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Dick's Sporting Goods University is a digital 
service designed to push DICK's forward as 
the leading authority in youth sports.

After evaluating over 40 ideas and even 
fully prototyping 5 ideas, we concluded 
that Dick's Sporting Goods University 
is a concept that is desirable, feasible 
and viable for all key stakeholders, 
including DICK's.

In the following sections in this report, 
we will walk you through our solution 
and take you through each phase of our 
project, identifying key milestones and 
insights.

Throughout the semester, our team 
worked to design a digital service for 
DICK's Sporting Goods that would 
push the company forward in its new 
vision to expand from retail and 
become ‘the sports company’. 

As an innovative approach to  expand 
DICK's’ influence across the athlete’s 
user journey, the team focused on 
the coach persona’s ability to 
influence the athlete’s experience at 
a higher level.

From research, we pinpointed on 
designing for pain points that youth 
athletes and coaches experience. All 
our ideas presented are based on 
these insights from direct primary 
and secondary research.
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01 Project Overview
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01 Project Overview

The mastery loop is DICK's’s model of the 
athlete’s persona’s user journey of their sports 
life cycle.

1. Curiosity
The athlete learns about a new sport and gets 
curious and wants to play. 

2. Excitement
The excited athlete heads to the DICK's store and 
picks up the equipment they need.

3. Confidence
Purchasing the new equipment gives them 
newfound confidence. 

4. Mastery
Coach continues to teach athlete new skills and 
athlete practices them over and over until 
masters them. 

5. Loop continues
Athlete becomes curious about a new aspect of 
the sport and goes back into the mastery loop.
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01 Project Overview

Currently, there is a disconnect in the mastery 
loop and where DICK’s Sporting Goods has the 
most influence.

As a sports retailer, DICK's Sporting Goods has 
significant control over the ‘Excitement’ and 
‘Confidence’ phases, as the experience is 
primarily based on purchasing sports equipment.

Once the customer exists the in-store or 
e-commerce experiences, however, DICK's loses 
their influence. This created a breakdown where 
DICK's needed to gain more influence on the 
‘Mastery’ and ‘Curiosity’ phases.
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01 Project Overview

The ‘Mastery’ and ‘Curiosity’ phases 
occur primarily on the training ground. 
The primary influencer of these 
phases is the coach. DICK's 
recognized the potential of targeting 
the coach persona given the current 
product landscape that largely 
focuses on the athlete persona.

The coach is a complicated persona 
that handles many responsibilities 
across sports strategy, team 
management, logistics, counseling, 
etc.

The complexity of pain points and lack 
of existing products indicated a huge 
opportunity for DICK's to introduce 
itself as a leading authority in the 
latter phases of the mastery loop. 
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01 Project Overview
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Project Goal

To lengthen the athletic lifespan of 
youth athletes by empowering 
coaches’ abilities to address pain 
points that drive athletes out of the 
mastery loop.



01 Project Overview

Through 3 phases of research, we 
found that a key pain point for the 
coach persona is keeping their 
athletes engaged and focused during 
trainings.

This was also an opportunity for the 
team to directly address the mastery 
loop-- planning engaging trainings 
would also ensure that the athletes 
would stay in the mastery loop for 
longer.
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01 Project Overview

Our secondary research showed that a 
powerful motivator for excitement for 
youth athletes was their idolization of 
star athletes. Youth athletes want to 
replicate everything about their 
favorite athletes-- they imitate catch 
phrases, gesture, jerseys, etc.

We were able to confirm these findings 
through our primary research, where 
interviewees gave their personal 
accounts on how much impact sport 
idols could have on their fans.

This identified a key opportunity for 
our project: could we channel this 
same excitement on the training 
ground to keep athletes engaged?
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“I want to be just like Tiger 
Woods!”

“Cristiano Ronaldo is so cool. I 
want to play like him.”

Middle School Lacrosse Coach

8 year old golf player

10 year old soccer player

“If I told them we’re doing UMD 
drills, they’d be so psyched.”

What excites athletes?



02 Solution
Overview, Feature walkthrough
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02 Solution

Dick's Sporting Goods University 
digitizes the clipboard experience, 
empowering the coach to deliver 
the celebrity experience in training.
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02 Solution
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Dick's Sporting Goods University is a 
concept that pushes DICK's to be the 
world’s best in youth sports content.

It allows the coach to run training 
plans endorsed by star athletes, 
inciting a sense of excitement 
through following their idols.

The experience around utilizing 
these drills is a training planner with 
elegant data analysis, 
personalization and recommendation 
features.

This video shows a full walkthrough 
of the platform’s key features. 

Dick's Sporting Goods University is a training management 
tool for youth sport coaches built on a library of drills 
created by top coaches and professional athletes.

Solution Overview



02 Solution

A key aspect of the platform’s value 
is that the drills are curated by 
professional athletes and coaches 
from famous teams. 

This direction is based directly on our 
research about how training like 
celebrities and successful teams 
drives excitement among youth 
athletes.

