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4.88 Billion Smartphone
Owners in World

310+ Million Smartphone
Ownersin U.S.

$5.1 Billion Global E-Sports
Revenue
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P Active Users: Over 5 billion people send and
receive SMS messages globally.

U.S. Adoption: 81% of Americans (around 292
o million people) use texting.

® Daily Activity: Roughly 55% of people text several
times a day.

@ Usage Frequency: 97% of Americans send a text at
least once a day.



texting
as a sport
activity
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Texting 15 an act that requares a devioe on which
one can input digits and characters into a digital

environment enabling wireless communications.

In 2017, the State of Mohile reporti
‘Flurry Mobile', stated thal-ofiSnves
LIS people spend g

People chéck their phones af least 47 fimes a
dav. Those motions which, in general, occur in

a very random sequence and patiern, can create
a musculoskeletal pressure on the upper limb
that mav affect the proper functionality of the
upper limb. In the following article we proposs
texting as o sport activity with the objective

of leveraging the usage of smartphones in an
organized, ing rucled pattern that may minimize
the muscuboskeletal demand and consequently the
rigk of musculoskeletal disorders associated with
random movements. We descnbe texting asa
sport activity through the lens of the definition

Per definition of Oxford Dictionary, sport is
“an activity involving physical exertion and
skill, one regulated by set rules or customs in
which an individual or tecam competes against
another or others™ |5], By rule of this definition,
chess for instance, would not qualify as sport




Despite the name, the debate on E-sports being
considered as a sport 15 ongoing. However, givien
the above mentioned clements owtlined by the
GAISF in defining a sport activity, organized
video-games activitics fit the defintion of sport.
Albeit exclusve of a physical exécution, they
require exertion of the brain and skilled dextenty,
and are competitive. Smilar attributes can be
apphied 10 texting. In the following section, we
dissect the aspects of texting as sport according
to the criteria and categories identified by GAISF.
The texting activity as we proposed here does
not confing to a single catepory

Physical
thletics)

Like most familiar sports, physical exertion is
an inherent component of texting as it 18 an

act that requires muscle activity to hold the
device (smartphone or tablet) and input data
The simultancous occurrence of these two
actions requines coordimation and counterbalance
between the motions of the thumb (involved

in the texting act), the finger flexors and, the
wrist extensors to reinforce the gripping of

the device. A peculiarity of physical activity is
its contrasting impact on the musculoskeletal
system, Being physcally active is fundamental
lor the maintenonce of good health and fitness,
Exercising and therefore applving biomechanical
pressurg on he musculoskeletal system increascs
the body s metabolic processes, a result of an
increase in blood flow to supply adequate energy
to sustoin the expenditure of energy during
physical activitv, Engaging in phvacal activity
therefore promotes good functionality of the
muscles and consequently other tissues and
argans of the body. Nevertheless, repetilion can

alse become detrimental, leading to injurigs
that are typical of constant sport activitics
In that regard, texting as a sport is not an
exception, Several studics measuring muscle
activities involved in texting motions show
that differeat factors can cont ribute to

the risk of musculoskeletal disorders of the
handfwrist and neck ‘shoulder [#-10). These
factors include texting styles (1.¢. holding a
device with one hand versus both hands), the
input dovice (phvsical kevboard versus touch
sereen), and the body posture while texting
[11=14]. One of the objectives of these studics
has been to set the basis for ergonomic design
of devices and kevboards that will help reduce
the blomechanical load on the hand/wrist with
texting

In line with the GAISF requirement for sport
activity, texting as we propose here dogs not
present, o our knowledge, a critical harm

to potential contenders. In the proposed
sport activily, participants utilize their
F-Dimensional context to comply with the
ing ruetions for the physical activitica The
endpoint of which is mediated through the
input into a 2-Dimensonal context (ivping
into the digital environment), Morcover,
engaging contestants in physical motwns that
mvelve the upper limb (hands-arm s-ghoulders)
(Figure 1) presents some fitness benefits
that can help the muscle capacity in those
bady regions. [n the case of the hand, for
ingtance, the practice of these motions may
help counteract age-related degenerative
effecis on it as aging has been associated
with deterioration of the hand Mmctionality,
affecting procision grip, pinch strength and
dexterity [15, 16].

