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Objectives (3/4)	To identify key factors influencing player retention and dropout in Welsh youth football.	To identify how mobile apps can support player engagement and development in youth sport.	To design a detailed concept and prototype plan for the app based on my research whilst considering ethical implications.				
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Element 1 - Individual Presentation (5 minutes – Online) 
[bookmark: _Toc225534793]1.Kick on
https://youtu.be/PtccwKibGoE 


Element 1 – Ethics Form (All Pages)

[bookmark: _Toc225534794]2.ETHICAL CONSIDERATIONS



In order for research to result in benefit and minimise risk of harm, it must be conducted ethically. A researcher may not be covered by the University’s insurance if ethical approval has not been obtained prior to commencement.

The University follows the OECD Frascati manual definition of research activity: “creative work undertaken on a systematic basis in order to increase the stock of knowledge, including knowledge of man, culture and society, and the use of this stock of knowledge to devise new applications”. As such this covers activities undertaken by members of staff, postgraduate research students, and both taught postgraduate and undergraduate students working on dissertations/projects.

The individual undertaking the research activity is known as the “principal researcher”.

Ethical approval is not required for routine audits, performance reviews, quality assurance studies, testing within normal educational requirements, and literary or artistic criticism.

Please read the notes for guidance before completing ALL sections of the form.

This form must be completed and approved prior to undertaking any research activity. Please see Checklist for details of process for different categories of application.  


SECTION A: About You (Principal Researcher)
	1
	Full Name:
	Alex McKnight

	2
	Tick all boxes that apply:
	Member of staff:
	☐
	Honorary research fellow:
	☐

	
	Undergraduate Student
	☒	Taught Postgraduate Student
	☐	Postgraduate Research Student
	☐


	3
	Institute/Academic Discipline/Centre:
	University of Wales Trinity Saint David


	4
	Campus:
	Swansea


	5
	E-mail address:
	Alexmac1215@gmail.com


	6
	Contact Telephone Number:
	07742587688


	
	For students:

	7
	Student Number:
	2221975

	8
	Programme of Study:
	BA Sports Management

	9
	Director of Studies/Supervisor:
	Andrew Thomas














Where research activity is carried out in collaboration with an external organisation
	10
	Does this organisation have its own ethics approval system?
	YES
	☐
	NO
	☒

	
	
If Yes, please attach a copy of any final approval (or interim approval) from the organisation (this may be a copy of an email if appropriate).




SECTION B: Details of Research Activity
	1
	Indicative title:
	Kick on dissertation project

	2
	Proposed start date:
	03/11/2025
	Proposed end date:
	20/04/2026

	
	Introduction to the Research (maximum 300 words per section)
Ensure that you write for a Non-Specialist Audience when outlining your response to the points below:
· Purpose of Research Activity
· Proposed Research Question
· Aims of Research Activity
· Objectives of Research Activity
Demonstrate, briefly, how Existing Research has informed the proposed activity and explain
· What the research activity will add to the body of knowledge 
· How it addresses an area of importance. 

	3
	Purpose of Research Activity
The purpose of this research is to explore and address the challenge of player retention in grassroots football in Wales through the development of a digital engagement concept app. The research project aims to understand the factors and barriers influencing sustained participation among young footballers. 


(this box should expand as you type)

	4
	Research Question
Can a mobile app increase participation and retention levels in grassroots football in Wales?


(this box should expand as you type)

	5
	Aim of Research Activity
To design a digital app that support player motivation and retention in grassroots football between the ages of 12-16 in Wales. 


(this box should expand as you type)

	6
	Objectives of Research Activity
To identify key factors influencing player retention and dropout in Welsh youth football. 
To identify how mobile apps can support player engagement and development in youth sport.
To design a detailed concept and prototype plan for the app based on my research whilst considering ethical implications. 


(this box should expand as you type)









	
	Does your research relate to one or more of the seven aims of the Well-being of Future Generations (Wales) Act 2015?
	
YES
	
NO

	12
	A prosperous Wales
	☐
	☒

	13
	A resilient Wales
	☐
	☒

	14
	A healthier Wales
	☒
	☐

	15
	A more equal Wales
	☐
	☒

	16
	A Wales of cohesive communities
	☐
	☒

	17
	A Wales of vibrant culture and thriving Welsh language
	☐
	☒

	18
	A globally responsible Wales
	☐
	☒

	19
	If YES to any of the above, please give details:

	
	By designing a successful application that will improve retention, this will relate to the aims of ensuring that people stay healthy and independent for as long as possible. 


(this box should expand as you type)




SECTION C: Scope of Research Activity
	
	Will the research activity include:
	YES
	NO

	1
	Use of a questionnaire or similar research instrument?
	☒
	☐

	2
	Use of interviews?
	☒
	☐

	3
	Use of focus groups?
	☒
	☐

	4
	Use of participant diaries? 
	☐
	☒

	5
	Use of video or audio recording?
	☐
	☒

	6
	Use of computer-generated log files?
	☐
	☒

	7
	Participant observation with their knowledge?
	☐
	☒

	8
	Participant observation without their knowledge?
	☐
	☒

	9
	Access to personal or confidential information without the participants’ specific consent?
	☐
	☒

	10
	Administration of any questions, test stimuli, presentation that may be experienced as physically, mentally or emotionally harmful / offensive?
	☐
	☒

	11
	Performance of any acts which may cause embarrassment or affect self-esteem?
	☐
	☒

	12
	Investigation of participants involved in illegal activities?
	☐
	☒

	13
	Use of procedures that involve deception?
	☐
	☒

	14
	Administration of any substance, agent or placebo?
	☐
	☒

	15
	Working with live vertebrate animals?
	☐
	☒

	16
	Procedures that may have a negative impact on the environment?
	☐
	☒

	17
	Other primary data collection methods. Please indicate the type of data collection method(s) below.
	☐
	☒

	
	Details of any other primary data collection method:



(this box should expand as you type)
	
	


If NO to every question, then the research activity is (ethically) low risk and may be exempt from some of the following sections (please refer to Guidance Notes).

If YES to any question, then no research activity should be undertaken until full ethical approval has been obtained. 

SECTION D: Intended Participants
If there are no participants then do not complete this section, but go directly to section H.

	
	Who are the intended participants:
	
YES
	
NO

	1
	Students or staff at the University?
	☐
	☒

	2
	Adults (over the age of 18 and competent to give consent)?
	☒
	☐

	3
	Vulnerable adults?
	☐
	☒

	4
	Children and Young People under the age of 18? (Consent from Parent, Carer or Guardian will be required)
	☒
	☐

	5
	Prisoners?
	☐
	☒

	6
	Young offenders?
	☐
	☒

	7
	Those who could be considered to have a particularly dependent relationship with the investigator or a gatekeeper?
	☐
	☒

	8
	People engaged in illegal activities?
	☐
	☒

	9
	Others. Please indicate the participants below, and specifically any group who may be unable to give consent.

	☐
	☒

	
	Details of any other participant groups:



(this box should expand as you type)
	
	



	
	Participant numbers and source
Provide an estimate of the expected number of participants. How will you identify participants and how will they be recruited? 

	10
	How many participants are expected?

	
Between 10-50

(this box should expand as you type)

	11
	Who will the participants be?

	
Participants will be a mixture of grassroots players and coaches within Wales.

(this box should expand as you type)

	12
	How will you identify the participants?
	
Participants will be anonymous with the questionnaire being sent to chosen teams within Wales. 

