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items include team jerseys, signed picture frames, sports 
equipment, trophies and also things that fans associate with 
the sporting event such as match tickets and captured 
photographs from the event [20]. These memorabilia enable 
fans to remember enduring battles between the teams and 
how their support and cheering contributed to the winning 
outcome.  

However, despite the demand of sports memorabilia [7,14], 
the current exploration on designing sports memorabilia is 
limited [49]. These memorabilia as found in sports heritage 
museums and endorsed merchandise offer a rather arbitrary 
view on the sports. For instance, most sports memorabilia 
embody a generic design that attain to objective facts and 
moments of historical significance such as victories, broken 
records and personal milestones [15,30,40]. However, their 
design does not fully capture the subjective experiences and 
emotional rollercoasters of witnessing a sports match. As a 
result, they miss out on being a true representative of the 
sporting event as it unfolded in time [30]. Connerton [6] 
further argues that momentous events like iconic sports 
matches are experienced and remembered differently by 
each individual fan. He calls such an experience ‘private 
nostalgia’ that originates from the personal memory of the 
event and is different from the ‘collective nostalgia’ of the 
event. Unfortunately, existing works around sports 
nostalgia rarely emphasize and discuss the private nostalgia 
of a fan, which we think is a missed opportunity. Frow [15] 
and Snyder [40] also fear that the commoditization of 
collective sports memory as observed in current 
memorabilia, incurs a danger of only the collective views 
becoming the dominant narrative of the social history of 
sports, which in turn could lead to loss of individual 
memories of the sporting event. The aim of this work is 
therefore to capture and support the private nostalgia in the 
design of sports memorabilia, which thankfully with 
today’s technologies we are beginning to explore.  

Use of social media during sports events 
The rise of social media allows fans to not only follow their 
favorite players and sports on social media but also to 
participate in conversation with like-minded fans [22, 
36,38]. Twitter, for example, is often used as a backchannel 
to share and observe commentary and opinion about an 
ongoing TV sporting event [22], where the first screen is 
the television broadcast of the event while the second 
screen is a smartphone or a laptop used to monitor and 
express opinions about the event. In the past, the interaction 
between fan and athletes was mostly one-sided, where only 
the few fortunate fans getting an opportunity to interact 
with favorite athletes through the cursory of autograph 
signing [38]. Athletes and sports management authorities 
have also acknowledged the role of social media to create 
positive exposure among fans [38]. For example, 
Philadelphia Wings of the National Lacrosse League put 
players’ Twitter handles on the backs of their jerseys [36]. 
Kim et al. [28] has done a comprehensive analysis of the 
tweets during the 2014 FIFA world cup in order to identify 

interesting patterns and linguistic features that prompted 
emotional response among sports fans on social media. 
Some works have also looked at creating novel 
visualizations to represent tweet data of the sports fans 
onscreen. For example, Kamvar and Harris [24] used 
different color particles to imitate emotions of fans on a 
common plane, while Kempter et al. [26] proposed an 
EmotionWatch, to display different categories of emotions. 
The majority of the existing explorations on visualizing 
individual’s tweets are mainly onscreen, except for the 
work called Emoto [10], which got us thinking towards a 
tangible souvenir and its potential to support visualization 
of tweets. Emoto is a public art display that showcases 
tweet sentiments during the 2012 Olympic games.  

Research opportunity  
Existing works highlight the importance of social media as 
a platform for fans to express their emotions and to feel 
closer to other fans and the game itself. If the role of social 
media is to support the dreams of fans to get closer to the 
sport, players and fans alike, the role of a souvenir is to 
preserve such special moments for the future. Thus, the 
overlap of social media and memorabilia can offer new 
opportunities of recreating memories by translating social 
media interactions and moments into a tangible form.  
Incorporating personal data into memorabilia can add a new 
layer of personality by expanding its context to social 
dimensions, and potentially could also serve as a 
visualization platform to get an abstract summary of the 
game. This research takes into account the current 
popularity of digital fabrication coupled with the existing 
knowledge of affordances of physical visualization [23, 27, 
43], which makes fabrication of physical artifacts more 
accessible. By situating digital fabrication within the 
context of TV sports viewing experiences, this research also 
opens up an exciting new design space. 