The platform is designed like a social 
networking site to emphasize the 
community interaction not only 
between coaches, but also between 
users’ teams and celebrity figures.
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Driving excitement



02 Solution

DICK's Sporting Goods University 
centralizes drills and plans curated 
by famous figures in sports and 
displays them on a user-friendly, 
filterable and personalized interface. 

From this interface, drills and plans 
can easily be added to the user’s 
profile for future use and reference.
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Centralizing content



02 Solution

Another aspect that sets DICK's 
Sporting Goods University from 
other drill source sites is that once 
these drills have been saved, the user 
has access to learning materials and 
has the ability to customize the drills 
and plans to their teams.

The platform directly supports these 
needs by providing annotation and 
commenting features.
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Planning trainings



02 Solution

The flexibility and robustness of the 
platform means that the coach no 
longer needs a physical clipboard or 
notebook to plan trainings.

The platform simplifies the 
organization, customization and 
personalization of content, and 
allows content to be saved in a 
database and shared with other 
users.
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Replacing the 
clipboard



02 Solution

Leveraging Existing Capabilities and 
Resources

DICK's already has connections to both 
top youth sport coaches and top 
celebrity athletes through its existing 
partnerships with major youth sports 
leagues and US Olympiad teams. 

DICK's has demonstrated significant 
capabilities in content creation and video 
production through its operation of 
DICK’s ProTips.

It also has opportunities to integrate with 
existing software platforms that support 
its TeamSports HQ services.

Needs of Stakeholders

Research shows that the number of 
inexperienced youth sport coaches 
is expected to increase in the near 
future given trends in youth and 
school sports. New youth sport 
coaches struggle with finding high 
quality drills. Dick's Sporting Goods 
University is a one-stop platform that 
provides new youth sport coaches 
drills and practices created by top 
youth sport coaches and celebrity 
athletes.

New Stream of Revenue

Dick's Sporting Goods University has 
an opportunity to provide  an 
additional revenue stream for DICK's 
via a subscription model.
.

Dick's Sporting Goods University adds business value by 
fulfilling needs of major stakeholders, creating a new 
stream of revenue, and repurposing existing capabilities 
and resources. 
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Business value



03 Research
Initial Research, Market Research, User Research

19



03 Research

To approach a better understanding to 
the design space, we went through 
three different research phases:

1. Initial research
To have a holistic understanding of 
the coach persona.

2. Market research
To learn about the trends in the 
sports industry and narrow down to 
youth sports.

3. User research
To understand the interactions 
between youth coaches, youth 
athletes, and parents.

The following pages explain the process 
in detail.

20
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Phase 1: Initial Research
Secondary research methods, Primary research methods, Research insights 
Pivot, Narrowing the scope
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Research focus & questions
During our first phase of research, we 
focus on trying to understand the 
problem space better. With this goal in 
mind, we focus on three aspects to 
ensure that our initial understandings 
of the market and coaching 
experiences will support our efforts 
forward.

1. Deepen understanding of the holistic 
coach experience

2. Identify all stakeholders and the 
value exchanged

3. Deepen understanding about sports 
retail industry and DICK's Sporting 
Goods’ industry position

Figure
DICK's Sporting Goods retail store. Visit to 

understand their approaches.  

First phase of research
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6
Coaches

10
Athletes

3
Parents

We conducted in-person and remote 
interviews with the following people:

2
League 

Directors

8
DICK's 

Employees

We tried to gain a better understanding 
at coaches and athletes’ relationships, 
their purchasing behavior, and their 
interactions with DICK’s.

Primary research method
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We also conducted competitive analysis 
and literature reviews to deepen 
understanding about sports retail 
industry and DICK's Sporting Goods’ 
industry position.

Competitive Analysis

● DICK's Sporting Goods
● Team Sports HQ

Literature Review

● Understand the sports retail 
environment and culture

● Understand different levels of 
coaches

● Understand athletes

Secondary research 
methods
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Many coaches work to know the ins 
and outs of the players to build an 
off-the-field relationship with them 
and learn how to coach them more 
effectively

In coaches’ mind, retails stores are 
not good for customization, 
competitive pricing, or batch orders

Athletes purchase from their social 
connections which involve other 
athletes and sales rep from 
manufacturers. Both can provide 
great products at a competitively low 
price

1 Athletes repeatedly purchase 
products that fit them well from prior 
experience. They shop at retail stores 
for fitting. 

Parents often seek for sports related 
advice or information from people 
around them. Parents often rely on 
word of mouth from coaches, friends, 
and fellow parents

Being a part of the community and 
building connections plays a big part 
in shaping the sports experience for 
both the parents and the athletes. 
Sometimes, it’s the primary 
motivation for parents wanting their 
children to take part in sports

2

3

4

5

6

Selected research insights
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From our initial phase of research, we 
used primary and secondary research to 
find out key pain points that are seen in 
coach’s daily operations and their 
experiences. We identified 25 insights 
across coaches, athletes and parents, and 
later synthesized to 6 key insights.

