

and quanƟtaƟve research data specifically gathered for this purpose. This is due to the limited 

study of the relaƟonship between previous esports and motorsports. Despite their overlaps, there 

are also differences between gaming and sports cultures in terms of their starƟng points, their 

history, and the definiƟon of professional status. In addiƟon, the simulaƟon theory and its research 

are conceptually flexible and open to many interpretaƟons. This is because of the faculty-specific 

differences in the understanding of the funcƟon and specific reference of simulaƟon, for example, 

in the fields of mathemaƟcs or social sciences. Therefore, I chose to use Baudrillard’s (1994; 2002) 

and Kuivakari’s (2018) interpretaƟons to illustrate the versaƟlity of simulaƟon in understanding the 

shiŌs of the relaƟonship between esports and motorsports. 

My purpose is to increase the comprehension of the bigger picture regarding the changes and 

opportuniƟes that simulated esports have brought and could bring to tradiƟonal media sports. I 

hope that my work will spark new research on the relaƟonship between simulated esports and 

tradiƟonal sports, especially motorsports, that enjoy media coverage. Further research could 

concern, for example, the analysis of fan relaƟons, financial interests, synergy related to sports, 

and changes in broadcasƟng. 

In the first secƟon of the arƟcle, I elaborate the breakthrough of simulaƟon racing into the world of 

sports with the contribuƟon of the car and game industries, as well as the fine line between racing 

and simulaƟon game drivers. In the second secƟon, I provide background on the establishment of 

esports and the related discussion by uƟlizing various research arƟcles. In the third secƟon, I briefly 

discuss the connecƟon between esports, the environmental problems, and the poliƟcal grievances 
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of real-life sporƟng events. In the fourth secƟon, I examine the features of esports as a simulated 

playing field in more depth. In the fiŌh secƟon, I analyze and reflect Baudrillard’s views on 

simulaƟon, simulacra, and hyperreality using F1 and esports as case studies. These complement 

each other as concepts related to the imitaƟon of reality. In the sixth secƟon, I analyze simulaƟon, 

the F1 series, and the conflict of emphasized safety, excitement and danger within the sport. From 

the perspecƟve of the media spectacle, these are the quesƟons that the Formula One Esports 

series will have to resolve. Finally, I consider the sufficiency of the entertainment value of F1 

Esports and its opportuniƟes both as a sport in its own right and in relaƟon to its paragons. 

The arrival of simulaƟon races in the world of automoƟve industry and 

auto sports  

In 2008, car manufacturer Nissan partnered with the game studio Polyphone Digital and 

electronics manufacturer Sony’s PlayStaƟon console brand to form GT Academy, a series of racing 

games around Gran Turismo (Sony Computer Entertainment/Polyphony Digital, 1997-) (see Gran-

Turismo.com). The purpose of the academy, known by various names, was to give anyone 

playing driving simulaƟons the opportunity to parƟcipate in real-life motorsport compeƟƟons. A 

Ɵered compeƟƟon between players culminated in the best player becoming a professional driver 

and parƟcipaƟng in an official racing series licensed by the InternaƟonal Automobile FederaƟon 

(FIA) with a Nissan fleet. Currently manufacturers organize Gran Turismo Sport (Polyphony Digital, 

2017) tournaments, and it culminates in a World Championship tournament. The academy has 

been a unique form of organizing not only racing tournaments but also refining players into racing 

drivers due to the scope of cooperaƟon, professionalism, and techno-economic connecƟons. There 

are regularly streamed broadcasts of various tournaments. 

In the spirit of GT Academy’s concept, the driving abiliƟes of simulaƟon players have been 

speculated and tested over the years in other ways (IMDB.com). For example, in 2013, the editorial 

staff of the Top Gear magazine tested how well the erstwhile world champion of the iRacing 

(iRacing Studios, 2008) simulaƟon game, Greger HuƩu from Finland, would perform with real 

racing equipment (see Top Gear 15.11.2013). HuƩu was quite compeƟƟve for a first-Ɵmer. 

However, he had to stop driving because of his insufficient physical condiƟon and nausea that the 

exerƟon caused. Other compeƟƟons similar to GT Academy have also been held in the 2010s from 

various motorsport series. For example in 2017, the F1 team McLaren organised such compeƟƟons 
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(see Mclaren.com 21.11.2017). The Finnish E-sports Championship series under the Finnish 

Autosport FederaƟon, AKK-Motorsport, is currently run in Finland (see Vauhdin Maailma 4/2017).  

In 2017, virtual motorsport rose to a new level when the Formula 1 series entered the esports 

scene with the launch of the Formula One Esports series. By 2019, it had been running for two 

seasons (see f1esports.com). Liberty Media, the new owner of the F1’s broadcasƟng rights, wanted 

to bring the relaƟonship between F1 and fans closer through the esports series. Consequently, this 

would increase F1’s media visibility and popularity (see Sky Sports 8.9.2016). In the 2019 F1 

Esports series, all ten teams in the F1 series parƟcipated as their official esports teams. In the 2018 

season, three Finnish drivers – Joni Törmälä, Olli Pahkala and Tino Naukkarinen – were selected to 

compete as drivers in different teams. Naukkarinen was the first ”draŌ” for the series out of them. 

(see mtvuuƟset.fi 9.7.2018). Like GT Academy, the races are streamed, but they are less frequent 

and the drivers don’t get official real-life racing driver status. Entering the series is a low-threshold 

process: it is open for everyone with the latest official Codemasters F1 game. The best players will 

make their way through the qualifiers to the top 40 driver recruits. The top 20 are selected to 

represent the teams themselves. The number of driver recruitments has since been increased to 

30, and two of the three drivers from each team take turns in the races. 

F1 is generally understood to be the fastest, most advanced, challenging and expensive 

technological motorsport series in the world. This fact speaks for the uniqueness and high-level of 

the series. It has been run since the 1950s, and hundreds of millions of people around the world 

follow it. The teams’ budgets are in the tens and hundreds of millions – not to menƟon the billions 

in turnover. The launch of F1’s own virtual game series is not the only nor the first of its kind in the 

world of motorsport, and professional drivers have also parƟcipated in simulaƟon races (see The 

Drive 6.4.2019; Motorsportmagazine.com 22.7.2019). The future power posiƟon of the series and 

its categorizaƟon as a sport have been speculated. (see Vauhdin Maailma 1/2014; Vauhdin 

Maailma 4/2017; mtvuuƟset.fi 20.10.2018; GTPlanet.net 11.10.2018; Motorsport.com 20.12.2018; 

Crash.net 27.8.2019.) 

PosiƟoning esports in the world of sports 

The popularity of esports is a consequence of such factors as the development of gaming 

technology and internet connecƟons, the ever-growing popularity of gaming, changes in people’s 

media relaƟonship and consumpƟon of it, and the renewal of the relaƟonship between sports and 
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entertainment itself (see, e.g. Jonasson & Thiborg 2010, 287,289). Watching tradiƟonal sports has 

also undergone changes due to technological development. In addiƟon to televised broadcasts, 

viewers can follow events and compeƟƟons with their smart devices and by purchasing various 

channel packages to watch the broadcasts. In addiƟon to entertainment value and player rankings, 

esports involve economic and cultural capital across naƟonal borders. The adopƟon of esports 

racing series as part of business cooperaƟon and racing series has been fully realized with these 

developments as recently as in the 2010s. 

