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Baseball Gamecast

Operational Concepts


Tom is on the bus ride home from work and his favorite childhood team, the San Francisco Giants are playing against the Arizona Diamondbacks.  Several duels between reigning batting champ Barry Bonds and defending Cy Young champion Randy Johnson are inevitable.  It will be a match up between the best hitter and the best pitcher that can’t be missed.  But what means does Tom have of watching or listening to the game on a bus in Seattle?  Today Tom is lucky because he has his cell phone with him.  He could check the scoreboard on ESPN.  We propose that he could see a pitch-by-pitch gamecast of the game, allowing him to feel the tension between Barry and Randy, batter and pitcher, as the count advances, culminating in a game-changing homerun or momentous strikeout.

Sports fans like Tom love to follow their favorite teams and players; that is what fans do by definition.  Forms of live media coverage of sports has extended from the traditional TV and radio broadcast to online scoreboards, play-by-play gamecasts, webcasts, and scoreboards on mobile devices.  The next step is to implement a play-by-play gamecast for mobile devices.  This way fans can follow every pitch of a baseball game through their mobile device without frequently manually updating the scoreboards that already exist.  We already know that fans check scores and request updates on their mobile devices since such products exist and are currently in research.  With a gamecast, we are simply offering more exciting and more comprehensive coverage of a game on a mobile device.  

System Requirements


The user would be presented with a scoreboard of the games for that particular day.  Then the user could select on of those games for which to watch the gamecast.  The appearance and capabilities of the baseball gamecast would be modeled after those implemented on sites such as ESPN.com and Yahoo!  These would be tailored to fit on mobile devices with an interface that would allow interaction with the limitations of a cell phone.


The visual appearance of the gamecast would be centered on a baseball diamond.  The diamond would allow the user to see if there are men on base.  The screen would include who is batting and who is pitching, along with the score, count, and number of outs.  There would be a menu that would allow the user to select a different form of viewing the information from the game.  Much like ESPN.com’s gamecast, these forms would be the box score or the game log.  The user could also easily get player profiles by selecting a position with the number keys.  This would allow the user to see what players are at each position and what their statistics are for the season and for that particular game.

System and Software Architecture


Putting the gamecast together would consist of a series of processes.  First the live data needs to be retrieved from a feed and interpreted into an understandable form.  Then the interpreted data needs to be sent to the mobile device where it can be used to construct the gamecast on the screen.  The live data feed could come from a number of source, the best of which seems to be www.sportsticker.com, which is run by ESPN.  The specs of the feed and example feeds are provided so that the feed could be simulated for building the software instead of having to purchase a license.  A server would extract the data it needs from the necessary places in the feed and convert it to specific parameters that can be sent to the MIDlet on the phone.  The MIDlet would then take that information and put it into all of the screens: the scoreboard, the main screen, the box score, the game log, and the player profiles.

Lifecycle Plan


The system is being developed for the fans, who first want functionality and second want as much up-to-date information and statistics as they can get.  The initial program with a simulated data feed can be implemented by the class, but a live data feed would require licensing and purchasing of a feed.  The support for the final product would be provided by the company implementing it, like ESPN.com, Yahoo!, or mlb.com.


The lifecycle can spiral outwards, providing a simple structure at first and adding functionality as the spiral extends outwards.  The scoreboard would be the first priority, providing the programmers with experience in extracting the data from the feed and interpreting it into a meaningful representation for the user.  Then the basic screen would be constructed, with the diamond, pitcher, batter, score, count, and number of outs.  Then the box score option would be added, followed by the game log.  Finally the player profile option would be added to complete the functionality of the program.


This means that half of the group would work on the server that extracts the data and turns it into useful information.  The other half of the group would work on the MIDlet itself.  Half of that team would work on the appearance and the other half would work on the functionality, which includes the event listener and putting the correct, updated information in the right locations.

Feasibility Rationale


This project is very feasible simply because it seems like the next logical step in sports coverage for mobile devices.  ESPN.com has actually made this project a future goal of theirs!  Scoreboards have already been implemented on mobile devices and gamecasts exist on PCs, so why can’t gamecasts work on mobile devices?  If you reference the specs for the data feed, you’ll see that there is so much information that can be portrayed to the user.  But you must not be intimidated by this; it only provides the opportunity for so much more functionality.  If the lifecycle above is followed, starting with the portrayal of a small amount of simple information and expanding to a fuller functionality, then the project as a whole becomes much more feasible.