DESIGNING FANTIBLES 
Fantibles is a personalized sports memorabilia that 
embodies the subjective passionate experience of sports 
viewing in a tangible form. Fantibles capitalizes on the 
trajectory of the individual’s tweets and the progression of 
the sports event in real time to create a unique 3D printed 
souvenir. As such, Fantibles utilizes two data sets: sports 
statistics and social media streams. The sports statistics 
include the essential information (or highlights) of a given 
sporting event, while the social media stream incorporates 
spectator engagement levels during the event. These two 
data sets are transformed into separate 3D printed models: 
Sportoms and Fantoms that interlock with each other. 
Before describing these models, we first explain the 
rationale behind some of our design decisions.  

Choosing Cricket  
We choose Cricket because of its wide popularity in the 
Asia Pacific region with a huge fan base on social media 
platforms [8,45]. For instance, a recent survey [45] 
indicated that 89% of Twitter users in India are cricket fans. 
In the current prototype, we opted for the One Day 
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Fantibles in different metals like bronze, silver and gold, 
similar to medals given in spots tournaments. 

Fantibles in winning team color was appreciated 
All participants appreciated the fact that the Fantibles 
embodied the color of the winning team. Dev was surprised 
when he came to know about the colors, “Initially, I did not 
think of the color choices. I thought they were random but I 
was positively taken aback by the use of winning colors.” 
However, Samira and Nelson wanted colors of both the 
teams reflected on the Fantibles.  Nelson said, “ I don’t 
know if it is possible, but it would be great to have half 
portion of Fantibles in one team’s color and other half in 
another. In that way I can then easily see the battle between 
the two teams.” 

Tweets made Fantibles personal and unique  
All participants appreciated the use of personal data, their 
tweets during the match in the design, and considered it as a 
thoughtful addition. Nelson said, “Tweets bring something 
new to the world of memorabilia and make them more 
personal”. Dev similarly expressed, “because of the tweets, 
Fantibles felt more unique and personal to me”. 

Fantibles offered reflection on self  
Using Fantoms and Sportoms in relation to each other, 
Heather was delighted to learn about the things that excited 
her in the match most, “Looking at this guy (a thicker circle 
that denotes runs), it is kind of cool to see, I am more 
excited for the runs. I never realized that”. On the other 
hand, Shahid said, “Fantibles helped me in remembering 
good and bad memories of the match. I like to remember 
bad memories, I remembered the argument on Twitter I had 
with friends that whenever we win the match or series, we 
forget the mistakes we made. We discuss only the victories, 
but it is good to remember the mistakes and challenges that 
are still to be overcome.”  

Fantibles prompted tweeting 
After receiving the first set of Fantibles, participants came 
to realize how their excitements and tweets gets reflected in 
the floral design pattern of Fantoms. They realized that how 
they could alter its design by changing their tweeting 
behavior. As a consequence, four participants 
enthusiastically expressed their emotions in tweets in 
subsequent matches. Nelson mentioned, “My first reaction 
after receiving the first Fantibles, was to tweet more and to 
see how it would turn out in the design.” He further added, 
“Although after getting the second and third Fantibles, I 
was still excited and the design made much more sense”.  
Heather on the other hand was disappointed for not 
tweeting more. She wanted her Fantoms with full of peaks.  

Interestingly, the increased tweeting during a game did not 
cause any distraction to the sports viewing, but rather 
tweeting strengthened their commitment towards Cricket. 
As Rahul mentioned, “Cricket as you know has a little 
break in between the overs, which gives me enough time to 
tweet. In that way, I am letting the world know how I feel 

when a bad decision happened on the ground, or somebody 
hits a ‘6’.”  