The history of esports dates back at least approximately twenty years. MulƟplayer gaming began to 

become more common with the aid of the Internet aŌer the early 1990s, especially as the 

popularity of first-person shooter (FPS) games increased (Jonasson & Thiborg 2010, 288, see also 

Jonasson 2016, 30). Over the years, esports has become more professional and popular, due to 

sports organizaƟons and cash prizes awarded in professional tournaments, for example. (see 

Jonasson & Thiborg 2010, 288–289.) The relaƟonship between gaming tournaments and 

compeƟƟve gaming is intertwined, but what disƟnguishes the prevailing esports culture from the 

previous gaming tournament culture is its professionalism, regularity, and systemaƟzaƟon. Not 

only the teams, and manufacturers of technology and games aƩend esports events, but also 

sponsors (Business Insider 12.1.2018). Mariona Rosell Llorens (2017) has highlighted the MOBA 

(MulƟplayer online baƩle arena) game League of Legends (Riot Games, 2009) as the most relevant 

single game that contributed to the breakthrough and establishment of the esports culture 

(Llorens 2017, 465). The game’s broadcast eligibility/ability to televise, and the players’ acƟvity on 

social media such as Youtube.com and Twitc.tv influenced the popularity partly (Llorens 2017, 

466). Examples of older, occasional, and more unprofessional compeƟƟons include pinball and 

arcade tournaments, as well as gaming tournaments around a specific form of popular sport such 

as motorsport or ice hockey (see Saarikoski et al. 2017). 

The growing popularity of esports has sparked discussion about granƟng it a sports status, and why 

esports as a compeƟƟve acƟvity should be classified as such in the first place. Of the various 

games, League of Legends and Counter-Strike: Global Offensive (also known as CS:GO, Valve 

CorporaƟon & Hidden Path Entertainment, 2012) have been categorized as ”esports” (separate and 

independent forms/series) because this kind of (e)sports games are compeƟƟve and players 

compete against each other via the game (Llorens 2017, 467). The status of esports as a sport can 

be compared on the basis of the gamified goal and the criteria for gamified means, which are met, 
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as esports games require special skills and physical acƟvity. However, these required condiƟons are 

debatable due to the instrumental nature and limited establishment of compeƟƟve gaming (Suits 

1988a, in Llorens 2017, 468; Hemphill 2005, in Llorens 2017, 468). 

Llorens (2017) has studied the breakthrough of esports as a phenomenon and the boundaries 

between gaming and sports. According to her, the prevailing esports meet several criteria 

describing sports. It is widely followed and established as a sport, and that is why virtual sports 

have moved closer and closer to mainstream sports consequently (see Llorens 2017, 469). The 

granƟng of sports status is sƟll complicated by the definiƟon of players as athletes, the 

internaƟonal insƟtuƟonalizaƟon of the sport, the lack of gaming infrastructure, and the uneven 

gender distribuƟon among players (Llorens 2017, 472–474). Esports could also be divided into such 

categories as play, compeƟƟon, or physical sports. However, in the case of the (tradiƟonal) sports 

category, the physicality of esports has caused some ifs and buts (see Jonasson & Thiborg 2010, 

289–290). 

Esports in motorsport have been insƟtuƟonalized as a part of the sports relaƟvely recently. Hence, 

the establishment and adopƟon of F1 virtual races as part of the F1 world may take its Ɵme among 

the series’ more tradiƟonal fan base. However, this could also be a decisive factor in the 

breakthrough of simulated parallel series as the side races also aƩract players and spectators to 

the F1 series itself. In the case of GT Academy, the series’ commitment to the PlayStaƟon game 

brand and the Gran Turismo franchise raises quesƟons about the limitaƟons of the franchise’s 

ownership. For example, Veli-Maƫ KarhulahƟ (2017) has pointed out that despite certain 

similariƟes with organized real-life sports, commercial factors surrounding the sport dominate 

esports. The influence of gaming companies over the games in which they compete is also a factor: 

the conƟnuity of gaming and the existence of licensed games in general are dictated by their 

success as products and their constant updaƟng (see KarhulahƟ 2017, 45–49). Techno-commercial 

development and cooperaƟon are topical for both series. In addiƟon to sponsorship and 

broadcasƟng agreements, for example, the changing of Nissan to another car manufacturer, the 

withdrawal of an F1 team from an esports series, or the change of a licensed game company are 

some of the variables that affect the state of the series. 
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Figure 1. One of two sim rigs at F1 Lego pop-up (store) in Verkkokauppa.com, Helsinki, Finland, 

during the summer of 2025. Separate sim racing compeƟƟons for parƟcipants under and over 15 

years old were organized during eight consecuƟve F1 Grand Prix weekends from May to August 

2025 with product prices. Picture: Ville Malinen.  

In the case of both GT Academy and Formula One Esports, the physicality required in real 

motorsport limits the categorizaƟon of series/tournaments as sports. However, the recent addiƟon 

of Live Ghost gameplay to Formula E, where players can play in real Ɵme against the real 

performances of the drivers in the series and replay past race events, has brought the gaming 

experience even closer to real driving (see FIAFormulae 26.4.2019). Similarly, car manufacturers’ 

interest in a parƟcular game or the appearance of alternaƟve compeƟtors would complicate the 

official status of esports series. In addiƟon, independent compeƟƟve series and game versions 

players themselves have produced make maƩers more complex (see e.g. 

Historicsimracing.forumoƟon.com). 

Despite the grey areas of categorizaƟon, the popularity and publicity value of esports are 

undeniable. In the 2010s, the popularity of esports reached such a level that League of Legends 

had more than 100 million monthly players (DOT ESPORTS 13.9.2016). Tens of millions of people 
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watch gaming tournaments online. At best, tens of thousands of people follow compeƟƟve gaming 

on-site as professional teams play for valuable prizes (Jenny et al. 2016, 1–2). Currently capital in 

compeƟƟve gaming is measured in billions of dollars. For example, in 2019 the winners of the 

DOTA 2 (Valve, 2012) tournament won a prize sum of 15 million dollars (see PCGAMER 25.8.2019; 

Game Developer 17.1.2019). 

Broader social and economic moƟves have also influenced the breakthrough and establishment of 

esports. Certain universiƟes in the United States award scholarships to professional gamers and 

support gaming in various ways (Jenny et al. 2016, 2–3). States – and their possible support and 

regulaƟon – are also connected with the stabilizaƟon. For example, South Korea has an esports 

organizaƟon that the state’s Ministry of Culture has supported since 2000 (Abanazir 2018, 7). 