(this box should expand as you type)





	
	Information for participants:
	
YES
	NO
	
N/A

	13
	Will you describe the main research procedures to participants in advance, so that they are informed about what to expect?
	☒
	☐
	☐

	14
	Will you tell participants that their participation is voluntary?
	☒
	☐
	☐

	15
	Will you obtain written consent for participation?
	☒
	☐
	☐

	16
	Will you explain to participants that refusal to participate in the research will not affect their treatment or education (if relevant)?
	☒
	☐
	☐

	17
	If the research is observational, will you ask participants for their consent to being observed?
	☐
	☐
	☒

	18
	Will you tell participants that they may withdraw from the research at any time and for any reason?
	☒
	☐
	☐

	19
	With questionnaires, will you give participants the option of omitting questions they do not want to answer?
	☒
	☐
	☐

	20
	Will you tell participants that their data will be treated with full confidentiality and that, if published, it will not be identifiable as theirs?
	☒
	☐
	☐

	21
	Will you debrief participants at the end of their participation, in a way appropriate to the type of research undertaken?
	☐
	☒
	☐

	22
	If NO to any of above questions, please give an explanation 

	
	Participants will not be debriefed as we will be keeping all participants anonymous. 

(this box should expand as you type)



	
	Information for participants:
	
YES
	NO
	
N/A

	24
	Will participants be paid?
	☐
	☒
	☐

	25
	Is specialist electrical or other equipment to be used with participants?
	☐
	☒
	☐

	26
	Are there any financial or other interests to the investigator or University arising from this study?
	☐
	☒
	☐

	27
	Will the research activity involve deliberately misleading participants in any way, or the partial or full concealment of the specific study aims?
	☐
	☒
	☐

	28
	If YES to any question, please provide full details 

	
	


(this box should expand as you type)





SECTION E: Anticipated Risks

	
	[bookmark: _Toc225530831][bookmark: _Toc225534795]
Outline any anticipated risks that may adversely affect any of the participants, the researchers and/or the University, and the steps that will be taken to address them. 

If you have completed a full risk assessment (for example as required by a laboratory, or external research collaborator) you may append that to this form.  

	[bookmark: _Toc225530832][bookmark: _Toc225534796]1
	[bookmark: _Toc225530833][bookmark: _Toc225534797]Full risk assessment completed and appended? 
	[bookmark: _Toc225530834][bookmark: _Toc225534798]Yes 
	☐

	
	
	[bookmark: _Toc225530836][bookmark: _Toc225534800]No
	☒

	2
	Risks to participants
For example: sector-specific health & safety, emotional distress, financial disclosure, physical harm, transfer of personal data, sensitive organisational information

	
	Risk to participants: 
Personal data transfer
Children participation



(this box should expand as you type)
	How you will mitigate the risk to participants: 
All participants will be submitted anonymously.
There will be a requirement for parental consent before and questionnaires can be completed by a child. 



(this box should expand as you type)

	3
	If research activity may include sensitive, embarrassing or upsetting topics (e.g. sexual activity, drug use) or issues likely to disclose information requiring further action (e.g. criminal activity), give details of the procedures to deal with these issues, including any support/advice (e.g. helpline numbers) to be offered to participants. Note that where applicable, consent procedures should make it clear that if something potentially or actually illegal is discovered in the course of a project, it may need to be disclosed to the proper authorities

	
	
N/A

(this box should expand as you type)

	4
	Risks to the investigator
For example: personal health & safety, physical harm, emotional distress, risk of accusation of harm/impropriety, conflict of interest

	
	Risk to the investigator: Potential reputation damage due to miscommunication. 



(this box should expand as you type)
	How you will mitigate the risk to the investigator: 
Obtain consent from all participants and explain the participation as well as making sure they are aware that they can withdraw at any time. 


(this box should expand as you type)

	5
	University/institutional risks
For example: adverse publicity, financial loss, data protection

	
	Risk to the University: Data protection



(this box should expand as you type)
	How you will mitigate the risk to the University:
 All data will be stored securely on a private computer and will only be accessible to myself the researcher and my project supervisor. 



(this box should expand as you type)

	6
	Environmental risks
For example: accidental spillage of pollutants, damage to local ecosystems

	
	Risk to the environment:
N/A


(this box should expand as you type)
	How you will mitigate the risk to environment:
N/A


(this box should expand as you type)











	
	Disclosure and Barring Service

	
	If the research activity involves children or vulnerable adults, a Disclosure and Barring Service (DBS) certificate must be obtained before any contact with such participants.
	YES

	NO

	N/A


	7
	Does your research require you to hold a current DBS Certificate?
	☒
	☐
	☐

	8
	If YES, please give the certificate number. If the certificate number is not available please write “Pending”; in this case any ethical approval will be subject to providing the appropriate certificate number.
	Pending



SECTION F: Feedback, Consent and Confidentiality

	1
	Feedback
What de-briefing and feedback will be provided to participants, how will this be done and when? 

	
	
N/A

(this box should expand as you type)

	2
	Informed consent
Describe the arrangements to inform potential participants, before providing consent, of what is involved in participating. Describe the arrangements for participants to provide full consent before data collection begins. If gaining consent in this way is inappropriate, explain how consent will be obtained and recorded in accordance with prevailing data protection legislation.

	
	Football clubs will be contacted, where they will be asked to refer our questionnaire to players and coaches within the club. A briefing pack will be created and provided to those who do consider participation. This briefing pack will also contain a opt in method for parents to give consent for children with them being made aware that research will be kept anonymous and confidential. 


(this box should expand as you type)

	3
	Confidentiality / Anonymity
Set out how anonymity of participants and confidentiality will be ensured in any outputs. If anonymity is not being offered, explain why this is the case. 

	
	
The questionnaire will not prompt for any personal information and will just ask question regarding the app proposal which will not again require any personal information. Most question will be yes or no format. 

(this box should expand as you type)



SECTION G: Data Protection and Storage

	
	Does the research activity involve personal data (as defined by the General Data Protection Regulation 2016 “GDPR” and the Data Protection Act 2018 “DPA”)?
	YES
	NO

	1
	“Personal data” means any information relating to an identified or identifiable natural person (‘data subject’). An identifiable natural person is one who can be identified, directly or indirectly, in particular by reference to an identifier such as a name, an identification number, location data, an online identifier or to one or more factors specific to the physical, physiological, genetic, mental, economic, cultural or social identity of that natural person. Any video or audio recordings of participants is considered to be personal data.
	☐
	☐

	
	If YES, provide a description of the data and explain why this data needs to be collected:

	2
	


(this box should expand as you type)

	
	Does it involve special category data (as defined by the GDPR)?
	YES
	NO

	3
	“Special category data” means sensitive personal data consisting of information as to the data subjects’ –
(a) racial or ethnic origin,
(b) political opinions,
(c ) religious beliefs or other beliefs of a similar nature,
(d) membership of a trade union (within the meaning of the Trade Union and Labour Relations (Consolidation) Act 1992),
(e) physical or mental health or condition,
(f) sexual life,
(g) genetics,
(h) biometric data (as used for ID purposes),
	☐
	☐

	
	If YES, provide a description of the special category data and explain why this data needs to be collected:

	4
	


(this box should expand as you type)



	
	
Will data from the research activity (collected data, drafts of the thesis, or materials for publication) be stored in any of the following ways?
	YES
	NO

	5
	Manual files (i.e. in paper form)?
	☐
	☒

	6
	University computers?
	☒
	☐

	7
	Private company computers?
	☐
	☒

	8
	Home or other personal computers?
	☒
	☐

	9
	Laptop computers/ CDs/ Portable disk-drives/ memory sticks?
	☐
	☒

	10
	“Cloud” storage or websites?
	☒
	☐

	11
	Other – specify:

	☐
	☒

	12
	For all stored data, explain the measures in place to ensure the security of the data collected, data confidentiality, including details of backup procedures, password protection, encryption, anonymisation and pseudonymisation:

	
	
The data will be stored on a private computer that is password protected. All data will be stored anonymously. 
(this box should expand as you type)



	
	Data Protection

	
	Will the research activity involve any of the following activities:
	YES
	NO

	13
	Electronic transfer of data in any form?
	☒
	☐

	14
	Sharing of data with others at the University outside of the immediate research team?
	☐
	☒

	15
	Sharing of data with other organisations?
	☐
	☒

	16
	Export of data outside the UK or importing of data from outside the UK?
	☐
	☒

	17
	Use of personal addresses, postcodes, faxes, emails or telephone numbers?
	☐
	☒

	18
	Publication of data that might allow identification of individuals?
	☐
	☒

	19
	Use of data management system?
	☐
	☒

	20
	Data archiving?
	☐
	☒

	21
	If YES to any question, please provide full details, explaining how this will be conducted in accordance with the GDPR and Data Protection Act (2018) (and any international equivalents, where appropriate):

	
	Electronic transfers of data will only occur when somebody participates in the research where their answers will be transferred to the researchers private computer. This will remain anonymous and will remain on researchers computer only and can only be monitored by himself and supervisor. 

(this box should expand as you type)

	22
	List all who will have access to the data generated by the research activity:

	
	Alex McKnight (researcher)
Andrew Thomas (supervisor)

(this box should expand as you type)

	23
	List who will have control of, and act as custodian(s) for, data generated by the research activity:

	
	Alex McKnight


(this box should expand as you type)

	24
	Give details of data storage arrangements, including security measures in place to protect the data, where data will be stored, how long for, and in what form. Will data be archived – if so how and if not why not.  

	
	Data will be stored on one drive which is encrypted and has two factor authentication meaning that nobody can sign in or access any files without the investigator.   
Data will not be archived as it will not be required long term. 


(this box should expand as you type)

	25
	Please indicate if your data will be stored in the UWTSD Research Data Repository (see https://researchdata.uwtsd.ac.uk/ ).   If so please explain. (Most relevant to academic staff) 

	
	No


(this box should expand as you type)

	26
	Confirm that you have read the UWTSD guidance on data management (see https://www.uwtsd.ac.uk/library/research-data-management/)
	YES
	☒

	27
	Confirm that you are aware that you need to keep all data until after your research has completed or the end of your funding
	YES
	☒





SECTION H: Declaration
	
	The information which I have provided is correct and complete to the best of my knowledge. I have attempted to identify any risks and issues related to the research activity and acknowledge my obligations and the rights of the participants.

In submitting this application I hereby confirm that I undertake to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice which is published on the website: https://www.uwtsd.ac.uk/research/research-ethics/ 

	1
	Signature of applicant:
	A.McKnight
	Date:01/11/2025





Checklist: Please complete the checklist below to ensure that you have completed the form according to the guidelines and attached any required documentation:
	☒
	I have read the guidance notes supplied before completing the form.

	☒
	I have completed ALL RELEVANT sections of the form in full.

	☒
	I confirm that the research activity has received approval in principle

	☐
	I have attached a copy of final/interim approval from external organisation (where appropriate)

	☐
	I have attached a full risk assessment (where appropriate)  ONLY TICK IF YOU HAVE ATTACHED A FULL RISK ASSESSMENT

	☒
	I understand that it is my responsibility to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice.

	☒
	I understand that before commencing data collection all documents aimed at respondents (including information sheets, consent forms, questionnaires, interview schedules etc.) must be confirmed by the DoS/Supervisor, module tutor or Academic Director.



	RESEARCH STUDENTS ONLY
Once complete, submit this form via the MyTSD Doctoral College Portal at (https://mytsd.uwtsd.ac.uk).


	STUDENTS ON UNDERGRADUATE OR TAUGHT MASTERS PROGRAMMES should submit this form (and receive the outcome) via systems explained to you by the supervisor/module leader.





Element 2 - Literature Review (3000 words) 
[bookmark: _Toc1377377725][bookmark: _Toc225534802]3.Aim
To design a digital app that supports player motivation and retention in grassroots football players between the ages of 12-16 in Wales.
[bookmark: _Toc30643917][bookmark: _Toc225534803]4.Objectives
To identify key factors influencing player retention and dropout in Welsh youth football.
To identify how mobile apps can support player engagement and development in youth sport.
To design a detailed concept and prototype plan for the app based on my research whilst considering ethical implications.
[bookmark: _Toc1084755561][bookmark: _Toc225534804]5.Introduction
The role of youth sports in developing public health and social development is well established due to the potential for participation in youth sport to promote physical activity, social connections, and well-being when supported appropriately (UK Chief Medical Officers, 2019; Eime et al., 2013).
Furthermore, there is considerable latent and unmet demand for school-based sport in Wales, indicating that drop out and disengagement from sport participation cannot solely be attributed to "low motivation", but must also account for barriers related to opportunities and delivery (Welsh Government, 2023; Sport Wales, 2022).
[bookmark: _Int_2ei1yyPo]Grassroots football is identified as a high impact setting for conducting retention work, primarily due to its widespread participation, reliance on volunteers and the developmental sensitivity of adolescents to competency based feedback, social belonging within their peer group, and adult-child relationships (UK Coaching, 2024; FAW, 2021).
[bookmark: _Int_xSYuS053]Additionally, 12-16 year olds exist in increasingly complex digital environments, providing an opportunity to extend support beyond traditional training sessions, and a responsibility to ensure that these extensions do not compromise participant safety or violate any associated privacy rights (ICO, 2021; Ofcom, 2024; FAW, 2021).

Therefore, this review aims to synthesise recent literature related to the stated objectives, moving from a broad consideration of the participation context to specific mechanisms of retention, and then to the implications for the design and implementation of a digital youth facing recent intervention.

[bookmark: _Toc1754090201][bookmark: _Toc225534805]6.Youth Sport Participation in the UK and Wales
Most children and young people are not reaching the nationally recommended levels of physical activity, and these levels are significantly different depending on a child's age, gender, and social economic status, therefore early adulthood is a crucial period where the chance of dropping out of physical activity increases dramatically (UK Chief Medical Officers, 2019; Sport England, 2024).

The School Sports Survey undertaken in Wales states that almost every young person wants to take part in sport, however they have very few opportunities to do so, and this illustrates that the choice to take part in an organised sporting activity is often dependent on the availability of opportunities locally, and the choice of the individual (Sport Wales, 2022).

Barriers to accessing such opportunities as cost, transport, expectations for kit, and inconsistencies in local delivery, which may prevent players from continuing to be involved with the activity, represent 'keeping young people in sport' (Sport Wales, 2022; Sport England, 2024).

Although the Welsh Football Association state that participating in football is related to broader social outcomes, football clubs and volunteers may face restrictions in terms of resources which could lead to an inferior quality of delivery and subsequently affect player experience and retention rates (FAW, 2021; UK Coaching, 2024; Sport Wales, 2024).
 
There is considerable research supporting the positive effects of youth sport participation on the psychological and social development of young people. However, this research also states that the positive effects of participation are highly contingent on the quality of the sport environment, and therefore the negative impacts of controlling, exclusionary, and overly evaluative climates can undermine participation (Eime et al., 2013; Castillo-Jiménez et al., 2022).