However, even with the 6 key insights we 
drew down, we noticed that across these 
insights we gained through our first round 
of primary and secondary researches, 
there were still many directions and 
problems that need to be addressed 
within the space of coaching experience. 
Unfortunately, to address all of these 
problems would be beyond the scope of 
this project.

As a result, we decided to elongate our 
research phase and continue to do a 
second round of research with a 
narrower focus. 

Figure
The affinity diagram we generated for 

synthesizing. It is a huge chart with 25 insights.

Pivot
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Narrowing down the focus of our project 
and moving forward required us to model 
the different types of coach personas to 
focus on. Based on our insights from our 
first primary research phase, we 
concluded that the landscape of the coach 
persona could be defined by the 
combinations  of the following qualities:

1. Athlete age group

2. Sport

3. Geographic Region

4. Competitiveness 

5. (e.g. recreational vs. competitive)

6. Socioeconomic Status

Narrowing the scope
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Phase 2: Market Research
Focusing on Youth Sports, Secondary research methods, Secondary research insights 
Primary research methods, Primary research insights
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Research focus & questions

A key priority in our second research 
phase was to define a more clearly 
defined scope that would deliver the 
maximum business value to DICK's 
Sporting Goods. In exploring this 
question, we quickly found that we 
lacked the business context in not only 
DICK's Sporting Goods’ position in the 
market, but also the trends in the 
overall sports retail market / industry. 
To guide our research moving forward, 
we centered the research on the central 
question: 

Which category of the coach persona 
should DICK's’s upcoming initiatives 
target to maximize the value-add to 
the company?

The central question was broken down 
into more specific questions as follows:

● What are DICK's’ long term 
business goals?

● Which type of coach persona has 
the most prominent pain points 
to address?

● What is the projected impact of 
addressing our identified pain 
points for the identified 
persona?

Second phase of research
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The assessment of these questions 
was based on DICK's Sporting Goods’ 
recent shareholder reports as well as 
other published data on the sports 
market  and industry. Our key 
insights from our research are on the 
right column.

Overall, the research allowed us to 
conclude that youth sports has the 
highest potential for delivering a 
project that is not only innovative, 
but also fits DICK's Sporting Goods 
current positioning in the market and 
long-term growth vision as a product 
/ service company. 

● Since 2014, DICK's Sporting 
Goods has committed over $50 
million dollars to the Sports 
Matter initiative, which has 
saved thousands of youth sports 
teams and given hundreds of 
thousands of youth athletes the 
chance to play.

● Based on shareholder reports, 
youth sports became a major 
pillar of DICK's Sporting Goods’ 
long-term business goals in 
2016.

● There are currently 60+ million 
youth sports participants; this 
figure is expected to grow to 
80+ million by 2030.

Focusing on youth sports
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See the primary research questions in 
the following pages

30+
Literature 

reviews

We conducted:

Secondary research methods
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Youth sports markets’ main revenue 
drivers are travel, equipment, team 
membership, facility construction, 
software, and venue rental

DICK's Sporting Goods’ strength: 
number of stores (716), 15% of the 
youth sports market by exposures, 
publicity in youth sports through its 
Sports Matters Foundation

Parents frustrate their athlete 
children in two ways: neglect and 
professionalization, both of which 
can be mitigated when coaches 
communicate effectively

1 Sports can be reflected as the 
practice field for life.

Youth sports markets’ main revenue 
drivers are travel, equipment, team 
membership, facility construction, 
software, and venue rental2

3

4

5

Secondary research insights
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Phase 3: User Research
Overview, Screen walkthrough, Business value
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See the primary research questions in 
the following pages

7
Coaches

2
Athletes

2
Parents

We conducted in-person and remote 
interviews with the following people:

Primary research insights
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Athletes might drop their sports 
because they get older, get occupied 
by other activities, or believe that the 
sport is not a fit for them.

The process to build athletes 
confidence is extensive while the 
coaches' attention is limited 
resources

The lack of trust between parents 
and coaches burden and coaches as 
well as ruin the youth athletes’ 
sporting experiences.

1

2

3

Secondary research insights



04 Ideation
Visioning, Concept Evaluation
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Visioning
Ideation, Storyboarding, Speed Dating
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After research, our team spent some 
time identifying the most important 
and feasible pain points to move on 
with our solution. These pain points 
include: coach’s lack of experience, 
coach’s limited time and attention, 
toxic parent behaviors, and athlete’s 
uncertainty about practice sessions. 

We brainstormed more than 40 
solutions to target these pain points. 

Afterwards, we conducted a voting 
activity to narrow down the 40+ 
ideas to 8 ideas to storyboard. 

40+ ideas
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Parents’ toxic behaviors and expectations discourage 
youth athletes from continuing the sport.

39

Idea #1

Involve parents in some of the team’s 
drills

Idea #2

DICK's Sporting Goods provides a 
form of education or rewards 
program to encourage healthy 
engagement with the athletes and 
coaches.

