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ABSTRACT: Participating in sports is a wonderful way to maintain health, reduce stress, and meet other people. Yet
for many individuals, it is time-consuming and annoying to set up games or find teammates. This study considers the
concept of a Location-Based Sports Networking App that simplifies how sports enthusiasts meet, become part of
games, and reserve facilities — all on one, user-friendly interface. the research integrated surveys of 200 participants
and interviews with coaches, venue managers, and players. The findings indicated that 80% of individuals have a hard
time finding other people to play with, and 65% deem it inconvenient to book venues. At the same time, 70% of
respondents indicated that they'd play more frequently if the app had enjoyable features such as leaderboards and
rewards, and 72% appreciated the notion of Al-based player matching to balance and make games more enjoyable. The
study identifies a strong need for a platform that unites individuals around sports. It also indicates that the app would be
of benefit to venue owners by enabling them to fill vacant time slots, and players by finding new sports communities
and events. The study also investigated possible business models, including freemium subscriptions, venue
partnerships, and paid tournaments, making the app financially viable while remaining user-friendly. This study offers
useful information on developing an application that not only improves the experience of sports but also enhances a
healthy, more socially connected way of life.

KEYWORDS: Sports Networking, Location-Based App, Al Player Matching, Venue Booking, Gamification
I. INTRODUCTION

Sports have always been about more than getting fit — they unite people, form friendships, and create a community.
Whether it's an informal game of football in the park or a competitive match on a court, playing sports is an escape for
stress, increases mental well-being, and encourages team-working. However, for many people, finding players,
arranging games, or renting a hall is frustrating and time-consuming. These barriers tend to hinder others from playing
sport as often as they would like, thus keeping them out of the activity they enjoy. In urban areas, these issues are even
more serious. Long working hours, dwindling social circles, and few public sports facilities make spontaneous
organization of games challenging for individuals. Although some rely on social media groups or messaging
applications to organize matches, such solutions are patchy and unstable. The Location-Based Sports Networking App
seeks to fill this void by employing technology to make sports playing easier and more fun. Just imagine being able to
open an application, know who is seeking to play a game in the area, and join a game that matches your level
immediately. . This study delves into why such an app is necessary, exploring user needs, preferred features, and the
wider effect on sports communities. The study also looks into the business potential of the app, analysing various
revenue streams, partnership options, and scalability of the platform. Finally, this research hopes to offer good insights
for developers, entrepreneurs, and investors who would like to develop a product that promotes physical activity,
tightens social bonds, and makes playing sports as easy as clicking a button. The aim is not only to develop an app, but
to establish a thriving ecosystem where sports fans can meet, play more frequently, and form lasting bonds — all
powered by technology.

II. METHODOLOGY
In order to realize the potential of a Location-Based Sports Networking App, we surveyed 200 occasional players,
fitness-goers, and regular sports users (18—45 years) to see how they behave, what their difficulties are, and what

features they would like to have. It showed problems such as scheduling challenges, last-minute cancellations, and the
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importance of community events. We also conducted semi-structured interviews with 10 players, 5 venue managers,
and 3 fitness coaches, revealing richer pain points and preferences. Through descriptive statistics and thematic analysis,
we also realized key trends and insights. Even with limitations like self-reported data and a limited sample size, the
mixed quantitative and qualitative method provided rich insights, enabling us to create an app that streamlines game
organization, builds relationships, and stimulates more frequent play.

Findings And Interpretation

Key findings from a study on sports participation, difficulties, and user preferences for a possible sports networking app
are presented in the paper that follows. The purpose of the survey was to learn more about demographic patterns, the
frequency of involvement, the reasons people play sports, and the obstacles they encounter while trying to participate in
leisure activities. It also investigated the degree of interest in a digital platform that uses cutting-edge features like Al-
based matchmaking, venue booking, and gamification to bring players together, organize games, and improve
community involvement. The answers offer insightful information about the requirements and preferences of possible
users, which aids in directing the creation of an intuitive and powerful sports networking software.

