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Project presentation 
BBall StatS - the basketball player statistics system is a proposed tablet application which 
enables amateur basketball teams to collect game statistics on every player for coaches and 
team leaders to better understand an individual player's performance. We have been asked 
by a local basketball club (Bislet Basket) to try to come up with a suggestion; and if possible 
an application to assist in the collection of such data. 
 
Motivation  
Basketball is a sport where a lot of statistics are written down in every game to better 
understand which players performed well (or not so well), in which part of the game the team 
needs to improve (either by playing different players or making the existing players do more 
training on what they aren’t performing on). To do this the team usually have someone 
writing down stats by the sideline while the game is on. In professional basketball the use of 
video-recordings to make sure the get the stats right, but in the amateur-segment (from kids 
games up to seniors) it is necessary to get the stats correctly at game speed.  
  
Our aim in this project is to develop a user friendly prototype that can make it easier for 
amateur basketball teams to track a game and collect data. The question is whether it’s 
possible to make an tablet application to get more consistent data recordings, which 
additionally will make it easier to present and analyze the data after the game.  
 
Target Group 
The target group for this application is coaches and team leaders for amateur basketball 
teams; from kids league up to lower division adult teams.  
 
Research questions 

● How to design an application for rapid movement and many simultaneous actions? 
● How to make a transition from paper documents to a digital application? 
● What information is important for the users? 
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Methods/Technology 
In the beginning of the project we will start with mapping the essential functions of the 
application. These functions will be made simultaneously as we sketch and develop 
prototypes. In the start we will make low-fidelity prototypes to see how to the interface/layout 
can be designed. We will use these prototypes to perform user-testing- Hopefully this will 
give us insight to build the most optimal user interface. We will have access to a team for 
user-testing. There is a lot of information that can be used in the app, so we have to try to 
contain it to space we have, so based on the feedback from the users can we improve our 
design/layout and get the most important information visual for the user.  
 
We will use React Native for the development of the application. Since the app will be used 
in venues without Internet connection, a native application with offline storage is preferable. 
We also think that it will be better if the device is local on a tablet because of speed and 
stability. We will decide on the full technology stack after evaluating the prototype. 
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