PotenƟal profits in esports facilitate insƟtuƟonalizaƟon and popularity. The opportunity to 

promote increased physical acƟvity among young people by lowering the threshold for starƟng 

sports has also assisted the insƟtuƟonalizaƟon and popularity-growth (see Jenny et al. 2016, 3). On 

the other hand, Tuomas Kari and Veli-Maƫ KarhulahƟ (2016) found in their qualitaƟve survey 

study on the physical acƟvity of professional gamers that, contrary to the news reports, 

professional gamers pracƟce playing less oŌen than claimed. Instead, they exercise relaƟvely 

considerably, which is related to valuing a healthy lifestyle rather than improving the actual gaming 

ability (Kari & KarhulahƟ 2016, 54, 61–62). 

Min Xiao (2019) has studied the spectaƟng posiƟon, experienƟal nature and moƟves of watching 

esports in relaƟon to broadcasƟng and their value. His empirical study approached watching 

esports from the perspecƟve of the Theory of Reasoned AcƟon. He observed that the 

(anƟ)sociality associated with watching tradiƟonal sports and esports differ from one another. 

ExpectaƟons/beliefs, fans’ media consumpƟon, the success of the players they follow, relatability, 

aestheƟcs (design and movement, especially related to the game engine), learning, drama and 

unpredictability, escapism, and social values and pressure all influence following and consuming 

esports. (see Xiao 2019, 5–13.) 

However, watching esports is not as anƟsocial an acƟvity as the iniƟal assumpƟon suggested. The 

interacƟon takes place (most likely) anonymously on various discussion plaƞorms instead of 

physical presence or face-to-face discussion. On the other hand, Xiao (2019) did not find a link 

between social interacƟon and aƫtude in his study, which may be related to general interest 

rather than creaƟng a personal fan relaƟonship. Instead, subjecƟve norms seem to influence 
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aƫtudes towards following esports, which are related to social pressure and acceptance. (see Xiao 

2019, 22–24.) 

According to Cem Abanazir (2018), esports are not yet as regulated and established as modern 

sports. When assessing the sportsmanship of esports, analysts have tended to either apply the 

concepts and features of modern sports directly to esports or categorically apply dominant 

discourses and elements (see Abanazir 2018, 2–3). In his opinion, it is also necessary to consider 

whether it is possible to create an internaƟonal, monopoly-posiƟon sports organizaƟon for esports 

at all, and how applicable the criteria of modern sports are to it (Abanazir 2018, 4). 

Esports has steadily increased its player numbers, media visibility and, at the same Ɵme, 

compeƟƟve gaming revenue with prizes, especially over the past decade. In addiƟon, the country-

specific insƟtuƟonalizaƟon of it as part of the sports and the field of higher educaƟon has 

contributed to its transiƟon to mainstream culture, despite the dissenƟng voices. However, 

following esports is sƟll closer to gaming culture than to more tradiƟonal (televised) sports. Then 

again, the blurred line between spectator, player, and compeƟtor is a feature that can bring more 

people to esports. 

The posiƟon of esports in relaƟon to the problems of major sporƟng 

events 

One of the problems among real-life motorsports is that they are harmful for the environment due 

to various emissions and consumpƟon of natural resources. This doesn’t apply to esports. 

TransnaƟonal sporƟng events have provided an opportunity for different types of sponsors to 

promote their product by associaƟng their image with the sport, and consequently, their presence 

is accepted by the fans, especially in F1 and the case of the car industry and fuel manufacturers 

(see Miller 2016, 720). ConsumpƟon and commercialism related to events are some of their 

precondiƟons. Major esports events face the same risks as real-life compeƟƟons: will the events 

generate public good and profit, or will they face constant funding problems (Miller 2016, 721)? In 

addiƟon, massive gaming tournament events involve indirect environmental issues, such as travel-

related emissions and waste. 

The poliƟcizaƟon of sports is also possible in esports. Hans Erik Næss (2017) has pointed out that it 

is difficult to separate sport and poliƟcs. The poliƟcal and economic links between events exist 
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although sports insƟtuƟons consisƟng of state representaƟves emphasize the neutrality of major 

sporƟng events (Næss 2017, 1-2). The FIA has also found itself in a controversial posiƟon aŌer 

organizing F1 races in undemocraƟc countries that have whitewashed the events to improve their 

own image (see Næss 2017, 2). 

For example, the removal of the South African F1 Grand Prix (GP) from the race calendar aŌer the 

1985 race did not take place for humanitarian reasons, despite criƟcism of apartheid and country-

specific boycoƩs. The ulƟmate soluƟon was based on an economic policy problem that had lasted 

for several years between the FIA, the drivers’ associaƟon FOCA, companies and sponsors, and the 

organizing countries/countries that wanted to become event hosts. The GP was eventually 

cancelled because of negaƟve media aƩenƟon, as organizing it was more financially harmful than 

cancelling it. In the 2010s, Azerbaijan’s rise as an F1 race country has been criƟcized for the 

country’s corrupƟon, human rights violaƟons, conflicts, and economic policy links related to oil 

producƟon. However, there have been no calls for the race to be removed from the race calendar 

as was the case with the South African Grand GP in the 1980s. (see Næss 2017, 4–9.) 

From an organizaƟonal point of view, esports may also inherit other problems of real-world sports 

acƟviƟes. Over the past few decades, relaƟvely independent global sports governing bodies have 

found themselves in a contradictory posiƟon. Firstly, they are ostensibly nonprofit organizaƟons, 

yet they have controlled the profits made from sporƟng events and sponsorship deals to their 

discredit. At the same Ɵme, they are constantly establishing their posiƟon. Secondly, organizaƟons 

have had to redefine themselves in order to jusƟfy their posiƟon due to the development of 

media, especially the changes brought about by broadcasƟng rights and social media. Thirdly, 

because of globalizaƟon and the transnaƟonal acƟvism associated with event protests it is no 

longer possible to isolate the poliƟcal aspects of sporƟng events on an event-by-event basis. For 

these reasons, sports should be viewed from the point of view of internaƟonal organizaƟons rather 

than from the point of view of the values of states, the autonomy of sport or internaƟonal 

cooperaƟon. (see Næss 2017, 2–3.) 

The definiƟon and posiƟoning of esports in relaƟon to more tradiƟonal sports is complicated due 

to its industrial connecƟons, convergence with culture, technology, sports and market fields. 

AddiƟonally, there is the conceptual level relaƟonship of esports and related gaming and media 

terms (Jin 2010 in Jenny et al. 2016, 4). Esports is not limited to professional sports games. 

QuesƟons about the physical and mental demands of different sports, their compeƟƟve nature 
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and the different plaƞorms complicate definiƟons. (see Jenny et al. 2016, 4.) The characterisƟcs of 

esports are either congruent with the characterisƟcs of sports or at least negoƟable (GuƩmann 

1978 & Suits 2007, in Jenny et al. 2016, 5; see also Jenny et al. 2016, 5–15). 

