We started by going over the assignment brief, which said they had to use design thinking to solve problems with fan engagement. At the beginning of the meetings, the group talked about what "fan engagement" meant in different situations, like sports, entertainment, and community involvement. Each of us shared our first thoughts based on personal experiences and research, which helped in us figuring out what the problem was. We all agreed that the presentation should not only talk about how to get fans involved, but also suggest new, user-centred ways that organisations can connect with their audiences.
We then went on to use empathy, which is the first step in design thinking, to come up with ideas. We talked about how fans feel important when they can talk to teams or events in a meaningful way and when their voices are heard, looking at Swansea City youth engagement research to find out what stops young fans from fully participating. This helped us understand the issue better. CJ led this part by getting ideas from local community projects. Me and Freya looked at how emotional connection and accessibility affect engagement. This step helped our group realise that getting fans involved is more than just a marketing problem; it's also a human problem.
After getting information, we went to the define stage. They summed up the main problems: not enough communication between organisations and fans, not enough inclusion for younger audiences, and not enough use of digital platforms to build long-term relationships. We all worked together to write a clear problem statement: how can businesses make fans' experiences more meaningful, welcoming, and interactive? This definition helped us make all our decisions after that, and it made sure that the ideas stayed focused on what real users needed.
The ideation phase was the most active part of the process. The group came up with a lot of ideas by using brainstorming methods like mind mapping and different questions. Freya suggested looking into social media campaigns and interactive apps. CJ suggested events in the community to make connections stronger. Whilst I focused on digital loyalty systems that reward participation. We spoke openly about our ideas, making sure that everyone was heard before narrowing down to the most practical and useful ones. A decision was made to choose to combine digital innovation with community involvement. This made for a balanced approach that showed both modern technology and traditional fan values.
We moved on to the prototype stage after choosing the main ideas. We made mock-ups of possible solutions, like an interactive fan app and a plan for an event to get young people involved and talked about how sports organisations could use them. Each member oversaw improving one idea by using feedback from their peers to make it clearer and more useful. Also informally tested the ideas by sharing them with classmates and getting quick feedback. This helped us find out what worked and what didn't before finish the presentation.
We not only made a well-organised presentation by the end of the project, but also learned how to work together, be creative, and solve problems. The process showed how design thinking can turn vague problems into solutions that can be put into action through empathy and teamwork. Everyone's input was important in making a presentation that was both academically credible and useful in real life. This shows how working together thoughtfully can lead to new ways to engage fans.
