	
	
	



Changemakers: Creativity and Value Creation (A2)- Creative Idea Application
Task 1
Virtual Stadiums
My idea is to bring Virtual stadiums over to Europe and UK. With the raising ticket prices for premier league becoming impossible for a lot of fans to get to games, with a study from Kemp, J (2024) stating that ticket prices are about £80 per game on average, with a season ticket for the inaugural Premier League season (1992–93) could be bought for as low as £250. In 2024, that ticket will cost £534.45 due to inflation. I choose this idea to still give fans a chance to gain the full experience of games like you would be in the stadium without having to pay these prices. It will also allow fans to watch games across the world and potentially find interest in different global sports such as NFL, with an article from Lee, L.B (2025) stating that there are an estimated 14.3 million NFL fans in the nation, according to NFL research. That's almost one out of five of the UK population, but a lot of them will be unable to make games in real life. 
With the improvement of recent technology, fans may now experience the action without physically being at a game. A study from Gomez, C (2024) shows VR experiences have the potential to boost sports loyalty by as much as 20%, which makes them revolutionary for stadiums looking to build a fervently dedicated fan base. Fans may visit virtual stadiums or arenas using VR headsets or AR devices, where they can watch games in real time from a variety of angles, including courtside, above the arena, or even from the player's point of view and there are many benefits to having Virtual stadiums. Currently, there are many ways you can use technology to view stadiums. Nurse, R (2023) mentions how teams such as Arsenal give their fans a chance to view their seats online to pick their best view. According to Trumper, L (2023) accessibility is one of the biggest advantages of virtual sports. It allows anyone to watch games in virtual stadiums and feeling like they are involved in the atmosphere, regardless of age, location, or physical capabilities. This means certain sports are now more accessible to a greater variety of people than ever before, improving the interest in sport further worldwide. Examples of this is fans in the UK being able to watch a NFL game in a virtual stadium and feeling part of the atmosphere, which they might never be able to experience due to the lack of opportunities. Another advantage of virtual stadiums is fans being able to vote on game-related features like cheerleader routines or stadium music in virtual stadiums, as well as view real-time statistics, player biographies, and extra commentary. The environmental effect of major athletic events may be lessened with the use of virtual stadiums. There is a considerable carbon footprint associated with travelling to and from games, especially when they are held abroad. Because there is no need to travel, virtual stadiums may help cut down on emissions related to sporting events. An article from DCAdmin (2025) talks about stadiums produce a lot of waste, such as plastic bottles, food packaging, and other throwaway things. A large portion of garbage ends up in landfills despite efforts to create recycling systems.
There can also be some disadvantages for this idea. According to Remo (2023), one disadvantage is the potential issues with technology. An issue with an internet connection or any disruptions or glitches can lead to a poor experience for fans and therefore can put them off purchasing a ticket again. Another challenge that Remo (2023) talks about is the lack of physical presence, as it might not provide the same excitement as being in the stadium with 70,000 people. When putting on these events it will be important to utilise as much atmosphere from the people in the room as possible to give fans the best experience. 
There are many reasons why AR and the virtual world is becoming so popular in our sport. A statistic from Gough, C (2024) states that about 68 percent of participants in a global study in April 2023 reported using standard game or player information on their smartphone while viewing the game in real time. In the meantime, 43% of fans reported using augmented reality to try on products in 3D. A further statistic published from Gough, C (2019) is that according to a Capgemini survey from December 2019, 89 percent of sports fan in India said that new technologies have improved their entire viewing experience.
While it has not be tested here in the UK, over in America virtual stadiums are growing each moment. MOS (2024) talks about a technology provided by COSM which is providing fans a 360-degree view of games, offering state-of-the-art video solutions for international sports leagues, such as MLB and NFL games. These high technology rooms have enough capacity to hold up to 1000people, with tickets ranging from $11 to $200, with similar pricing system as if you were at the game with best seats costing more. This has led to this becoming a popular form of watching sport. An article from Jones, R (2023) reports that according to a study from Amdocs, over half (58%) of US consumers would be interested in watching big athletic events like the Super Bowl in a virtual stadium in the metaverse, with 25% of viewers want to see more interactive elements in the Super Bowl. According to this Amdocs study, the NFL may be able to increase audience engagement and retention by offering more technologically enhanced experiences, particularly to younger audiences.
To conclude, the concept of virtual stadiums in sports is a fascinating advancement that has the potential to change the spectator experience, allows new revenue streams for sports leagues, and increase accessibility to sports for a worldwide audience. With the development of technology, virtual stadiums may play a significant role in the sports industry by providing fans with a more engaging, accessible, and interactive method to watch live games.
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Information like this shows how this product can be a success in
future times and has the potential to take over sport for years to
come.




image5.png
Say hello to the new way of watching spo!
@u and why this is the future of live sports.