Esports as a playing field 

Esports gaming takes place in a digital environment, of which the two characterisƟc features are 

the ownership of the game (such as copyright) and the spirit of fair play (Llorens 2017, 470). In 

principle, the funcƟonal dimension and ”medium” of esports can be equated with, for example, 

water or motorsports due to their operaƟng environment (water as a substance) or the 

relaƟonship with the equipment (symbiosis of the vehicle and the human body) (Llorens 2017, 

470). At the same Ɵme, it must be remembered that in line with real-life elemental and seasonal 

sports, esports also include several different sports and equipment. However, the environment of 

esports is fully owned by commercial game companies, which makes it difficult to organize 

compeƟƟons and develop games (Llorens 2017, 470). 

The rules of the games, and the limitaƟons or unrestricted nature of the game, stretch the 

concepts of training and fair play. For example, online compeƟƟons require separate referees to 

observe appropriate behavior among the players, yet simultaneously the coding of the game 

prevents or enables certain movements to be made or circumvented in the game environment 

itself (Llorens 2017, 471). Compared to the generally understood modern sports, esports players 

need significant intellectual and cogniƟve skills as well as fine motor muscle skills to succeed in a 

virtual environment (Jenny et al. 2016, 7–10). All of these aspects are influenƟal in F1 Esports as 

well as in GT Academy or GT Sport in terms of technology, financial connecƟons, and skills required 

from players. 

Success in esports games involves considerable planning and strategy skills in the interacƟon 

between a real-life player and a character in a virtual environment (Ekdahl & Ravn 2018, 2–3). 

Esports players are also required to have the endurance of certain muscle groups, because of the 

strain on the eyes, hands, and fingers. From the point of view of phenomenology and 

embodiment, the reciprocal transmission of the virtual gaming experience, and in-game acƟon 

between our consciousness and our bodies is ever-present in esports (Ekdahl & Ravn 2018). Our 

percepƟon and the relaƟonship between our body and operaƟng in a certain separate 

environment intertwine. This also happens in tradiƟonal sports, where the player and their body 
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are both an actor and a tool (Ekdahl & Ravn 2018, 3–4). Then again, acƟng in a virtual environment 

takes place through sensory percepƟons the player makes on the game screen: they are not guided 

by the virtual worlds of esports environments (see Ekdahl & Ravn 2018, 5). The player must 

become familiar with the environment and become a part of it, as the key difference between a 

beginner and a professional is the player’s ability to circumvent the limits set by game design, i.e. 

to improve their performance without cheaƟng (Ekdahl & Ravn 2018, 5). Performance in games is 

also related to the player’s ability to react to subconscious sensory experiences and respond to 

them with conscious physical movements (see Ekdahl & Ravn 2018, 7–9). 

Seth E. Jenny et al. (2016) have pointed out that the fine motor skills and muscle condiƟon needs 

and capabiliƟes of a virtual player are completely different from the fitness and performance of a 

gymnast. For them, the control of one’s own anatomy and motor skills are vital for the results and 

especially in prevenƟng ”real” injuries (Jenny et al. 2016, 10). In a virtual environment, a sports 

simulaƟon that imitates reality emphasizes realness instead of real (physical) acƟon (Hemphill 

2005, in. Jenny et al. 2016, 11–12). The low popularity and visibility of actual sports games in 

esports culture, especially compared to strategy and FPS games, is based on the aƩracƟveness of 

ficƟonal game environments and fantasy worlds at the expense of simulaƟng real sports that 

already enjoy a lot of popularity and media coverage (Jenny et al. 2016, 12). 

In other words, the player must know the basic rules and limitaƟons of the game and the virtual 

environment before they can compete with the top players of the game with sufficient skills. This 

requires the ability to polish cogniƟve and physical abiliƟes to perfecƟon on a game-by-game basis. 

It calls for the ability to take advantage of the limits of the game engine and its physics modeling. 

For example, certain commands may speed up the player’s movements. Memorizing the levels will 

help one idenƟfy areas where one can improve their performance – such as various physical 

obstacles in role playing game (RPG) worlds or track-specific bends in racing games. Or, it can aid in 

using them against opponents – e.g. ambush locaƟons and materials of which can be fired through 

in FPS games. This circumvenƟon of the rules and intensity are features that unite pracƟcally all 

sports in real life, whether it is about allowed movements or the development of game equipment. 

In esports compeƟƟons, the player’s opportuniƟes to cheat or circumvent the limitaƟons of the 

game engine are limited. Nevertheless, in simulated racing, in addiƟon to percepƟon and feel, it is 

criƟcal to be able to familiarize one’s self with the track and car seƫngs, exactly like a professional 

driver would. 
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The videos of qualified gamers’ gameplay oŌen emphasize players’ physical movements with 

controls. This is a unique feature of esports gaming and culture. The importance of these 

recordings in motorsports games is emphasized, when the videos show footage of the players’ 

motor skills with the steering wheel and pedal controls in addiƟon to the players’ game 

performance. The audience can then evaluate and even compare these videos with real-life racing 

footage regarding the drivers’ acƟons (e.g. on-board driving videos filmed during driving). 

If one tries to classify esports according to the criteria of sports, the problemaƟc rules and source 

codes of esports games bring their own challenges. In esports, among these challenges are the 

tenuous posiƟon of established rule insƟtuƟons in the applicaƟon of rules, ownership rights of 

source codes (e.g. in terms of the publicaƟon and development of games), and cooperaƟon with 

sports organizaƟons. For example, in the case of the internaƟonal football federaƟon FIFA and the 

game company EA Sports, the parƟes cooperate mutually between football matches and game 

development and markeƟng. (Abanazir 2018, 5–7.) 

From the perspecƟve of legislaƟon and modern sports, the sport-specific ownership rights of 

esports to the source code complicate the situaƟon, as a single company owns pracƟcally the 

enƟre game and its rules (KarhulahƟ 2017, in Abanazir 2018, 8). There are opportuniƟes for 

cooperaƟon between companies and the use of open-source code even in these cases. On the 

other hand, there have been power struggles over the rules of football, which are comparable to 

the source code, since the 1800s (see Abanazir 2018, 10). In motorsport, F1’s regularly changing 

rules regarding car technology, tacƟcs, and penalƟes also have a direct impact on the nature of 

simulaƟon races. 

License agreements of sports are also visible in driving and simulator games. For example, official 

licenses the FIA grants are only dispensed to certain gaming companies. The companies are given 

full rights for a certain period of Ɵme to use data such as the latest drivers, teams, and tracks in 

their games. Of course, it is possible to use older or limited licenses. For example, MicroProse used 

parƟal or already expired licenses and season sport data in its own Grand Prix (1991; 1996) F1 

games in the 1990s. Meanwhile, other game companies owned the exclusive rights to the latest 

sport licenses. In addiƟon to this jumble of source codes and licenses, agreements the individual 

athletes make regarding the use of their names. Open-source games have also opened up their 

own world for gaming. The most successful example is perhaps Counter-Strike (Valve CorporaƟon, 

2000). Then again, for example, F1 or other sports and game operators have not warmed up for 
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any kind of official series based on game mods (do-it-yourself game modificaƟons) or past seasons. 