Storyboarding: pain point #1
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Idea #1: Involve parents in 
some of the team’s drills

We have found that parents are often 
unhappy with coach’s decisions 
regarding team operation and game 
strategy. To address this issue, we are 
considering the concept where parents 
get to walk a mile in the coaches’ shoes. 
This may mean that parents are simply 
involved in the decision-making 
process, or even getting directly 
involved with the sport (e.g. athletes vs. 
parents scrimmages).



04 Ideation - Visioning
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Idea #2: Education / 
Rewards program

Parents’ unhappiness with coaches’ 
decisions often manifest in hostile 
and/or rowdy behavior during games to 
athletes, coaches, or even other 
parents. The team has discovered that 
this is not only uncouth, but also lowers 
athletes’ motivation to continue playing 
sports. By getting involved as a 
third-party, DICK's Sporting Goods can 
increase chances of athletes continuing 
their sports.
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New coaches lack experience in organizing effective 
practices that engage youth athletes.
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Idea #1

DICK's Sporting Goods works with 
pro athletes and coaches to create a 
standard or checklist for what an 
effective drill / activity looks like.

Idea #2

DICK's Sporting Goods builds an 
online portal to facilitate 
mentor-mentee relationships 
between coaches.

Storyboarding: pain point #2
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Idea #3: Partnership with 
Pro Athletes

The team found that one experienced 
coach designs all drills to be games to 
ensure that practice is fun for the 
athletes. This led the team to wonder: 
are there other ways to ensure that a 
practice is fun for athletes? We saw an 
opportunity for DICK's Sporting Goods 
to design a set of drills / games or a 
checklist to help coaches run effective 
practices. 
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Idea #4: Coach 
Mentorship Program

In both our primary research phases, 
we found that there is currently no 
one-stop-shop for information 
regarding coaching. Additionally, new 
coaches may find valuable insights 
from interacting with more experienced 
coaches that have been in similar 
situations in the past. Merging these 
two opportunities came together as an 
online solution that facilitates 
coach-to-coach mentorship.



04 Ideation - Visioning

Coaches are unable to provide undivided time and 
attention to their athletes.
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Storyboarding: pain point #3

Idea #1

DICK's Sporting Goods creates a 
framework for how coaches can 
interact effectively with their 
athletes outside of practice.

Idea #2

Create a mentorship system between 
experienced and inexperienced 
athletes.
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Idea #5: DICK's Training 
Framework

Athletes need extra attention when 
they are going through slumps, and the 
coach’s limited time and attention 
presents a breakdown in coaches 
effectively identifying when athletes 
need extra attention. There is an 
opportunity for DICK's Sporting Goods 
to step in and design the framework for 
these interactions.
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Idea #6: Athlete 
Mentorship Program

There are some aspects of a youth 
athlete’s life that the coach cannot gain 
access to. Designing a system where 
athletes serve as channels for both 
issue identification and solution 
provision may resolve issues before 
they reach the coach.
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Athletes’ uncertainty of their coach’s ‘big picture’ during 
practices drains athletes’ commitment to their sports.
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Storyboarding: pain point #4

Idea #1

Athletes get involved in the 
decision-making process regarding 
practices.

Idea #2

Athletes are reminded at every 
practice why they play the sport in 
the first place.
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Idea #7: Athletes involved 
in the decision-making

The pain point highlights a need for 
increased transparency in the coach’s 
decision-making process. Getting 
athletes involved directly could be the 
be most effective way to decrease 
athletes’ discontent for the coach’s 
decisions.
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Idea #8: Athletes are 
reminded why they play 

One of the coaches the team 
interviewed revealed that he gets his 
team to silently reflect on why they are 
playing the sport. This increases the 
athletes’ motivation and focus before 
games. This reminder could easily be 
integrated into our project idea, 
whether it be a framework for 
athlete-coach interactions, or an app to 
facilitate athlete management.
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Speed-dating
We speed-dated our storyboards with 
coaches, whom we contacted based 
on what we learned from earlier 
interviews, and athletes and parents, 
whom we recruited from children’s 
program held on campus.

Figure
Youth athletes 

speed-dating our 
storyboards.
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Speed-dating Insights
Coaches of all levels constantly 
research new drills to add to their 
practice plans.

Video explaining the drill helps 
coaches learn about the drill the 
best.

Coaches care the most about the 
quality of the drill as well as the 
breadth and depth of the drill

Parents step in to take care of the 
youth teams when coaches aren’t 
available.

Coaches often make on-the-spot 
decisions about the training agenda.

1 Kids often question about the 
meaning of the drills. 

Youth athletes would be hugely 
motivated by sports stars if they are 
drawn by the celebrities.2

3

6

7

4

5
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Narrowing down
After speed dating and analyzing our 
speed dating insights, we narrowed 
down our 8 storyboards to five ideas. 

Dick's Sporting Goods University (chosen)
Training management tool & library of drills 
created by sports celebrities and users.