Data Analysis
A mix of descriptive and comparative analysis methods was used:

*  Pie Charts — To illustrate categorical data like frequency of product use and type of preferred fragrances.
*  Bar Charts — To illustrate comparative analysis of product selection and drivers of purchase decisions.

Table 1: Demographic Profile

Variable Category Frequency | Percentage

Age Group | 18-25 136 68%
26-35 42 21%
3645 7 3.5%
46-60 11 5.5%
60+ 4 2%

Occupation | Salaried 78 39%
Business Owner | 11 5.5%
Self-Employed | 21 10.5%
Student 86 43%
Retired 4 2%

Interpretation: The sample skews young (68% aged 18-25) and student-heavy (43%), reflecting high sports interest
among youth. Salaried workers (39%) show engagement despite work constraints. Older (60+) and retired (2%) groups
are underrepresented, suggesting urban bias.

Table 2: Survey Responses

Question Response Options Frequency | Percentage

3. Participation Frequency Daily 64 32%
A few times/week 57 28.5%
Once/week 25 12.5%
A few times/month 36 18%
Rarely/never 18 9%

4. Reasons for Playing Fitness/health 86 43%
Socializing 36 18%
Stress relief 71 35.5%
Competition 4 2%
Other 4 2%

5. Difficulty Finding Players Yes, frequently 100 50%
Occasionally 82 41%
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No, never 18 9%
6. Biggest Barrier Lack of venues 68 34%
Schedule conflicts 61 30.5%
Lack of similar skill 36 18%
Lack of awareness 25 12.5%
Other 10 5%
7. Use App to Connect Yes, definitely 136 68%
Maybe, if easy 50 25%
No, not interested 14 7%
8. Useful Features Find players 157 78.5%
Book venues 111 55.5%
Organize games 75 37.5%
Gamification 50 25%
Community chat 53 26.5%
Al matching 29 14.5%
9. Venue Booking Importance Very important 143 71.5%
Somewhat important 57 28.5%
Not important 0 0%
10. Trust AI Matching Yes, completely 86 43%
Yes, with manual options 89 44.5%
No, manual only 25 12.5%
11. Gamification Motivation Yes 143 71.5%
No 36 18%
Maybe 21 10.5%
12. Premium Subscription Yes, if valuable 104 52%
Maybe, price-dependent 86 43%
No, free only 10 5%
13. Build Communities Yes, definitely 150 75%
Maybe 36 18%
No 14 7%
14. Join Tournaments Yes 129 64.5%
Maybe 46 23%
No 25 12.5%
15. Comfort Meeting New Players | Very comfortable 107 53.5%
Somewhat comfortable 68 34%
Not comfortable 25 12.5%
16. Recommend App Yes, definitely 125 62.5%
Maybe 71 35.5%
No 4 2%
17. Preferred Sports Football 82 41%
Badminton 129 64.5%
Cricket 114 57%
Basketball 114 57%
Tennis 46 23%
Other 11 5.5%
18. Reasons to Stop Using Lack of users 79 39.5%
Complicated Ul 64 32%
High costs 39 19.5%
Other 18 9%
19. Desired Improvements Personalized recommendations | 96 48%
Real-time notifications 43 21.5%
Coaching resources 54 27%
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Scheduling tools 7 3.5%
20. Promote Health/Social Yes, absolutely 154 77%
Maybe 36 18%
No 10 5%
III. RESULTS

Usage of sports networking apps

The outcomes suggest that most respondents have a positive perception towards sports networking applications, as a
greater percentage endorses the claims that such apps would promote social interaction and healthier living, while
others are at least open to the idea. This demonstrates an understanding of the positive image regarding the use of the
application to enhance physical activities and community relations.

Improvements of sports networking apps

As to the study findings, users of the app attach great importance to recommendations customized to their specific
needs, demonstrating a clear demand for experiences that are crafted based on their preferences and proficiency
levels. Additionally, in-app coaching and training materials captured substantial attention, demonstrating that users
are interested in gaining these valuable skill enhancement opportunities. Real-time alerts for nearby games were
moderately popular, however automated scheduling features for these events received the lowest support suggesting
that users might prefer a different selection of tools to arrange games. Overall, these results indicate that
personalization and training functionalities stand out as essential to boost user engagement.