Tweets were full of emotions 
Participants’ tweets showcased a variety of emotions from 
feeling tensed to feeling overjoyed. Surprisingly, most 
tweets occurred during crunch situations in the Cricket 
match. For example, some of the interesting tweets during 
tense situations were, “I am feeling the pressure just by 
watching the game, I wonder how the players stand it…” 
“Nerve, nerve, nerve... this match is all taking it…” “:D :D 
:D :D, Need 6 more big smiles ... [referring to 4 wickets 
that have fallen and 6 remaining]”. Besides ‘4’, ‘6’ in the 
match, other situations such as players reaching personal 
milestones, or breaking records also generated ample 
tweets. However, not all tweets were directly related to the 
match. Sometimes participants even discussed other things 
such as childhood memories. For example, referring to the 
drink trolley that typically comes during the break, Shahid 
tweeted, “In my childhood, I used to wonder how big this 
bottle on the drinks-trolley is.” 

Physicality of Fantibles facilitated offline display of 
emotions  
All participants appreciated how Fantibles are 
representatives of their emotions. Rahul said, “The best part 
is that through these Fantibles, I can take my feelings 
offline and show it to others even after the match is over.” 
Shahid, on the other hand, expressed with joy, “Like most 
fans, I love to express my opinion, anger, disappointments 
and joy during sports. Previously I was expressing myself 
vocally and sometimes with the tweets, the only change, I 
see here is now I have a physical record of it (by looking at 
Fantibles) and that’s nice.”   

Abstractness supported public display of emotions 
Three participants liked the abstract display of their 
excitement levels through Fantoms. Samira said, “Sometime 
I put my frustration in very strong way. Those frustrations, I 
do not want to be revealed in public. But with these models, 
I can now showcase these feelings in an abstract level. No 
one can see my words, all they see is high peaks and I think 
this much of expression is tolerable in public.” 

Abstract design facilitated personal narration to unlock 
its meaning  
The abstractness of the Fantibles not only concealed their 
emotions but also gave participants an opportunity to 
narrate their subjective experience of the match to 
interested viewers. Heather was thrilled with how the 
models depicted her emotions and said, “When my 
colleague picked up the souvenir in the office, she said it 
was good for decorating. But she didn’t know how to read 
it. It made me feel like if the message was encoded only for 
me and that I am the only one who can unlock its meaning.”  

Participants wanted to make Fantibles social 
Although all participants liked the personal aspect of 
Fantibles, they all wished if Fantibles could embed social 
elements such as data from their friends. For most, tweeting 
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was a routine activity with which they connect with their 
remote friends while watching a cricket match. Samira 
mentioned, “When we post our feelings there, it gives us the 
feeling of being and watching together.” Heather, on other 
hand, wished to incorporate the stadium noise or crowd 
thinking about the match within the design. For her, it 
would be cool to compare her emotional response with her 
friends and other people in the stadium. She further added, 
“It would be really great to take these ideas to the stadium 
and then record and compare your team and opposition 
team’s support over the game.” Nelson remembered about 
the soccer stickers that he used to collect during his 
childhood, he said, “Fantibles reminds me of completing a 
soccer album when we friends used to get together and 
change stickers.” He wanted to extend Fantibles to support 
similar experience. 

DISCUSSION 
We discuss participants’ responses to Fantibles across four 
themes as below. 

Self-expression  
Twitter supports individuals’ self-expression by allowing 
users to create a desirable representation of themselves to 
other people through their tweets [4]. Within a sports 
context, Twitter supports an individual’s self-expression 
and allows them to display their passion towards the sports 
through their tweets and offer a way to connect with other 
fans. Rinehart [39] highlights the desire of many sports 
fans, who want to be ‘players’ themselves, not as to 
participate in the sport but rather to make their opinion and 
presence count in the sport event as a whole.  