DICK's Drill HQ
Library of drills created by the top youth 
coaches for new youth coaches

DICK's Mentorship Program
On & off the field relationship between 
experienced athletes and beginner athletes.

ExpShare
Peer-to-peer, anonymous experience sharing 
platform for teams.

Drill Share
Crowd-sourced platform for coaches and 
athletes to share drills.
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Concept Evaluation 
Parallel Prototyping, Evaluation Criteria, Product Pitches
Why Dick's Sporting Goods University
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Parallel Prototyping
In order to make a good decision on 
which of our five ideas to move 
forward with, we really needed to 
prototype and think through each of 
our ideas. 

We each took ownership of one idea 
and thought through what problem is 
being solved, competitors, obstacles, 
what  the experience might entail, 
amongst other considerations.
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Idea 1: Dick's Sporting Goods University
The Problem
Coaches have trouble keeping 
athletes engaged throughout a 
practice, and sometimes don’t have 
enough time to spend time preparing 
for a practice. There is currently no 
planning platform that provides fun 
drills through a quick, flexible user 
experience.

Athletes are often not engaged 
during practices for various reason 
that change day-by-day. One reason 
is that the drills run during practice 
are ones they don’t really enjoy.

The Solution
Dick's Sporting Goods University is a 
training management tool for youth 
sport coaches built on a library of drills 

created by top coaches and professional 
athletes.

Professional coaches and athletes 
would create programs of drills, which 
amateur youth coaches could browse, 
learn, add to training plans, share with 
his team, etc.



05 Dick's Sporting Goods University - 
Feature Ideation
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Figure
Browsing page with 

a list of celebrities 
and their sports 

program.  

Figure
A drill page, with 

short videos 
embedded in the 

drill steps.
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Idea 2: DICK's Drill HQ
The Problem
This problem comes from one of the 
key insights we synthesized during 
the synthesis phase (see page 5 pain 
point number 3 in this report). 

Many new coaches don’t know where 
they can find practice resources 
authored by reputable coaches and 
they find it hard to discover drills 
that are most appropriate for their 
youth sport teams.

The Solution
DICK's Drill HQ is a library of drills 
created by the top youth sport coaches 
for new youth sport coaches.
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Figure
Search and browse 

for drills 

Figure
Practice plan 
building page
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Idea 3: DICK's Mentorship Program
The Problem
Breakdowns in the mastery cycle 
occur when there isn’t someone to 
sweep in immediately when athlete 
needs help, confidence, and 
excitement. However, coaches don’t 
have enough time to give their 
undivided attention to all of their 
athletes. 

Additionally, the best coaches who 
have the biggest impact on their 
athletes create a relationship more 
than just the sport itself. The best 
coaches really care and are invested 
in seeing a child grow. However, 
again, coaches don’t have enough 
time. 

The Solution
This mentorship program connects 
local more skilled athletes to beginner 
youth athletes. The mentor is 
responsible for training the mentee in 
the fundamental skills of the sport. But, 
more importantly, the mentor serves as 
an additional role model in and out of 
the sport. 

The mentorship program will also be an 
expansion of DICK's Sports Matter 
campaign, one that is not the most 
sustainable for sports teams.  
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Figure
Mobile screens 

showing mentor 
communities and  

calendars. 
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The Problem
Youth athletes tend to have many 
bullying issues and small 
antagonistic cliques. As a result, 
coaches have a hard time to engage 
all young athletes with their 
undivided attention, and many times 
athletes quit because of this one 
reason. 

The Solution
ExpShare is an online platform that 
supports intra-team peer-to-peer 
communications with anonymity. 
Coach plays the facilitator role. 

Idea 4: DICK's ExpShare
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Figure
Athlete view. Youth 

athletes can post 
their experience 

anonymously 
online.

Figure
Coach view. 

Coaches dashboard 
let coaches get to 

know what is 
happening within 

the team.



04 Ideation - Concept Evaluation

64

The Problem
Coaches have their drills 
recommendation coming from many 
different places, making it  hard to find 
the drill that matches their need or get a 
generic sense of what other coaches are 
doing. It is also difficult to explain the 
drills in great details to athletes and 
parents.

Athletes and Parents, on the other hand, 
are often times confused over the 
coaches’ plan, such as the purpose of 
the drill, or how their practices are 
contributing to their athletic journey.

Idea 5: Drill Share
The Solution
Drill Share aims at designing a 
framework that:
● Organize the drills 
● Share them publicly 
● See what other people are doing
● Keep track of the practice history
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Figure
the result page 
when coaches 

search drills with 
keywords. 

Figure
Parents and 

athletes can track 
and preview their 

drills via their 
mobile phone.
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Evaluation Criteria
With each five ideas, we were tasked 
to think through each idea with 
following considerations:

1. Problem/Opportunity
2. Value proposition
3. Value for main stakeholders
4. Key Features
5. Feasibility
6. Success Criteria
7. Timeline
8. Challenges
9. Questions

These 9 considerations served as our 
evaluation criteria during out pitch 
battle.
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Product Pitches
At the end of the week, we all came 
back together and presented our 
ideas to one another.

