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Introduction Results & Solution
Finding Talent o« Saved Search Profiles « Real-Time Player Visibility Improved
. o Coaches and managers can save custom player o The portal successfully centralizes player
In professional baseball, when a player search profiles based on specific roster needs. availability by aggregating transaction and
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than 48 hours to act before that player
signs elsewhere. For the Atlantic
League, where roster turnover is

constant, this narrow window defines a 1 The Portal @ Player Discovery Home |

roster.
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The process meant to capture this
opportunity is outdated. Coaches and
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Objectives o

» Faster Discovery Workflow
o Coaches and managers can now filter available
players by key attributes (position, level, age,
handedness, and recency). This significantly reduces
the time required to identify relevant roster targets.
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Unlike passive databases,
our solution is action-
oriented, optimizing for
coaches and manager's
custom needs.
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Key Design Insight: Speed Over Completeness Decision-Making A
Our data revealed that rapid access to “good enough” Our application replaces RANKING PREFERENCES
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Consolidating Statistics: A Ranking Algorithm

o 4 We developed a weighted scoring system that users can use to rank players based
Gatherlng on performance, experience, positional fit, availability, and recent activity. Each
factor is normalized and weighted to produce a final score. The weights are

Information determined by the user.

Scoring Model

Interviews
We interviewed managers and
coaches, which are who our project —
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will serve, to understand their
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recruitment workflows, challenges,
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historical and transactional records Position Match Availabilit .
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Conclusion

This project addressed a core challenge in
professional baseball recruitment: the
difficulty of quickly identifying and acting on
newly available players within a very short
time window and with fragmented data
sources, manual tracking, and delayed
transaction reporting, which can cause
teams to miss valuable roster opportunities.

By developing the SLUGGER Player Portal,
we created a centralized, real-time system
that transforms raw transaction data into an
actionable recruitment workflow. Our
application improves how Atlantic League
teams respond to player availability by
reducing delays, organizing recruitment
efforts, and supporting faster, more
informed roster decisions in a highly time-
sensitive environment.
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