It is this contingency that is important because retention strategies focused solely on increasing the number of sessions, may fail if the overall experience quality is not increased, and may actually contribute to sustaining participation among certain groups while contributing to the accelerated dropout of others who perceive themselves as marginalised (Castillo-Jiménez et al., 2022; Sport Wales, 2022).

Therefore, any digital intervention intended to promote retention should be positioned to support more inclusive delivery and better experiences, rather than merely provide additional tools for coaches and managers to monitor and manage more training and performance data (ICO, 2021; Skivington et al., 2021).

[bookmark: _Toc1057700163][bookmark: _Toc225534806]7.Retention and Dropout in Grassroots Youth Football
Recent systematic reviews have described youth sport dropout as a complex and dynamic process influenced by multiple interacting factors across person, context and time, which challenges single cause explanations and supports the design of interventions that address multiple mechanisms (Moulds and Cobley, 2024; Moulds et al., 2022).

The Process-Person-Context-Time framework emphasises how individual factors, relational factors and structural factors interact to determine the likelihood of sustained participation (Moulds et al., 2022; Sport Wales, 2022).

Although the PPCT framework represents an integrative model of dropout, it can be criticised for its generality unless it is used as specific with priorities that can be realistically implemented in local clubs with limited resources (Skivington et al., 2021; UK Coaching, 2024).

Multiple variables have been identified as factors influencing continued participation across numerous studies, including enjoyment, perceived developmental benefits, feelings of social connection, positive relationships with adults and reasonable time commitments, which represent a practical set of priorities for developing targeted interventions (Moulds and Cobley, 2024; Sport Wales, 2022).

Additionally, for grassroots clubs, dropout may reflect organisational challenges such as volunteer shortages and pitch availability which are underrepresented in athlete-centred studies but are highly relevant in Wales where participation demand does not always match available opportunities (UK Coaching, 2024; Sport Wales, 2022).

[bookmark: _Toc947506734][bookmark: _Toc225534807]8.Motivation in Youth Sport
SDT (Self Determination Theory) explains how quality of motivation works via distinctions between intrinsic and extrinsic motivation. These distinctions have been shown to be linked to the level of persistence and the quality of performance in addition to an individual's level of wellbeing (Ryan & Deci, 2017; Castillo-Jiménez et al., 2022).

All three basic psychological needs identified in SDT (autonomy, competence and relatedness) have been found to be positively correlated with levels of self-determined motivation in a variety of different contexts. Therefore, interventions aimed at improving retention rates would appear to be best served by attempting to meet an individual's needs for autonomy, competence and relatedness, through providing support and reducing pressure (Ryan & Deci, 2017; Castillo-Jiménez et al., 2022).
[bookmark: _Toc630363768][bookmark: _Toc225534808]9.Coaching, Leadership and Club Retention Mechanisms
[bookmark: _Int_kCX6lzSZ]Coaches and the leadership team within clubs play a critical role in creating the motivational climate for young players. Coaches establish the structure of training sessions, provide feedback and create a safe environment for players to learn and develop (UK Coaching, 2024; Wekesser et al., 2021).


Supportive coaching behaviours are positively associated with young athletes' intention to continue playing, which reinforces the importance of coaches as retention mechanisms (Wekesser et al., 2021; Castillo-Jiménez et al., 2022).

An important structural reality is that many grassroots coaches are volunteers, and UK evidence suggests that volunteers face significant barriers to time availability, access to training and support. Therefore, retention interventions must be feasible to deliver within realistic volunteer capacity (UK Coaching, 2024; Sport Wales, 2022). 
A club's ability to attract, retain and support volunteers influences the stability and consistency of the experiences available to its members. Inconsistent experiences can be particularly damaging to early adolescents, who have a fragile sense of belonging (UK Coaching, 2024; Sport Wales, 2022).

Therefore, club leadership and management matter to retention, as well as the expectations placed upon the leadership team and other coaches by the club, the organisational policies and procedures in place to protect the welfare of players, mentorship opportunities for coaches and the resources that allow coaches to share practice in order to consistently and inclusively deliver programmes to players (UK Coaching, 2024; Sport Wales, 2022).

The ability to implement volunteer support programmes can vary significantly between clubs of varying sizes. Therefore, there is merit in developing scalable solutions such as templates, planning prompts and low burden communication routines that minimise cognitive load for coaches and help them to deliver programmes that meet the needs of their players (UK Coaching, 2024; Sport Wales, 2022).

[bookmark: _Int_CqPjx8Sd]However, the introduction of digital systems can add administrative burden to coaches and potentially diminish their enthusiasm for delivering programmes. With this considered, the design of digital interventions must be mindful of minimising friction and fitting into the existing workflow of coaches, to avoid diminishing their enthusiasm for delivering programmes and thereby indirectly diminishing the retention rate of the players they coach (UK Coaching, 2024).

[bookmark: _Toc1458802517][bookmark: _Toc225534809]10.Player Development, Pathways and the Influence of Elite Models
Adolescents who participate in football experience growing levels of performance evaluation and social comparison, which can lead to a shift in motivational climates that may not be advantageous for all participants to retain, especially for later developers and those who are primarily interested in participation (Moulds & Cobley, 2024; Castillo-Jimenez et al., 2022).

Recent reviews of research on early specialisation have identified possible negative impacts on both physical and mental health of youth athletes, including higher injury rates and symptoms related to burnout and organisational recommendations to guide youth athlete development and participation (Buckley et al., 2021; Diotaiuti et al., 2025).
One recent study has found a direct link between early specialisation and symptoms of burnout in adolescent athletes, and this finding supports an interpretation that dropout may occur due to emotional exhaustion and lower perceptions of accomplishment rather than simply losing interest (Diotaiuti et al., 2025; Moulds & Cobley, 2024).

The findings of these studies have implications for digital design as features that allow users to monitor their own performance and compare themselves to others, such as ranking systems, can increase the pressure on youth to perform and decrease their autonomy, especially if progress is defined solely through rankings and public metrics (ICO, 2021; Ryan & Deci, 2017).

When used formatively, notational analysis and feedback technologies can facilitate the acquisition of skills, however, ethical and safety principles suggest that youth facing data should be proportional, private by default and used to promote mastery rather than to support selection or exclusion (ICO, 2021; NHS England, 2021).

Participation policy in Wales emphasises that youth retention should be focused on enhancing the lives of youth through football and not solely focused on developing youth into elite performers (FAW, 2021; Sport Wales, 2022).

As such, an evidence based retention intervention should include developmentally appropriate goal setting, effort feedback and inclusive progression, while excluding any features that increase fear of failure or social exposure (Ryan & Deci, 2017; Castillo-Jimenez et al., 2022).
[bookmark: _Toc1349416738][bookmark: _Toc225534810]11.Digital Engagement and Mobile Technology in Youth Sport
There is considerable evidence for the effectiveness of using smartphone based interventions to increase physical activity in children and adolescents, and there is substantial evidence to suggest that apps are more effective than other smartphone technologies for promoting increased physical activity (He et al., 2021; Lee et al., 2024).

However, there is also considerable variability in terms of how successful different smartphone based interventions are at promoting physical activity in young people, and a number of studies have reported that there is significant variable study quality among meta-analysis of health app interventions in young people (Wang et al., 2024; He et al., 2021).
A major problem for digital interventions is that there is a high rate of decline in user engagement over time, and thus the success of a digital intervention is heavily dependent upon maintaining meaningful levels of engagement rather than simply achieving large numbers of downloads or initial signups (Perski et al., 2017; Mazeas et al., 2022).

