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This paper began by noting that “reflection” has taken on different meanings for different analysts. Most of
the research to date has focused on reflection as the analysis of one’s own practice or as learning by doing.
Yet, critical reflection seems to warrant more attention than it has received because it more readily admits
moral and ethical dimensions. Critical reflection encourages us to focus on sport management as a personally
and socially: constructed activity. We examine our understandings of sport (and sport managément) in terms
of the ways in which such understandings, and hence practice itself, may have been (and may be) shaped by
the social and political contexts within which we manage. In so doing, critical reflection promises the
possibility of coming to understand ourselves and our world in an empowering way, Critical reflection offers
us the challenge of reconstructing our social worlds in ways that are less distorted by relations of power and
domination — of finding for ourselves new, less oppressive, and more just ways of creating and managing
sport. The previous example of my experience with a football club provides an instructive illustration.
[Sources: Sport Management Review, Allan Edwards, 1999, p. 79)
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