Each person presented their ideas 
and their thoughts to the 9 topics in 
the evaluation criteria. While a 
person presented, the rest of the 
team members were responsible for 
coming up with questions. 
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We all agreed that Dick's Sporting Goods University (1) fits with our stakeholders’ need; 
(2) adds business value to DICK's; (3) makes use of existing resources.

Why Dick's Sporting Goods University?

Dick's Sporting Goods University 
fulfills new youth sport coaches’ 
needs. New youth sport coaches 
cannot find high quality drills 
because they don’t know where to 
look for them. Dick's Sporting Goods 
University is a one-stop platform that 
provides new youth sport coaches 
drills and practices created by top 
youth sport coaches and celebrity 
athletes.

Dick's Sporting Goods University 
adds business value to DICK's. 
Dick's Sporting Goods University 
creates an additional revenue stream 
for DICK's via the subscription fees 
that customers pay for.

Dick's Sporting Goods University 
leveraged DICK's’s existing 
capabilities and resources. 
DICK's is connected to both top 
youth sport coaches and top 
celebrity athletes through its 
existing partnerships. In addition, 
DICK's has developed content 
creation and curation capabilities 
from its experiences running DICK's 
Protips. These existing DICK's 
resources and capabilities can 
ensure Dick's Sporting Goods 
University's feasibility and growth

68
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05 Concept Development
Feature Ideation, Prototyping, Next steps
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Feature ideation
Idea explorations, Co-design session
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Co-design session process
Background

The co-design session will be used to 
generate additional features we can 
incorporate into the chosen idea: 
DSG University. Currently, the core 
features for the DSG University 
involves browsing and searching for 
different drills, watching the video 
explanations of the drills, adding 
drills to the practice plans and 
sharing the practice plans with 
children and parents. In addition to 
building these features, what are 
some additional features we can 
incorporate into the idea?

Goals

1. Generate additional features / 
similar features thought of from 
a different perspective for DSG 
University

2. Receive different perspectives 
and feedback on our existing 
ideas

3. Learn from the clients about 
DSG Protips (potentially)

You can view our co-design planning 
and drafts in-depth in the appendix 
section
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Insights and advice
The entire experience can be divided 
into 3 phases: before the practice, 
during the practice, and after the 
practice.

It is important to consider the 
technology accesses and prowess of 
the coaches 

1 It is important to differentiate 
coaches as individual users and as 
group users. Can a team of coaches 
collaborate on creating plans?

Coaches often pivot their practice 
plan during the coaching session in 
response to time and athletes’ feeling 
towards drills

2

3

4
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User Journey Mapping
To get organize our idea better and get 
our team all on the same page,  our 
team mapped out the typical user 
journey. 

Our user journey starts out at the 
trending/featured page. This page 
serves to encourage the user to explore 
all of the content available on the site. 

From there, the user can choose to 
diverge in three different paths: browse 
drills, browse plans, and coach profile. 

In the browse drills and plans pages, the 
user has the opportunity to find a 
drill/plan fit for them and is also able to 
save and share that drill/plan. 

On the coach profile page, the user has 
the ability to organize and view all of 
the content he/she has saved. 

Sketch of user journey
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Digitized User Journey
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Use cases & user actions
In order to appropriately scope our 
project given the time constraint we 
have and better collaborate on the 
screen designs, we created 4 use 
cases and diagrammed 
corresponding user actions to 
demonstrate the core capabilities of 
DICK's university. We leveraged the 
diagram as a visual roadmap to 
facilitate us divide the final design 
tasks among the team members.

The complete user-stories document 
with user-flows are attached in the 
appendix.
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Use case persona

Teresa Woods is a new middle school 
soccer coach who coaches under 
9-year-old girls soccer. She has had 
little experience to coach soccer, so 
she has always strugged with making 
her practice engaging and exciting.
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Use case 1: onboarding
When Coach Teresa created an 
account on Dick's Sporting Goods 
University, she was asked to enter 
information about her teams such as 
the sport it plays, the age group of 
the youth athletes and the team size.

Supporting insights 
Every youth sports team is different 
from each other, coaching teams of 
different sports, age groups and sizes 
require different coaching materials. 
To surface the most relevant content 
for coaches, it is critical to collect 
information about teams during 
onboarding.  
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Use case 2: Create a practice plan
Since Teresa’s team lacks training in 
ball control, she filters ball control 
drills and plans on DICK's university. 
After she sets the filter, she selects a 
plan to use as the base plan and adds 
a couple of more drills to the plan to 
customize the plan further.

She then dives into individual drill of 
the plan to learn more. As she reads 
about each drill, she annotates each 
step to add reminders and personal 
thoughts on how to run the drill most 
effectively. 

