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COACHLY

Why Who

What

One of the many challenges 
a high-school soccer coach 
faces is keeping track of 
player performances over the 
course of a season. 

The target audience of the 
proposed design would be 
high-school and college 
coaches. 

Unlike professional coaches, 
they often operate with tight 
�¿�Q�D�Q�F�L�D�O�� �E�X�G�J�H�W�V�� �D�Q�G�� �R�W�K�H�U��
resource constraints. They 
need an inexpensive solution 
to track player performances.

Coachly puts more power into 
a coach’s hands: by enabling 
�T�X�L�F�N�� �D�Q�G�� �H���F�L�H�Q�W�� �O�R�J�J�L�Q�J��
of statistics during a soccer 
game in real time.

TARGET USERS RESEARCH
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“Historical data about 

players and opponents 

would help me make 

smarter decisions during 

a game.”

“There is currently no 

�Z�D�\���I�R�U���W�K�H���F�R�D�F�K�L�Q�J���V�W�D����

to keep track of the top 

players in our team. 

We rely on paper notes.”

“We use a multitude of 

apps and paid services 

to collect and view data 

about our games and 

training sessions.”

EXEMPLAR

A Player Card in FIFA Ultimate Team

The proposed design is a touch-screen application that 
�D�O�O�R�Z�V���W�K�H���F�R�D�F�K�L�Q�J���V�W�D�����W�R���O�R�J���S�O�D�\�H�U���H�Y�H�Q�W�V���V�X�F�K���D�V��
passes, shots or goals and team events such as set-pieces 
and substitutions, with just one touch of a button.  

The prototype shown above is designed to replicate the 
�I�R�U�P�D�W�L�R�Q���E�H�L�Q�J���X�V�H�G���E�\���W�K�H���W�H�D�P���R�Q���W�K�H���¿�H�O�G�����7�K�L�V���P�D�N�H�V��
it easy for the user to recognize players, which is crucial 
�I�R�U���H���F�L�H�Q�F�\�����(�D�F�K���S�O�D�\�H�U���L�V���U�H�S�U�H�V�H�Q�W�H�G���X�V�L�Q�J���D���µ�S�O�D�\�H�U��
card’ which includes basic information like their name, 
number, position and a photograph. The jersey number is 
shown prominently for quicker recognition.

Evaluation

Usability Test #1

�8�V�L�Q�J�� �W�K�H�� �¿�U�V�W�� �Y�H�U�V�L�R�Q����
Mikaela was able to capture 
10 events, mostly related 
to passing. However, using 
the iterated version, she was 
able to capture 19 events, 
including interceptions and 
headers. This indicates a 90% 
�L�Q�F�U�H�D�V�H���L�Q���H���F�L�H�Q�F�\���E�H�W�Z�H�H�Q��
the original and iterated 
versions of the prototype.

Usability Test #2

�8�V�L�Q�J�� �W�K�H�� �¿�U�V�W�� �Y�H�U�V�L�R�Q����
Stephanie was able to capture 
25 events. However, using 
the iterated version, she was 
able to capture 35 events. 
This results in a 40% increase 
�L�Q�� �H���F�L�H�Q�F�\�� �E�H�W�Z�H�H�Q�� �W�K�H��
original and iterated versions 
of the prototype.

The interactive prototype was evaluated over the course of two usability tests. The participants, 
Mikaela & Stephanie, were shown a soccer game on TV and asked to capture the events as they 
�K�D�S�S�H�Q���L�Q���U�H�D�O���W�L�P�H�����7�K�H���P�H�W�U�L�F�V���X�V�H�G���Z�K�L�O�H���W�H�V�W�L�Q�J���Z�H�U�H�����H���F�L�H�Q�F�\�����J�U�D�Q�X�O�D�U�L�W�\���	���H�Q�J�D�J�H�P�H�Q�W��

�2�Q���W�K�H���V�L�G�H�V���R�I���W�K�H���F�D�U�G�V���D�U�H���E�X�W�W�R�Q�V���W�K�D�W���F�D�S�W�X�U�H���V�S�H�F�L�¿�F��
events. Clicking on the player card reveals more detailed 
options, which should ideally be used when the game has 
paused, giving the coach more time to record such events.

This prototype was built using HTML, CSS and jQuery. 
Behind the scenes, the prototype prints each event to the 
browser’s console so the full log of events can be reviewed 
after the test.

ITERATION

Based on feedback from the participants, the player card was iterated to show the event buttons right on the card, thereby 
reducing the number of clicks required to capture any event.

THE DESIGN

Player Card Version 1 Player Card Version 2

Future Improvements

Credits & Citations

Enabling rapid logging of player and team statistics 
during a soccer game.
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Coachly should be scalable to be compatible with other sports 
like basketball, football, baseball and tennis.

Future versions could use voice commands instead of 
�W�R�X�F�K���E�D�V�H�G���J�H�V�W�X�U�H�V�����7�K�L�V���Z�R�X�O�G���I�D�F�L�O�L�W�D�W�H���P�R�U�H���H���F�L�H�Q�W���O�R�J�J�L�Q�J��
and further reduce cognitive load.
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