Most supported sport for the app

The data highlights that users prioritize highly customized recommendations, demonstrating a strong need for
personalization aligned with their interests and skill levels. Also, in-app coaching and training materials attracted
significant attention, suggesting that users appreciate offered opportunities for skills enhancement. Moreover, real-
time alerts for games in progress nearby were moderately popular, however built-in event scheduling tools seem to
have the least popularity, which indicates to us that users may prefer different methods for organizing games. All in
all, these findings indicate that personalization and training elements are the most sought-after features that could
increase user engagement.

Most useful feature in the sport networking app

The responses demonstrated a distinct inclination towards sports played in teams as well as racquet sports, with users
pinpointing badminton, cricket, and basketball as the clear top favourites. Football also attracted marked attention,
while tennis and other sports were less popular. These findings imply that the application should prioritze supporting
the most popular sports but also should be ready to support a wider range of sporting interests.

Does sport networking app could help build stronger communities

According to the findings, respondents have a firm belief that a sports networking application can be very useful in
enhancing the local sports communities. While some respondents are agnostic and extremely doubtful, only a few
outright reject the idea. The information gathered confirms the application can greatly help build community
involvement at the grassroots level and motivate citizens to participate in sports.

IV. DISCUSSION

The results suggest that the majority of respondents had a positive perception of sports networking applications and
acknowledged their impact on social interaction and the adoption of healthier lifestyles. Even among the more skeptical
respondents to the questionnaire, there is some level of acceptance to the concept, indicating strong potential for being
active participants later on. A useful piece of information that stands out is the need for personalization. Users
appreciate being offered specific recommendations that pertain to them and in-app coaching as well as training
materials, which shows an interest in both competitively and sociologically oriented mechanisms. Conversely,
automated scheduling received the lowest approval rating, while real-time game notifications received only moderate
interest which indicates a need for tools aimed towards flexible planning. The most popular sports include team sports
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and racquet sports such as badminton, cricket, and basketball. The application must primarily emphasize these sports
while also encompassing a wider range of activities.

Lastly, the application has an overwhelmingly positive perception in terms of strengthening local communities, with
many users assuming that it could enhance grassroots activities, and build bonds within the community.

Alongside these conclusions, concentrating on having a more personalized experience alongside more community
engagement features will sharpen the user's experience and ensure retention with the application in the long term.

V. CONCLUSION

The study emphasizes the necessity and feasibility of a Location-Based Sports Networking Application that makes it
easy to find teammates, plan games, and reserve venues. The results of the study highlight the issues sports players
experience, such as having trouble finding partners, last-minute cancellations, and the absence of centralized locations
for coordination of games. Survey findings show that 80% of respondents have difficulty finding players, 65% find
booking venues inconvenient, and 70% would use features such as leaderboards and rewards more often. Through the
use of technology, the app proposed here mitigates these pain points through Al-based matchmaking, gamification
features, and a simplified booking system. The advantages are not only for players but also for venue owners, who can
maximize facility utilization, and for the sports community at large by creating interaction and social engagement.

Also, the research delves into different revenue streams, such as freemium subscriptions, venue deals, and pay-to-play
tournaments, for ensuring financial viability. In alignment with studies of successful digital sports platforms that stress
the significance of monetization strategies ensuring user accessibility as well as business viability.

In total, this study sets the stage for creating a Minimum Viable Product (MVP) that is responsive to the needs of sport
enthusiasts and encouraging an active, socially engaged lifestyle. By working to overcome the most prevalent obstacles
to participation, the app stands to transform recreational sports, facilitating greater ease with which individuals can
play, engage, and remain active in an increasingly digital environment.

VI. SCOPE FOR FURTHER RESEARCH

Future studies could explore rural sports participation, limited here by urban sampling, to ensure broader inclusivity.
Longitudinal analysis of app retention, constrained by time, could assess sustained engagement. Investigating
professional athletes’ needs, missed due to sample focus, may refine features. Addressing self-reported bias through
behavioural tracking could enhance accuracy. These areas, rooted in current limitations, offer pathways to optimize the
app’s impact.
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