Engagement frameworks suggest that the most appropriate way to evaluate behavioural measures of engagement is in conjunction with subjective experience and contextual factors, and thus digital youth sport interventions should provide youth with personally relevant value that addresses their needs for competence and belonging (Perski et al., 2017; Ryan & Deci, 2017).

Gamification can be a useful mechanism for promoting engagement, and meta-analytic evidence provides strong support for the notion that gamified interventions are effective at promoting increases in physical activity, including emerging youth focused syntheses, although there is also a warning about the novelty effect and measurement bias associated with gamification (Mazeas et al., 2022; Zhang et al., 2025).

It is important to note that certain game elements, for example, leaderboards, streaks and public badges, can be controlling and socially risky for adolescents, therefore it is essential that when gamification is employed it is done in a manner that promotes mastery and autonomy rather than social comparison (ICO, 2021; Ryan & Deci, 2017).

Children's digital lives in the UK are characterised by widespread use of smartphones and platforms, but also by the presence of online harms, and therefore digital sport tools must incorporate safety, moderation and privacy protections from inception (Ofcom, 2024; ICO, 2021).

Additionally, digital interventions must be evaluated for their inclusiveness as assumptions regarding access to devices and connectivity can increase existing deprivation related inequalities in participation, and this is directly relevant given national evidence of socioeconomic gradients in physical activity (Sport England, 2024; Sport Wales, 2022).


[bookmark: _Toc1051678476][bookmark: _Toc225534811]12. Planning, Implementation and Operational Delivery in Community Clubs
Evidence of implementation shows that the success of an intervention can depend upon how it is adopted and sustained by participants and the degree to which it is contextualised within the environment in which it is being delivered. This is especially true in volunteer-led clubs that have limited resources and where there is variability in the quality of delivery (Skivington et al., 2021; UK Coaching, 2024).

The revised Medical Research Council guidelines emphasise iterative development of interventions, a theoretical basis for the proposed mechanisms of action and consideration of both the context and systems in which an intervention will be delivered. These changes support a process that will assess the usability and acceptability of the intervention through testing with coaches, players and parents (Skivington et al., 2021).

While co-design processes are likely to identify opportunities for better collaboration between users and developers, they may also disproportionately represent the needs of better resourced clubs. Therefore, the implementation plan needs to contain measures to encourage participation from under-resourced clubs and disadvantaged groups, so that inequality is not widened (Sport Wales, 2022; Sport England, 2024).

The Digital Technology Assessment Criteria is a minimum standard for digital tool usability, technical security and data protection across the UK. Therefore, it would be possible to use this as a minimum standard for youth sports technologies outside of healthcare (ICO, 2021; NHS England, 2021).

Research into volunteer drop off shows that the organisational support for volunteers and their understanding of the job role they are undertaking, both have a significant impact on whether they decide to continue as volunteers. This implies that youth sports digital tools need to assist coaches and welfare leads with their roles by reducing the amount of time spent completing administrative tasks, providing clear role-specific permissions and providing immediate benefit (UK Coaching, 2024; Sport Wales, 2022).

The operational delivery of digital technologies in clubs will require clear communication protocols, agreed upon routes for escalating any concerns about safeguarding issues, and at least a basic level of digital literacy among club officials. Hence, the intervention is not limited to the app interface but includes training and procedures (ICO, 2021; FAW, 2021).

[bookmark: _Toc830218106][bookmark: _Toc225534812][bookmark: _Int_mXCzEjD5]13. Ethics, Safeguarding, Data Protection and Wellbeing in Digital Sports Tools
In terms of digital youth service design in the UK, in addition to a focus on the needs of the children, there are design principles in the age appropriate design code from Ofcom, (2024), UK Parliament, (2023) and ICO (2021) that relate specifically to retaining young people in sports programmes through digital technologies. These principles are, minimise how much personal data is processed, set high default levels of privacy, do not use manipulative design techniques.

All these are relevant when designing retention interventions using digital features that could potentially create safeguarding risks if there are inadequate moderation, access controls, and reporting mechanisms in place (Faw, 2021; ICO, 2021).
[bookmark: _Int_AxPleJPw]The guidance related to safeguarding in sport also suggests that adult/child digital communications need to be structured, recorded and subject to the applicable roles' rules and not informal or untraceable (Faw, 2021; ICO, 2021).

Ethics of data collection also relates to motivational theories of behaviour as intrusive monitoring of children's activities and creating environments in which children compare themselves to others can compromise their autonomy and sense of relatedness, potentially reducing their engagement with the platform and possibly contributing to negative effects on their wellbeing (Ryan and Deci, 2017; ICO, 2021).

Evaluation of digital interventions for effectiveness emphasises a proportionate level of scrutiny that is commensurate with the level of risk, and the fact that the interventions contain minors and/or allow for communication between minors and adults increases the risk associated with each, and thus, ethical design should include a formal assessment of risk and mitigation strategies as early as possible during the design phase (NHS England, 2021; Skivington et al., 2021).

Equity is an ethical issue when using digital technologies in youth sport as digital technologies can limit access to individuals who lack access to the technology or do not feel confident enough to use the technology. However, this is at odds with the Welsh evidence on participation in youth sport that indicates there is unmet demand for participation and existing inequalities that need to be addressed with solutions that are supportive and inclusive of all participants (Sport Wales, 2022; Sport England, 2024).

[bookmark: _Toc872776165][bookmark: _Toc225534813]14. Conclusion
Research shows that children from 12 to 16 years old continue in grassroot football based upon interaction of multiple psychological, social, and system-based factors as opposed to a singularly based mechanism solution (Moulds and Cobley, 2024; Moulds et al., 2022).

There is also consistent motivation based research that identifies three main areas of youth motivation: autonomy, competence and relatedness, along with the negative impact of highly controlling, highly ego involving and highly evaluation-oriented climates, which negatively impacts both the wellbeing and continued participation of youth in sports (Castillo-Jimenez et al., 2022; Ryan & Deci, 2017).

Additionally, there is a growing body of research that suggests that digital support systems have the potential to positively influence youth physical activity and engagement. However, the use of these systems is often hindered by user engagement decline, variability in study quality, and variability in how well the systems meet the needs of the intended users, all of which highlights the need to carefully consider the design and implementation of digital supports that are based on understanding the underlying mechanisms of youth motivation and engagement (He et al., 2021; Wang et al., 2024).

Research conducted in the UK and Wales has shown that while there is a high level of unmet demand for participation in youth football, there are significant barriers to increasing participation including issues related to delivery and access to participation opportunities, all of which suggest that digital retention programmes should prioritise accessibility, minimal burden for volunteers, and include strong safeguards and design features that protect the privacy of participants (ICO, 2021; Sport Wales, 2022).

A primary gap in the existing body of knowledge includes the lack of rigorous, peer-reviewed evidence that provides guidance for the development of digital support specifically designed for Welsh youth football players that explicitly incorporate key motivational mechanisms, coach realities and digital governance practices that prioritise the protection of the rights and interests of the children who will be using the digital supports (Skivington et al., 2021; FAW, 2021).
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[bookmark: _Toc225534814]15. Introduction
This portfolio uses the theory based findings from the literature review to form a digital app proposal. The aim of this project is to design a digital app that supports player motivation and retention in grassroots football players between the ages of 12-16 in Wales, a group that has been identified as a particularly vulnerable group in regard to dropout in early adolescence. 
Three objectives were established to support this portfolio. The first objective is to identify key factors influencing player retention and dropout in Welsh youth football. The second objective is to identify how mobile apps can support player engagement and development in youth sport. The final objective is to design a detailed concept and prototype plan for the app based on my research whilst considering ethical implications. 
The literature review highlighted many challenges that occur within the Welsh grassroots system including an increase in performance pressures, limitations in volunteer capacity as well as a lack of structured approaches to monitoring player wellbeing. Whilst digital technologies are used in elite sport, there is limited evidence of digital tools that have been specifically designed for youth grassroots football environments. 
As a result, this portfolio presents a structured app development proposal based on motivational theory and youth development frameworks. The app is designed to support intrinsic motivation, autonomy, player wellbeing and to ensure an effective communication path between coaches and players, instead of reinforcing performance based comparison. Alongside the design, this portfolio outlines critical factors such as stakeholders, governance requirements, an implementation strategy and an evaluation framework to assess the potential effectiveness and sustainability of the app. 
Overall, this portfolio shows how sport development theory can be applied through the design of a digital solution for Welsh grassroots football whilst covering feasibility and ethical responsibility. 

