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[Purposel

To boost the development of professional sports in Japan, digital signage can be used to increase the
satisfaction of spectators. At venues, a variety of content is presented on digital signage, such as score
displays and sponsor advertisements, to support safe event management while increasing spectator
satisfaction. It is therefore meaningful to clarify the effective use of digital signage and to accumulate and
share good practices. However, the effective use of digital signage, such as the type and amount of content to
be presented to increase audience satisfaction, has not been clarified. Therefore, this study conducted a case
study to clarify how Japanese professional sports teams utilize digital signage.

[Methods]

Two cameras were used to capture digital signage and in-court footage of six Chiba Jets games at Funabashi
Arena in April 2023. The digital signage footage was quantified based on the time study method and 12
descriptive statistics were compiled: 1) type of content presented during the game, 2) duration of content
presentation, 3) frequency of content switching, 4) duration of time that events in the court were presented on
the digital signage, 5) time taken for events to be presented on digital signage.

[Results]

The results showed that 27 types of content were presented on digital signage. In terms of content
presentation time, the highest proportion of team logos were presented before and after the match (32.8%-
56.2%). Content was switched least frequently before (0.24 times/minute) and after the match (0.22
times/minute). Event durations were 100% for fouls, 97% for home team three-pointer and 0% for away team
three-pointer. Furthermore, the time until the commentary for fouls was presented was 6.3 s + 4.4 (duration =
2.9 s + 0.2) and the time until the sign for threes was presented was 2.3 s + 0.4 (duration = 4.1 s + 0.4).

[Conclusion]

This study presented examples and descriptive statistics of the use of digital signage as practiced by the
Chiba Jets at home games. These findings not only serve as basic data for increasing satisfaction with
watching professional sports games, but also as basic data for analytical research to elucidate the maximum
use of digital signage.