Instead, nostalgia has been leŌ among enthusiasts. 

An imitaƟon more real than real 

With the challenges of sports status and the digital world, is the entertaining, compeƟƟve, 

professional, and realisƟc nature of esports sufficient to create a genuine alternaƟve to real-life 

sports? In what ways will they meet the needs of audiences? Also, it is worth quesƟoning the 

credibility, unpredictability and relaƟonship of this alternaƟve world of compeƟƟon, along with its 

relaƟonship to the laws of physics. I seek answers to these quesƟons from Jean Baudrillard’s views 

on the concepts of hyperreality, simulaƟon, and simulacra. 

Baudrillard (1994) summarizes simulaƟon as an imitaƟon of something that is not physically 

present or exists in reality – it is, as it were, a subsƟtute or imitaƟon created to resemble its 

paragon (see Baudrillard 1994, 1, 3). SimulaƟon has also been used to describe ideological-poliƟcal 

situaƟons detached from reality, in which the repeƟƟon of a certain behavioral model is more 

important than logic or facts (see Baudrillard 1994, 16). Hyperreality, on the other hand, 

represents a model image of a real thing that no longer has an origin or reference to reality 

(Baudrillard 1994, 1). It seems more real than reality itself. Simulacra refers to a developmental 

point where the percepƟon of the real (e.g. the physical environment) is comprehensively replaced 

by a simulated, hyper-real imitaƟon (Baudrillard 1994, 1). Baudrillard (1994) illustrates a 

developmental point with an example where a map begins to appear more real than the 

environment that is perceived with the help of the map (Baudrillard 1994, 1). 

In addiƟon, along with psychosomaƟc symptoms obtained through the imitaƟon of physical 

symptoms, simulacra has been used to describe, for example, the states of insƟtuƟons and beliefs 

or views in which a sufficiently credible and usable imitaƟon of these reveals their illusory nature. 

For example, in ChrisƟanity it could be a situaƟon in which God is not the image of man, and 

instead repeats God’s own image. (see Baudrillard 1994, 4–5.) One example of simulacra is the 

Disneyland amusement park and the simultaneous escapism and seclusion associated with it (see 

Baudrillard 1994, 12–14). Simulacra can be divided into three different stages: natural and image-

based imitaƟon, producƟve creaƟve system, and simulaƟon based on controlled knowledge 

(Baudrillard 1994, 121). 
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According to Baudrillard (1994), all material producƟon in modern socieƟes is in itself the 

producƟon of hyperrealism. Hyperrealism produces an illusion similar to reality, which is accepted 

because of its sufficiently credible and repeated illusion (Baudrillard 1994, 23). At the point when it 

is no longer possible to comprehend reality as it used to be, due to the volume and credibility of 

imitaƟons, our sense of nostalgia adapts to the meanings given by simulaƟons (Baudrillard 1994, 

6). In other words, reality is not based on real events and experiences, but on arƟficial versions of 

the course and essence of events, that become objects of remembrance, when we think of images 

of for example different decades and their stereotypes. These three intertwined concepts are 

schemaƟc imitaƟons of reality that have no actual real origin. Yet, they are sƟll accepted as reality 

or real because they resemble other generally accepted images or simulaƟons due to their ”true” 

paƩerns. The disƟncƟon between model and reality is then blurred (Baudrillard 1994, 29). This 

distorƟon of hyperreality also occurs in realisƟc historical films where reality, stories, and narraƟve 

end up resembling only other similar films. In this case they are only empty representaƟons – in 

other words, a form without content (see Baudrillard 1994, 45). 

Seppo Kuivakari (2018), who has studied game simulaƟons, has disƟnguished three simulaƟon 

discourses. The first of them is funcƟonal. It emphasizes simulaƟons from the perspecƟve of the 

real, i.e. the counterpart to reality and calculability. AlternaƟvely, cultural-philosophical and 

configuraƟve simulaƟon discourses can include Baudrillard’s views. These discourses approach the 

issue from a symbolic point of view, highlighƟng the poliƟcal use of power and the reproducƟon of 

power related to simulaƟons. They remind us that simulaƟons are an alive space that can be 

manipulated, which results in quesƟons of their relaƟonship to reality. Finally, the deformaƟve 

discourse emphasizes the creaƟvity associated with simulaƟons and the use of imaginaƟon to 

produce new knowledge and understanding. (see Kuivakari 2018, 30–33.) 

The simulaƟon is understood and can be interpreted discursively in different ways. In addiƟon to 

being an imitaƟon, a ”pretense”, a tool of control, and a form of audiovisual understanding, it is 

also acƟve and producƟve, rather than passive representaƟon. Game simulaƟons offer a blank to 

examine how they can influence our thought paƩerns as audiovisual technology within the 

framework set for them. (Kuivakari 2018, 13–15.) 

The variety of discourses on the concept of simulaƟon has also led to theoreƟcal philosophical 

problems between academic schools, as the same concept refers to different interpretaƟons and 

uses (see KarhulahƟ 2015, 839). For example, in simulaƟon research, the term is understood as 
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numerical, soluƟon-oriented modelling, in which simulaƟon as a tool creates new, pracƟcal 

research data on its subject (KarhulahƟ 2015, 840–841). In video game research, the use of 

simulaƟon has been more liberal in terms of modelling and reference. The immateriality and 

quesƟoning of the relaƟonship with reality, related to the interpretaƟon of the term, has sparked 

discussion (KarhulahƟ 2015, 842–843). Veli-Maƫ KarhulahƟ (2015) has proposed a less misleading 

use of the term virtual as a soluƟon in game research, especially if the games or parts of them do 

not have a real object of reference or funcƟon acƟng as a model (see KarhulahƟ 2015, 845, 847). In 

F1 Esports, compeƟƟve gaming is someƟmes closer to virtual than simulaƟon. Despite its precise 

modelling and sense of reality, its funcƟonality is closer to entertainment than the informaƟon 

produced through modelling that actual F1 simulators produce for teams. One of the key principles 

of simulaƟons is their dependence on the creator using them as a tool for their own purposes – 

simulaƟons are made to serve the needs of designers (KarhulahƟ 2015, 848). 

F1 uƟlizes simulaƟon technology in various ways. Baudrillard addressed F1 as a sport, a social 

phenomenon, and a relaƟonship between subject and machine. Baudrillard (2002) has described 

F1 as an extreme relaƟonship between man and machine. The speed breaks the limits of human 

ability with the help of technology (Baudrillard 2002, 166). F1’s structure resembles a pyramid. A 

huge amount of work culminates in a single racing car, its driver, and a calculated stream of data. 

It’s followed by millions of people around the world as drivers fight to win races. (Baudrillard 2002, 

166–168.) F1 as a sport is a collecƟve passionate spectacle and a kind of ”monster” built on 

technology, money, ambiƟon, and presƟge (Baudrillard 2002, 170). Calling the sport an ”equipment 

sport” is problemaƟc in this sense, because the symbiosis of driver and technology is so far driven 

that the machine and man are the same, despite the variaƟon in talent and technological level. 