Supporting insights 
Since Teresa’s youth soccer team 
needs to improve their ball control 
skill, she searches for ball control 
drills and plans on DICK's university. 
She selects a plan designed by Abby 
Wambach, the top woman soccer 
player in the U.S,  and customizes it 
by adding a few more drills to it.

After creating her plan, she reads 
every drill in the plan detailedly to 
learn more. As she learns each drill, 
she annotates steps of the drill to 
remind herself how to run them most 
effectively. 
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Use case 3: During the practice
Right before the practice, coach 
Teresa Woods reviews her practice 
plan on her Dick's Sporting Goods 
University mobile app. Immediately, 
she spots that the active stretching 
drill should be run first instead of 
second. She promptly switched the 
two drills. After making a couple of 
more changes, she starts to review 
the notes she wrote herself on the 
plan page and drill page.

Supporting insights
During the practice, coaches never 
follow their plans because there are 
always last minute changes. In 
addition, since new youth sport 
coaches are running many drills for 
the 1st time, they constantly review 
their notes to remember how best to 
run them.
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Use case 4: Search for additional drills
During the practice, coach Teresa 
searches for an additional drill to 
practice with the team since she has 
finished her plan 15 mins ahead of 
schedule. She opens Dick's Sporting 
Goods University mobile app and 
filters drills that only takes “15 mins” 
and are “fun”. After browsing through 
the drills, she selects to practice with 
the team.

Supporting insights
Coaches would like to search for 
additional drills to practice with their 
team when their prepared drills don’t 
work well and when they finish their 
planned drills ahead of time.
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Use case 5: Ask for help
During the practice, coach Teresa is 
confused about one of the drills, so 
she posts a comment on the drill’s 
page to ask other coaches across the 
DICK's Sporting Goods's University 
for help. After some time, she 
receives a notification on her phone 
when other coaches answered her 
questions. She opens the site on her 
phone and reads their tips and advice

Supporting insights
New youth sport coaches don’t 
always run their practices 
successfully the 1st time. Therefore, it 
is valuable to have more experienced 
coaches to provide them feedback on 
how to improve their coaching skills. 
However, it is also quite challenging 
for new coaches to find experienced 
coaches for help.
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Use case 6: Follow top coaches and athletes
After the practice, coach Teresa 
Woods browses and discovers some 
top athletes and top youth sport 
coaches who contribute content on 
9-year-old girl soccer. She decides to 
follow them to receive live updates 
when they publish their plans, drills 
and coaching tips to DICK's 
university.

Supporting insights
New coaches are more than happy to 
receive advice and help from more 
experienced coaches and athletes.
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Prototyping
Low-Fidelity Explorations, Medium-Fidelity Explorations, Latest Iteration
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Low-Fidelity Explorations
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We did low-fidelity explorations of 
what the structure of the app should 
look like. Throughout these 
explorations, we thought through 
questions such as: 

● Should people arrive on the 
profile page first?

● What’s the interaction like for 
when a user adds drills to the 
profile?

Structure of app



05 Dick's Sporting Goods University - 
Prototyping

87

We also explored different things we 
could display on the featured page. 
For example, during these 
explorations, we experimented with 
designing different sections such as:

● Featured coaches and sport 
celebrities

● Voted best for 

Featured Page
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During user testing, we received 
feedback that there is actually a lot 
of needs during the practice. 
However, we only explored use cases 
before the practice. 

We explored how to design for during 
practice scenarios with mobile design 
what additional features were 
needed.

Mobile Design
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Most importantly, we knew that our 
design encompassed a large 
browsing feature. We knew we 
wanted to encourage the coach to 
explore the application and browse 
the content available. This led us to 
explore how to design for the 
browsing experience and what that 
might look like.

Browsing
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Design Convergence
After exploring all the different 
components of Dick's Sporting Goods 
University, we had many different 
ideations of layouts and design 
elements. 

Of course, we needed to settle on one 
design pattern, one design style, and 
one overall feel of our solution. 

In order to do so, our team grouped and 
designed the screens together. Taking 
ideas from all of our team members, 
this was an essential step that drove 
the look and feel of our solution to what 
it is now.
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Medium-Fidelity Iterations
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Trending / Featured Page
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Trending / Featured Page
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Trending / Featured Page
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Trending/Featured Page 
Critique
The following are comments and 
suggestions from the team that helped 
move our design to the next iteration. 

1. Provide a reason why the content on 
the home page is featured.
2. Is the filter or search button more 
important? Which one is the preferred 
or most common action?
3. On the home page, there should be a 
clear action for the user to take. Ie: 
search, filter, explore.
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Coach Profile
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Coach Profile
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Coach Profile Page Critique

The following are comments and 
suggestions from the team that helped 
move our design to the next iteration. 

1. This page gives the user a great 
opportunity to learn more about their 
coach inspirations or role models. We 
should provide more than a short bio on 
this page.
2. How do we make switching from 
Team 1 to Team 2 seamless?
3. Need a better way to differentiate 
plan and drill. Is an icon enough? Maybe 
color? Maybe text? 
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Drill/Plan Detail Page
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Drill/Plan Details Page Critique

The following are comments and 
suggestions from the team that helped 
move our design to the next iteration. 