Lowenthal [32] writes, “Individual memories convert 
public events into idiosyncratic personal experiences”. He 
further adds that, “we recall only our own experiences at 
first hand and the past we remember is innately our own”. 
As such, Fantibles captured an individual’s narrative 
(commentary) on sports and reinforced its significance and 
meaning for later usage through transforming it into a 
tangible souvenir that resonates with the identities of the 
sports fan. The use of personal tweets acted as a physical 
signature that made the Fantibles authentic. Fantibles 
served as a tangible testimony and an official recognition of 
being a sports fan. As a result, participants developed an 
emotional attachment with the memorabilia. Their public 
display in different parts of their home further facilitated 
exhibition of one’s devotion to sports, creating an alternate 
representation of self [17]. For instance, Shahid took pride 
in displaying his Fantibles to his friends and visitors to his 
home and it allowed him to share good and bad memories 
of the cricket match he passionately witnessed.  

Van den Hoven [48] wrote about the esoteric qualities of 
the tangibles that hold a special meaning for their owner but 
can remain obscure for others. In the sports context, a 
typical cricket ball can be purchased for 20$ but even the 
picture of the same ball gets sold for massive prices if there 
is a distinct memory associated with it such as being used in 

an iconic match. If you bring home such a cricket ball that 
represent an iconic event or special memory, others might 
find it hard to differentiate it from other ordinary cricket 
balls as they do not hold the same memory. As such, 
memorabilia relate to memories of personal experiences 
and require narration from the owner to unveil the story 
behind them. In other words, the meaning of the sports 
memorabilia is not in the tangible object but is in the mind 
of its owner. As Heather experienced, her colleagues 
wanted to know how to interpret the Fantibles, and required 
her narration to explain the meaning behind large emotional 
peaks. This feature provided her with a sense of privacy and 
control over information that she wants to share with others.  

Layered Sense Making   
The player facts and the sports analytics are a core part of 
fan’s intellectual engagement with sports. By exploring 
individual’s social media contribution, we see a potential of 
going beyond the ‘facts and the data’ about sports and an 
opportunity to explore other complementary aspects of 
sports centered on an individual’s subjective experiences. In 
Fantibles, we focused not only on the ‘facts’ and ‘data’ 
(‘tell-a-tale”) of a Cricket game but we also put an equal 
emphasis on individual’s contribution to the game of 
Cricket as expressed in their tweets. Earlier studies also 
suggest that people find opinions in shortened forms such 
as in Twitter easier to understand as opposed to longer 
writings in news stories and blogs [3]. However, as per the 
nature of social media, the generated tweets embody a 
digital format and accessing back key moments from one’s 
own tweets or reflecting back upon one’s emotional state 
during the match requires browsing and scrolling through 
pages of tweets. We note that, although twitter limits a 
tweet to 140 chars, there is no limit on how many tweets 
one can send during an ongoing sports event.   

The Fantibles through its abstract design offered a quick 
way for individuals to see an abstract summary of one’s 
tweets (particularly, emotions). Participants welcomed the 
tangible aspect of the memorabilia, which takes them away 
from the screen. According to Kaplan and Kaplan [25], a 
restorative physical environment clears the mind from 
unwanted thoughts and provides opportunities for broader 
reflection by directing attention to only key aspects. A 
sports memorabilia should, therefore, avoid providing too 
much information by keeping the data mapping simple and 
direct. The memorabilia presents the summary of the sports 
along with tweets in a way that can be perceived at a glance 
to the fan. Participants also liked the interlocking nature of 
the Fantibles, which provided them with the opportunity to 
add more layers if the fan wanted to expand meaning. For 
example, as a future work on Fantibles, we can add a third 
layer of data printed on a piece of paper that displays 
textual sports and tweet data. Users can then utilize this 
extra layer along with the Fantibles as a navigator to extract 
further information as shown in Figure 9. 
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