We are here to bring sport to a new reality, bring
technology and live sport together to give fans a new
ultimate experience
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« VR experiences have the potential to boost sports
loyalty by as much as 20%

- 68 percent of participants use standard game or player

Iinformation on their smartphone while viewing the game
inreal time.
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Benefits of Multi-Screen Viewing:

Comprehensive Coverage: Access multiple streams of information
Enhanced Engagement: Stay informed and engaged

Flexibility: Customize your viewing setup.

Tailored Content: Watch what matters most to you

Customizable Alerts: Never miss 2 game.

Language Options: Enjoy commentary in your preferred language.

By embracing these innovative methods, sports enthusiasts can enjoy live games in ways that
are more interactive, immersive, and engaging than ever before. Whether through VR or AR, |
the future of sports viewing holds exciting possibilities for fans around the world.




image4.png
VIRTUAL
STADIUM PLAN

‘OUR NEW WAY OF WATCHING LIVE SPORTS I
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Innovative Ways to Watch Live Sports

In today's digital age, the way we consume sports s rapidly evolving Gone are the days when
the only way to catch a game was by sittingin front of a television. Whether you're a die-hard
fan or a casual viewer, there are numerous innovative ways to enhance your sports-watching
experience.

Virtual Reality (VR) Experiences

Virtual Reality s transforming the sports viewing landscape by offering immersive
experiences that make you feel as if you're right in the stadium. With VR headsets, fans can
enjoy 360-degree views of the game from the comfort of a warm and comfortable indoor
facility. This technology allows you to choose your vantage point, whether it's from the
sidelines, the stands, or even alongside the players on the field.

Benefits of VR in Sports:

Immersive Experience: Feel lie part of the action
Multiple Angles: Choose your preferred view.

Interactive Features: Access stats and player information in real-time.
Enhanced Viewing: Get more context with real-time data

Interactive Content: Engage with the game lie never before.
Personalized Experience: Customize the information you see.

Multi-Screen Viewing

The multi-screen experience allows fans to watch live sports on one screen while accessing
additional content on another. For instance, you can watch the game on your TV while
Following live stats, player information, and Social media feeds on your smartphone or tablet
This approach provides a comprehensive view of the game and enhances your overall
experience.
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‘There are two ways of using stats, describing our argument and to make inferences from our
argument. Descriptive analysis is when we turn data into sources of information that can be
helpful when you are investigating in your research. Forms of information you can use for this
formation is, if you surveyed 50 people
and only found 5% had committed a crime, you can conclude that ‘most’ people are good.

‘would be charts, tables and graphs. Example of th

Descriptive stats are a great way of producing a summary that can be consumed more easily

than a big load of data.

Inferential stats are used to help us conclude the result of data in either present or future
tense. This form of statistics requires a more abductive as the use of statistics is to make &
‘guess. This guessing can leave people feeling suspicious and can give the field a bad name
because the lack of reliability. We make guesses in the research because it is too difficult and or
even impossible to collect answers from the whole population of data that interests you.
Inferential stats are a great way of proving if an opinion in our research is true or false and

g studied.

determining which variables have the most effect on the subject

‘We use statistics in quantitative analysis to bring accuracy to our research and using the two

forms of stats allows us to describe our data and make inferences from it.

‘samples of the whole is where we take a group of people from the population and the fairest
approach to this is taking a random and unbiased selection. When taking a sample, it is always

going to be smaller than the entire population of data, which will lead to there always being an
error. This is why it is needed to be presented as an estimate, for example, i you survey 60
people and only 3% have a criminal record, it is reasonable to conclude that ‘most’ people are
good. One way to not be biased is to take  random sample which is like rolling the dice on

choosing which people/data i or out of the group.
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SUMMARY OF PRODUCT

THE VISION=TO PRODUCE A STADIUM EXPERIENCE FROM
AN INDOOR ARENA FOR GAMES ACROSS THE WORLD.

THE PRODUCT- PRODUCING HIGH QUALITY FOOTAGE OF
GAMES FROM A STADIUM SEAT VIEW FOR FANS WHO MIGHT
NOT BE ABLE TO MAKE/AFFORD GAMES IN STADIUM.

WHY THIS PRODUCT- THERE IS A LOW COMPETITIVE MARKET
RIGHT NOW ON THIS PRODUCT WHICH CAN ALLOW US TO
BE THE TOP BRAND TO OFFER THIS SERVICE TO FANS.

HOW WILL THIS WORK- FANS WILL BE ABLE TO WATCH THE
GAME IN A INDOOR ARENA WITH THE VIEWING BEING FROM
A STADIUM SEAT, OFFERING 360 VIEWS, COMMENTARY,
ATOMSPHERE FROM STADIUM AND SERVICE OF FOOD AND
DRINK TO YOUR SEAT PROVIDING THE ULTIMATE
EXPERIENCE.




