FankExperience




SR e HANDS -to cheer for all

F n N ﬂ TO MY | 7 ) moments and carry beer

BRAINS - to think on

“® \which team to bet

=7

ARM -for "
hugging mates g=**"
when scored
EYES - to see everything
better then anyone else
® And keep an eye on the

lllllllllllllllllllllllllll

EARS -to hear whatthe ... phone
away end is singing®"’
MQUTH - keep singing and
“*--g shouting at your favorite
players
GUT - mostly felt week
before cup final®., g
HEART - for club and

® bumps club colour

Seggelen [Screenshare] 14



BUM -to sit down on
chairs ®

ORGAN - preferebly use
before and after match ®

FEET - to walk to stadium
with family and/or friends

o
-

Seqgaelen [Screenshare Y

GUT - for
® digesting burgers
and beer

NG

FINGERS - to use device

g "ttcrraena.,,, -
_4"’ ®for social updates
....................... SKIN - to tattoo your club
“%an

LEGS - strong enough to
e walk several times for

-
"
.
a?

’ % beers and burgers
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FANEXPERIENCE CALENDER?

DEPARTMENT | JUNE JULY | | AUGUST SEPTEMBER | OCTOBER NOVEMBER

MATCHES







3. Contact customer service 4. Buy tickets (Online/Offline/box office)
2. Visit website \

-~ N
il v_ - 5. Visit fansho
1. First trigger ;“\}_P_A__‘k T~ P
(website, e-mail, social, friends, ’ K —
letter, ad, etc)

6. Visit website for match information

7. Watch social media / updates
8. Transport to veneu (car, walk, public transport, etc. )

2. Park your vehicle

n @ Positive experience? Data moment Makea/or break moment?
Seggelen [Screenshare]



FANWHEEL x

| G T
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/‘w\\h 10. Lasl mile to venue
L.\— 11. Arrival at venue / fanshop

— h""-—. 12. Searching the entrance

13. Visit shop or fanstore

29. Route exit and way home __'/i"
28. End game - salute players
27. Kick-off second half ——"’l\
26, Half time activity

25. Purchase food and beverage

24. Tollet visit ] ‘
23, Half time - X U T e 18. Purchase food and beverage

22. Atmosphere first half / \ 19. Pre match ceremonies / 15 min bulld up
21. Kick-oft 20. Start game

14. Access control / stewards

15. Finding your seal
14. Pitch activities

17. Venue activity (Music, mascot, connection, atmosphere)




FANWHEEL X

3%, Recap e-mail, invite next
maltch, contact with club

32. Match report social / tv
31. Re experlence social media
30. Going home transport

29. Route exit and way home




FANWHEEL x

3. Contact customer service
2. Visit website

1. First trigger
(website, e-mail, social, friends,
letter, ad, etc)

13. Recap e-mail, invite next
match, contact with club

32. Match report social / tv

31, Re experience social media
30. Going home transport

29. Route exit and way home
28. End game - salute players
27. Kick-off second half

26. Half time activity

25. Purchase food and beverage
24. Toilet visit

23, Half time

22. Atmosphere first half

21. Kick-off
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BEFORE

Daeitiva avmarianc-a? Nata meamant

@ Bdslafmre lraalk mamant?

NG

4. Buy tickets (Online/Offline/box office)

5. Visit fanshop

6. Visit wabsite for match information

7. Watch social media / updates

8. Transport to veneu (car, walk, public transpont, etc. )
9. Park your vehicle

10. Last mile to venue

11. Arrival at venue / fanshop

12. Searching the entrance

13. Visit shop or fanstore

14. Access control / stewards

15. Finding your seat

16. Pitch activities

17. Venue activity (Music, mascot, connection, atmosphere)
18. Purchase food and beverage

19. Pre match ceremonies / 15 min build up

20. Start game



FORMULA FANEXPERIENCE[J F*N

MAARTEN

AN LGN

FAN EXPERIENCE

Know your fans better Love and know your club Exceed every step of the
than anyone else! just as much as your fans experience in all expectations

Being yourself is the most important thing
otherwise nobody believes or trusts you




EXPERIENCES X

« Website

. ¥now-vour-fan
* Touchpoints

« Retail collection
= Activities

= Website

» newsletters

* On- and offline
* Brand style

= Atmosphere

* Supporter culture

= Sound and screens
* Half time

» Stewards

# Parkin

® Last to stadium
* access control

* Signing

MAARTEN
VAN SOREILIN