[bookmark: _Toc225534815]16. Conceptual Framework and Theoretical Foundations
The design of the proposed app is based on theories of motivation and youth sport participation identified within the literature review. A big focus is on self determination theory and motivational research as they provide the foundation for understanding how player experiences influence engagement and long term retention (Ryan and Deci, 2017: Duda et al, 2018).

[bookmark: _Toc225534816]16.1 Target Population and Context
This application is designed for our target group which is grassroots football players aged between 12-16 in Wales. This is a group that has been identified as having an increased risk of dropout during early adolescence (Sport Wales, 2022: Sport England, 2023). Participation at this level is typically delivered within volunteer led clubs, where there is high variance in coaching practice and resource availability, all of which can strongly affect player development and experience. 
This age group has been reported to move through enjoyment based engagement to a more formalised and structured form of play as well as more competitive forms of play. The transition into such environments has been reported to cause players to lose their enjoyment of the game. As a result, many young players have been disengaged from the game (Mossman et al., 2022; Crane and Temple, 2015). Therefore, the design of the application must take account of developing skills in order to maintain an active level of participation.
Recent experience of coaching further reflects these challenges within grassroots football. 
For example, within my own coaching environment, team performances and results have increased this season, which has led to more structured training sessions but has also caused reduced playing opportunities for some players. While this has contributed to improved results on matchday, it has also resulted in decreased satisfaction among certain players, alongside increased pressure from parents and increased demands on volunteer coaches. 
These experiences support the challenges associated with providing an enjoyable motivational climate in youth grassroots football. These experiences provide evidence to support the need for interventions that place the needs of the player first when considering the development of youth football.

[bookmark: _Toc225534817]16.2 Motivational Climate and Coaching Environment
The motivational climate theory highlights how coaches create an environment for their players that affects their experience (Duda et al., 2018). Players in task oriented climates are motivated through effort, learning and self-improvement. These players report higher enjoyment and longer participation. Performance based sessions create competition among players and pressure, which are likely to lower motivation.
In grassroots football, it is the volunteer coach who creates the environment and therefore plays a major role in creating a positive or negative motivational climate. As most coaches are volunteers and have little time, no formal coaching education, and often little access to technical support, the application will provide them with tools that allow them to promote a better climate without increasing their workload.

[bookmark: _Toc225534818]16.3 Holistic Development Approach
The application will be developed using youth sport development theories that emphasise the whole child and their development in areas such as mental health and wellbeing, social development and long term involvement in physical activity. The application will incorporate aspects of enjoyment, wellbeing and the voice of the player into a holistic approach to developing young people.
These approaches are consistent with the current priorities of sport development in Wales. These priorities focus on inclusive participation and positive experiences in sports as key factors to ensure long term participation.

[bookmark: _Toc225534819]17. App Design and Functionality
The design of the proposed app has been influenced by the major themes found in the literature review, motivation, player retention and coaching environments. Unlike other apps, which focus solely on performance outcomes, this app will be centred upon the players' experience of enjoyment and autonomy in their overall development.
As a result of this research showing that enjoyment, autonomy and holistic development are all the most important aspects for long term participation in youth sport (Mossman et al., 2022) (Ryan & Deci, 2017), the app is designed with three distinct interfaces for players, coaches and parents.

[bookmark: _Toc225534820]17.1 Player Features
The player user interface represents the main part of the application and was created to increase autonomous motivational processes. The goal setting system enables users to develop personal goals. Unlike many goal systems found in other sports applications, these goals focus on developing skills, improving effort levels and participation in the activity.
Goals have traditionally been defined by performance based goals. An emphasis placed on performance has shown to lead to lower rates of enjoyment and higher rates of dropout from youth sports (Duda et al., 2018).
The second component of the application is a reflection based feedback mechanism. Users can utilise this mechanism to reflect upon their experiences after each session or competition. A small set of questions will be used to assess enjoyment, the amount of effort put forth during the session and level of engagement. Self-reflection has proven successful in allowing individuals to become aware of their thoughts and experiences while also providing them with opportunities to reinforce past positive experiences related to physical activities. Research indicates that perceptions of competency and enjoyment are two primary factors that influence whether an individual continues to participate in physical activities (Mossman et al., 2022).
A third element of the application is an engagement tracking component. This allows users to track their participation in the application over time. Unlike traditional performance metrics, which emphasise the level of success achieved during each session, this metric emphasises both consistency and frequency of participation. In doing so, it provides a means for creating an inclusive environment where all users can feel supported regardless of their level of skill.

[bookmark: _Toc225534821]17.2 Coach Features
Coaches have the opportunity to create both motivational and competitive climates through coaching interfaces. However, many youth sport environments are volunteer driven with limited resources. Coaches can significantly impact how players feel about their involvement in sports. In particular, coaches' actions contribute to whether the environment is focused on tasks or performance (Duda et al. 2018).
A unique aspect of the coaching interface is its user friendly design for coaches. A graphical dashboard allows coaches to easily view attendance trends and aggregate feedback from all players. With this information, coaches will be able to identify common patterns amongst players and make proactive adjustments to improve player participation. The simplicity of the coaching interface was specifically designed to help coaches avoid feeling overwhelmed by too much data.

[bookmark: _Toc225534822]17.3 Wellbeing and Safeguarding Integration
A big focus of the app was the inclusion of wellbeing monitoring as it is recognised by many that the psychological wellbeing of young participants can have a large impact on whether they continue to participate in sports. The app included a simple wellbeing check in which allowed players to input how they felt at any time prior to or post session. These wellbeing inputs are key to help identify potential signs of dissatisfaction with their level of engagement, but also other underlying factors that could potentially affect a players engagement during the time spent within their training environment.
These types of wellbeing inputs need to be considered with caution, to avoid creating an atmosphere of surveillance. In order to achieve this goal, wellbeing inputs from users are kept voluntary and focused on personal reflection instead of evaluation. This ensured that user autonomy was preserved while also providing coaches with useful information when deemed necessary.
Additionally, the app will include a safeguarding reporting tool that allows users to submit concerns securely and confidentially. This is intended to enhance the current safeguarding structure within grassroots football and reinforce the apps purpose in supporting a safe and healthy community.

[bookmark: _Toc225534823]17.4 Gamification Approach
Gamification has been incorporated into the app to create interest for users. However, the gamification process was designed to exclude competition based comparisons from being based on users performance. Most traditional sports apps use leaderboards and rankings to determine how well the players are doing at the time. Leaderboards and ranking systems tend to make sports a competitive game instead of an opportunity for all players to have fun, especially those who do not feel as confident or able to perform as well as other players.
In contrast, this app will utilise effort based gamification elements to encourage users to continue using the app. Examples of these elements include earning a participation streak, achieving a personal milestone, or achieving team accomplishments through collective effort. The focus of these elements supports (Duda et al.'s, 2018) research showing that task orientated environments support longer term motivational outcomes and retention.
The app also focuses on promoting each users progress individually and collectively, therefore creating a safe and welcoming environment where users fear of failure is reduced as compared to many performance sports apps.