" texting as 1t 1s an
act that requires muscle
activity to hold the

device and input data
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Primarily Physical

(8. rugby or athletics)

Texting as a Sport (Taa$)

“The human muscular system is the machinery that drives

athletic performance. Among their functions, the more 600
skeketal muscles gencrare skilled movements and produce Opponens Pollicis
encrgy for sport-gpecific competition.”
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Primarily Mind
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Primarily Motorized
(&g, Farmula One or
powerboating)

I this sporting activity, the instructions and
fqucrics are designed 1o test the phvscal prowess
and gkillg of the contedants in terme of reflexes,
gpecd and accuracy. Participants are called to
exhibii their skl seis through niotor racing
competitions { Figure 3) uwsing the hardwarg and
softvare relatively imnate to all smartphoncs
The touch screen display is both a static and
dynamic user-friendly designed interface tha

wfilizes a kevboard completely different

from that used for ordinary testing. The
touch kevboard for the texting competition
ts desgned to favar both left-handed and
ri5|'|l -'.'|.'.1|'||.1|.:d wdiv ideials, Each i'-l::l_\'l:l m.:||:|:: L]
a car representing his or her character in the
race. The keyboard on the phone becomes
the controllerfovstick for the motor racing
competition, Each time a plover inputs a
response into the kevboard, depending on the
accuraey and speed of input response, both
of which rely on good coordination skills,
the car linked to that player wall eather move
forward or will not move (il the round where
the plaver gets the correct response. The
rl|.;|:.-:,:r whose car reaches the fimish bine st
adjudicates victary

Ihis guarantoos participat won and accessibali y
negardless of Ninance, languwage, race, ponder
and age, The application is bkt (o support
participation of wdivduals witly disabelif s
Lk ing advantage of budlt-in features such as
thie sereen render, For mnstance, indivedels
with impasred il::h[ will be able to actwvate

on | Mhones the VoiceOver foalure, winch
gpeaks out the iwems present on the srecn
assisting them o navigate throwgh the screen
Additwonally, almost all smartphoncs come
wil b @ it sl assstant and voice reeaanilon
that also allow voice 1o text recognition for
potential individuals wath disable limbs
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Primarily Motorized Vehicle Coordinates
with Fair & Safe Environment

Smartphone Chassis Manual Transmission

The capabilities of smartphones have advanced dramatically over the past two
decades, transforming them into powerful tools capable of supporting extended
reality (XR) technologies. XR serves as an umbrella term encompassing all real-and-
virtual combined environments and interactions generated by computer technology,
including Augmented Reality (AR), Mixed Reality (MR), and Virtual Reality (VR). These
technological breakthroughs have paved the way for innovative forms of engagement
that empower smartphone users to become active participants in unique competitive
environments.

This evolution has birthed a new paradigm: knowledge-based sports. These
dynamic, data-driven activities harness the immersive and interactive capacities of
XR technologies to create rich, engaging experiences for the everyday athlete.
Knowledge-based sports redefine athleticism by blending mental agility, strategic
thinking, and physical interaction within phygital (physical + digital) arenas.
Smartphone users are no longer mere spectators; they are integral participants in
competitions where their decisions, insights, and interactions influence the outcome
in real time.

This emerging field represents a significant shift in the definition of sports, leveraging
the ubiquity of smartphones and the power of XR to democratize participation,
expand access, and offer entirely new ways for individuals to engage with their
environment, their peers, and themselves as everyday athletes. Knowledge-based
sports hold the potential to unite innovation, education, and entertainment in
unprecedented ways, shaping a future where athleticism transcends traditional
boundaries.



Primarily Motorized
(e.q. Formula One or powerboating)

Primarily Coordination
(g billiards)

Texting as a Sport (TaaS)
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Primarily
Coordination
(e.g. billiards)

A challenge that texting as a sport iIMPoscs on
contestants is the great demand of coordination
between the eve and the hand or the asdifors
function of the car and the hand. This depends
on the physical ability of individual participants
i dqueston. Nevertheless, a great coordinat wn
skill measured according to one’s nocuracy

and precimon in performing o task, enables
participants o have a better reaction time while
engaging the deseribed plat form., In the eve-hand
coordination, the mter<dalk between the visual
svsem, the brain, and the limbs is eritical as

it measures one's ability to 1) recognize and
capiure by sight o given informat ionfinst ruction,
2) process that information simulating the
cognilve funcbions of the bran, and 3) react o
the imformation {Figure 4), The ssme process
applics a3 well to the hearing-hand coordination;
where Lhe inter-sigmaling bot woen the pudit ory
svstom, the brain and the limb is tested. As
paricipanl s improve in their coordinalon
gkills, the imtensity {or level) of tasks plso
inereases with the objective to incite and excite
participant s (o take o new challenpes

In proposng (CXTING &8 4 Sport activity, we anm
fo croate o fitness activity that engages both
cognitive and phyeical abilities enhancing their
Funetionaliy

A challenge that
texting as a sport
imposes on contestants
is the great demand of

coordination between
the eye and the

hand or the auditory

function of the ear
and the hand ",




4.88 Billion Smartphone
Owners in World

A fair race to the finish where
racers can claim their prize
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