They are the same from the starƟng lights to the checkered flag or a possible crash. In simulaƟon 

races, this relaƟonship is almost the same in principle, except for the possibility of physical 

destrucƟon. Based on Baudrillard’s descripƟons of F1, such an extreme sport would require an 

unprecedented level of detail in simulaƟon and depth of experience to funcƟon as a hyper-real 

esport. 

My own view lies in the possible change in this power structure in the future. Even if, ”real-life” ice 

hockey, or alternaƟvely canonized esports CS:GO, would be more interesƟng to watch than a FIFA 

console game tournament, it does not mean that this power relaƟonship between real and virtual 

gaming cannot be evened out as they complement each other. Due to F1’s frequent rule changes, 
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declining viewership, economic policy conflicts, and less evenƞul compeƟƟons, the sport’s esports 

series could offer a ”hyper-real” and even nostalgic experience of more entertaining and equal 

compeƟƟon. As esports is constantly developing , the F1 series has had to constantly renew itself 

to keep racing interesƟng. Despite the reformaƟons, the F1 series has been criƟcized for being 

predictable and even boring: criƟcism of dominant teams and monotonous tracks has been a 

recurring feature. It is possible to argue for and against the hypothesis in different ways, but 

especially in motorsport, it seems quite possible in principle. This is possible parƟcularly when the 

official sports bodies have joined in esports. However, the physical challenges and aƩracƟveness of 

the simulated game worlds are recurring themes. 

The AƩracƟon of High Risks and EmoƟons 

An accident and the physical consequences, i.e. serious injury or even death of a driver, a steward, 

or a spectator are the main differenƟators of different esport games from other modern sports – in 

this case explicitly F1 (see e.g. Jenny et.al. 2016, 10). Baudrillard (2002) notes that the danger, 

drama, and media relaƟonship of F1 are related to the allure of accidents and death. According to 

him, these are disappearing from the sport (Baudrillard 2002, 168). In the event of an accident, 

only the car dies from the symbiosis of the driver and the car, because death has become virtual 

and imaginary in F1 (Baudrillard 2002, 168). According to Baudrillard (2002), live broadcast of the 

spectacle of death has become something that no one can openly admit wanƟng in modern Ɵmes 

(Baudrillard 2002, 169). If the risk of dying on the track, expected by the television and grandstand 

spectators, were to disappear completely from motorsport, all interest in it would also disappear 

(Baudrillard 2002, 169). The sport lives in a constant conflict between entertainment, techno-

economic calculaƟons, and the physical and the mechanical, while different interests drive 

manufacturers, sponsors and fans to take up the sport (Baudrillard 2002, 169). 

The F1 series itself is a kind of techno-physical symbiosis that exists in its own hyper-reality 

between the driver and the car. At the same Ɵme, it exists in the sport’s backstage and media 

coverage with millions of viewers watching the races live over 20 Ɵmes a year. The concept of 

simulaƟon is also closely linked to the development of the sport’s technology and drivers 

with constant tests and training. As the sport’s media popularity steadily declines and the natural 

resources are depleted, the real world imposes restricƟons on F1 that racing in a virtual 

environment doesn’t have. The genre itself uses simulators and simulaƟon technology in various 
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ways. For decades it has been available to the public through simulaƟon games as a playable 

imitaƟon that is ”as realisƟc as possible”. In this respect, esports would be able to respond to 

changing societal values and standards. In principle, it is not impossible for F1 to evolve in the 

virtual dimension permanently because of sustainable development and environmental 

protecƟon. Audiences can in principle be both spectators and compeƟtors of simulated races 

(Jonasson & Thiborg 2010, 295). 

From a technological-historical point of view, Baudrillard’s (2002) views on F1, originally published 

in November 1995, place themselves in an interesƟng contemporary context of development of 

the sport and simulaƟon games. From the turn of the 1980s and 1990s, the technological 

development of racing games categorized as simulators was rapid and dramaƟc due to beƩer 

graphics engines and physics modeling. Some examples of these include Grand Prix Circuit 

(Accolade, 1988), Indianapolis 500 The SimulaƟon (Electronic Arts, 1989) and the first two games 

of the Grand Prix (MicroProse, 1991; 1996) series. In addiƟon to gaming technology, realism was 

also available on the controller side. By the mid-1990s, as the performance of the hardware 

increased, the range of different game controllers expanded from joysƟcks to expensive and 

higher-quality steering wheel controls. The feeling of ”authenƟcity” no longer had to be sought 

from arcade machines with Force Feedback technology (e.g. Sega Rally Championship, Sega, 1994). 

Instead, this kind of more physical gameplay was also possible at home. The social distance of 

gaming also changed because of the increasing number of modem connecƟons. By 1995, it was 

possible, at least in principle, to play against one another via the Internet across naƟonal borders, 

rather than playing two-player-mode or with linked computers. 

Baudrillard’s reflecƟons on the limited physical and social distance between the real-life object and 

hyperrealism, simulaƟon or simulacra, cannot necessarily be equated with electronic sports 

because of the fear and charm of death. Views about the almost complete disappearance and 

charm of the danger of death then and now must also be interpreted with cauƟon. At the Ɵme of 

publicaƟon of Baudrillard’s text in 1995, F1 was looking for itself due to new rule changes and 

increased safety requirements, largely due to the fatal crashes during the 1994 San Marino race 

weekend. The crashes were, at least in part, the result of the FIA’s cost-cuƫng policies. These 

aimed to even out the differences between teams by eliminaƟng the advanced and expensive 

technology of the cars, especially those developed between 1987 and 1991 (Medak-Seguín 2016, 

174). 
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In the spring of 1994, death had returned to the sport in a disconcerƟngly explicit way. Therefore, 

security measures were upgraded, especially since the accidents had been televised live to millions 

of television spectators around the world. The death of rookie driver Roland Ratzenberg and three-

Ɵme world champion Ayrton Senna within a day of each other also leŌ the media spectacle with a 

vulgar but interesƟng detail due to its shock value. The television cameras deliberately zoomed in 

from the bend back to the track aŌer the collision, towards the lifeless Ratzenberg and his car that 

had been flung into the field of view of the cameras. In the case of Senna’s fatal accident the next 

day, there was not even an aƩempt to point the cameras too close to the car that had crashed. The 

simulaƟon of similar sequences of events or the possibility of coding such into an esports game 

would probably be considered grotesque and vulgar. Then again, this obfuscaƟon prevents players 

from remembering the dangers of the sport. However, on the Youtube.com website one can find 

simulaƟon gameplay videos in which players imitate Senna’s fatal accident. 

Figure 2. A screenshot from a sim racing game video imitaƟng the fatal crash of Ayrton Senna 

during the 1994 San Marino GP. Source: GRAND PRIX RACE $IM.  