[bookmark: _Toc225534824]17.5 Parent Engagement Features
The addition of an interface to engage parents represents how much influence parents have in influencing young athlete's experiences in sports. A number of studies have indicated parental behaviours and expectations play a role in what motivates players as well as their level of enjoyment in the game (Harwood and Knight, 2015). Therefore, this application offers an easy educational section that is designed to support positive parental engagement.
It provides guidance about creating enjoyment for children, supporting autonomy and limiting unnecessary performance pressure. With parental education being aligned with coaches best practice, this application aims to help develop a more cohesive and supportive experience for the player.

[bookmark: _Toc225534825]17.6 Design Summary and Justification
The overall design of the application represents an intentional move away from performance driven models for coaching to more holistic and player centred designs. The rationale behind each feature was based on several important findings from the literature as they relate to intrinsic motivation, coaching influence and enjoyment as factors that contribute to sustained participation.
Importantly, the application has been designed with a focus on its ability to be used in the practice environment of grassroots football. Specifically, the application has emphasised the need for simplicity, ease of use and low user burden in order to promote realistic and long term adoption of the technology. In addressing the previously identified gap between research and actual practice coaching environments, this balancing act between theoretical foundation and applied implementation is crucial.

[bookmark: _Toc225534826]18. Operational Plan
A practical and achievable operational plan will need to be developed to effectively implement the proposed application. This plan must reflect the organisational structure and characteristics of the Welsh grassroots football community. Since the majority of participation occurs through clubs run by volunteers with few resources available, the application's design and deployment must take into account accessibility, ease of use and sustainability.

[bookmark: _Toc225534827]18.1 Stakeholder Analysis
The development of a new app and its subsequent use will rely heavily on input from many different people, working at three main levels. The first set of stakeholders will be those who use the app, and this group will have a direct effect on how much each other uses it and how long they continue to do so. 
The most obvious stakeholders in this group will be players, whose continued use of the app is dependent upon their own enjoyment, motivation and belief that they are able to improve (Mossman et al. 2022). 
Coaches will also be significant stakeholders, as they shape the motivational climate and the whole experience of playing, although some coaches may resist the responsibility of an extra task due to their status as volunteers (UK Coaching 2024).
In addition to these two groups, parents will also have a stake in the application. As they create expectations around their children’s sport, their actions and beliefs will either positively or negatively affect their child's motivation to participate in sport, and therefore, indirectly affect the entire sport system (Harwood & Knight, 2015).
Stakeholders at the strategic level, including the FAW and Sport Wales, are also critical to the success of the proposed application. They will have an interest in increasing participation and retaining members in grassroots sport and could provide the application with funding, endorsements or inclusion into current development programmes. (Sport Wales 2022). This will add credibility to the application and make it more likely to be adopted by clubs.
In terms of finance, the application will need to consider the contributions of other stakeholders such as sponsors, governing bodies, and external funding partners. Due to the focus of the application on youth sport development and wellbeing, there will likely be grants available for youth sport development aligned with national participation strategies. Additionally, a club based subscription model could be developed where clubs subscribe to the application on behalf of their teams. Therefore, users (players and coaches) will interact with the application and payers (clubs) will financially support the application. Developing a clear distinction between users and payers will help ensure both the accessibility and long term success of the application.


[bookmark: _Toc225534828]18.2 Implementation Strategy
A staged implementation plan is recommended to ensure that there is an effective and long term uptake of the programme. It also reflects good practice in sport development. Pilot programmes are commonly used as a method to evaluate whether a project will work prior to rolling it out more widely (Sport Wales, 2022).
In Phase one, a pilot will be conducted using a small number of grassroots clubs to collect user feedback and to identify potential problems. There is a significant variation in grassroots settings and therefore it is essential that the application is both practical and accessible to all users (UK Coaching, 2024).

[bookmark: _Toc225534829]18.3 Human Resource Considerations
One of the major obstacles in grassroots football is the dependence on volunteers who have little time and vary in their level of knowledge and experience (UK Coaching, 2024). The literature also highlights how high expectations from the volunteer coach can lead to stress and burnout, with a negative effect on recruitment and retention of volunteer coaches (Sport Wales, 2022).
Therefore, this application will decrease workload for volunteer coaches rather than add to it by making processes such as providing feedback and tracking engagement easier to complete. Long term usage and impact are dependent on an easy to use system.

[bookmark: _Toc225534830]18.4 Governance and Data Protection
The application will have many young users. Data protection must be treated very seriously therefore, this can only happen in accordance with the legal framework established by the GDPR and the UK ICO's Age appropriate design code (ICO, 2020).
Data minimisation will be applied to the application, so only what is necessary will be collected. Parental consent will be sought before collecting any user data. It will also be clearly stated how the data is going to be used and stored.

[bookmark: _Toc225534831]19. Ethical Considerations
There are many important ethical issues involved in developing and implementing a mobile app for young sports participants, including data protection, safeguarding, mental health and fairness of use. These are especially relevant as the principal users will be from the age group of 12-16 years old and therefore it is vital that the app complies with legal requirements and acts responsibly.
A significant ethical issue concerns the collection and management of individual player data. The application will include minor participants and as such, will need to satisfy the requirements of both the General Data Protection Regulation and ICO Age Appropriate Design Code (ICO, 2020). To this end, the application should adopt a minimum amount of data collection, ensuring that only necessary information is gathered, along with robust methods for storing this data and controlling access to it. Furthermore, all applications must obtain parental consent before using the application and deliver transparent details about the use, storage and protection of each player's data. Transparency can help build trust amongst all key participants such as players, parents and clubs.
Beyond data protection issues, the use of digital monitoring tools in youth sports creates other compliance issues for the youth athlete's right to privacy and autonomy. While some uses, such as tracking player engagement and checking in on their wellbeing can be useful, there is a chance that athletes may feel they are being monitored in ways beyond the normal coaching context. If not done thoughtfully, this can negatively affect the player's intrinsic motivation. The way the app has been developed allows for the athlete to make choices about what features they would like to use, how much they want to reflect upon themselves versus others' opinions. The approach to develop this app aligns with the concepts of autonomy supportive environments (Ryan and Deci, 2017).
The next important factor is psychological wellbeing. The application aims to motivate participants as well as being enjoyable. However, there is also a risk that some elements of the application, particularly the gamification aspects, can be used as an unintended means of creating either competition or additional stress for participants. Although non performance based incentives have the potential to encourage comparative behaviour among participants, these types of comparisons can be avoided by structuring the application so that it does not use competitive leaderboards, but rather recognises the progress made by each participant with respect to their own efforts. In doing so, the focus will remain on the participants' own growth, rather than how they compare to others.
Protecting children from harm is an important ethical duty due to the integration of wellbeing and reporting features. The app must handle concerns about player welfare appropriately and in compliance with current club safeguarding policies. Therefore, it must be able to provide transparent protocols for the handling of reported concerns, such as who will receive the report, when and how the concerns will be escalated to the appropriate person, such as a coach or safeguarding officer. Importantly, the app should support the current child protection procedures already in place within the club.
Ultimately, there are also considerations related to both accessibility and digital inclusion. There is no reason to assume that all players will have an equal ability to use a smartphone or digital technology. If the application becomes a core part of the sport experience, this may create barriers for some players with respect to their ability to participate. In order to avoid these issues, the application must be developed to be used on a variety of different devices. It must also be created so that it does not replace an essential element of coaching and communication. The goal of the application should be to serve as a supplemental device that can boost the overall player experience.
The major ethical problems presented above clearly illustrate the need to balance innovation and responsibility in digital technology use in youth sports. Digital technology has huge potential to assist youth with motivation and retention. However, they are only able to be utilised as such if the overall wellbeing, autonomy and inclusion of youth players are prioritised. Addressing these major ethical issues will help the proposed application to deliver an innovative, supportive and effective platform for increasing participation in grassroots football.