1. The steps and the video steps could 
be aligned visually to provide an easier 
connect from the user’s end. 
2. How do we distribute the page 
amongst content in order to provide 
the most needed information above the 
fold?
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Mobile Styling
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Mobile Styling Critique

The following are comments and 
suggestions from the team that helped 
move our design to the next iteration. 

1. Is this the best allocation of space?
2. Should we design a native mobile app 
or a mobile version of the website?
3. How much information should we 
display on the mobile app about the 
content of the drill/plan? Should this 
serve as a preview? 
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User testing
At the end of the mid-fi phase, we 
user-tested with 2 coaches to validate 
some of our assumptions and gather 
their feedback.

We asked the users to first explore the 
Invision prototypes and then think 
aloud while completing the task we 
assign them: create a practice plan for 
their next practice.

For each coach, we re-populate the 
content with the drills and plans info 
from their respective sports.

The complete user-testing script is 
attached in the appendix.

2
Coaches 

user-tested



05 Dick's Sporting Goods University - 
Prototyping

104

User-testing session with Lauren, a middle school Lacrosse coach. The bottom screen showcases the top-down 
diagrammatic style video
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User testing insights
New youth coaches choose to use 
filter more than search. Filter 
surfaces the content they need more 
quickly, and filter options give them 
ideas on what type of content they 
should search for. 

Different types of drills are best 
explained through different video 
styles. A top-down diagrammatic 
videos are best for explaining drills 
on team formations and real-life 
videos are best at explaining drills 
that improve athletes’ physical 
movements. 

DICK's Sporting Goods’ University 
should reflect DICK's Sporting 
Goods’ brand elements

1 Prioritize information most 
important to new youth coaches on 
the drill detail page. 

The current designs can be 
improved by following existing 
interaction patterns. Interactions 
such as filter and adding plans to the 
profile page currently deviate from 
existing interaction schemas. 

2

4

5

3
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Latest Iteration
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Mobile Styling
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Trending/Featured Page
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Drill Detail Page
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Drill Detail Page
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Plan Detail Page
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Clipboard Page
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Profile Page
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User testing
As we developed our hi-fi prototype, we 
user-tested with 2 coaches to further 
gain feedback on our designs and 
validate our assumptions.

We asked the users to first explore the 
Invision prototypes and then think 
aloud while completing one of the use 
case scenarios: create a practice plan 
for your next practice.

It is exciting to see that most of the 
feedback pertain to visual changes and 
it is clear that both coaches see values 
in our prototype. 

The complete user-testing script is 
attached in the appendix.

2
Coaches 

user-tested
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User-testing session with Matt, a soccer coach who works with an under 8-year-old co-ed soccer team.



05 Dick's Sporting Goods University - 
Prototyping

116

User testing insights
The current plan page design helps 
set up the practice sessions very 
easily since it lays out the drills 
clearly in sequences

Account for edge cases when a coach 
trains 2 teams for the same sports, 
the same age groups. Following our 
current naming convention for the 
team, which only uses sports and age 
group, it will be difficult to these 
coaches to identify the teams they 
are planning the practice for.

Would love to use the practice plan 
as a base to build a new practice plan 
right away. 

1 The information in the filter section is 
too cluttered

Coaches 

2

4

3
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inVision Prototype
Our latest iteration of Dick's Sporting 
Goods University can be found here. 

The prototype was designed to 
facilitate actions in the following 
tasks:

1. Switching teams
2. Searching for specific types of 

plans
3. Adding plans to the profile
4. Saving / annotating plans
5. Adding drills to saved plans

https://invis.io/8TRQA1FMVCN#/360169104_1_-_Featured_Page_-_Select_A_Team_On_The_Navbar
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Next Steps
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Through our numerous iterations of the 
concept and the user experience, we 
have evaluated the desirability and 
refined the general experience of 
coaches browsing, learning and 
planning training drills. However, given 
the limited timeline of this capstone 
project, there is still a need to further 
test our solution with more coaches, 
and further explore the viability and 
feasibility of the idea for 
implementation.

On the next page, we outline several 
aspects that may be worth exploring to 
ensure the success of the idea.

Next steps
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Roadmap
1. Conduct further usability 

testings to complement the 
current findings we have and 
further improve the product’s 
alignment with coaches’ mental 
and experience model. 

2. Explore the parent persona. This 
group of users will be the 
secondary users for the 
application

3. Identify the best video structure. 
Should they include a series of 
images or an athlete doing the 
drills?

4.    Design interface for content 
creators to make their experiences 
with the platform enjoyable and 
indirectly prompt them to 
contribute to the platform more 
often. 

5.    Establish long-term partnership 
with sports celebrities and 
community partners.

6.    Leverage the software 
development capabilities and 
back-end foundations used by 
TSHQ to accelerate the 
development process and platform 
launch.