F1 is sƟll a dangerous sport, with the most recent fatal accident being the death of Jules Bianchi at 

the 2014 Japanese Grand Prix. At that Ɵme, no explicit or any clear material was published iniƟally 

about the dramaƟc accident, in accordance with the contradicƟon between emphasizing and 
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obscuring the danger of death. Instead, the first public video footage of the incident was obtained 

when a viewer had uploaded an amateur video of the accident on Youtube.com. 

In this sense, the undisputed charm of death Baudrillard dictated is denied from viewers in media 

broadcasts by various means, if possible, because of its abject nature. Although it is possible for 

the player’s game avatar to die in a virtual environment, it is impossible for the player himself to 

die or be seriously injured, even though the gameplay involves affecƟve charge and physical strain. 

Thus, the simulaƟon is unable to transform into a believable hyperreality and an alternaƟve that 

saƟsfies the viewers’ need for drama. These needs could be related to entertainment or voyeurism 

connected to accidents. Although simulaƟon cannot create a real danger of death, it can, like shock 

entertainment, create the same type of feelings of being on the edge. Nevertheless, tying the 

player’s physical boundaries to the ”fleshly” traits of the game engine (e.g. character stamina and 

injury) is something that will probably develop and grow in the case of simulaƟon games. An 

example of this is exergaming based on physical training. It is a form of gaming where these two 

funcƟons are in harmony. At the same Ɵme, environmentally friendly and affordable simulated 

esports are escapist, abstract entertainment that does not emphasize the negaƟve aspects of its 

reference. Of course, it should be remembered that in most motorsport games, the risk of injury is 

a faded element despite crashes. These can be contrasted with more acƟon-packed and violent 

game series such as Grand TheŌ Auto (Rockstar Games/Take-Two InteracƟve, 1997–) and 

Carmageddon (Stainless Games, 1997-), which include driving. 

Like other sports, esports is linked to the media in different ways. The reporƟng on compeƟƟon 

events and broadcasƟng of compeƟƟons are presented in sport-specific spectacular fashion. In 

addiƟon, the media parƟcipates in building the images of sports figures outside compeƟƟons. 

Regarding the image and risk-taking capacity of future potenƟal esports stars, Béquer Medak-

Seguín (2016) has argued that many F1 legends have a masculine-inspired all-or-nothing approach 

towards the ever-present danger of death in F1 (Medak-Seguín 2016, 170). The physical-

technological symbiosis between the body and the machine is characterisƟc for the sport. It 

promotes the aƫtude and the construcƟon of driver characters (see Medak-Seguín 2016, 171). 

This has been counterbalanced by the fact that the sport is sƟll life-threatening and unpredictable. 

However, because of the aŌermath of the accidents of 1994, F1’s decision-making bodies took a 

”moralizing and individualisƟc approach” to the sport, thereby denying the possibility of accidents 

prior to 1994 occurring in the future (Medak-Seguín 2016, 173). According to Medak-Seguín 
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(2016), in 2001, the FIA, with the help of the automoƟve industry, made safety a geopoliƟcal 

project. In parƟcular, Senna’s fatal accident was made to invoke global civil road safety. At the same 

Ɵme, the project basically eliminated all the accidents that preceded 1994, which have 

nevertheless been an unavoidable feature of the sport. (Medak-Seguín 2016, 175–176.) The 

connecƟon between the automoƟve industry and F1 in this commercial safety discourse is 

inevitably also part of F1 Esports. 

Medak-Seguín (2016) has examined Baudrillard’s views on the sport, and according to the former, 

F1 has fallen into the trap of hyperreality by blindly believing in its own safety ideology. Death is no 

longer a threat to the sport – in other words, it denies that death is a reality (in racing) (Medak-

Seguín 2016, 179). The sports’ relaƟonship to death has gradually shiŌed from defying this to 

awareness and cauƟon, and finally to completely ignoring the possibility of death (Medak-Seguín 

2016, 180). In the case of F1 Esports, this problem rises to a new level, as the dilemma of safety 

and drama is sƟll present in F1. Yet, in a simulated game, the serious risks are non-existent, even if 

the compeƟƟon itself is equal and dramaƟc. 

ReflecƟon: Future prospects – equal excitement or imitaƟon? 

Jonasson and Thiborg (2010) have presented three opƟons for the future of esports. Firstly, esports 

can develop either into an alternaƟve or a counterculture to modern sports. Secondly, it can 

become an accepted part of hegemonic sports. Lastly, it can become a hegemonic sport in itself. 

Esports have been accepted as an official sport in some countries, although the InternaƟonal 

Olympic CommiƩee has so far not considered it to meet the criteria for a sport. On the other hand, 

esports itself is also playing with its alternaƟve status. Esports have gained a great deal of 

popularity and media coverage in recent years. It is possible for it to adapt to the criteria of the 

sport or sports to adapt in favor of esports, making esports a part of mainstream sports. Then 

again, in addiƟon to the previously menƟoned contract and licensing problems, various moral 

panics and suspicions towards gaming (e.g. gender-balance, the consequences of violent content, 

and the increase in gaming addicƟon) hinder this assimilaƟon into mainstream. The hegemonic 

seƫng of the future is not impossible either, as modern compeƟƟve sports dominaƟng in current 

society, have generally gained their posiƟon with the Western industrial revoluƟon. Technological 

development affects our lifestyles and work, and it is therefore not impossible that decreasing 
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physical demands and distances may affect the way we perceive sports. (Jonasson & Thiborg 2010, 

292–295.) 

The simulaƟon world’s own physical limitaƟons compared to the real world are at the same Ɵme 

the biggest argument against the strengthening posiƟon of esports. In addiƟon to danger and 

accepƟng the risks and consequences of accidents, real professional racers are required to have 

quick reflexes, excellent percepƟon, extensive technical understanding, the ability to physically 

adapt to different condiƟons, and excellent physical condiƟon. For example, G-forces and 

dehydraƟon require both strength and endurance from drivers, which must be constantly upheld. 

One of the reasons for the possible breakthrough of esports in the field of motorsport has been its 

entertaining and media-friendly nature. In principle, it is possible for esports to democraƟze the 

differences in technical development and resources that exist in real motorsport, and to reduce the 

behind-the-scenes poliƟcs regarding penalƟes and conƟnuous rule reforms. In addiƟon, if the 

differences between manufacturers and teams balancing success and budgets are evened out, 

success in the sport will increasingly be limited to the player’s, or driver’s, own abiliƟes to succeed 

in racing in the virtual environment. In principle, the games also have even higher probabiliƟes of 

unpredictable outcomes, for example in terms of driver errors. This applies although there were no 

technical interrupƟons or completely unpredictable variables, such as troublemakers or animals 

appearing on the track or objects causing unpredictable accidents (e.g. debris driŌing onto the 

tracks or loose manhole covers on street tracks). Yet there are esports games that include coded, 

thrill-boosƟng surprise elements. It would also be easier to beat a compeƟtor who has risen to a 

hegemonic posiƟon without clear technical advantages and differences in resources between 

teams. Even in the event of a mass crash, there would be no risk of serious injuries, and vehicles 

built of carbon fiber worth millions would only be programmed code. Then again, to paraphrase 

Baudrillard’s views, we have to consider whether anyone is ulƟmately interested in imitated 

compeƟƟon that has been completely stripped of the danger of death. 