[bookmark: _Toc225534832]20. Evaluation Framework
To measure the success of the proposed application to encourage and retain motivated players, an effective, structured evaluation framework is needed. The evaluation framework should examine both the immediate outcome for user engagement and the long term effect of this application on participants. Additionally, it will be necessary to develop a framework that can be used effectively in grassroots football environments, which typically have limited resources available.
It is therefore recommended that a combination of methodologies be used to evaluate the application. These include using the data collected by the application to provide some quantitative information, along with collecting qualitative data from users regarding their experience with the application. It has been noted in the literature relating to sport development that the collection of both participant data and personal experiences can provide insight into whether or not a particular initiative was successful (Sport England, 2023).

[bookmark: _Toc225534833]20.1 Key Performance Indicators
The application's success will be evaluated using a number of KPIs. This directly relates to the project's goal of increasing players' motivation and retention between the ages of 12 and 16.
The first KPI is the retention rate of player participation over a set period of time, which represents an overall long term metric for measuring motivation and sustained engagement. A decrease in dropout from week to week would represent an increase in motivation to engage and continue using the application.
The second indicator is the attendance rate, representing a shorter term measurement of engagement. If there is an increase in attendance, it could mean that participants have increased motivation to attend and take part in training sessions and games.
The final indicator is player enjoyment. This can be collected through several different methods, such as reflection prompts where participants can report how much they enjoyed and were engaged in the activity. Since enjoyment is a strong determinant of future participation, collecting data on this topic will provide important information about the experience of the participants.

[bookmark: _Toc225534834]20.2 Data Collection Methods
Data will also be collected within this application, so that coaches can continue to coach as they normally would. Quantitative data will be collected based on how users interact with the application. Thus, there is less work required of a coach, but still accurate data is being collected.
Qualitative data will be collected via player and coach surveys. The surveys will ask about player enjoyment, motivation, ease of use, etc. Additional information can be obtained through focus groups from players and coaches to assess potential areas for improvement. 

[bookmark: _Toc225534835]20.3 Evaluation Timeline
There will be a multi stage assessment of both short and long term effects of the app as it relates to participant engagement.
The first step will occur within the first six weeks of the pilot period when we will evaluate ease of use, the amount of participants engaging in the app and the feedback participants have provided about their experience. If any issues arise due to the design or development of the app, they can be addressed immediately.
In addition to this evaluation, there will also be an interim evaluation in the middle of the season which will assess how many participants are attending games, how engaged players are and what type of feedback players are giving to us about their experiences. This will provide insight into how the app is helping to drive behaviour modification over time.
Finally, at the conclusion of the season, there will be a last evaluation completed by assessing the number of participants who continue to use the app and participants' overall experience with using the app.

[bookmark: _Toc225534836]20.4 Limitations of Evaluation
Although the proposed assessment structure offers an organised process for evaluating the application, there are some limitations that need to be recognised. Firstly, it will likely be difficult to determine the degree to which the application influences participation while controlling for other variables such as coaching, which also have an effect on participation. 
The second potential issue is that there is a risk of bias associated with the information provided by participants. For example, participants may provide responses that they feel represent what is expected. One strategy for addressing this issue would be to design survey tools that are straightforward and anonymous when possible. Tools should also focus primarily on overall experience rather than specific expectations or concerns.
Thirdly, the variability in how coaches utilise the application will create differences in the level of reliability of the data collected. There may be significant variability in how engaged individual clubs become with the application and therefore how this impacts upon the final outcomes measured. These potential differences should be taken into consideration when analysing and drawing conclusions about findings.

[bookmark: _Toc225534837]20.5 Summary 
The overall purpose of the structure is to develop a practical and reasonable method of determining the success of the application at the grassroots level. Through combining quantitative measures of participant numbers with qualitative feedback related to user experiences, the structure allows for a complete understanding of behavioural outcomes and participant experiences. Although limitations do exist regarding both structure and process, the nature of the structure will ensure that meaningful insights can be developed to guide future applications and implementations.

[bookmark: _Toc225534838]21. Feasibility and Sustainability
The potential use of this application depends on how well it operates in relation to the structural limitations and practical realities of grassroots football. Because volunteers deliver at a local level, and most clubs operate under some form of budget constraint, and because participants vary significantly in their familiarity with technology, the application needs to place emphasis on ease of use, accessibility and minimising the amount of effort required to implement an operationally efficient solution.
From a technical standpoint, the application has the potential to operate successfully, given that approximately 90% of children in the UK now possess a smartphone. By designing the app so that it works across both Apple and Android devices, we ensure that most users will be able to access the application. We believe that a simple and friendly design will assist in eliminating barriers. The application does not aim to replace current methods used by coaches in order to help develop coaching skills using structured support tools. It is essential to us that the application is able to be easily implemented into current environments without requiring coaches to add workload in addition to what they already do. Workload is one of several factors that affect whether applications are adopted in volunteer based organisations (UK Coaching, 2024).
Financial viability is also a significant factor when assessing the feasibility of the application. There may be costs associated with initial development of the application, which could act as a barrier. However, these costs could be reduced through partnership with governing bodies and sport development organisations where there is alignment with their strategic objectives related to increasing participation and retaining young people in sport. Organisations such as Sport Wales and the Football Association of Wales have a direct interest in increasing youth engagement in sports and may fund or provide support for pilot programmes. In the long term, the vision is to develop a financially viable model for the application by either charging participating clubs a monthly fee or obtaining sponsorship from external organisations.
Sustainability is directly associated with continued usage and perceived value by users. Coaches' or players' sustained interest can occur due to an application's ability to enhance their desire for engagement, enjoyment and growth, while providing value to them for extended periods of time. The application's ability to assist coaches in simplifying their tasks and obtaining valuable information without increasing workloads will determine its sustainability. If the application appears beneficial and is simple to use, it is reasonable to assume coaches will continue to engage with the application.
As a result of utilising a combination of theoretical frameworks with realistic design strategies and approaches, the proposed application provides an opportunity to address current issues concerning player motivation and retention.








[bookmark: _Toc225534839]22. Reflection / Conclusion / Recommendations (key learning points) 
I have learned much about the complexity of motivating players to continue playing football at a local level through the process of developing this applied portfolio. It also became apparent when combining theoretical knowledge with practical coaching experiences that an approach which places greater emphasis on what the player desires will provide greater levels of sustained participation for children who are currently 12-16 years old than is typical in many current practices.
One of the most important things I have taken away from this project was how critical intrinsic motivation is in determining whether or not young people will continue to participate. Although I initially assumed that performance results would be the most influential factor, along with winning games, I have found that the majority of literature indicates that enjoyment, autonomy and self perceived ability will determine a person's willingness to remain involved in their sport. 
This project has helped me understand how important it is as a coach to focus on individual development with each player to help their development and create more motivation. I will use what I have learned from this portfolio in my future practices as a coach within grassroots football. 
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