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How to harness social networking to 
support unstructured recreation

Social Networking . . . 
What is it? How does it work?

• A social structure made up of individuals that are tied to one or more 
specific types of interdependency (i.e. – values, visions, ideas, 
financial exchange, kinship, etc.)
– Commerce: eBay (+150 MM users)
– Local community: CraigsList.com (10 MM)
– Dating: Match.com (~ 1.5 MM paid subscribers)
– Organizational: Meetup.com (~ 700 K paid subscribers)
– Business: LinkedIn.com (+10 MM)
– Teen & College: MySpace.com (+70 MM), Facebook.com (+42 MM)
– Pre-teen: WebKinz.com (Most of the Holland family income . . . ;-)
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Social Networking . . . 
Common DNA of Web 2.0 Social Networking Sites

• User profile to define interests
• User generated content creates community value
• Anonymous “browsing” based upon interdependencies
• Username / “handle” used to guard identity
• Personal interaction upon acceptance of community 

standards
• “Self-policing” community / user feedback

Changing face of participation
• Regular “free time” is at a premium, this creates more 

interest in drop-in / unstructured events
• National Sports Center Consortium has noticed a 

significant trend toward pick-up / drop in play and 
reduced interest in commitments to league play

• We have anecdotal evidence from many 
GameSnake.com members that league play is perceived 
as expensive (time and money), overly competitive and 
exclusionary
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Foster fair play, inclusion and 
safety through community . . .

• What makes a pick-up game unique?
• Interdependencies are simple and can 

transcend socio-economic boundaries
• Communities are “mixed” based upon a love of 

the game 
• The “Tribes” that form are truly communities that 

self-regulate

This is all great, but who wants to 
play tennis at 2 AM? . . .

• Sports Matchmaking? Match.com + Sports 
= GameSnake.com

• GS allows players and facilities to start 
pick-up games and find interested players

• Players (and facilities) become connected 
through the online community
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Current Demographics
• ~ 78,000 current members
• 60/40% male to female
• Age range from 13 to 77 with average age of 29
• Average player lists 2.8 preferred sports
• Basketball, Soccer (Outdoor), Football (Flag & 

Touch), Volleyball, Softball (Slowpitch), Tennis, 
Soccer (Indoor), Dodge-Ball, Baseball and 
Ultimate Frisbee are the top ten sports
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Critical mass?
• If we have 125 athletes in a single sport within a 

25 mile radius, game play is self-sustaining
• Sports-specific portals like our 

http://www.gamesnake.com/tennis provide 
significant growth beyond the initial critical mass

Benefits to campus recreation

• Facilitates “bonding” and “mixing” among the 
student population

• “Tribal” nature of the developing community 
helps maintain control of unstructured recreation 
and allows oversight/review by campus staff

• Metrics on member preferences – what sports, 
times, seasons, facilities, etc.

• Adoption of campus email and alumni continuity
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Possible scenarios for drop-in / 
unstructured play

• Greek & on campus students are highly 
engaged, but off campus students are not?

• The idea sounds good, but we must restrict 
utilization of facilities to students, faculty and 
staff . . . 

• Our campus recreation is open to the community 
and we need to create awareness and 
membership acquisition/retention

Can you come out and play?
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