However, it is possible to perceive simulaƟon more producƟvely instead of re-lived repeƟƟon. It 

can also be imaginaƟve and creaƟve instead of repeatable and limited. In understanding 

simulaƟons, Kuivakari (2018) has uƟlized the concept of deformaƟon, which refers to the shiŌ of 

our visual systems towards a more imaginary direcƟon (Lash 2012, in Kuivakari 2018, 29). He links 

the development to the observaƟon that the imaginary ulƟmately determines what is ”invented” 

(Lury et al. 2012, in Kuivakari 2018, 29). In this sense, esports offers reciprocally feedback, in the 
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spirit of a F1 test simulator, on how, for example, compeƟƟon could be improved or given more 

media visibility and new audiences through synergy. Thus, the relaƟonship between deformed 

simulaƟon and imaginaƟon is not necessarily that distant, but even reproducƟve (Kuivakari 2018, 

31). 

The producƟon of new knowledge and creaƟvity can be considered as characterisƟcs of 

simulaƟons due to their deformaƟon, i.e. constant change, rather than the repeƟƟon of images of 

reality. In the case of deformaƟve simulaƟon, the operaƟng environment produced by the 

simulaƟons is a creaƟve state of new ideas and deviaƟons, in which the simulaƟon begins to repeat 

other deviaƟons instead of the normal state. (see Kuivakari 2018, 39–40.) 

In the case of F1 Esports, the situaƟon is at a turning point. F1 has significant economic policy 

connecƟons and global media coverage. It has suffered from image problems in addiƟon to 

ecological policy concerns for regulatory and technical reasons. The launched esports series has 

updated the image of the sport for new audiences and opened new doors to the world of 

professional gaming. Due to the limits set for them, simulaƟons also have their own burden in 

terms of how realisƟc or creaƟve they want to be in order to make the compeƟƟon and its risks 

both realisƟc and evenƞul. The alliance between F1 and the F1 Esports series is a unique form of 

compeƟƟve gaming in the sense that the seamless reproducƟon between the simulaƟon and its 

subject is relaƟvely credible (cf. e.g. CS:GO and how realisƟcally the simulaƟon of its real-life 

counterpart is possible to execute). With the synergy, it is expected that the F1 Esports series will 

increase in popularity, but its ulƟmate fate will inevitably depend on the state of the F1 series 

itself. In principle, it is possible for the gaming world to reach the level of hyperreality Baudrillard 

presented and even simulacra in a game situaƟon. However, based on the interpretaƟon of the 

deformaƟve concept of simulaƟon, esports does not necessarily produce the kind of revoluƟonary 

ideas that the discourse of ”technical” simulaƟon emphasizes. These innovaƟons are implemented 

in the simulaƟon work of real-life F1 team engineers. 

Summary 

In this arƟcle, I have sought to address that the growing popularity of esports and professional-

level simulated racing and insƟtuƟonalizing it as part of the various sports of the FIA, such as F1, 

has not only increased the visibility and credibility of esports. At the same Ɵme, it has increased 

the publicity value of F1, sport sponsors, and the automoƟve industry due to its game-specific 
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synergy. For these reasons, esports series will improve their status even further, but it is possible 

that real sports may also have to compete with esports series in terms of entertainment value. 

Despite the establishment of F1’s esports series, the posiƟon of esports in motorsports will 

possibly sƟll undergo changes, as the source codes and the interests of technical and commercial 

parƟes are conƟngent. Despite its rapid growth in popularity, media visibility, and its relaƟve 

democracy, watching esports is not as popular as watching football or the Olympics, for example. 

In the beginning of this arƟcle, I illustrated that the development and growth of esports as a 

professional form of gaming, entertainment and compeƟƟon, as well as the establishment of 

esports in the world of sports, have sparked discussion. Despite its progress, the future status of 

esports is sƟll unclear. One of these regards its survival as alternaƟve compeƟƟve gaming or 

merging into mainstream sports. The physical abiliƟes required for gaming, it’s seƩling into the 

culture of spectator entertainment, and the problems of real-life sports federaƟons are also things 

that esports in its various forms must consider, especially in the field of motorsports. In this 

context, I also aspire to demonstrate the uniqueness of esports. It is disƟncƟve as an environment; 

the world of esports is its own medium, a space of acƟon where the physical and the simulated 

complement each other through the driver/player. It is its own kind of hyper-real world where the 

best compeƟƟve aspects of the sport are elevated. Esports is an experienƟal form of compeƟƟve 

gaming, where the line between reference and reality is made as blurred as possible from the 

perspecƟve of gaming and entertainment. For these reasons, I think it offers an entertaining 

experience, an ideal form of racing for broadcasƟng, and an almost ideal version of the races in the 

F1 world that resembles hyperreality. 

However, from the theoreƟc-philosophical point of view of my arƟcle, the simulaƟon world of 

esports is not capable of the full hyperreality Baudrillard described due to its physical limitaƟons. It 

is both a feature that democraƟzes the racing series (the physical condiƟon required of 

players/drivers) and possibly reduces interest (the so-called all-or-nothing aƫtude to risk-taking 

where there is a hazard of injury). The level of simulaƟon in the F1 world (racing and the necessary 

equipment) and the mental-physical requirements of its paragon, especially the risk of injury and 

the physical strain of driving, are to some extent contradictory. It inevitably affects the 

entertainment value of F1 Esports – even if we won’t admit it. 

The synergy of esports with F1 and the parƟes around it is both an advantage and a disadvantage. 

The visibility and popularity of the parƟes can foster each other. Yet, inevitably, the popularity of 
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F1 Esports depends on the popularity and resources of its paragon. Of the real-life problems, I have 

menƟoned, the contradictory posiƟon of sports organizaƟons, the poliƟcal nature of sports events, 

and the effects of the global economy on the moƟves of the sport’s surrounding parƟes are also 

variables that affect F1 Esports’ strength of posiƟon. In my opinion, the more esports gains 

mainstream popularity at the expense of tradiƟonal sports, the more the impact of these 

problemaƟc factors will start to show. 

All in all, I want to address how F1 Esports is a complementary element, in addiƟon to being a 

standalone game format. It is so from the point of view of the gaming and automoƟve industries, 

the financial interests of third parƟes, and the cooperaƟon of the F1 series. In the spirit of 

deformaƟve simulaƟon, it is possible to see its significance for the F1 series as a simulaƟon that 

produces new informaƟon and an imaginary virtual world. The significance lies not only in 

modeling that strives for idenƟty or as a depicƟon of the power relaƟons surrounding the sport. 

Watching a branded, high-quality esports series is also likely to increase the F1 series’ audience, 

especially in new countries, and among a younger group of people focused on gaming, reciprocally 

strengthening the establishment of the F1 Esports series as a form of compeƟƟve gaming. 
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